
 

DODGEBALL RULES AND REGULATIONS 
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1. TEAMS 

a. Games will be Co-Ed 6v6 

b. On court team must be evenly split (3W & 3M) 

c. Each team must have at least 4 players to start game (2F & 2M). If they do not have at 

least 4 players at the beginning of the game they must forfeit the game. 

d. There is no limit to how many you can have on your team; subs must be signed to 

roster before beginning of game. Only 6 players allowed on the court at a time. 

 

2. CAPTAINS 

a. The captains are looked at as the leaders of their teams in all aspects. The captains are 

responsible for managing the team, communicating with teammates about updated 

game times and/or changes, ensuring no delays in game play, and ensuring teams 

personal belongings are picked up after each game. MPPR staff will communicate all 

necessary information to each team captain, and it is the captain’s responsibility to 

communicate that information to their team. 

 

3. ROSTERS/SUBS 

a. All players must be on the team roster before the start of the game. Failure to do so 

will result in a forfeit of the game.   

b. The MPPR staff member will have the roster on site, so check in with them before the 

game.  

 

4. EQUIPMENT 

a. DODGEBALLS: League will use an 8.25” foam ball.  
b. Both captains are responsible for all 6 balls making it back to the center line before after 

each round and after they have completed the match. 

 

5. GAME SHIRTS 

a. There is no specific requirement for team jerseys, however it is recommended that each 

team where a like color shirt. 

6. REFEREES 

a. There will be 2 referees per game, one provided by each team. Each team is 

responsible for providing one (1) player to be a referee during their game. A team 

will forfeit if they cannot provide enough players and one referee for their game.  It is 

imperative that every team member knows the rules of the game.  
b. Even though the refs are from different teams, they are responsible for acting as one 

unit to ensure a fair and fun atmosphere for both teams. 

 



7. FORFEITS 

a. If team must forfeit a match, they must communicate forfeit by Friday, 4:30pm the week 

prior.    

b. Teams forfeiting after 4:30pm the Friday, will be responsible to pay a $25 forfeit fee 

 

 

8. RULES OF PLAY 

THE GAME ROUNDS AND MATCH 

a. Unlimited rounds per match. 
b. Whole match lasts 45 minutes. 
c. The FIRST team to completely eliminate the opposing team wins the round and 

receives (1) point. 
d. The team with the most winning rounds after 45 minutes wins the match. 
e. In the event of a tie, an extra round will be played.  
f. Teams will switch sides every 3 rounds. 
g. When the timer goes off after 45 minutes, the team with the most players on the court 

will be the winner. 

 

9. GAMEPLAY RULES 

a. The object is to throw the ball at the opposing team and their opponent to get them out.  

Any person who is contacted by a live thrown ball on the fly is out.  This includes 

contact with the person’s body, clothing, and shoes.  

 

10. START OF PLAY 

a. 6 balls will be placed at center court. 

b. Players will line up at the baseline of their respective sides.  

c. Referee will signal start of game, at that time, allowing players to retrieve balls. 

d. Once ball is retrieved, ball must be brought back past the “attack” line before ball can 

legally be thrown.  

e. Ball thrown prior to reaching “attack” line is considered dead ball with no infraction.  

f. Toss-backs are permitted as long as teammate is behind attack line. 

g. Balls CANNOT be concealed under clothing. 

h. Players may have up to 2 balls in their possession at once.  

i. Players must throw ball within 5 seconds of possession.   

j. Players may pass a ball in their possession to their teammates. 

k. Once a player is knocked out they are to raise their hand, then walk off the court.  

l. Players may use balls to shield themselves 

m. Staff member has final ruling on these situations. If will be based on time and space for 

defending players to react to a thrown ball. 

 

 

 

 

 



11. OUTS 

a. Live Thrown Ball – A ball is live until it hits an opposing player, wall, ceiling, ball, floor, 

or any object. 

i. A ball is considered dead once it hits an object as mentioned above.  

1. EX: If a ball hits Player A and deflects and hits Player B, only Player A is 

out. 

ii. “Trapped Ball” -  SIMULTANOUS contact with thrown ball , between floor and 

player will not result in an out.  Referee should communicate that player is safe 

from out. 

b. Player is deemed out if: 

i. contacted by a live thrown ball.  This includes contact with the person’s body, 

clothing, uniform, and shoes. 

ii. a defending player catches a live ball thrown by the player. 

iii. losing possession of a ball used to block an incoming ball. 

iv. crossing over the centerline or boundary line 

 

12. OUT LINEUP 

a. Once player is ruled out, they must go to their sideline in the order they were out.  

b. When team member in play catches an opposing ball, the first player in out lineup may 

return to game. 

i. Players returning to game out of order will be called out. 

 

13. BOUNDARIES 

a. The center line must NEVER be crossed-not even to retrieve a ball. 

b. After grabbing the ball from the center line, players my retreat to the first cone or 

boundary line before they can throw. 

c. Players who are still in play must never leave the court’s boundary lines, EVEN TO 

RETRIEVE BALLS. Players who are out will retrieve balls. 

d. When players retrieve balls from outside the boundaries, they must hand them to the 

referee. The referee will then bounce the ball inbounds on the center line. This will give 

both teams an equal chance of the ball falling onto either side of the court. 

e. If a player crosses any boundary line, they are out. 

 

14. AWARDS 

a. MPPR awards champions shirts and a trophy  

b. League Champion- Determined by a seeded single elimination tournament following 

regular season. 

 


