
Classic Dodgeball Rules 
 

The Game 
Dodgeball is played between 2 teams with the goal of eliminating all members of the 
opposing team by hitting them with thrown balls. 

Teams 
Each team consists of 12-14 players and may field up to 7 active players on court during a 
game. All players above seven are considered inactive players and are added to the 
rotating bench. 

Rotating Bench (Inactive Players) 
All inactive players are part of a rotating bench. Each team's rotating bench is to line up at 
their side's bench area, parallel to the side line. When an active player is awarded or when 
starting a match, the first inactive player(s) in line must enter the court. You must follow the 
order in which you’re standing. Teams are not permitted to pass over players or pull players 
out of order at the start of a new game or when a player has been awarded. 

Inactive players may not cross the side lines onto the court, or come in contact with a live 
ball for any reason. Should an inactive player contact a ball that has not fully exited the 
court, that ball will be forfeited to the other side. 

Failure to maintain an orderly bench may result in a penalty by a Game Manager or a 
League Executive. Penalties can include yellow cards for individual players, and a point 
penalty if it’s the majority of the team. 

Court Markings and Boundaries 
The playing court is a rectangular surface free from obstructions, approximately 50 ft. long 
and 30 ft. wide (volleyball court) and is marked with sidelines, end lines, a centre line, and 
attack lines. Attack lines are parallel to and approximately 9 ft. from the centre line. 
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Each team's side of the court is bounded by the centre line, side lines, and the back wall. 
Side lines may not be marked all the way to the back wall; however they run from wall to 
wall. 

Active Players must remain within the court boundaries during play, and will be 
immediately declared out for the following: 

●​ Having any part of their body come in contact with the line or any space over the 
center line after the opening rush 

●​ Having any part of their body come in contact with the line or any space over the 
sideline 

At the beginning of each round, balls will be placed on the centre line, with 4 balls going on 
the side with the disadvantage1. At the start of each game, the following sides are 
considered to have disadvantage: 

●​ Upstairs: Bear Cave2 
○​ This disadvantage is determined as the Stage3 side has a net that will prevent 

balls from bouncing back to the other side of the court 
●​ Downstairs: Whale Tank4 

○​ This disadvantage is determined as the Hockey Net5 side has a net in the 
middle that will prevent balls from bouncing back to the other side of the 
court. 

 

 

5 Hockey Net: Downstairs Gym with the separation in the middle that is filled with a mesh net. 

4 Whale Tank: Downstairs Gym where the exercise equipment and clear plexiglass as a wall. 

3 Stage: Upstairs Gym where the stage and half-wall with mounted mats. 

2 Bear Cave: Upstairs Gym where the mats are mounted to the wall with a bear decal printed. 

1 Disadvantage means that your side does not have a benefit the other side has; for classic 
league this is the side of the gym that has a solid wall across the entire court which makes it 
easier for balls to bounce back after thrown. 



Classic Dodgeball Rules 
 

Start of Game (Opening Rush) 

Each Game consists of five 4-minute rounds for a total of 20 minutes of play. If a game 
exceeds this time for whatever reason (teams lining up late, late teams, etc), the game time 
may be reduced at the discretion of the Game Manager or League Executive. 

The game starts by placing seven dodgeballs along the centerline, separated between each 
side. The team who starts on the court side with disadvantage in the first round will receive 
the extra ball for the rush. Disadvantage sides are: 

For subsequent rounds, the losing team of the preceding round will receive the extra ball for 
that round’s rush. 

The first seven players (lined up closest to the end line) from the inactive players bench are 
to start each new round. Starting players must line up in front of the end line with their back 
foot on the end line. 

Upon game start announced by the referees, teams will rush the centre line to retrieve the 
balls. The balls placed on the right-hand side of the court belong to that team and may not 
be retrieved by the opposing team during the opening rush. 

Once a ball has been retrieved it must be brought back behind the attack line before it can 
be thrown at an opponent. Any thrown ball that was not brought back behind the attack 
line after retrieval is considered a dead ball6. 

After 15 seconds, all un-retrieved balls remaining at the centre line can be retrieved by 
either team. 

A false start will be called if starting players leave their end line prior to the official’s signal 
and all starting players must reset to try again. 

●​ A team committing multiple false starts in a game may be issued a verbal warning 
by the Game Manager or League Executive. Multiple warnings can result in further 
penalties such as a yellow card for unsportsmanlike conduct. 

Game Play 
The object of the game is to eliminate all opposing active players. 

An elimination occurs when an active player: 
●​ Is hit by a live ball. 
●​ Has their thrown live ball caught by an opponent. 
●​ Drops their held ball while blocking. 
●​ Commits a boundary violation. 

6 A “dead ball” is a ball that is no longer considered active, and can not be used to score an 
elimination or a catch. 
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A ball is live once thrown until it comes into contact with the walls, floor, ceiling, another 
ball, or another active player.  

Once an active player has been eliminated, they must drop any balls in hand and exit the 
court to rejoin their team lineup at the end of their team’s bench. 

An active player that is eliminated must not interfere with play while exiting the court. 
Eliminated players who intentionally interfere with the game or fail to exit the court in a 
timely manner will be issued a verbal warning by the Game Manager or League Executive. 
Interference includes: 

●​ Passing balls on the court to teammates. 
●​ Remaining on the court to block balls. 
●​ Stopping balls from rolling to the opposing side. 

Repeated verbal warnings may result in further penalties such as a yellow card for 
unsportsmanlike behaviour7. 

Attack Line 
During the final 60 seconds of play of each round and during overtime, Referees will 
announce “Attack Line”. During attack lines, active players may cross the centre line to the 
attack line on the opposite side of the court. If an active player has any part of their body 
come in contact with the attack line or court beyond it they will be declared out. 

If games are running behind for the night, to save time the attack line may be called with 2 
minutes remaining in the game in an effort to catch up and be on schedule. This will be the 
decision of either the Game Manager on duty or a League Executive. 

Headshots 
Headshots are considered regular hits regardless of the struck player’s vertical position (i.e. 
standing or crouching). 

If a player feels like they have been injured from a headshot (dizzy, starry vision, damage 
to eye-wear, etc.), they must advise their captain and the refs that they must step out of 
rotation. If the injured player was active, the player’s team will rotate in the next inactive 
player with no penalty. 

While headshots are permitted, aggressive play with headshots (i.e. intentional headshots) 
is not permitted. It is the responsibility of the Game Manager to monitor game play and 
identify players who are throwing intentional/repeated headshots. If a Referee feels 
intentional headshots are being thrown, they are to immediately inform a Game Manager 
who will monitor and decide if action is required. If action is required, the Game Manager 
will issue a verbal warning to that player, followed by a yellow card if the behaviour 
continues. When the verbal warning and yellow card are given (in the moment or 
post-round) is up to the discretion of the Game Manager.  
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Catching 
When an active player successfully catches a live ball thrown by an opponent, the thrower is 
eliminated. An inactive player from the catcher's team may join the round in order of 
rotation, up to a maximum of 7 active players. The joining player can only enter play from 
their side’s end line. 

When an active player fails to catch a live ball they are eliminated and no additional player 
is awarded. A failed catch will be declared under the following conditions: 

●​ Does not maintain control of the ball7 
●​ The active player that caught the ball commits a line violation before 

regaining control of themselves and the ball 
●​ The active player fumbles the ball and it hits either another player, the floor, 

ceiling, wall or net (in the case of Stage and Nets) 

Ball Possession 
All balls on a team’s side of the centre line counts toward and is considered to be in that 
team’s possession.  

The team possessing a majority of balls (including balls out of bounds) will have 10 seconds 
to throw or roll at least one ball to the opposing side. If at least one ball has not been 
thrown when the 10 second timer has expired, then all balls in that team's possession are 
required to be rolled over to the other side. The countdown resets each time a ball crosses 
the centre line, regardless of who threw the ball. 

●​ If the last player has all balls on their side of the court, they must throw at least two 
balls to the other side of the court within 10 seconds. Should they not throw at least 
two balls, any unthrown balls of the two required must be rolled over (i.e. player has 
thrown only one ball, they must roll over one additional). 

A Referee will indicate which side must throw using a flag and announcing. The Referee will 
count down from 10 seconds (10 - 6 seconds silently), then audible countdown from 5 
seconds. The flag is to be held up pointing towards the side that has the throw. 

During attack line, if a player crosses the centre line holding a ball, they are still considered 
in possession of that ball; this is the only case where possession extends beyond the centre 
line. 

Sidelines 
Sidelines are hard lines, and contact may not be made with or over sidelines. Players are 
still permitted to reach over sidelines to grab a ball, however they may not touch the line or 
beyond otherwise, they will be considered eliminated. 

7 Control of the ball is when a player is stable and able to move without risk of dropping the ball. 
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Balls that exit the playing court at the bench side sideline may be retrieved by inactive 
players and passed to teammates. Inactive players are not permitted to retrieve balls that 
have crossed the centre line. 

If players are unable to sweep balls for their team, refs will also be present to retrieve balls. 
Balls retrieved by Referees will be rolled to the back of the court on the side where they 
exited from. If a ball is accidentally shared with the wrong side, games will continue as 
mistakes happen.  

Scoring 
The first team to eliminate all opposing active players will be declared the winner of that 
round, and is awarded two points. If neither team has been eliminated at the end of the 
round (four minutes), the team with the greater number of remaining active players will be 
declared the winner and is awarded one point. 

If an equal number of active players remain on each team at the end of the round (four 
minutes), the round continues uninterrupted into overtime. During overtime, gameplay 
continues, however every 30 seconds a new inactive player enters the court on both teams 
following the rotating bench, until the maximum number of active players is achieved. 

Overtime continues until one active player is eliminated. Catches only count as an 
elimination and will not add an additional active player. Should an active player commit a 
line violation, this will count as an elimination and the opposing team wins. The winning 
team is awarded one point. 

In the unlikely event that overtime continues for 4 additional minutes with no elimination, 
the game ends and no points will be awarded to either teams. 

The team that lost the previous round will have the ball advantage (four balls) for the rush 
of the next round. Should the game result in an overtime tie with no points awarded, 
advantage will be carried to the next team with no change. 

Score Sheets 
The reffing team is responsible for recording the scores of the game they ref, and updating 
the scoreboard during the game. Refs will update each section on the score sheet after 
every round, then total the points at the end of the 20 minute game to determine the 
winner. 

Should a round go into overtime, refs are to indicate the game went into overtime by 
checking the circle next to the round number. 

Refs and Game Managers must initial the section of each game to verify that the score 
recorded is accurate. The scoreboard is not to be reset until verification has been done. At 
the end of the night and all games are complete, Game Managers are responsible for 
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posting a photo of the scoresheets in the Game Managers communication channel, and 
physical copies handed to a League Executive for digitizing. 

Referees and Game Managers 
All games are officiated by a third team to act as an unbiased authority. Referees are 
provided to monitor play for eliminations, line violations, monitor time, and track the score 
and monitor for unsportsmanlike behaviour. Each team will have one game they must ref 
per evening. Captains are responsible for assigning their players to the various roles 
required from refs. 

At least one Game Manager will be present for all games and is to actively observe the 
game. Game Managers will not interfere with standard reffing unless assistance is 
requested by the reffing team or a Game Manager notices something unsportsmanlike, 
dangerous that the refs have not already called out. Game Managers will provide 
conflict-resolution assistance in cases where there is a disagreement between a ref and 
player / team captain. 

All players are subject to the Code of Conduct at all times. The league will not tolerate game 
delays or unsportsmanlike conduct. Any calls made by the refs are final, however if there is 
a dispute then the Game Manager will become involved to help with a resolution. 

Players, Captains, and/or Game Managers are encouraged to self-referee themselves and 
teammates while playing, however they are not permitted to yell at opposing teams or 
Referees when they disagree with a call made. This includes calling out to opposing players 
that they were struck and arguing with a Referee should they disagree with the call. All 
these behaviours are considered a violation of the Code of Conduct and can result in card 
penalties against the player. 

Individual players violating the Code of Conduct or committing fouls may be issued a 
yellow or red card depending on the severity of the offence. Please refer to the Code of 
Conduct and Ethics for further clarification. 

If players feel that the team that will be reffing their game has a conflict of interest, or 
there is a fear that this team may not be able to provide unbiased reffing, the Captain of 
that team can speak to a Game Manager. In cases like this, the Game Manager is permitted 
to step in as the lead ref, with the team providing supporting reffing (ball retrieval, 
possession countdowns, etc.). 

Equipment 
Classic League uses 7-inch foam balls. Each game is played with seven balls at a time. In 
the event that a ball is damaged or lost during play the Game Manager may replace the 
ball from the spares. 

Participants must wear non marking shoes, shirts, and shorts/pants. QDT provides team 
shirts at the beginning of each season as part of the league registration fee. 
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All clothes and/or uniforms are considered part of the player's body. Exceptions may be 
made for theme or costume nights at the discretion of the Game Manager or League 
Executive. 

Code of Conduct and Ethics 
All league members are expected to follow the Code of Conduct and Ethics while 
participating in league activities. Game Managers and League Executives will be present 
during all league events and will be available for any resolutions and questions. Please refer 
to the Queer Dodgeball Toronto Code of Conduct & Ethics document for an extensive list of 
appropriate conduct. 

Minor infractions can result in a yellow card, which is expulsion from the current game. 
Should a player get two or more yellow cards within a 20 minute game, they will receive a 
red card and be removed from play for all remaining games that week. Only Game 
Managers and League Executives have the authority to hand out yellow and red cards, 
however they are able to consult with refs to get further context if necessary. 

If a Referee or captain notices a player violating the code of conduct, they must report the 
player and behaviour to the current Game Manager immediately, who will then take 
appropriate action, which can include yellow or red cards, removal from the season, or 
removal from the league depending on the severity of the violation. Captains are not 
permitted to hand out card warnings to players. 

All infractions are to be noted by league management, and should a player be identified to 
continually violate the Code of Conduct despite repeated coaching, removal from the 
league may be considered, possibly without a pro-rated refund. 

Glossary of Terms 
League Executive One of the lead executives for the QDT Dodgeball League. 

League directors have authority to make final calls during 
disputes and issue card warnings if necessary. 

Game Manager Lead refs that will assist team refs during disputes and 
questions during play. At least one Game Manager will always 
be present during games. Game managers have the authority 
to issue card warnings if necessary. 

Referee / Ref Team that is assigned to provide refereeing services to a 
game. This is a responsibility of all teams to assist in. They 
have authority to make elimination calls during the game. 

Court The area within the line boundaries that each game is played 
in. 

Bench The area where each team will line up if they are playing a 
game, but not currently on the court. 
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Live Ball Any ball that has been thrown and has not made contact with 
another object or person. 

Dead Ball Any ball that has been thrown and has made contact with 
another object or person. 

Forfeited Ball Any ball that has been declared dead and required to roll over 
to the opposing team. 
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