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Dodgeball Rules: 

 

 The Rush: The Rush occurs at the beginning of each game or reset. 

Play begins with all players in contact with their team’s back line with either their foot 
or hand. Upon the official's signal, both teams rush to center line and attempt to grab the 
3 balls to their right side. A team may rush with as many or as few players as it wants, 
but at least one person from each team has to Rush. Players may not physically grab and 
pull another player across the line or prevent them from returning to their side of the 
court. 

Player Elimination: The following actions can cause a player to be eliminated 

• A player shall be deemed "out" when a live ball hits any part of the player's body, 
clothing, or uniform without subsequently being caught by a teammate (see Ricochet 
Catch). Each thrown ball can only eliminate one player. 

• A player leaves the field of play or crosses the centerline (see Leap of Faith for an 
exception). 

• A defending player catches a live ball they have thrown. 

• A referee says the player is guilty of Targeting. (2 warnings) If you get another 
warning in the tournament you will be ejected from your current game and your team’s 
next game. Targeting: Intentionally hitting another player in the head. 

• Excessive arguing with a referee. 

Leap of Faith: The only way a player can cross the middle line without being 
eliminated is by successfully completing a Leap of Faith. A successful Leap of Faith is 
a play where the player has the ball near the center line, jumps over the center line and 
before landing, throws the ball at an opponent. If this ball hits an opponent, the Leap of 
Faith is successful and the struck player is eliminated, but the thrower is safe and must 
immediately return to his side of the court. If the ball does not hit an opponent, or if the 



thrower lands over the centerline before throwing, the thrower is eliminated. 

Blocking: Players can defend themselves by blocking an incoming ball with another 
ball. Losing possession of the blocking ball does not eliminate a player, but if they do 
lose possession and are then struck by the thrown ball, they are eliminated. A blocked 
ball is dead. Therefore it will neither eliminate a player if it hits them on a rebound, nor 
can it be caught in order to eliminate the thrower (and rescuing an eliminated 
teammate). 

Rescue Catch: A rescue catch is defined as a catch of a live ball that has neither struck 
the ground, been blocked, nor hit another player. A rescue catch eliminates the thrower 
& allows a player from the catcher’s team to return to the game. Players shall return 
from elimination in the order they were eliminated. Failure to do so will eliminate the 
player who returned out of order. 

Ricochet Catch: A player can save a teammate from elimination by catching a ball that 
struck that teammate before that ball hits the ground, wall, or a second player. A player 
attempting a ricochet catch cannot be eliminated by failing to cleanly catch this ball. A 
successful ricochet catch only saves the struck player. It does not eliminate the thrower 
(even if the thrower was attempting a Leap of Faith). 

Targeting: Excessively aiming or hitting the opposing team in the head after being 
warned 2 times. Failure to stop targeting will result in being called out for the rest of the 
current game and being banned from the next game. 

Stalling: The act of intentionally delaying the game. If a referee determines that a 
player or team is stalling, the referee will warn player or team. If the stalling continues, 
at the referee’s discretion, player or team will lose possession of all balls on their side. 
If both teams are stalling a reset should occur. 

The Field: The games will be played on the artificial turf as marked with small cones 

 

 


