
AFJROTC Dodgeball 
 

The object of the game is to eliminate all opposing players by getting them “OUT”. 
The first team to eliminate all opposing players is the winner! 

 

 

 

 
 
Materials: 
6-8 “Nerf” style balls (approximately 6-8” diameter), mats for cover (optional) 
 
Location is the NRHS Wrestling Room. Specific rules for this room are used in order to protect 
the wrestling equipment, trophies, etc.  
 
Borders: A line in the floor mat and three walls are used as boundaries.  Players will start 
touching the wall of either end of the play area. The balls will be placed near the center of the 
room, symmetrically so no one team has an advantage at the start (see picture above). 
  
 
 
 
 
 
 
 
 
 
 
 
 
 
 
Getting a player “Out” 
1. Hit an opposite player with a thrown ball that has NOT hit the ground (Clothing is considered 
part of the body). 
2. Catching a ball thrown by your opponent before it touches the ground. 
3. A player crosses the “out of bounds” line nearest the entrance door (out of bounds area).  
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4. A player that steps over the center dividing line will result in an OUT. 
 
NOTE: Once a player is called out, they cannot come back into the game. 
 
Deflections: 
1. Deflections off the floor, walls, spectators and officials are considered “dead balls”. 
2. Deflections off a teammate do count and both players hit are out. “Pinball Effect” 
 
Using a ball in your possession to deflect:  
3. A player may use a ball in his/her possession to deflect another ball, that player remains in.  
4. If a ball hits a ball in the player’s possession and the deflected ball is caught by a teammate, 
the person who threw the ball is out. 
5. . If a ball hits a ball in the player’s possession and that ball hits a teammate, the person who 
was hit (teammate) is out. 
6. . If a ball hits a ball in the player’s possession and the ball is knocked out of the players 
hands, that player is out. 
7. A ball rebounding off a catch attempt may be caught before touching the floor by any 
teammate on the “hit” player’s team. Result, the thrower is out. 
 
Time: 
There is a 5 second “shot clock.”  Players holding the ball for longer than 5 seconds will receive 
a warning from the referee.  When the referee counts down from “5,” the players holding a ball 
must throw or release it before time expires. Players holding a ball will be called OUT.  
 
The ref may choose to reduce the playing field to speed up the game up at his discretion. 
 
NO Cheating:  

 Any player cheating (example: sneaking back into the game after already being 
called out) will be removed for the next game.  

 Call yourself out even if the referee did not see you!!! 

 All players are expected to be on their best behavior and will use the cadet honor 
code, “I will not lie, cheat or steal, nor tolerate anyone who does.” 

 
Referees: 
A referee will supervise all games. The referee’s decision is final! No exceptions! 
Excessive arguing will cost that team another player. All players are expected to be 
honorable and on their best behaviorAll players are expected to be on their best behavior 
and will be playing on their honor. 
 
Attire: 
Wear comfortable athletic clothing. SNEAKERS ARE MANDATORY. Keep in mind: a referee 
can/will call you out if a ball hits your clothing. 

 


