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The 1st Annual Dodgeball Tournament Fundraiser is an event that brings W-C UMC Youth and the Wilber and 

Clatonia community members together for friendly competition and an important cause.  

All proceeds earned from tournament registration and sponsorships go to support the W-C UMC Youth Group 

mission trips attended by W-C UMC youth. 
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THE TEAM  

A team should consist of six players, no gender restrictions. Maximum of six players will compete on each side 

at a time. Teams are allowed to begin and continue play with a minimum of four players. Players are only 

allowed to participate on a single team once the tournament begins. Team uniform is encouraged. Proper 

athletic footwear and appropriate athletic apparel are required to participate. Players are not allowed to play 

with gloves, bare hands only. Wraps for supporting recovering injuries are acceptable. Although we strongly 

encourage creativity with uniforms, please note that this is a church hosted event at a school location and the 

Wilber-Clatonia School dress code and all other school rules and code of conduct are in effect. Please refer to 

the Wilber-Clatonia School handbook for details. We reserve the right to disqualify any team for inappropriate 

attire, poor sportsmanship or conduct. 

 

THE PLAYING FIELD  

The field of play is half a basketball court divided into 2 equal sections. 

THE EQUIPMENT  

Game Balls - A total of six-8.25” coated (foam) “sting free” balls will be provided per court. 

Game Clock - One referee per court will have a stop watch to keep track of game length. 

THE GAME  

The object of the game is to eliminate all opposing players by getting them "OUT." This may be done by:  

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

a. A ball may hit multiple players as long as it remains live  

b. A ball hits a player and that same player catches the ball, the throwing player is out.  

c. A player catches a ball that has hit a teammate, the hit player and throwing player are out and the 

next player in the rotation enters the game.  

d. A player struck by a ball above the shoulders will not be considered out, UNLESS, it is ruled by a 

referee that they intentionally moved in a way that led to being hit above the shoulders.  

e. Teams will be given a warning the first time a ball strikes an opponent above the shoulders. A 

second strike above the shoulders will result in the throwing player being considered out (unless ruled 

intentional by a referee as stated above).  

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

a. A ball can be caught over the boundary line as long as the player has both feet fully in bounds.  

b. A player using their ball to block a thrown ball from an opponent, but has the ball they are blocking 

with knocked out of their hands, will be out.  
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c. A player using their ball to block a thrown ball from an opponent, has the ball they were blocking 

with knocked out of their hands, but catches the thrown ball; the throwing player will be out and the 

next player in rotation reenters the game.  

d. Any blocking ball rebounding off another ball is considered live. Any player hit by the rebounding 

ball is deemed out. 

e. If a live thrown ball hits an opposing player, deflects off that player and is caught by another 

opposing player, the thrower is out and both of the opposing players are not eliminated. In this case, 

the opposing team does not get to re-enter a player. 

f. If while trying to complete a catch, the player become out by a different ball, the catch is void. 

3. One player may return to the game after a teammate catches a ball from the opposing team. Players must 

rotate in the same order they went out. The teammate must be in the queue at the time of the catch to be 

eligible to be brought back in. 

LIVE: A ball that has been thrown and has not touched anything, including the floor/ground, official or other 

item outside of the playing field (wall, ceiling, etc). Excluding touching another ball or another player. 

BOUNDARIES  

During play, all players must remain within the boundary lines. If a player goes out of bounds to avoid getting 

out, the official will call them out. If any part of the player’s body touches the centerline the player shall be 

deemed out. 

Momentum may carry a player out of bounds while making a catch. Providing control of the ball was 

established prior to going out of bounds the player will not be deemed out. 

Players may leave the boundaries through their end-line only to retrieve stray balls. They must also return 

through their end-line. Any player that exits the court must be back on the court within five seconds of leaving 

the field of play, or they will be considered out. 

Players who are out are encouraged to retrieve balls. Ball(s) must be returned to the side of the court they 

went out on. But these players must maintain their order of entry. 

BEGINNING PLAY 

Play begins with all players positioned behind their team’s end line. The dodgeballs will be placed evenly along 

the center line. The referee will signal play to begin and teams may rush the centerline to retrieve the balls. 

Once a ball is retrieved it must be taken or passed to behind the attack-line before it can be legally thrown. 

Any player throwing a ball before crossing the attack line after the rush will be considered out. At least one 

player from each team must rush. 

*Only during the opening rush can players step one foot on or over the centerline when retrieving a ball and 

not be in violation.  
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WINNING A GAME  

A game is played until time limit expires or all opponents are eliminated on one side. If time expires, all 

remaining players are counted. There is a limit of seven minutes per game.  

In the event of a tie at the end of seven minutes, meaning there is the same number of players remaining on 

each side of the court, there will be one-minute overtime. 

If after the first overtime there is still a tie, there will be a sudden death period. During sudden death play, the 

first team to eliminate any of the opposing teams players will be determined the winner. 

TIME-OUTS 

There are no team time-outs during game play. Referees may call a timeout for disputes and injuries.  

LIFE BANDS 

A player may purchase Life Bands the day of the tournament for $5.00 each. No refunds of unused or extra 
Life Bands. 

A player with a Life Band will be allowed to return to the current game upon elimination. Life Bands must be 
on the player prior to the beginning of the game.  

Only the designated “Life Band Volunteer” standing on the center line will be allowed to collect Life Bands.  

Any player with a Life Band and wishing to return to the current game must enter the game with at least 30 
seconds remaining.  

A player cannot use a Life Band to continue the game if they are the last player remaining of their team. Life 
Bands will not be allowed during overtime, sudden death or championship games.  

No swapping or gifting of Life Bands to another teammate is allowed during the game. 

 

HONOR SYSTEM AND RULE ENFORCEMENT  

Referees cannot see everything, and players are expected to play by the honor system. If you know you are 

out, go out. If you think you are out, go out. Keep the games fun. 

Referees will be present to make final judgments. Be reminded that while the dodgeball tournament is 

designed to be a competitive event, the priority is the safety of all participants and spectators and the 

expectation is that teams conduct themselves appropriately and maintain good sportsmanship at all times. 

Teams or individuals that do not uphold this standard will be either be given a loss or will be removed from 

the event. Teams will be updated with any changes to the rules prior to or during the tournament, if 

necessary. 

Any rules not covered in this packet will be subject to interpretation by the Dodgeball Tournament 
Committee. 


