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The following rules shall govern all play. Final interpretations and modifications shall be determined by the 
Coordinator of Competitive Sports, directly overseeing the sport. 
 

Table of Contents 

 General Intramural Sport Policies and Procedures (p. 1) 
 Equipment (p. 3) 
 Contest Timing (p. 3) 
 Players (p. 4) 
 Game Rules (p. 4) 

General Intramural Sports Policies and Procedures 
 

Signing-In and Rosters 
1. All players must present a valid Mason ID in order to sign-in and participate in an intramural 

contest. 
2. A player that does not have their Mason ID may still sign-in using a valid government issued 

photo ID (i.e. a driver’s license or passport), if their name is already listed on the IMLeagues 
roster. 

3. An individual is bound to the first team they sign-in for. 
4. A participant can only play on 1 Co-Rec team and 1 single-gender team (i.e. Men’s or Fraternity). 

Forfeits and Defaults 
1. Teams that are not present at their scheduled contest by game time, or are unable to produce 

enough eligible players to field a team, will be assessed a forfeit. 
2. The prepared team must allow the other team a grace period of 5-minutes to acquire a properly 

equipped team. The game clock will start at game time. The 5-Minute Rule comes into effect 
when: 

a. At least 1 (one) person from the team is properly checked in. 
b. The captain/team that is not properly prepared to play with the minimum number of 

players will have 5 minutes to become ready to play. 
c. If the 5-minute time limit expires and the team still does not have the minimum number 

of players, the game will be forfeited to the team that has the minimum number of 
players present. 

d. If at any time, during the 5-minute limit, the team acquires the minimum number of 
players, the game will begin. The game clock will remain at the time that has passed and 
will continue in accordance with sport rules. 

3. The captain of the forfeited team will be assessed a $25 Forfeit Buy-Back fee. Additionally, the 
team will be ineligible to play in their next scheduled game until the forfeit fee is paid. 
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4. If a team knows in advance that they will be unable to field a team on a given night; they may 
avoid the forfeit fee and loss of playoff eligibility by completing a Default Notification form by 
1:00pm on the business day of the contest. 

a. For Sunday games, this form must be completed by 1:00pm the Friday before. 

Sportsmanship 
To be eligible for playoffs, intramural dodgeball teams MUST have an average sportsmanship rating of 
2.5. Teams that receive a sportsmanship rating of 1.0 or less during a playoff game may be removed 
from the playoff bracket.  

 
Competitive Sports expects all participants and spectators to conduct themselves in a sportsmanlike 
manner. Unsportsmanlike conduct or other inappropriate behavior occurring in Mason Recreation 
indoor or outdoor facilities before, during, or after intramural events will not be tolerated. Teams will be 
held accountable for the actions of their players (both participating and non-participating) and their 
fans. Officials and the Mason Recreation staff have the authority to impose and enforce penalties on 
teams, players and/or fans that have committed offenses. Penalties for post-game, playoff, and 
tournament play violations may be carried over into subsequent games and/or sport seasons. 
The officials will rate each team in each contest. The authority of the officials’ rating exists prior to, 
during, and following all contests to which that official is assigned, and extends to all persons on, at, or 
near the playing site. Sportsmanship ratings shall be marked on the score sheet. In all cases the 
Competitive Sports Supervisors and administrative staff may provide input, which may raise or lower the 
rating. Supervisors may amend the rating for inappropriate conduct or use of an ineligible player. 

 0 - Team is completely uncooperative and out of control before, during, or after a contest. The 
team captain exhibits poor or no control over themselves, the team, and/or the spectators. The 
team has multiple ejections or blatant unsportsmanlike conduct that endangers participants, 
fans, officials, or supervisors. Team fails to cooperate/comply with intramural sports 
administrative staff, university officials, or law enforcement while performing their duties; 
falsely represents or withholds any requested information. 

o Teams that receive a “0” rating are subject to immediate dismissal from the league or 
tournament 

 1 - Teams constantly comment to the officials and/or opposing teams from the field and/or 
sidelines. The team captain exhibits little or no control over teammates or himself/herself. 
Majority of individuals on this team are disrespectful of opponents or officials on a regular basis. 
Teams that receive a second unacceptable rating (“1”) in the same sport or activity are subject 
to immediate dismissal from league or tournament play. 

 2- Team members or spectators are disrespectful of opponents or officials on a number of 
occasions, which may or may not warrant a penalty. Captain exhibits minor control over 
his/herself and his/her teammates and spectators. Teams receiving multiple warnings or having 
a player ejected for an unsportsmanlike act should receive no higher than a "2" rating. 

 3- Team members and spectators are respectful of opponents and officials except for one or 
two minor incidents, which may or may not merit a warning from the game officials or 
supervisor. 
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 4- Players cooperate fully with the officials about rule interpretations and calls. The captain also 
has full control of his/her teammates. Team members and spectators were respectful of 
opponents and officials and encouraged each other’s efforts. At no time was this team 
disrespectful towards participants or officials. 

Protest 
1. A team captain may protest player eligibility and rule interpretation, but not the judgement of 

officials. 
2. To file a protest, notification of the protest must be made to a game official prior to the next live 

ball. 
3. A player’s eligibility protested during a game will be handled the next business day. 

For more information regarding the policies and procedures of Intramural Sports, please see the 
Intramural Sports Handbook on IMLeagues and the Mason Recreation website. 

Equipment 
 

1. The official ball used in tournament and league play will be an 8" rubber-coated foam ball. 
2. All players must wear athletic shoes made of canvas, leather, or synthetic material which cover 

the entire foot. 
• No Crocs! 

3. The Competitive Sports office highly encourages participants to remove any jewelry prior to 
participation. Participants that choose to wear jewelry do so at their own risk. 

a. The Competitive Sports staff reserves the right to remove a participant from play if they 
deem the jewelry to be unsafe to themselves or others. 

b. The safety of a piece may depend on the sport or activity being played. 
4. Failure to wear appropriate attire will result in not being permitted to play 

a. Players who are caught with a clothing infraction will be asked to step off the field 
5. Game balls will be provided by the Competitive Sports programs. 

 

Contest Timing 
 

1. Contests will start at the time they are scheduled on IMLeagues. Teams should check-in with the 
Competitive Sports Supervisor 15 minutes prior to the scheduled match time. 

2. Teams will have the full hour to complete their scheduled intramural Dodgeball contest (or 
match). 

3. Teams will change sides after each game. 
4. One match (or contest) will consist of a best of nine (9) series, featuring five-minute (5) games 

of continuous running time and a three (3) minute intermission after four (4) games.  
i. Referee timeouts are called at their discretion. 

5. If neither team has been eliminated at the end of the 5 minutes, the team with the greater 
number of players remaining will be declared the winner. 

a. In the case of an equal number of players remaining after regulation, a sudden death 
overtime period will be played to determine the winner of that game. Overtime rules are 
explained below in the Game Rules section. 
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6. Teams will have one (1) timeout per match, lasting no more than one (1) minute. 
 

Players 
 

1. Team rosters on IMLeagues are unlimited once registration closes. 
2. Teams will consist of 6 players. Teams may start and play with as few as 4 players. Any time there 

is less than 4 players on the floor at the start of a match, that team will forfeit the match. 
3. During a Co-Rec dodgeball match, a team consists of three (3) women and three (3) men. 

a. A team may play with uneven numbers of men and women, as long as they stay 
within a one gender difference ratio (i.e., 3m/2f or 2m/3f, never 4m/2f or 3f/1m). 

Game Rules 
Opening Rush 

1. Games begin by placing the dodgeballs along the center line – three (3) on one side of the center 
hash and three (3) on the other. Players then take a position behind their end line.  

2. Following a signal by the official, teams may approach the centerline to retrieve the balls. This 
signal officially starts the contest.  

3. A false start will be called if the players cross their end line prior to the official’s signal. 
a. If a false start occurs, 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 
4. Teams may only retrieve the three (3) balls to their right of the center hash.  
5. Once a ball is retrieved it must be taken behind the attack line before it can be legally thrown. If 

balls remain on the center line after a team has retrieved and move their balls beyond the attack-
line, those balls may be retrieved by either team. 

6. After the balls have been beyond the 10-foot attack-line, a player may go up to the center line to 
throw. 

The Game 

1. The object of the game is to eliminate all opposing players by getting them "OUT". This may be 
done by:  

a. Hitting an opposing player with a LIVE thrown ball below the shoulders.  
• Note: Contact with any part of the player’s body, including hands and clothing, 

will result in that player being out. 
b. Catching a LIVE ball thrown by your opponent before it touches the ground.  

• Definition: LIVE ball: A ball that has been thrown and has not touched anything, 
including the floor/ground, another ball, another player, official or other item 
outside of the playing field (wall, ceiling, etc)  

c. If a ball is thrown above shoulder level and comes in contact with a player’s head or neck, 
that player will not be ruled out.  A player that moves their head below their shoulder 
level in an attempt to dodge a ball and, as a result, is hit in the head or neck by the ball, 
will be ruled out. 

d. Catching a LIVE ball thrown by your opponent results in the opponent being out. Once 
the ball is caught, one player (of the team that caught the ball) in the elimination zone 
may re-enter the game. Note: Players must re-enter the game in the order of elimination 
(first player to be eliminated, first player to re-enter game). A player who is out must 
enter the elimination zone before they are allowed to re-enter. 
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e. If a player hits an opponent with a LIVE ball and then that ball is caught by another 
opponent before the ball hits the ground, only the thrower is out. No one on the 
opposing team is eliminated and no one may re-enter the game.  

f. Cheating and moving up in the elimination line will result in an active player being 
eliminated. 

g. A player stepping out of bounds. Note: A player may not leave the playing area (side line 
or end line) to avoid being hit by or in an attempt to catch a ball. Any player crossing the 
center line or any of the boundary lines will be called out. Note: A player’s foot will have 
to be completely over the line to be called out. 

2. A player may use a held ball to deflect other balls, but if the held ball is dropped during an 
attempt to deflect a ball, that player is then out. 

3. Any player delaying the game (i.e. holding all of the balls, standing in the corner, etc.) will not be 
tolerated. A stall count of 10 seconds will start and result in an out if the delay lasts 10 seconds. 
Repeated delays, legal or illegal, can also result in that player being called out. 

4. Any team holding all dodgeballs for more than 5 seconds will incur a penalty. 
a. First Violation – stoppage of play and balls divided equally among teams. Play will 

continue with dodgeballs in hand. 
b. Succeeding Violations - The player closest to the official will be called out. 

5. During play all players must remain within the boundary lines unless eliminated. One player, at a 
time, will be allowed to leave the boundaries through his/her end line to retrieve balls. They must 
also return through their end line to re-enter. 

6. Players that leave through the end line are protected. Opposing players may not try to eliminate 
these players. 

7. Players may only retrieve balls on their team’s half of the field.  Violation of this rule will result in 
the ball being given to the other team. 

8. During sudden death overtime play, players remaining from regulation will stay on the court 
and the first team to eliminate one opposing team's player shall be declared the winner. 

 
Penalties 

1. Penalties/infractions will result in warnings, forfeiting a ball to the opposing team, or a player 
from your team being eliminated. The enforcement of penalties will be determined by the 
officials at their discretion.  

2. Unsportsmanlike conduct penalties will result in a player being eliminated from a game: 
a. If a player that is actively playing in a game receives an unsportsmanlike conduct penalty, 

they will be ruled “out” and their team will play a player down for the remainder of that 
game. 

b. If a player that has already been eliminated from a game receives an unsportsmanlike 
conduct penalty, an active player from their team will be ruled “out.” The player that 
received the penalty will not be allowed to return for that game, and their team will play 
a player down for the remainder of that game. 

3. A player that receives two (2) Unsportsmanlike Conduct penalties will be ejected from a match. 
 

Contact Information 
 

If you have any questions or concerns please contact the Competitive Sports Office via email at 
imsports@gmu.edu. Our office is open Monday – Friday, 9am – 5pm. 


