
 

 

Sport & Social Club General Rules 
 

SCORE REPORTING 

• Team captains are responsible for reporting the scores after your game through the SSC website. Teams have a 48-hour window to report 

scores after the completion of the game. Please be timely with your score reporting so league standings can remain updated for playoff 

positioning. 

STANDINGS/SCHEDULES 

• Players can view league schedules and standings by logging into your player profile and clicking on ‘Schedule and Standings’. 

PLAYER ELIGIBILITY 

• All players must be added to the team roster by the team captain. This process confirms that all players have agreed to our policies and 

online waiver. 

• Substitute players are allowed; however, they must be added to the team roster. Adding a substitute player from another team in the 

same league is allowed, however, regular/consistent use of a substitute player in the same league is considered unsportsmanlike and not 

encouraged. 

• For a player to be eligible for a playoff game, the following criteria must be met, or the team will default the game: 

o Be on the SSC online team roster. 

o Play a minimum of two regular season games in a 6–10 week season, or three regular season games in an 11–14 week season. 

o Play for only one team per league/pool in playoff games. If a player plays for two teams, the second game will be defaulted. 

DEFAULTS 

• A default will occur if a team cannot field a squad by 15 minutes after the official start time. If a team does not meet the standard 

eligibility requirements, team captains must confirm the outcome prior to starting the game. Captains may agree to waive the rules 

regarding eligibility requirements. If it is agreed that the game counts, it counts! In the event there is a default dispute, and the game was 

played, the SSC ruling is that the game counts. 

• In the event of inclement weather, follow our SSC foul weather policy available on the website and the sport specific instruction below. 

ROUGH PLAY & PLAYER CONDUCT 

• It is recognized that incidental contact between players is inevitable – however, all players should go out of their way to avoid creating 

unsafe play. 

• Any unsportsmanlike conduct may result in immediate expulsion from the league. This includes, physical or rough play, verbal abuse, 

damage to facility property and/or loss of facility permit. Fighting will result in immediate expulsion from the league. View our complete 

Unsportsmanlike Conduct policy on our website. 

• Drinking alcoholic beverages, use of drugs and smoking at your game site before, during, or after your game is strictly prohibited. 

Offenders will be asked to leave the league without refund. No Exceptions. 

GAME COORDINATOR (GC) ON-SITE SSC LEAGUE REPRESENTATIVES 

• A Game Coordinator (GC) presence is dependent on sport, season, and/or facility locations. They are not referees, as all games are self-

officiated. They are on-site to be a neutral supporter of both teams, clarify rules, manage equipment, start/stop games, and to inform 

players of league news. 

• A Game Coordinator may stop a game before the full time has expired due to overly aggressive play, persistent unsportsmanlike conduct, 

or a general violation of the rules of the game. 

 

 



Sport & Social Club Dodgeball Rules 
 

OBJECTIVE • To win a game, a team must eliminate all 6 opposing players from the court. 

• Matches will consist of as many games that can be played in the 55-minute time period. Each game won will count 

for one point. If a game is still being played when time expires, the team with the most live players on the court at 

the time will win the game.  Ties are allowed during the regular season.  

• We encourage, although not required, a final ‘all-in’ game that does not count towards games won. This is a fun 

game to end your match with all players on the court at the same time. In this game, players are not allowed to 

come back in if a teammate catches a ball. Once a player is eliminated, they are out of the game. 

GAME LENGTH  • Games are 55 minutes in length with a 5-minute stop for halftime. 

• Games start and end according to your online SSC schedule.   

• If games start late, games must finish at the scheduled time (e.g. 6:15pm-6:55pm). 
 

EQUIPMENT 

(MANDATORY) 

• Teams are required to bring two dodgeballs (8-inch) to every game. 

• Dodgeballs are available to rent through SSC. A refundable deposit is required, payable through online registration. 

• Equipment is provided for the All-Sorts-of-Sports League. 

• Players are not allowed to play with gloves, bare hands only. Wraps or single-sided tape for supporting recovering 
injuries are acceptable, however cannot be performance enhancing. 
 

PLAYERS ON 

COURT, GENDER 

RATIO AND 

DEFAULTS 

• Teams are comprised of 6 players on the court. 

o Mixed Gender Leagues: Teams must always play with a minimum of 2 men and 2 women on the court. 

o Single Gender Leagues: Teams must always play with the same gendered players on the court. 

o Open Gender Leagues: There are no minimum gender requirements. Players participate freely without 

restrictions existing as to how many players of each gender are on the court. 

• A team can play with a minimum of 4 people, as long as the gender requirements are met for the specific league.  

• Non-binary players count towards the team’s roster count. In mixed gender leagues, their team must still meet the 
minimum gender requirements on the court. 

• Captains may agree to waive the rules regarding minimum players and gender ratio before the game starts.  

• A default for the match will occur if any team cannot field a squad 15 minutes after the official start time (unless 

otherwise agreed by both captains). 

GAME SET-UP • To start the game, each team stands at their respective back wall with two dodgeballs each.  

• Four dodgeballs will be used simultaneously for each game.  

• Teams start the match by shouting, "Ready, Set, Dodgeball". 

• Once play has started, players must remain on their own side of half.   

• Eliminated/substitute players should stand/sit on the side of the court out of the way of play as much as possible. 

A bench area should be defined and then considered out of bounds. Live players may only enter this area to 

retrieve balls. 

• A bench area should be defined and then considered out of bounds. Live players may only enter this area to 

retrieve balls.  

• Sidelines – If the gym/court requires the use of a sideline (a wall is not present) to determine the width and/or 
length of the playing space, the following rules apply. 

o All sidelines must be confirmed by both team captains prior to the start of the game. 
o Players cannot touch or cross a sideline (similar to the centre line), unless they are attempting to retrieve 

a ball and bring it back into the playing space.    
o If a player is not retrieving a ball and any part of a player touches the sideline or past the line, that player 

is out.  
o If a player is retrieving a ball, they must return back to the game playing space immediately or that 

player is out. 
o If a player is retrieving a ball past the sideline, they are still considered ‘live’ and can be hit by a thrown 

ball and can also catch a thrown ball, etc. 
o Teammates who are not playing in the current game (or have been previously eliminated), should help 

retrieve balls and place them back into the playing space at the location they went out. 

• Teams should switch sides at the half-way point of the match. 
 

GENERAL GAME • The 6 players that start each game are the only players that can play during that particular game (i.e. for that 

point). Teams can alter their roster for each game as long as gender requirements are met.  Injured players can be 

substituted midway during a game if necessary (keeping gender ratio). 



RULES • It is the responsibility of all players to make a fair and honest call as to whether or not they were hit. If a 

player/team accuses another player of being out, it is up to the player in question to decide whether they were hit 

or not.  Clothing is considered a part of your body if hit by a ball. 

• Players cannot remain static in areas that conceal or partially conceal their body, e.g. door entrance ways.   

• Defensive players cannot lie down, kneel or crouch before a ball is thrown. 

• Players cannot kick the ball at an opponent. 

• It is considered unsportsmanlike to squeeze the dodgeballs before throwing them. 

• When 2 players remain on the court (1 from each team), the timekeeper should announce the two players have 

"one-minute" to eliminate each other. After the one-minute has expired, if the game has not yet ended, each team 

will return one player to the court (again, each team must abide by their order of returning players). 

PLAYER 

ELIMINATION 

AND PLAYER 

ADDITION  

• To eliminate an opposing player, a ‘live’ ball must hit the player from the shoulders downwards. An opponent that 

is hit in the head is NOT eliminated but the thrower of the head ball IS eliminated. 

• If a player is hit in the head at any time and in any position, the thrower is out. Players cannot purposely use their 

head to block a ball. 

• Once a player has been hit with a ball and is out, they must raise their hand while exiting the floor. This way 

opponents will not intentionally strike again. Any ball that hits an ‘out’ player as they are heading off the court is a 

dead ball. Please leave the court quickly. 

• A ball is considered ‘dead’ as soon as it hits the floor, walls, ceiling or any other obstacles around the court (e.g. 

basketball hoops, etc). A player is not eliminated after being hit by a dead ball. All other balls are considered ‘live’. 

• If a thrown ball hits an opponent and comes back across the centre line, the ball is considered to be dead and only 

the person who is hit is out. 

• If a player catches a ‘live’ ball the thrower is out.  In addition, the team that caught the ball can return a previously 

eliminated player to the court. The player that returns to the game must be the first player who was ruled ‘out’ 

during that particular game (and the order of returning players should be maintained - e.g. the third player to be 

eliminated will be the third player to return to the court). This player is considered a live player as soon as the ball 

is caught. It is recommended players line-up in order of elimination on the bench.  

• If a ‘live’ ball hits a player then rebounds and hits another player on the court and the ball hits the ground or wall, 

both players are out. If the ball rebounds off a player and another player catches it (as a continuous action without 

touching the ground) the thrower is out and the player who had the ball rebound off them is safe. 

• Players cannot cross the center line. Players may lean over the half line to retrieve a ball, but the player cannot 

touch the middle line or any part of their opponent’s half of the court. If any part of a player touches the line or 

other half, that person is out. If a ball is thrown by a player who steps on and/or over the line, the ball is 

considered dead and cannot eliminate an opponent.  

• Players cannot jump from their own side of half and land on their opponent's side in the attempt of getting an 

opponent out. Only the thrower is out in this scenario. This is also known as the kamikaze rule. 

BALL POSSESSION  • Players cannot be in possession of a ball longer than 10 seconds. This rule applies as soon as a player touches a ball 

(excluding stopping the ball with a player’s foot). Therefore, if a player puts the ball down on the ground or passes 

it to another teammate, the ball needs to be thrown within 10 seconds. If a ball is not thrown within the 10 second 

window, the opposing team receives the ball. 

• Teams should not stockpiling the balls on their own side of the court if it causes players to be in possession of a 

ball for longer than 10 seconds. If all 4 balls are on one side of the court, the remaining players need to throw at 

least one ball within 10 seconds. Please abide by this rule as it will speed up the pace of play. 

• Players can only be in possession of 1 ball at any given time. If a player catches a 2nd ball, then the thrower is not 

out, and the catcher must immediately drop the 2nd ball. As well, the team whose player caught the 2nd ball is not 

allowed to bring a player back onto the court. This is considered a neutral play – no player is out. 

• A player holding a ball can use it to deflect/block another ball thrown at them by an opponent. However, if the ball 

being held is dropped due to the 2nd ball, the person who dropped the ball is out. A deflected ball is still 

considered ‘live’ until it hits the ground. If it hits another player before hitting the ground, the hit player is out. 

• If a player has caught a ball, deflects a thrown ball, places current ball down, and catches new ball, the thrower is 

out, and the player is safe. 

PLAYOFFS • A game can end in a tie during the regular season.   

• Playoff games should only be 50 minutes in length in anticipation of needing the extra time to settle a tie. 

• In the playoffs, a game that is tied at the end of regulation time is decided by one final game.  

• Team playoff position:  Ties in the standings will be broken first by head-to-head play. If there are more than 2 

teams that are tied, all the teams must have played each other in order for the results to go to head-to-head. 

Otherwise, least points against, then +/-, then most points for will determine the placement in that order. 



• The SSC office will update the playoff schedule once all scores have been submitted and after the last regular 

season game.  Please do not assume the time/location of your playoff game until team names have been 

posted into the schedule.   

 

 

REMEMBER… ALWAYS HAVE FUN AND PHYSICALLY DISTANCE! 

 

 


