
 

 
DODGEBALL RULES 

 

RULE ONE: THE GAME, COURT, PLAYERS 

Section One:  General Provisions 

A. Eligibility 

1. This activity will be conducted according to the eligibility rules set forth in the Intramural Sports Participant Guide. 

2. All participants must sign in with the Intramural Supervisor prior to participation in any Intramural Sports contest using their 

own Stetson ID card.  We will not accept any other form of identification.  No exceptions!  Violators will be deemed ineligible 

to participate in all Intramurals Sports for a period of time no less than 60 days.   

3. The participation by an ineligible player will subject the offending team to forfeiture of the contest and possible removal from 

the league.   

B. Players 

1. The game shall be played between two teams consisting of eight (8) players each. 

2. A team may begin a game with a minimum of six (6) players. 

3. A team may have a maximum of 20 players on the roster.  Players who have not participated may be removed from the team 

roster prior to the conclusion of the regular season.  

4. The jurisdiction of the Intramural Sports staff begins when a team or player enters the facility and ends when the team or player 

leaves the property.  During this time, participants are expected to treat all Intramural Staff, opponents, and Wellness and 

Recreation property with respect.   

5. The use of alcohol and/or tobacco is strictly prohibited. 

C.   Sportsmanship Rating 

1. The Intramural Sports program expects all participants to conduct themselves in a sportsmanlike manner.  

2. In order to be eligible for the playoffs, a team must have a sportsmanship rating average of at least 2.75 at the 
conclusion of the regular season.   

3. During the playoffs, teams who receive a sportsmanship rating below three (3) will be placed on probation.  A second rating 

below three (3) during the same playoffs will result in forfeiture for the offending team. 

 

A four (4) will be given for excellent conduct.  Teams were all respectful and courteous towards the opposition and/or all Intramural 

Sports staff.  Defaulted games will result in both teams gaining a 4 in sportsmanship for that contest 

. 

A three (3) will be given for a contest with moments of questionable activity.  In this instance, teams may not always be respectful and 

courteous towards the opposition and/or all Intramural Sports staff. 

   

A two (2) reflects a situation where a team explicitly displays actions that are deemed to be unsportsmanlike or unfitting of the game.  

The team has many moments of questionable activity and shows little respect and courtesy towards the opposition and/or all Intramural 

Sports staff.  Forfeited games will result in the offending team gaining a 2 in sportsmanship for that contest. 
 

A one (1) reflects a team who had little to no control for the duration of the contest.  The team constantly showcased questionable 

activity and showed no respect for the opposition and/or all Intramural Sports staff.  The ejection of a player will result in that player’s 
team gaining a maximum of 1 in sportsmanship for that contest.  Teams with multiple unsportsmanlike penalties/actions will receive a 

maximum of 1 in sportsmanship for that contest. 
 

A zero (0) reflects activity that is completely unacceptable for any participant.  Teams exhibit blatant actions of disrespect towards the 

opposition and/or all Intramural Sports staff.  Teams that permit the participation of an ineligible player (for any reason) will receive a 0 
in sportsmanship for that contest.  Teams with three unsportsmanlike penalties/actions will receive a 0 in sportsmanship for that contest. 

 

 

 



 

Section Two:  Court 

A. The Playing Area 

1. The playing area shall be 85 feet in length and 50 feet in width, played on a basketball court. 

 

Section Three:  Equipment 
A. Official Ball 

1. The ball shall be an 8.5” plastic coated foam dodgeball, provided by Wellness and Recreation.  No other ball is used for 

competition. 

B. Players 

1. Players must wear athletic, non-marking shoes at all times. 

a. Players who are caught wearing any other style of shoe will be asked to change immediately and will not be allowed to 

participate until proper shoes are worn. 

2. Players must remove all jewelry prior to participation, including (but not limited to) piercings, watches, necklaces, and 

bracelets. 

3. Protective equipment may be worn by any player at all times.  However, it must be worn properly.  Padding must cover splints, 

braces, and/or casts. 

b. The Intramural Sports staff may prohibit the use of any type of protective equipment that presents considerable risk to the 

safety of other players. 

4. The Intramural Sports staff may prohibit the use of any equipment that may perceptibly affect the game, compromise the safety 

of participants or fans, or enhance a player’s performance. 

5. Equipment that includes computers, electric components, or mechanical devices shall be declared illegal. 

 

 

RULE TWO:  GAMEPLAY 

Section One:  Starting Play 

A. Starting The Game 

1. To begin, all eight (8) balls are placed on the division line.  Each team has the rights to four (4) balls at the start of the game.  A 

team may not claim more than their allotted amount at the beginning of the game.  

2. The eight (8) players participating in the round must start behind their respective end lines. 

3. At the start, each team should rush to the division line to claim four (4) balls.  If all balls are not claimed after the initial rush is 

completed, any remaining balls are free to go to whichever team claims them. 

4. Balls do not become live until they have been returned behind the ten foot volleyball line.  A player hit with a ball that has not 

become live will not be eliminated. 

 

Section Two:  Gameplay 

A. During The Game 

1. After all balls have become live, teams are permitted to cross the division line to their new boundary at the opponent’s ten foot 

volleyball line. 

2. Players may be eliminated for any of the following reasons: 

a. Being hit by a live thrown ball 

b. Having their own live thrown ball caught by an opponent 

c. Stepping over the ten foot volleyball (boundary) line 

d. Stepping outside the sidelines without going outside via the back of the team zone. 

e. Physical contact with an opponent 

f. Unsportsmanlike Conduct 

3. Live thrown balls that make contact with a player are not considered dead until they have touched the ground.  A ball that hits 

an opponent and then is caught before it touches the ground constitutes elimination for the thrower. 

4. A held ball may be used as a blocking shield. 

a. A ball that is forced out of a player’s hands due to a live thrown ball by an opponent constitutes elimination for the player 

initially holding the ball. 

b. A thrown ball that is deflected off of a ball being used as a shield does not become dead until it has touched the ground. 

5. No area on the floor is considered a “safe area.”  Players who are retrieving balls from any point on the floor are eligible to be 

hit and eliminated. 

6. Players who wish to retrieve a ball must go outside the boundary from the back of their zone.  Stepping outside of the boundary 

without retrieving through the back of the zone constitutes elimination. 

7. Substitutes are not allowed to participate, in any way, in the current round in which they did not start.  Players who are waiting 

to return to the game may not retrieve balls for their teammates. 

 

Section Three:  Returning To Play 
A. Eliminated Players 

1. Players who have been eliminated may return to the court only after a teammate has eliminated an opponent by catching a live 

thrown ball. 

2. Teams are never permitted to have more than eight (8) players on the court.   



 

3. Eliminated players may only return to the game in the same order that they were eliminated. 

a. If Player 2 was eliminated before Player 5, Player 2 must return to play before Player 5 may return. 

 

Section Four:  Scoring 

A. Scoring 

1. A team is considered the winners when all of their opponents have been eliminated from the game. 

2. Teams will play until one team has won four (4) games or until the 50 minute time limit has expired. 

3. During season play, if the teams are tied when the 50 minute time limit has expired, the game will end in a tie. 

4. During bracket play, if the teams are tied when the 50 minute time limit has expired, the game will continue.  The winner of that 

game shall be declared the winner of the match. 

B. Cancelled Game 

1. The score of any cancelled game, via forfeit or default, shall be 4-0 in favor of the offended team. 

C. Grace Period 

1. If a team cannot field the number of players required to participate at game time, the opposing captain will be given the choice 

to either apply the grace period or receive a win by forfeit.   

2. Should a captain choose to apply the grace period, the game clock will start and run for up to 10 minutes.  If after 10 minutes a 

team still cannot field the number of players required to participate, a forfeit is declared. 

 

 

RULE THREE:  PROTESTS 

Section One:  Protests 

A. Types 

1. Misinterpretation of a rule.  The protest must be made before the next play or, on the last play of the game, before the staff 

leaves the facility. 

2. Illegal player or players.  The protest must be made while the players are still in the game and before the staff leaves the facility. 

3. Ineligible player.  The protest must be made within 24 hours of the end of the game.  The Intramural Sports staff will rule on the 

protest. 

B. Procedures 

1. Protests based on decisions involving accuracy of a staff member’s judgment will not be considered. 

2. Team captains must initiate protests.  The Intramural Sports staff on site, including officials and supervisors will determine the 

next action to take place. 

 


