CITY OF OAK RIDGE RECREATION AND PARKS DEPARTMENT

DODGEBALL LEAGUE RULESPRIVATE 
 2016
1.
ROSTER FORMS AND MEDICAL RELEASE:
 
Player rosters are limited to 15 active members per team.

a. Each team must have an adult aged 18 or older who is responsible for the


team at all times.

b. Each participant, including non-playing managers/coaches, MUST PERSONALLY sign an Oak Ridge Recreation and Parks Roster and Medical Release Form before he/she participates.  These forms also serve as a notice of potential injury and a hold harmless form.  The hold harmless agreement releases the Recreation and Parks Department and any other person connected with the dodgeball tournament of any responsibility in case of an accident.   

d.
No player shall be eligible to play with more than one team.

2.
REGISTRATION AND FEES:



a.
To register for the Dodgeball League, Roster and Medical Release forms must be submitted along with the team registration form, fee, and player fees. 


b.
No refunds will be given once a team commitment has been made.

3.
ELIGIBILITY:


Coaches of teams are responsible for the eligibility of their players and shall be held accountable by the Recreation and Parks Department to furnish proof of eligibility.  To be eligible, players:


a.
Must be on the official team roster.


b.
Must be able to verify identity.



1.
ALL players utilized by a team are required to produce, upon request, verification of identity, which exhibits their picture or signature. IF A PLAYER REFUSES TO SHOW HIS OR HER I.D., THE GAME CAN BE PROTESTED AND, IF UPHELD, WILL BE DECLARED A FORFEIT.  Any player in question regarding his identity will be required to place his signature on the game sheet.

c.
Any team found to be playing with an ineligible player after game play has begun will forfeit that game.  The offending player will be suspended for one week from all play in leagues and tournaments organized by the Oak Ridge Recreation and Parks Department.

d. 
Although a co-ed sport, there are no minimum requirements with regard to a specific gender. 

e. 
Players must be 16 years of age or older, and players under 18 must complete the required youth sports paperwork with their legal guardian. Coaches must also complete the required youth safety training courses required by state law to be eligible to coach their team IF any of their players are below 18 years of age. 

4.
UNIFORMS:

a. Teams must wear matching uniforms or same color jerseys. A limited number of jersey vests are available for checkout upon request from the Athletics Department. These jersey vests are first-come first-served as limited supplies are available, and must be returned at the end of the match. All teams must either wear matching uniforms, or wear the assigned jersey vest for each match. 
b. All players must wear non-marking athletic shoes.

c. All players must wear shirts and shorts or sweatpants.  No jeans allowed.

d. No jewelry, watches or hard hair holders will be allowed during games.  

e. When two teams are wearing the same colored jerseys, a coin toss will determine who wears City vests.

f. Players will not be permitted to play if undergarments are blatantly exposed.   Absolutely no sagging will be allowed.

g. Clothing with inappropriate language/graphics will not be allowed.  (See Department Dress Code)

RULES

6.
UNSPORTSMANLIKE CONDUCT

a.
Players, managers, coaches, etc., who are guilty of unsportsmanlike conduct will incur the following:

1. Ejection from the facility, and suspension from the next scheduled match.

2. Any participant ejected must leave the premises within 5 minutes.  The premises include the general area:  building and parking lot.

3. Failure to leave will result in his/her team forfeiting the match.

4. Cursing or any type of profanity will not be permitted at any time.

5. Any verbal or physical abuse of an official or player is an automatic one-year suspension.

Unsportsmanlike Conduct:
Includes:
                Foul Langue


    Repeated head shots 

                Unnecessary roughness

    Arguing with the court monitor, staff, participants or fans

    Abuse of the honor system

Code of Conduct
· Understand, appreciate and abide by the rules of the game and the honor system. 

· Respect the integrity and judgment of the tournament officials and organizers 

· Respect your opponent and congratulate them in a courteous manner following each match, win or lose. 

· Be responsible for your actions and maintain self-control. 

· Do not taunt or bait opponents and refrain from using foul language.
7.
FORFEITS -

a.
Failure of an ejected player to leave the premises within 5 minutes (out of sight and sound) will result in his/her team forfeiting the match.  The premises include the general area:  building and parking lot.


b.
If a team of no less than 6 eligible players with at least 2 females cannot be fielded at the scheduled starting time, the team ready to play shall win by forfeit.

8.
PROTESTS:

a. In all leagues sponsored by the Recreation and Parks Department; protests must be filed in writing by the close of business on the following business day, along with a $25 protest fee.

b. The only type of protest which may be filed is a rule interpretation.

c. The court monitor’s judgment decision cannot be protested.

d. The Recreation and Parks Department will handle all protests.

Dodgeball League Rules

The basics of the game:

8 players per side, 5 minutes per round, 
two 25 minute halves per match
1. Team rosters shall include a minimum of 8 players.
2. Rounds start with a maximum of 8 players per team. Exception: mercy rule extra players are not bound by this rule.

3. If a team does not have 8 players, they may start with as few as 6 players.

4. All players must be registered with the League to play with the team. Unregistered substitutes are not permitted. Any team found to be playing with an unregistered player will forfeit the game. See: Late Registration below.

5. One team being short players for a full starting lineup does not obligate the opposing team to reduce their starting lineup.

6. In the event of injury, a player of the same gender on the sideline may substitute for the injured player. The injured player may not play for the remainder of the match.

7. All players must be formally registered with the League and paid in full prior to playing.

Officials

1. Each game shall be officiated by two League-assigned referees, who shall act as the head referee. A second League-assigned referee may also be used.

2. Scorekeepers are responsible for: 

1. Maintaining the game clock.

2. Recording the game score.

3. A referee may call a player out for any of the following reasons: 

1. The player engages in unsportsmanlike conduct.

2. The player argues with the game official.

3. The player uses abusive language.

4. The referee shall eject a player from the remainder of match if that player engages in any of the above behaviors repeatedly, behaves in an egregious manner, or cheats.

5. An ejected player must leave the court and facility within 5 minutes; failure to do so will result in forfeit of the match, and could incur additional penalties at the discretion of the Rec & Parks staff. 

Playing Area

6. The dodgeball court shall roughly approximate the dimensions of a regulation basketball court. The court shall include a center line and attack lines 10 feet from each side of the center line. These dimensions may vary depending on the facility used. 

Equipment

7. Games will be played using eight (8) 8.5-inch rubber-coated foam balls.

8. Players must wear their League-provided t-shirts of the appropriate color for their team.

9. Players must wear soft-soled, close-toed shoes. 

Opening Rush

10. Balls shall be placed along the center line prior to the opening rush, equidistant from each other. 

11. Players shall line up along the back line on their respective side of the court, with their front foot touching the line, and their back foot out of bounds.

12. The referee shall blow the whistle to start the round.
13. Only 3 players from each team may participate in the opening rush.
14. Upon retrieving a ball, the ball must move back past the back line before it may be used against the opposing team. This can be achieved either by carrying the ball across or tossing/rolling the ball to a teammate who is standing on the back line. 

Game Play

15. The objective of each team is to eliminate all players on the opposing team.

16. A player is eliminated when one of the following occur: 

1. Any part of the player's body, or any part of his or her clothing is struck by a ball thrown by an opposing player. Only thrown balls are live; kicked balls are dead, and kicking in unsportsmanlike manner may result in additional penalties.
· Head hits, while discouraged, do count as an out. 

· Players can be penalized for repeat or egregious head hits of opponents. If head hit penalty is called, technical is assessed to thrower, and free throw is awarded to hit player (Note: see “Free Throw” rule below). 

2. The player's thrown ball is caught by an opposing player.

3. The player steps out of bounds, unless they are attempting to retrieve an errant ball in accordance with the errant ball retrieval rules.

4. The player steps over the opposing attack line. Reaching over the attack line (or front attack line is fewer than 3 players from either team remain) is permitted provided no part of the body comes into contact with the court's surface opposite the attack line. 
5. The player's held ball is knocked out of his or her hands by an opponent's thrown ball.

6. The player throws a ball at the opposing team before the ball has retreated past the attack line on the opening rush.

17. A player is NOT out if the ball hits them after hitting the floor, the wall, any other object or another person.

18. A player is NOT out if hit when out of bounds while retrieving an errant ball, including on while retrieving ball on bleachers.

19. When a player is eliminated, he or she must exit to the nearest side of the court. That player must remain outside the sideline until the conclusion of that round.

20. Catching. If a player catches a ball thrown by an opponent, the thrower is out, unless the ball hits a wall, the floor, or another object or player. 

21. Blocking. A player may block an incoming ball using a held ball. The thrown ball must be deflected completely, that is, it must not strike the holder of the ball after hitting the held ball.

22. Friendly Fire. Friendly fire does not result in an out. A player who is hit by a teammate shall not be called out.

23. Deflections, i.e. Blocking Scenarios Further Explained: 

1. If you deflect a ball and into yourself, YOU ARE OUT.

2. If you deflect a ball and it hits someone else, NO ONE IS OUT.

3. If you deflect a ball and you catch it, the thrower is out as long as you also maintained possession of the blocker ball. If you drop the blocker ball in the act of making a catch, you are out. THE THROWER IS NOT OUT.

24. Balls that leave the playing area, including balls that land in the bleachers or stands, may be returned to the playing area by out-of-play teammates.. If a player retrieves an errant ball, he or she may exit and reenter the playing area only from the back court area behind the nearest line to the wall, and must immediately return to the playing area. Players that are actively retrieving an errant ball may not be hit by the opposing team and may not catch balls from the opposing team while they are out of bounds. Stepping out of the playing area for any other reason will result in the player being called out.

25. Players must respect their opponent's half of the court in the out-of-play area by not attempting to retrieve errant balls past the center line.

26. The court shall be divided by a "neutral zone" located between the attack (yellow) lines. Players from both teams may play inside the neutral zone.

27. When either team drops down to three players left in the game, the "neutral zone" will extend to the basketball foul lines for both teams. The foul lines will be extended to the sidelines.

Retrieving balls Out-of-bounds
1. Players both in and already eliminated from the game may retrieve balls out of bounds 

· Players still in the game must exit and re-enter court from end line to retrieve ball. Crossing the sideline at any point, for any reason, constitutes an out. 

· Crossing the end line to catch a ball out of bounds does nothing. 
2. All dodgeballs retrieved must cross the end line to be reactivated. This can include throwing, rolling, kicking, or any other form of influencing the ball back toward the court. Balls forced back in-bounds across the sideline are inactive, and must be forfeited to the other team by rolling it across their attack line. 
1. EXCEPTION 1: Balls rolling across sidelines on their own are still active, so long as no player or spectator influenced the ball back in-bounds. 
2. EXCEPTION 2: Players can reach over sideline while in-bounds to retrieve balls out-of-bounds without penalty, but are out if any part of their body touches out-of-bounds   

Matches and Rounds

28. A match shall consist of two 25-minute halves, with a 4-minute half-time between halves. The match clock shall be a running clock.
29. Each team will have one (1) time out per half. Timeouts from the first half cannot be rolled over to the second half. You may make substitutions only during your time outs, and gender rules do not apply to substitutions. Note: Gender rules must be followed when subbing in the event of an injury. 
30. No round shall begin after less than 3 minutes remain in the half. 
31. At half time, teams will switch sides of the court.

32. Teams shall play as many rounds as time allows in each half. Upon the conclusion of each round, the balls will be replaced on the center line and the next round will begin at the whistle.

33. Each round will continue until either: 

1. All players on one team are eliminated. The winning team will score two points for the match.

2. 5 minutes has elapsed.
34. If 5 minutes elapses, the team with the most players remaining will win the round and score 2 match points.

35. If 5 minutes elapses and both teams have the same number of players remaining, the round shall be considered a draw and 1 point will be awarded to each team.

36. League season rankings and tournament seeding are determined by match win-loss record for the season. 
37. If the 50 minute match ends with the score tied, then an overtime period will be used to determine the winner. Overtime periods are 3 minutes, and the neutral zone will already be extended to begin the round. All other regular games rules apply. The team that wins the overtime round receives 2 points as a normal round victory, and wins the match. Overtime rounds will continue until a team wins a round to take the match victory. 
Stalling/Hoarding (Five Second Rule)

Stalling- Running out the clock, with the lead, by holding the active dodgeballs and/or making no effort to engage in game play.  

· If court monitor deems that “stalling” is taking place, monitor will:  
i. signal stalling

ii. Determines which team has more players and is therefore stalling (if teams are at equal numbers, then it’s the team with more dodgeballs in their possession). Then alerts that team that they must throw (must cross attack line) at least half the balls in their possession within a 5 second countdown.  

iii. Begins a 5 second countdown (by hand)

· If team called for stalling doesn’t throw half the dodgeballs in their possession by the time the 5 second countdown has ended: 

i. Half of the balls in their possession are forfeited to the other team

ii. A free throw is awarded to one player on opposing team

iii. Clock will stop during free throw
5 Second Violation- team with more players may not control all the balls in play for more than 5 second

· Call and rules same as with stalling above

Free throw- A player from one team is permitted to make a throw on the other team without consequences (cannot be hit by an opponent or be forced out if throw is caught). The free thrower must remain on their side of the half court line and in bounds for their throw to count (thrower not out if they violate this policy, throw just doesn’t count).  

Mercy Rule

1. If a team trails by 8 or more points, that team may start the round with one extra player if present (for a total of 9). For each additional 2 points the team trails, they may add another additional person to the starting lineup if the extra players are present. These players must be removed once the team has made up these points. 

Forfeits

2. Teams must be ready to play and meet game start requirements at the posted game time. Any team not ready to play at this time shall forfeit, and the opposing team shall take a default win.

3. If neither team is ready to play, both teams shall forfeit.

4. Any team found to be playing with a player not registered with the League or team shall forfeit the game.

