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For many sports, the action begins with a showdown. In 
hockey, it’s a faceoff. In basketball, a jump ball. It is all about 
getting an edge or an advantage if only for a moment, but 
hoping it will pay off in the scope of the entire match. 
Dodgeball is a sport of the same ilk, with players racing 
toward the balls to begin each game. 
 
I have seen a few different variations of the rush in 
dodgeball.   
 
Many leagues begin the game with balls placed on the centre 
line, having teams race to recover as many as possible for 
their team while literally trying to rip them from the hands of 
their opponents as they meet in the middle of the court.  
 
Some leagues play with balls placed on either side of centre, 
allowing each team access to balls without being challenged 
by the opposition. This can prevent all of that messy contact at 
centre, but can also create a sense of apathy at the beginning 
of each game where defensive teams may opt to not rush for 
balls at all and wait for a catch.  
 
A variation that I came upon in the WDBF rulebook provided 
an alternative to the above options. They placed all 6 balls on 
the centerline, but designated that only the 3 balls on the right 
side could be initially collected by either team. The balls then 
have to be brought behind the attack line before they can be 
thrown. 

 
 
 
It was from that template that I began to construct the rush 
dynamic in the Dodgeball Edmonton rulebook. With a few 
alterations we were able to keep the core dynamics of the 
WDBF rush format while aligning it with some of our core 
rules. 
 
 
Here is what you need to know about the Rush in Dodgeball 
Edmonton: 

 6 balls are placed on the centre line, the 3 on the right 
right side of the court are designated for each team 

 Balls must be activated by bringing them behind the 
attack line  

 Until a ball is both brought behind the attack line and in a 
player’s possession, it is inactive. This means that you can 
do whatever you want with the ball to get it to your 
teammates without fear of getting out (by dropping or 
bouncing the ball on your side) or getting your 
teammates out (by hitting them with a pass they don’t 
catch) 

 If a team activates and has gained possession of all of 
their balls before the other team has touched theirs, they 
may then retrieve the other team’s balls for themselves. 
This gives them a significant advantage if they are able to 
collect all six balls, and really provides a strong incentive 
for both teams to rush. 

 
I think these dynamics open up a lot of possibilities and 
strategy for teams with the free ability to distribute balls 
while rewarding teams for rushing and keeping the game fast-
paced and exciting.  

 


