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DODGEBALL RULES
Official National Amateur Dodgeball Association rules apply in cases not covered by the College of William and Mary Recreational Sports rules stated below. 

A. 
TEAM
1. 
Teams will be made of 6-10 players.  Each game begins with 6 players competing on a side; others will be available as substitutes.  A team must have a minimum of 4 players to play. 

2. 
Co-Rec: A team consists of 6 players, 3 men and 3 women.  A team may play 3 men and 2 women or 3 women and 2 men.  A minimum of 4 players (2 men and 2 women) is required. 

3. 
Substitutes may enter the game only during time-outs, or in the case of an injury.  Men may only substitute men; women may only substitute for women. 
B. 
BOUNDARIES

1. 
During play, all players must remain within boundary lines (Black Lines, Red Center Line). 


2. 
Players may pass through their end-line only to retrieve stray balls.  A stray ball is one 

that has not been picked up and is lying on the ground. 

3. 
When retrieving a ball, the player must also immediately re-enter the playing field only 

through their end-line.  A player not immediately re-entering the area may be declared OUT. 


4. 
A player may be handed a ball from out of bounds, provided the player receiving the ball 

remains completely within their team’s field boundary.  Players may not be handed a ball while standing out of bounds.


5. 
A player shall not:


a. 
have any part of their body contact the playing surface on or over a sideline.  



b. 
leave the playing field (sideline or end-line) to avoid being hit by or attempt to 

catch a ball. 

c. 
have any part of their body cross over the center-line and contact the ground on their opponents’ side of the court. 



Note: A player may step on the center line without penalty. 




PENALTY (a-c): Player will be ruled OUT. 




* Exception: During the open rush, many players may cross the center line.  

Players should refrain from calling players OUT at this time unless a definite advantage is gained by this action. 

C. 
THE GAME
1. 
All teams must be ready to begin play promptly at the scheduled time. GAME TIME IS FORFEIT TIME!!  All eligible participants including: students, faculty, and staff at the College of William and Mary must be able to present a valid current-semester ID card.  NO ID, NO PLAY! 

2. 
6 balls will be used per match. 

3. 
The format of the match will be best 2 out of 3 games, with each game having a 5 minute time limit. 

4. 
The winners of the opening coin toss will have a choice of sides to begin the match.  Teams will alternate sides in the following games. 

5. 
The object of the game is to eliminate all opposing players by getting them OUT.  An OUT is scored by:

a. 
Hitting an opposing player with a LIVE thrown ball below the shoulders (Note: if a player crouches, ducks, kneels, etc. and puts his head in a position where his shoulders would be, and this is clearly the cause of the player being hit above the shoulders, the player is OUT). 

b. 
Catching a LIVE ball thrown by your opponent. 

c. 
Causing an opponent to drop a held ball as a result of contact by a thrown LIVE ball (usually occurs when a ball is being used to block a thrown ball). 

d. 
An opposing player stepping out of bounds. 

LIVE: A thrown ball that strikes or is caught by an opposing player without/before contacting the ground, another player, a non-held ball, official, or other object. 

6. 
A player may block a thrown ball with a ball being held, provided the holder does not lose control of the held ball as a result of contact with a thrown ball.  The holder is OUT if the held ball is knocked loose, regardless of whether it hits the ground or if the holder regains control of the held ball. 
7. 
A live ball deflecting off the body of Player “A” remains live only to Player “A”.  If “A” legally catches the deflected ball, the thrower is out.  Teammates of “A” may not legally catch the deflected ball.  Touching of the deflected ball by other players causes the ball to become dead. 

8. 
Once a player is OUT, they must drop any balls in hand and exit the playing field at the nearest sideline.  If an OUT player intentionally contacts a live ball before exiting the playing field, opponents will be awarded a FREE THROW (see below). 

9. 
Each team will receive one 30-second time-out per game.  Following the time-out, play will resume with the same number players and balls on each side as when time-out was granted. 

10. 
The first team to legally eliminate all opposing players will be declared the winner.  If neither team has eliminated all opposing players by the time limit, the team with the greater number of remaining players will be declared the winner.  If equal numbers remain on both sides, a shoot out style overtime will be played. 

D.
OPENING RUSH

1. 
Prior to beginning a game, an equal number of dodgeballs are placed along the center line 

on each side of the center hash mark.  Players then take a position behind their end line. 

2. 
Teams may only retrieve the three balls placed to the RIGHT of the center hash mark.  If balls remain on the center line after a team has retrieved and moved their balls beyond the attack line, those balls may be retrieved by either team. 

3. 
A false start will be called if players cross their end line prior to the supervisor’s signal to start the game.  Result: Play will be stopped and one ball from the offending team’s side will be moved to the opponent’s side of the center line.  Repeat for each infraction. 
4. 
Each/every ball retrieved at the opening rush must first be taken beyond the attack line and into the team’s backcourt before it may be legally thrown at an opponent. 

5. 
Once a ball is moved beyond the attack line it may be thrown from anywhere on the team’s side of the court, including in front of the attack line. 

6. 
Attack line restrictions end when all balls have been taken into the backcourt following the Opening Rush. 

E. 
OVERTIME
1. 
Overtime will consist of a 3 minute period with 3 players per team and 4 balls in play.  Co-Rec rule still applies.

2. 
Play will start again with an opening rush, 2 balls per side. 


3. 
During overtime, players cannot hold a ball for more than five (5) seconds in an effort to 

run the clock down. 


4. 
Overtime ends at three minutes and the team with more players left is awarded the win.

F. 
STALLING
1.
It is illegal for the leading team to control all the balls for more than five (5) seconds.  If the leading team controls all the balls, i.e. all balls are located on their side of the center line, they must make a legitimate effort to get at least one ball across the attack line and into the opponent’s backcourt.  If this is not done within 5 seconds, a “5-second violation” will be called.  A team may avoid a 5-second violation by throwing or rolling a ball into the opponent’s backcourt.  A 5-second violation may be called be the supervisor. 

PENALTY: 
1st violation: Stoppage of play and balls will be divided evenly.  Play continues with “balls in hand.”


2nd violation: FREE THROW for opposing team—a penalty in which one player is allowed an unobstructed throw at their opponent(s) without risk of elimination.  This is possible because a caught “free throw” does not result in an “out” for the thrower. 


2. 
The 5-second count will cease when a ball is at the disposal of the trailing team. 
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