MAVERICK DODGEBALL

RULES OF PLAY AND CODE OF CONDUCT
1. COURT

The court will be a NCAA Regulation Basketball court, 94’x50’, with a neutral zone, 10 feet from the center line on both sides. All boundary lines on the court will be used. 

If a ball goes out of bounds, and is not obstructed, a player that is still alive can get a ball outside of the boundary lines, but they have a five second limit. If they are outside the lines longer, then they are considered out. 

Each team's bench will be just outside the neutral zone on the sideline. The jailed will be in the neutral zone, just outside the boundary, on their side of the court.

2. BALLS AND EQUIPMENT

There will be six players on the court with up to two substitutes on the sideline. There will be 4 balls in play at one time. All will be the same size and same color (if possible). There will also be 2 referees, who will be players not belonging to either team. During tournaments, there will be 3 or 4, and they will be the same for the entire tournament.
3. START PROCEDURE 

The balls will be placed on the center line evenly. The players will line up with one foot touching the baseline. On the referee’s whistle, the teams will run toward center court to retrieve the balls. A ball must then be activated by running back to the baseline or the ball being tossed back to a player who takes it to the baseline, then passes it back to the other, or the ball can be thrown to the back wall. A ball must be active to get someone out (Hit). Failure to do so will mean the player who threw a ball that is not active will be warned. On the second time, they will be jailed. Basketball style stripping is allowed, however, excessive force will result in the players possible being jailed - REFEREE'S DECISION.

Example: Player A-1 gets the ball and throws it at Player B-1. Player A-1 is warned, B-1 is not out.

Example: Player A-1 gets the ball and tosses it back to player A-2 who is at the base line. A-2 throws it back to A-1, and then A-1 hits B-1. Player B-1 is out.

4. GAME PLAY
A. DEFINITIONS

A hit is defined as an active ball hitting a defending player. A throw is a ball thrown by an offensive player to attempt to hit a defending player.

 A catch is a defensive player catching an attempt by an offensive throw. 

A block is a defensive player with a ball knocking an offensive throw away with the ball.

B. GETTING OUT


A player is ruled out if they are directly hit with an active ball. If a player is trying to dodge a ball and are hit in the head due to their motion they will be considered out. Head shots are allowed, as long as they are not in the neutral zone - HEADSHOTS are not allowed in the Neutral Zone. Intentional throws meant to cause harm or malice will result in the thrower to be out. A ball is considered dead if hits a wall, 

A player is ruled out if their attempt is caught by a defensive player. 


If a ball hits a player and it goes high and is caught by another player on the team, the player that was hit is not out, and a player comes in from their graveyard, and the thrower is out. The ball remains active.


If a ball is deflected off a block, and the blocker's ball comes loose, they are out.


Example: Player A-1 throws at B-1. B-1 is hit and the ball doesn’t go dead, and B-2 catches it before it goes dead, if there is a player in team B’s jail, they come back in. Player A-1 is out. 

C. GETTING IN


If a player makes a catch, one player from their graveyard comes back in.


If a player blocks a throw, it goes up and is caught by another player, then one member of there team, in jail, comes in. The thrower is not out.


Example: A-1 throws at B-1; B-1 blocks the ball upward and is caught by B-2. A player from B team's jail comes in. A-1 is not out.


WE FOLLOW THE RULE: FIRST IN, FIRST OUT


Any violation to this rule will result in a penalty.

D. MATCH


The game is played until one team’s players are all in their jail or all have been eliminated. The other team wins. If there is just one-on-one, the boundary lines are deemed inactive. Either player can go anywhere on the court to get their opponent out. The winner of the best 2 of 3 games wins the match. 

E. JAIL
When a player is put out they go first in line in the jail. The players will go First In, First Out. Violation of this rule will mean forfeit of balls to the other team.


F. TIME OUTS



Each team will have one time out per game.

NO EXCEPTION TO THIS RULE IS ALLOWED. Time outs will not get carried over from game to game. During time outs, players in the graveyard will not be allowed out to converse with the live players. Break of this rule will be forfeiture of balls to the other team. 

G. NEUTRAL ZONE


The area ten (10) feet on either side of the center line that can be crossed to make an attempt on an opposing player. In this attempts can be made on an opposing player also in the neutral zone, however, headshots are not allowed in the neutral zone. If a player crosses from the neutral zone into the opposing player's side of the court, then that player is out.

5. CONDUCT

A. SPORTSMANSHIP  



All players are asked to use sportsmanship when playing. We understand that this is a competitive sport but this is for fun. We expect a little trash talking, a little taunting, but when the line has been crossed, in the official's opinion, the following penalties will be assessed.



First Offense: Verbal Warning.



Second Offense: Player is sent to jail.



Third Offense: Player is given Unsportsmanlike conduct penalty and benched for remainder of game.



Fourth Offense: Player Misconduct - Player is removed from Match and arena.  Will be assessed penalty from council. 


We do understand that things may happen in a match, but the official's word is law. If they tell you to stop, they are the law on the court. Their rulings are final.

6. OFFICIALS



For each match, their will be two referees stationed at the center line. They will watch either side of the court and watch for infractions of the rules stated here, and for unsportsmanlike conduct and Player Misconduct. They will be both trained and used for matches, or they will be players from teams not playing at that time. 
7.
PENALTIES



The penalties for infractions are as follows.


Leaving the jail without a catch: Loss of one ball to the other team. 


BREAK OF JAIL DURING TIMEOUT: Loss of one ball.


Not following First in, First Out: 



First Offense: Loss of one ball



Second Offense: Loss of two balls



Third and Subsequent: Player violating will go to back of the jail line

 and will let next player out ahead of them.


Unsportsmanlike Conduct:



First Offense: Warning



Second Offense: Benched for game

Player Misconduct:



First Offense: Benched for game



Second Offense: Ejected from building


If a player kicks a ball in malice:



First Offence: Warning



Second Offense: Conduct penalty and Benched



Third Offense: Misconduct and Thrown out.


If a player threatens and official or another player:





Misconduct and thrown out


FIGHTING: NOT TOLERATED:



Players will be thrown out and escorted out by campus security. Misconduct penalty assessed.


NOTE: Any Misconduct penalty will be looked over by the council. The Council and council alone can assess suspensions or expulsion from the club, or other penalties, or overturn those decisions.


An official's call on rules on the court is Final. However, if a player believes that their judgment on procedure is faulty they can play the match under protest. This protest must be written and turned into the secretary no later that 72 hours after the protest happens. The council then will then rule on their belief if the official was right or wrong. 


The full council's decision is binding. 


If the player doesn’t agree, and then they may take it to the office of the ombudsperson. Their ruling is absolutely final. 


PLEASE NOTE: These rules are subject to change at anytime without prior notice. These rules CAN NOT be changed without consent of majority of the members.

