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Game Basics 

● Dodgeball consists of 2 opposing teams of 6 players (unless otherwise defined based on the league or 

event)  attempting to eliminate one another.  1

● Matches are 55 minutes long, and consist of as many games as can be played in that time. Each game has 

a 4-minute time limit.  2

● Players eliminate their opponents by throwing balls and hitting them.  

● If an opponent catches a ball, the thrower is eliminated and a player from the catching team returns to 

the game (in the order which they were eliminated).  

● Teams earn a point by eliminating all players from the opposing team or by having more players left on 

the court when time runs out in a game.  

● The team with more points at the end of the match wins. If teams have an equal number of points, it is a 

tie. 

● Playoff matches cannot end in a tie.  If the score is tied when the final game ends and the match time has 

expired, a final full game will be played to determine a winner. 

Dodgeball Etiquette  

● All players should familiarize themselves with the rules prior to the game and abide by the rules 
throughout the game while demonstrating self and team accountability. 

● Players are required to call themselves out if they have been hit.  

● Only captains should discuss any issues with the official. 

● The officials should be treated with respect by all players. 

● Players should make an effort to keep the play moving by either throwing balls, or passing them to the 
opposing team to evenly distribute attacking capability. 

● Players should avoid actively targeting the heads of their opponents. 

The Court 

● The dodgeball court may vary in size from 50 – 70 feet in length to 30 – 50 feet width.  The total area 

must fall within the following guidelines: Minimum 1800ft^2  Maximum 3000ft^2 

● A centre line divides the court into two equal halves, separating the two teams. This line (whether 

represented physically or not) extends up the side walls and across the ceiling as well as on the floor. 

● The attack line is 10-15 feet from the centre line on either side of the court, as dictated by the lines at 

each individual facility. 

● The majority of courts will have outer boundaries consisting of walls or other solid barriers. However, in 

some cases boundaries will be designated with lines in order to maintain court size regulations. See 

Appendix for lined boundary regulations. 

1   True, unless otherwise defined based on the league or event. Tournaments are often exceptions to these rules as they may feature 3on3 player formats,  
2   Or shorter match times and/or no individual game clock. 
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The Bench 

Players who are not participating in a game should stand or sit in the designated bench area on the sidelines and 
make an attempt not to interfere with play or the Revival Queue.  They may retrieve balls if required.  

 

The Revival Queue 

Players who are participating in a game, but have been eliminated, go into the Revival Queue.  The Revival Queue 
is a line formed along the sidewall in the corner opposite to the official.  The first player in the Revival Queue 
stands nearest to the back wall and will be the first to return to the game if a catch occurs.  

 

 

 
Diagram A: The Dodgeball Court 
 
Depicted is an ideal setup for a 
dodgeball court.  Each facility will 
likely have abnormalities that may 
slightly affect play (No lines, stages, 
doorways etc). 

Equipment 

● 6 balls are used in each game.  The standard Dodgeball Edmonton ball is a  7” diameter, rubber, no-sting 

dodgeball. Specific DE offerings may use other balls such as 7” foam balls (international rules) and 8.5” 

Mikasa rubber balls (classic dodgeball). 

● Division 1 teams are encouraged to have numbered, matching jerseys. For more details regarding jersey 

requirements, see DE policies. 
● Players may wear protective equipment such as helmets, pads, mouth guards etc. 

● Players must wear appropriate non-marking footwear. If players are wearing knee pads, they must also 

be non-marking.  

● The use of gloves is not allowed.  

● Tape may be used as protective equipment. However, excessive use in a manner that might create a 

competitive advantage is prohibited. 

The Official 

● Depending on the event offering, the Official may be either 

○ a Dodgeball Edmonton employee, or  

○ a designated player or volunteer  

● Officials must be treated with respect at all times.  

● The Primary items of responsibility for the Official are: 
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○ Beginning each game by blowing the whistle. 

○ Monitoring game and match times, and providing time updates if time limits are approaching. 

○ Recording the score accurately and updating the scoreboard after each game. 

○ Calling minor infractions, such as line fouls, false starts, or other rule violations which players fail 

to call on their own. 

○ Acting as a non-biased 3rd party to disputed calls. 

○ Stopping and restarting play for injuries, sorting out confusion, or other situations as necessary. 

○ Submitting scores and game notes (if required). 

● Secondary items of responsibility for officials are: 

○ Acting as a mediator between captains. 

○ Issuing warnings, penalties and ejections. 

The Players 

● Each game generally begins with 6 players on each side of the court.  Co-ed divisions must include at least 

2 members of each gender on the court when fielding a full team.  Open divisions may have any 

combination of genders to fill their roster. Male/Female divisions are restricted to that gender. Special 

events may have specific rules as well. 

● The minimum number of players needed to avoid forfeit is 3 players.  The co-ed requirements are as 

follows: 

Number of 
players 

Min each 
gender 

Example 

2 NA Forfeit 

3 1 

+ +? 

4 1 

+ +?+? 

5 2 

+ + + +? 

6 2 

+ + + +?+? 

 

● If a team does not meet the gender requirement based on the number players they have at the match, 

they must play with fewer total players as necessary to meet the minimum gender requirement. 
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● A team’s match roster is limited to 12 total players. See policies doc for more info regarding team rosters. 

● If a team does not meet the minimum number of players at the time of the first game, they will be subject 

to a forfeit. See policies. 

Substitutions 

● Substitutions may take place between games. 

● In the case of an injury, another player may take the place of the injured player mid-game.  Play is 

stopped, resuming once the substitution has taken place. 

The Match and Scoring 

Match 

● A dodgeball match is 55 minutes in total time, divided by a halftime after 25 minutes of play.  The match 

time is not stopped for half time or game set-up, but may go over time to conclude a game in progress.  

● Match bookings are a total of 60 minutes to allow for 5 minutes of warm up and any necessary overtime. 

● Teams play as many games as possible in the match time.  The team with more games won (points) wins 

the match. 

● If the match time expires (either for the halftime break or the end of the match) while a game is in 

progress, that game plays until completion.  

● As long as there is any time left on the match clock at the moment a game ends, a new game begins and 

plays to completion, even if the match clock expires between games. 

● The official will provide 1-minute and 30-second warnings, as well as a 10-second countdown if any time 

limit is about to be reached. All game/match times will be kept electronically (via a smartphone app) - the 

official will blow their whistle when time is reached.  

● Teams switch sides at the halftime break. 

Game 

● A game is won when one team eliminates all opposing players. Each game is worth one point. 

● The maximum time allowed for a game is 4 minutes.  The game is stopped immediately by blow of the 

whistle when the 4-minute limit is reached. 

● After the whistle blows, any ball that was live remains live until completion of the play; if a ball is thrown 

before the whistle, any action resulting from that ball still counts. 

● If the 4-minute time limit is reached, the team with the most players remaining wins the game.  If there 
are an equal number of players on each side, a sudden death mini-game is played to decide the point (see 
sudden death for details). 

 

Beginning a match 

● Up to 5 minutes of warm-up time is allotted prior to the start of each match. 

● During warm-up, team captains meet with the official for a pre-match conference to discuss any items 

pertaining to the match and to hand in signed roster sheets. 

● The official indicates the end of warm-up 1 minute prior to the start of the match. At this time, teams 

assist in court setup as per Diagram A. For the start of each game, 6 balls will be placed along the centre 
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line.  Each team is designated the 3 balls on their right side and may place them how they choose. 

● Players line up, and the official blows the whistle to begin the match and the first game. See Beginning a 

Game for further reference. 

Half-Time 

● Half-time is a momentary stoppage of play after the first 25 minutes of the match. It should not exceed 4 

minutes in length and may take virtually no time if agreed upon by both teams. The 55-minute game clock 

is not stopped for half-time. 

● Teams will switch sides of the court at half-time. 

● During half-time, the official may meet with the team captains for match discussion if deemed necessary. 

● Teams assist in court set up, and the 2nd half begins in the same manner as the 1st half.  

Ending the match 

● The match ends at the conclusion of the game in progress when the 55-minute time limit is reached. 

● After the match ends, teams line up and shake hands with one another. 

● Team captains meet with the official to confirm the match score, sign the game sheet, and discuss any 

other necessary items as deemed by the official. 

● Teams must quickly exit the court space so the next match can begin. 

Beginning a Game 

● The game begins with the 2 teams lining up touching the back wall with a hand (or standing behind the 

back line if the wall is not in play) on opposite sides of the court.  

● 6 balls are placed along the centre line to begin the game. Each team is designated the 3 balls on their 

right side of the court. These balls can be spaced as desired by the team who is retrieving them. 

● An attack line exists on both sides of the court approx. 10-15 feet from the centre (this may vary as lines 

dictate from facility to facility).  

● The official begins play by blowing a whistle. Players may rush once the whistle is blown. 

● If a player leaves the wall early, it is considered a false start.  When this occurs, play is stopped and both 

teams go back to their starting positions.  For every subsequent false start for a team in a game, a ball is 

moved from their side of the court to their opponents’. 

Activating Balls 

● On the rush, balls must be activated by moving them completely beyond the attack line before they can 

be thrown. A player who initially rushes for the balls and gains possession of a ball does not need to be 

fully across the attack line; only the ball must cross over the line (either on the ground or in the air) 

before it becomes activated. 

● If a team does not initially rush for their designated balls, they may be retrieved and activated by their 

opponent provided all of the opponents’ balls have already been activated. 

● A ball is not considered live until it has both crossed the attack line (been activated) and possession has 

been gained by a player. For example, balls passed by rushing players do not result in an elimination even 

if missed or dropped. Any ball not activated that is thrown cannot register a hit, but can be caught by the 

opposition as if it was live, and the catch counts as normal. 

6 
 



 

 

 

 

● On the initial rush only, rushing players may step over the centre line. 

Ending a Game 

A game is over when: 

● All of the players from one team have been eliminated.  The team with active players still on the court 

receives one point. 

● If the 4-minute time limit is reached, the team with more active players on the court receives one point. 

● If the teams have an equal number of players when the time limit is reached, Sudden Death ensues.  

Sudden Death 

● In Sudden Death, any 3 players who began that game once again line up for play as if a new game was 

beginning (for co-ed, at least 1 player of each gender must participate).  

● Instead of a rush, each player gets a ball-in-hand to start. There is no activation process; balls are live 

once the whistle is blown. 

● The first team to have a player eliminated during Sudden Death loses the game and the opposing team 

receives a point. 

Game Play 

If a player is hit by a live ball, they are out as soon as that ball touches the floor (or other object) and becomes 
dead.  Nothing happens if a player is hit by a dead ball. Once hit, a player can be saved if they or an active 
teammate catches the ball before it becomes dead. 
 
Live Balls 

● Balls cannot become live until they have been activated at the beginning of the game. 
● A ball becomes live once a player gains possession. 
● A ball is still live after hitting an active player or a ball in that player’s possession.  

Dead Balls 

● A live ball becomes dead once it: 
o Hits the floor, wall, ceiling or any other fixture on or around the court 
o Hits another live ball in mid-air 
o Hits a dead ball 
o Hits the official 
o Hits an inactive player, either walking off the court, in the Revival Queue or on the bench 
o Is designated as a Head Shot 
o Crosses the center line after hitting a player or being blocked/deflected. The team that is hit may 

still attempt to play the ball. 

Possession 
Ball possession is established when a player gains control of a dead ball (ie. picking it up and holding it) or catches 
a live ball.  A player must have full control of the ball to gain possession.  

Ex. A player attempts to pick up a dead ball and bobbles it; they are not eliminated because they did not 
have full control. 

● A player may only have possession of a ball(s) for 10 seconds before they must throw. Failure to do so 
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results in at least a warning. 
● A player may pass or hand off a ball to a teammate.  This does not reset the 10-second count on the ball. 
● A player may be in possession of multiple balls at once. 
● If a player has multiple balls they may throw any of the balls, not necessarily the one they first gained 

possession of, to comply with the 10 second limit. After throwing they will have 10 more seconds in which 
to throw another ball. (Individual time counts are not kept for each ball once possession is gained) 

● Players may not utilize their clothing to retain possession of balls. (ie. Sticking balls in their shirt) 

 

Eliminating and Reviving Players 

A player may be eliminated from play for any number of reasons.  A player is eliminated for: 

● Being hit by a live ball (see hits) 

● Throwing a ball that is caught by the opposing team before becoming dead. 

● Making contact with the opponents’ side of the court, except during the rush. 

● Throwing a ball which does not break the plane of the centre line before contacting a dead object 
(Exceptions - a failed pass, hitting a dead ball).  

● Losing possession of a ball (dropping, dribbling, or having it knocked out) which then becomes 
dead without crossing the centre line. 

● Violating 10-second ball possession time limit. 

● Being hit by a throw or pass from a teammate. 

● Throwing a Head Shot. (Penalty) 
● Throwing high. (Penalty)   3

 

● Once a player is eliminated they should raise their hand and make their way to the Revival Queue quickly 
and efficiently, along the back and side walls if possible.  They should avoid moving through the play.  

● A player who was eliminated may return to the game once a catch is made by their team. Players return 

to the game in the order in which they were eliminated. If no one on the catching team had been 

previously eliminated at the time a catch is made, no revival will occur for that play. 

● When a player returns to the game from the Revival Queue, they must tag in on the back wall.  They are 

active as soon as they touch the back wall in the corner of the Revival Queue. 

● Players may only return to the game from the Revival Queue. If a play is made where a player would be 

brought back into play, but the player has not yet made it to the queue, they must make their way to the 

Revival Queue and tag in. 

● Players should line up in order in the Revival Queue with the next person set to return to the game closest 

to the back wall.  

● If a catch is made after a player is eliminated, but before they reach the designated Revival Queue, they 

must go to the Revival Queue and properly re-enter before they are considered active again. 

Hits 

● If a live ball strikes a player anywhere on their body or clothing, (except if directly struck in the head while 

standing upright or jumping) the player is out. 

● Any teammates who make contact with the ball after it hits the first player are also out if the ball is not 

caught before becoming dead.  If the ball is caught, all players who were hit are saved, and it counts as a 

3  8.5” Mikasa leagues only 
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catch, so the thrower is out. 

● If a player is hit by a ball, they are still active until the ball becomes dead. (ie. they can still pick up, throw, 

catch other balls) 

 

Throwing 

● A player in possession of a ball(s) has 10 seconds to throw a ball. 
● When thrown, the ball must at least break the plane of the centre line 

before it touches a dead object (ie. the floor - see diagram). 
● A player may attempt to throw multiple balls simultaneously.  
● If a thrown ball collides mid air with another ball, or hits an active 

teammate and crosses half, the thrower is not out. 
● If a player steps over the centre line prior or simultaneous to releasing 

their throw, they are eliminated and the throw does not count. 

Diagram B: Centre line Throws 

● Suicide throws are allowed. This is when the thrower  releases the ball in mid-air while jumping across the 
centre line. The thrower is eliminated as soon as they touch the ground on the opposite side of the court. 
If the player does not release the ball before contacting the opposite side of the court, the throw does not 
count. 

● Illegal Offensive Maneuvers 
o Players may not punch, bat, kick or hit a live ball as a substitute for throwing, as possession must 

be demonstrated for all throws.  
o In order for a team to regain possession of the ball they are throwing, they should execute a 

controlled throw, player height to the back wall (as opposed to throwing in such a way that would 
make it impossible for the opponent to make an attempt to gain possession of the ball). A player 
performing this action will be issued a warning. 

o Pinch Throws are not allowed.  This is when the rubber  is pinched or folded in on itself when 
gripping the ball. A player performing this action is eliminated. 

o If an illegal offensive maneuver is committed, the throw is considered dead as it crosses the 
centre line. It cannot hit someone out, nor will a catch count. 

 

Passing 

Passing is the distribution of live or dead balls to teammates on your side of the court. Dead balls may be passed 
in any way, however the are a number of rules to note regarding passing live balls: 

● Players may pass balls in their possession to other players on their team. 
● Any form of passing is allowed before a ball is activated. 
● Live ball passes may be made in the form of a hand-off or a toss to a teammate.  
● The 10-second time limit is not reset with a pass. 
● If no one touches a live ball pass, the player attempting the pass is eliminated. 
● Friendly fire is an instance in which a player hits one of their teammates with a live ball.  This may be an 

accidental hit with a throw, or a failed pass.  In this case, the player(s) who was hit is out, but the thrower 
remains in the game, even if their throw did not cross centre. 

● A “friendly fire” throw crossing the centre line is considered an Illegal Offensive Maneuver; the ball is 
dead upon crossing the centre line and therefore cannot eliminate an opponent, however the teammate 
struck initially is out.  
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Catching  

● When a player catches a live ball that is thrown by the opposition – the thrower is immediately eliminated 
once full possession is established.  

● Upon making a catch, a previously eliminated player is revived and may come back onto the court for the 
catching team. Players who re-enter the game are admitted based on the order they were eliminated (the 
first person eliminated is the first to return to the game).  If no players are out, no one re-enters the 
game. 

● A catch may be made on a live ball that has been deflected off of active players or balls in their 
possession. No players on the catching team are eliminated and the thrower is out. 

● A player may not be assisted by the floor or wall in making a catch. If they have not fully established 
possession before the ball touches the floor or wall, the catcher is out. 

● A player must establish possession of a ball before being eliminated for the catch to count. ie. A player 
bobbles a catch while being hit by another ball. The catch does not count if the other ball eliminates them 
before possession is clearly gained. 

● A player may make a catch in mid-air.  They do not have to have feet on the ground in order to establish 
possession. 

● A player in possession of a ball may drop/throw a ball on their own side of the court to make a catch. As 
long as the released ball is still live when the catch is completed, the catch stands. 

● Suicide catches are allowed.  Players may jump over the centre line to attempt to catch a ball in mid-air 
(such as when deflected off of a teammate or ball). 

● If a player throws multiple balls simultaneously, each ball caught will bring one player back into the game.  

 

Blocking / Deflecting 

● Players in possession of a ball may use it to  block/deflect another ball being thrown at them.  
● A ball is still live after hitting a ball that is being held by a player, but it does not count as a hit unless it 

touches part of the blocking player’s body, and is not caught before becoming dead.  
● If a ball deflects off of a ball in a player’s possession and hits the player or a teammate, the player or 

teammate is eliminated unless the ball is caught. 
● If the ball being used to block is dropped or knocked out of the player’s possession, the player is out 

unless the ball crosses the centre line. 

 

Close Calls 

● If it is unclear at any time if a player is still active when they attempt to make a play (due to them being 
hit, or throwing a catch simultaneous with the play) preference is given to the offense (throwing) player in 
the situation. 

● Simultaneous Catches – If a player catches a ball at the same time as their own thrown ball is caught by 
the opposition, a catch and an out will be assessed to each team.  If a player makes a catch after their 
own ball is caught, their catch does not count.  

● A thrown ball is live and able to be caught or make a hit even if the thrower is eliminated before the time 
of the catch or hit, provided that the ball was released prior to them being eliminated. 

● If a player is clearly out before the time they complete a play (such as when bobbling a catch while getting 
hit by another ball), the play will not stand, even if the play began prior to them being out. 

● A “trap” occurs when a player attempts to catch a ball which touches the wall or floor simultaneously 
with the catch. If the player gains full possession before the ball touches the wall or floor, the catch 
counts. If the player pins the ball against the wall or floor, they are out. If a catch is indiscernible from a 
pin, a trap occurs and nobody is eliminated.  

● Players making a catch while being eliminated must maintain control past the moment of elimination to a 
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point where possession is clearly established.  

 
Warnings and Penalties 

Penalty Overview 
Multiple warnings = Penalty (Yellow Card) 
2 Penalties = Ejection (Red Card) 

Warnings 
Warnings are violations of the spirit of the game of Dodgeball.   If a team or player receives a warning and 
continues their behaviour, they will receive at least a minor penalty.  

 

● Accountability - Players or teammates should call themselves out when hit.  Failure to do so will result in 
the official calling the play and issuing a warning. 

● 10-second time limit violation - A player (or  team) may not be in possession of a live ball for more than 
10 seconds.  They must immediately throw the ball across the centre line. Failure to do so, or constant 
abuse of the rule will result in a penalty. 

● Delay of Game - Players should make an attempt to start each game promptly after the completion of the 
previous game. 

● Hiding - Players may not conceal themselves behind players on the bench or in the Revival Queue or static 
objects that may exist within the gym. 

● Headhunting - Player should not recklessly and routinely target the head of an opponent. A number of 
near-miss Head Shots would be an example of this. 

● Illegal reset - In order for a team to regain possession of the ball they are throwing, they should execute a 
controlled throw, player height to the back wall (as opposed to throwing in such a way that would make it 
impossible for the opponent to make an attempt to gain possession of the ball).  

● Any other breach of the spirit or etiquette of the game, as deemed applicable by the official. 

 
A warning does not stop play. However, the official will verbally announce the warning to the offending player. 

 

High Throw Infraction (8.5” Mikasa Leagues only) 

This infraction is specific to the 8.5” rubber leagues as the equipment is inherently more dangerous. Balls thrown 
with power in the vicinity of a player, above the target’s standing shoulder level will be eliminated from the game 
and will return to the queue. (this is similar to the imminent head shot rule) 
 

Penalties (Yellow Card) 

If a player is assessed a penalty, they must take themselves off of the court and are not allowed to return to play 
in that game or the following 2 games of the match.  The team plays short-handed for the remainder of the game 
in progress as well as the following game. If a team yellow card is issued (for warnings not attributed to one 
specific player such as delay of game), the opponent may choose a player to sit. 
 
Penalties may also be assessed at the discretion of the official as a match ejection (Red Card).  In this case, the 
player is not able to play for the remainder of the match. The team must also play short-handed for the 
remainder of the match.  
 
Penalties may be given for, but are not limited to, the following reasons: 
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● Accumulation of multiple warnings 

● Head Shots - Throwing a ball that hits an upright or jumping opponent in the head. (See below) 

● An eliminated player intentionally blocking a throw or protecting a teammate on their way to the Revival 
Queue. 

● Unsportsmanlike behaviour, including arguing or yelling at opponents or the official, excessive profanity 
or inappropriate comments, lewd gestures or actions. 

● Being involved in a direct physical altercation with another player 

 

The play is stopped via whistle blow when a penalty is being assessed. All balls become dead upon sound of the 
whistle. Play is restarted with all active players at the back wall with balls where they were when play was 
stopped.  

If a team accumulates more than 3 yellow cards, which would leave them at less than the minimum roster 
requirement to start a game, they are allowed to field the minimum 3 players as long as they have subs available 
to do so and are meeting gender requirements. 

If a team is unable to meet minimum roster or gender requirements due to yellow card accumulation and lack of 
available subs, they automatically lose games until the carded player(s) return to restore minimum requirements.  

 

Head Shots 

A Head Shot occurs when a ball thrown with force strikes the head of an opposing player on first contact, while 

the player is standing upright or jumping.  

● The thrower  of a Head Shot is assessed a yellow card  and is out for the remainder of the game. The 
player who was hit remains in play. 

● Imminent Head Shot rule: A player may protect themselves from a Head Shot by blocking the ball by any 
means necessary.  If a Head Shot is imminent, and the player blocks it with their hands, arms, or another 
ball in their possession, the thrower is eliminated for throwing an Imminent Head Shot and the player 
who was hit is not eliminated.  In this instance, a penalty is not assessed for the thrower, since the ball did 
not strike the head of the opponent. 

● A genuine attempt (and failure) to catch a ball thrown high will result in an out for the player attempting 
the catch, regardless of if the throw would have been deemed an Imminent Head Shot. The thrower is 
also out only if the throw is also deemed an Imminent Head Shot. 

● If a player is struck by a Head Shot or Imminent Head Shot and is hit by another throw either 
simultaneously or momentarily after, they are not out. 

It is not a Head Shot if: 
● The targeted player is ducking or diving and their head is below the height of their shoulders. 
● The ball is not thrown with force. A ball may be lobbed in an arcing manner where any head contact 

would not be considered as a Head Shot penalty, but a legal hit. 

Appendix 

 

Rule Variations 

 

Neutral Zone  
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If a game is scheduled in a facility that is deemed too long for standard play. A neutral zone may be used to bring 

the court size to the appropriate dimensions.  If a neutral zone is in play, a line will be designated on each side of 

the court parallel to the centre line (similar to the attack lines). After the opening rush these lines will become the 

effective centre lines for each team. This will create a neutral zone area in which players from both teams may 

co-exist. 

Rules for non-enclosed gymnasiums 

● A player stepping on any party of the defined boundary line in a non-enclosed gym is considered out. 
● Inactive players or designated shaggers will return balls to play in a timely manner.  Unless necessary, 

active players should not leave the court. 
● When a ball is placed back into play it must be placed on the floor at the nearest boundary line.  It may 

not be passed directly inbounds to a player. 
● If there are no inactive players available: a player on the team nearest to the out of play ball must raise 

their hand, indicating that they are leaving the playing court to retrieve the ball. This player must proceed 
directly to the ball and return it to the court, once they have re-entered the playing court they may lower 
their hand. This player must return to the court from the end line (not the sidelines). While the hand is 
raised for ball retrieval this player is not in play, offensively or defensively and cannot be hit or hit 
anyone.  

● A unless otherwise designated players may exit the boundary in order to make a play ie. Diving for a 
catch. The player must then re-enter the court as soon as possible but are a legal target for the entirety of 
the play. 

● Players enter the game from the Revival Queue by taking one step onto the court as opposed to tagging 
in at the back wall. 

 

Glossary 

Attack Line – This is a line 10-15 feet from the centre line on either side of the court.  On the rush balls cannot be 
thrown until they have passed fully beyond the space of this line towards a team’s back line. 

Bench – The Bench is located along one of the sidelines of the court. This is where any players not participating in 
the game may stand (provided there are no other viewing areas). Players who are not participating in a game 
should stand or sit on the sidelines and make an attempt not to interfere with play or the Revival Queue. 
 
Block – A Block occurs when a live ball makes contact with a ball in another player’s possession.  A player may 
block a ball to defend themselves from a throw, or deflect a ball to their teammates for a catch. 
 
Catch – A Catch occurs when a player gains possession of a live ball thrown by the opposing team.  The person 
who threw the ball is eliminated and a player may return to the game for the team that made the catch. 
 
Dead Ball – A dead ball is a ball that does not result in an out if it hits a player.  A ball begins the game dead, but 
becomes live upon activation and possession.  A thrown ball becomes dead once it hits the floor, wall, ceiling or 
other fixture on the court, inactive players, the official, another live ball in mid air or a dead ball. 
 
Deflection – A deflection occurs when a live ball hits a player’s ball or body, but remains live allowing other plays 
to be made on the ball.  Ex. A player may deflect a ball off of a ball in their possession into themselves – and they 
are out.  A player may deflect a throw with their hand to a teammate for a catch. 
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Dump Catch/Ditch – Colloquial term for quickly getting rid of a ball by tossing it across the centre line in order to 
make a catch on an incoming throw. 
 
Friendly Fire – Friendly fire is an instance in which a player hits one of their teammates with a live ball.  This may 
be an accidental throw or a failed pass.  In this case the player who was hit is out, but the thrower remains in the 
game, even if their throw did not cross centre.  
 
Game – A game has a maximum length of 4 minutes, begins 6 on 6 and ends once all players from one team are 
eliminated.  The team with players remaining wins the game and is awarded 1 point.  Teams play as many games 
as possible in a match. Substitutions may not be made mid game, unless there is a injury.  
 
Head Shot – A Head Shot is considered to be anything thrown a direct trajectory and makes contact with the head 
of an opposing player on first contact, while the player is standing upright or jumping. The first time that a player 
commits a Head Shot, they will receive at least a yellow card. 
 
Hit – A hit occurs when a live ball strikes a player anywhere on their body or clothing, (except if directly struck in 
the head while standing upright or jumping). A hit player is eliminated from the game and goes to the Revival 
Queue. 

Imminent Head Shot –  A throw that without intervention would have contacted the targeted player in the head, 
either while standing upright or jumping. A player may protect themselves from an imminent Head Shot by 
blocking the ball by any means necessary.  The thrower is eliminated for throwing an Imminent Head Shot and the 
player who was hit is not eliminated.  No penalty will be assessed in this instance, however. 
 
Suicide Catch – A catch made while in the air, on the opposition’s side of the court. 
 
Suicide Throw – A throw made in the air while jumping across to the opposition’s side of the court. 
 
Live Ball – A ball is live once a player gains possession of it by picking it up or catching it.  If a live ball strikes a 
player, and is not caught before it becomes dead, they are out. 
 
Lob – A lob is an arcing throw, often thrown underhand.  Despite the height that it travels, it is not considered a 
heat shot if it contacts the head of a standing or jumping player.  
 
Match – A Match consists of two 30 minute halves.  As many games as possible are played within the time limit of 
the match to determine the winning team. 
 
Penalty (Yellow Card) -  Penalties may be assessed upon: a player receiving multiple warnings, Head Shots or 
other unsportsmanlike infractions.  If a player is assessed a penalty, they must take themselves off of the court 
and are not allowed to return to play in that game or the following 2 games of the match.  The team plays 
short-handed for the remainder of the game in progress as well as the following game. If a team yellow card is 
issued (for warnings not attributed to one specific player such as delay of game), the opponent may choose a 
player to sit. 
 

Pass – Passing is the distribution of live or dead balls to teammates on your side of the court. This may be in the 
form of a toss or hand off. 

 

Pinch Throw - This is an illegal throw where the rubber is pinched or folded in on itself when gripping the ball in a 

way that the rubber touches itself. 
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Revival Queue – The Revival Queue is the designated location in the gym where eliminated players wait to 

potentially re-enter the game. When a player is eliminated from a game, they must make their way to the Revival 

Queue, where they will line up in the order in which they were eliminated.  Should a catch be made by their team, 

the first person in the Revival Queue will return to the game. 

 

Rush – The rush is the opening play of the game in which both teams run from their respective back walls to 

retrieve the balls in the centre of the court. 

 

Sudden Death – Should a game reach the 4 minute time limit, with an equal number of players on each side, a 

sudden death game will be played to decide the winner. 3 players (at least one of each gender in co-ed) who 

began the original game once again line up for play as if a new game was beginning, but they start with balls in 

hand. One ball must be given to each player.  The game ends as soon as any player is eliminated.   The winning 

team receives 1 point. 

 

Throw  – The release of a ball in a player’s possession with momentum that crosses the centre line. 

 

Tie Break Game – In the playoffs, if the score is tied at the end of regulation time, a tie break game is played to 

decide the winner of the match.  The game is a full-length, standard game. 

Tag In – If a player is eliminated, but a catch is made to bring them back into the game they must tag in from from 
the Revival Queue, by slapping the back wall. 

 
Warning  – Warnings are violations of the spirit of the game of Dodgeball.   If a team or player receives a warning 
and continues their behaviour, they will receive at least a minor penalty.  
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