
 
DODGEBALL RULES 

 
Warning:  Your participation in this sport could result in physical injury, which could be serious or fatal!!  The 
University of North Carolina Wilmington assumes no responsibility for injuries and related medical expenses 
received during Intramural sports activities.  Students, faculty and staff are reminded that Intramural participation is 
completely voluntary.  It is strongly recommended that all participants have a physical examination and secure 
adequate medical insurance prior to participation. 
 
The following is a list of requirements and recommendations for each participant that enters this activity. 
 
Required of all participants:    Recommended of all participants: 
1. No jewelry 1. Mouthpiece 
2. University ID 2. Padded support braces if result of previous  
3. No steel cleats, athletic shoes must  injury or required by doctor 
 be worn at all times. 
 
General Rules: 
 
1. A student, faculty or staff I.D. will be required and checked at all games at all games.  NO I.D. - NO PLAY!!   
 
2. Dodgeball will be governed by NADA rules unless noted below. 
 
3. Game time is forfeit time. 1 forfeit will result in a team being dropped from the league.  A team can remain in 

the league if they pay the $20.00 forfeit fee within 48 hours or before their next scheduled contest, whichever 
occurs first.  A second forfeit will result in the team being dropped from the league.  Four (4) players are 
required to avoid a forfeit. No member of the forfeited team will be eligible to play on any other team. 

 
4. Roster number is unlimited.  Suspended players may not be replaced.  Roster additions must be made before, 

during or after games. Players may be dropped from the team roster if they have not participated in a game by 
the end of the regular season.   

 
5. Players ejected will be suspended from that league.  Any player addressing an official with profanity will be 

ejected from the game and must meet with the Associate Director or designee to regain player eligibility. 
 
6. Teams will receive 1 timeout per match. 
 
7. Substitutions are allowed only during time-outs and between games.  
 
8. Matches will 30 minutes in length. Each match will consist of an unlimited number of games. A game ends when 

all team players are eliminated. The winner of the match is the team with the most game wins when time expires. 
If there is a tie in games won, a 1-minute sudden death period will begin. The first team to lose a player in 
sudden death will be declared the loser. (Sudden death will be 6 on 6). Time will begin for the match at the site-
manager’s signal. 

 
9. Games will end when all players on one team are eliminated or all 4 of a team’s cones are knocked down. Cones 

must be struck by an airborne ball and cannot be set-up once knocked down by an opposing team. 
 
10. Teams will consist of 6 players (3 male, 3 female) on the field at one time. Teams may start a game with the 

following: 3 male and 2 females, 3 females and 2 males, 2 males and 2 females, or 3 females and 1 male. 
 
 

Comment [U1]: This is from the older UNCW 
Dodgeball rules.  Do we still want to reference 
NADA. 



Starting the game 
 
1. Games begin by placing three balls on each side of the “no attack” zone. Teams will begin with their 6 players 

positioned along the endline on their side of the playing area. The site-manager will be blow a whistle and teams 
will approach the balls on their side.  

 
2. Teams may not cross the center line to retrieve their opponents designated dodgeball. 
 
 
Getting out 
 
1. Players are declared out when: 

a. They are hit anywhere at or below the shoulders (including clothing) by a dodgeball thrown by an opposing 
team player. The thrown ball cannot have touched the floor or any out of play area.  

b. A player catches a thrown ball by the opposing player provided the thrown ball has not touched the floor or 
any other obstruction. Deflections off a team player resulting in a caught ball will eliminate the thrower and 
the player who deflected the ball. NOTE: If the player deflects the ball and catches it, he/she is safe. 

c. A player commits an illegal throw. Illegal throws are defined as throws inside the no attack zone, throws 
outside the boundary lines, or throws contacting players above the shoulders. 

d. A player moves outside the boundaries while attempting to dodge a ball. 
 
2. When a player is hit in the head by a dodgeball: 

a. The contacted player is not declared out and the thrower shall be declared out. 
b. If a player intentionally ducks to cause themselves to be contacted in the head, they are out and the thrower 

is safe. 
c. Players contacted in the head by thrown dodgeballs after the ball has hit the floor or another player will not 

be declared out and the thrower is also not declared out. 
 
3. All decisions on players being declared out will rely on team sportsmanship. In the event of a discrepancy, the 

Site-manager on duty will make a decision. All decisions by the site-manager are final. 
 
4. When a player is declared out, they must exit the playing area immediately. If they are in possession of a 

dodgeball, they must roll or hand the ball to a teammate.   
 
Illegal throws 
 
1. All players committing an illegal throw will be declared out. No player contacted by an illegal throw will be out. 

 
2. All throws must take place within the boundaries of the court and outside the no attack zone. 

 
3. Dodgeballs must be thrown by the hands and arms. No kicks, spikes, or slaps with an open hand or closed fist 

are considered illegal. 
 
Deflections 
 
1. A deflection occurs when a thrown dodgeball hits off an opposing player or airborne ball and remains in the air. 

A dodgeball deflecting off a grounded ball will be considered to have struck the floor and be ruled dead. 
 

2. All dodgeballs are live until they hit the floor or leave the playing area. 
 
3. Players may catch a deflection off an airborne ball or player and eliminate the thrower.  
 
4. A player may deflect a ball with any part of his/her body in an effort to keep it from hitting the ground.  
 
5. If the deflected ball is caught before touching an out of play area, the thrower is declared out. If the ball is not 

caught, the player who deflected the ball will be declared out. The ball is considered an extension of the player. 
 



 
Catching a thrown ball 
 
1. All thrown balls may be caught by the opposing team provided they have not been declared dead. 
 
2. All caught dodgeballs will result in the thrower being declared out. 
 
3.  A player must be in bounds to catch a ball. Players may not lift one another up to catch 
 a thrown ball. 
 
Dodgeball retrieval 
 
1. Players may go out of bounds on their half of the court to retrieve dodgeballs. Players must return to the court  
 immediately once they have retrieved an out of bounds ball. 
 
2. Players may not cross the mid line to retrieve a dodgeball. 
 
3. No eliminated players, substitutes, or spectators are allowed to retrieve dodgeballs or assist teammates 
 in the retrieval of dodgeballs. 
 
4. If a ball is deemed to be unretrievable, the site-manger will stop play and retrieve the dodgeball. 
 
Possession of dodgeballs 
 
1. No team may possess at one time all 6 dodgeballs. The site-manager will stop play and deliver 2 of the  
 dodgeballs to the opposing team. 
 
2. Possession of balls includes any balls out of bounds on a team’s side of the playing area. 
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