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Spring 2009 Dodgeball Rules
THE GAME

Dodgeball is played by two teams, each made up of six players.  The purpose of each team is to eliminate opposing team members.

This may be done by:

1. Hitting an opposing player with a LIVE thrown ball below the shoulders.

2. Catching a LIVE ball thrown by your opponent before it touches the ground.

Definition: LIVE: 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.).
RULES OF PLAY – Governed by National Amateur Dodgeball Association (N.A.D.A.)

1. Teams must start the game with a minimum of four players.  A maximum of six players may be on the court at one time.
2. Substitutes may enter the game only during time outs, or in the case of injury.  

3. During all play, players must remain within their side of the court.
4. A player may be handed a ball, provided the player receiving the ball remains completely within their team’s court boundaries.  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. Have any part of their body cross over the centerline and contact the floor on their opponent’s side of the court (except during the “opening rush”).  Note: A player may, without penalty, step on the centerline.

Penalty (a-b): Player will be declared OUT.

6. The team winning the coin flip will have choice of sides to begin the match.

The Opening Rush

Game begins 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.  Following a signal by the official, teams may approach the center line to retrieve the balls.  This signal officially starts the contest.  Teams may only retrieve the three (3) balls to their right of the center hash.  Once a ball is retrieved it must be taken behind the attack-line before it can be legally thrown.

Time and Winning a Game

The first team to legally eliminate all opposing players will be declared the winner.  A 5-minute time limit has been established for each contest.  At the 3 minute mark of each contest, teams may advance to their opponent’s free throw line extended to attack.  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.  Teams must win 2 out of 3 matches.

Overtime

· If an equal number of players remain after regulation play, a 3-minute sudden-death overtime period will be played.

· All overtime periods will begin with an equal number of “balls in hand” behind a team’s end line.  The first team to eliminate any ONE opposing player will be declared the winner.

Savior Cone

At any time during a contest, a team may choose to knock over the savior cone whereby all members from that respective team may re-enter the contest.  However, the cone must be hit in mid-air and cannot bounce and knock over the cone.  Teams may only knock over the cone one time per game.  

Stalling & 5-Second Violation
· At no time can a participant hold a ball for more than 5 seconds.  Participants must make an attempt to eliminate an opponent.  However, participants may “dribble” the ball to avoid a 5-second violation.
· A team trailing during a regulation game must be given the opportunity to eliminate an opposing player.  This requires a ball to be at the disposal of the trailing team.

· It is illegal for the leading team to control all the balls for more than 5 seconds.  If the leading team controls all the balls- i.e. all the 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.  This does not include throwing a ball over and through an opponent’s end-line.

· PENALTY for 5-second violation(s):

· First Violation: Stoppage of play and balls will be divided evenly between the teams.  Play will continue with “balls in hand.”

· Second Violation: FREE THROW for the 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.

· Third Violation: Ejection of one (1) player from the offending team.

GENERAL INFORMATION:
A. All RecSports participants MUST have one of the following forms of identification to play:

1. Valid UTD student ID;

2. Valid Faculty/Staff ID with a photo.

B. NO tobacco, food or beverages allowed.  Water bottles are allowed if they have a secure top.

Officials & Their Duties

· Rules will be enforced primarily by the “honor system.”  
· Players will be expected to rule whether or not a hit was legal or whether they were legally eliminated.  

· All contestants will be supervised by a Court Monitor.

· The Court Monitor’s responsibility will be to rule on any situation in which teams cannot agree.  A team may appeal to the court monitor if they feel a player has violated any rule.  THE COURT MONITOR’S DECISION IS FINAL!

· Court Monitors may warn players and call technical fouls on those who display unsportsmanlike conduct.  Any player receiving two (2) technical fouls in a game will be ejected and suspended a minimum of one game.  Suspensions will begin with their team’s next scheduled game.  Severe infractions or multiple technical fouls may result in suspension from other intramural matches and tournaments.

N.A.D.A. Code of Conduct

1. Understand, appreciate and abide by the rules of the game.

2. Respect the integrity and judgment of game officials and N.A.D.A. staff.

3. Respect your opponent and congratulate them in a courteous manner following each match whether in victory or defeat.  

4. Be responsible for your actions and maintain self-control.

5. Do not taunt or bait opponents and refrain from using foul or abusive language.

