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KICKBALL GAME RULES
Time Factors: 
1. Games will be 55 minutes or 8 innings, whichever occurs first. At the end of 55 minutes or 8 innings, if a winner is not declared, teams will play 1 additional inning. If a winner is still not determined the game will end in a tie. 
2. There will be a mercy rule. Teams ahead by 20 runs after 4 innings, 15 after 5 innings, or 12 after 6 innings will be declared the winner. 
3. In case of weather cancellations while a game is being played. A game will be considered complete if 5 innings are played. If this has not happened, the games will be paused and rescheduled to pick up where it was left off. 

4. If a game is cancelled ahead of time due to rain, I will reach out to teams and try to find a mutual make-up date that works for both teams.

Participation: 
1. Only players who have a signed waiver on file are permitted to participate. No walk-on or guest players are permitted under any circumstances.
2. Teams may play with 9 fielders and can have a maximum of players 15 kickers in their lineup 
3. If playing shorthanded, teams must have a minimum of 7 field players to start the game. 
a. If a team does not have enough players to field (7), the game will result in a forfeit and count as a loss. Should both teams not have enough players, both teams will receive a loss.
4. Teams will be required to play with 2 women in the field and must have 2 women in their lineup. Defensive alignment is at the team’s discretion. 
a. If a team only has one women present, they must take an automatic out each inning (Only two outs per inning instead of three)
b. If a team has no women present, they must take two automatic outs each inning. (Only one out per inning)
5. The only players permitted to appeal a call with the referees are the team captains. Play is stopped while the team captains appeal a call that had been made on the previous play. The home plate referee will then make a final ruling based on their best judgment, and play will resume.

6. If a player is ejected for unsportsmanlike conduct they will be suspended for an additional game.
a. If the conduct is deemed excessive, players may be permanently removed from the league  

7. Players must play a minimum of 4 regular season games to be eligible to play in the play-offs

Pitching, Catching and Fielding: 
1. Balls must be pitched (rolled) by hand. Pitch must be straight balls(can’t have curve). Balls that have extreme bounces are not allowed and will be considered an illegal pitch/ball. Speed of the pitch must be kept at a slow speed (this will be the umpire’s judgment). 
2. The pitcher will have a one ball, one strike count when the kicker comes up.
a. Two strikes/foul balls is an out. Strikes and fouls are the exact same thing.
b. Three balls is a walk. 
3. The pitcher must start the act of pitching within the pitching mound and have at least one foot on or directly in front of the pitching plate when releasing the ball. 
a. Upon releasing the ball the pitcher is not allowed to leave the mound until the ball has been kicked. 

4. The defense may throw the ball at the runner with the following guidelines. 
a. If a runner ducks to avoid throw and it hits them in the head it will be an out. 
b. Throws must hit the runner from the back to the feet(no head shots) 
c. Players may tag a runner with the ball and do not need to keep hold of the ball for it to be an out. 
5. Tagging a base runner - Should a defensive player tag a base runner by throwing the ball at a base runner, the play is considered dead and all other base runners must stop at the base they were advancing to. The ball must be tossed at a runner in order for the play to be called dead (i.e. if the ball never leaves the hand of the defensive player, runners are permitted to continue running). The throw must be an out for the play to be considered dead.
6. Players that continue to hit players in the head during the game will be a defensive ejection and will not be allowed to play on defense the remainder of the game; however, the player may still kick. Once a team receives a defensive ejection they must play the remainder of the game a player down on defense. 
7. All fielders except the catcher must start play and remain behind the 1st – 3rd diagonal (an imaginary line from 1st base to 3rd) until the ball is kicked. 
a. Failure to be properly positioned on defense the first time will result in a team warning to the team that caused the infraction. The team’s second infraction will result in the kicker being awarded first base regardless of the outcome of the play. 
8. The catcher must field behind or to the side of the kicker, next to or directly behind the kicking box, and may not cross home plate nor be positioned forward of the kicker before the ball is kicked. The catcher may not make contact with the kicker, nor be positioned so closely to the kicker as to restrict the kicking motion. 
a. The catcher may follow the kicker upon their approach to the ball as long at the catcher doesn’t interfere or restrict the kicking motion

9. Players are not allowed to intentionally drop pop-fly balls, this will be judged by the umpire.
a. If the umpire feels the team purposely dropped a catch to get an advantage, the play will be deemed an out off the “catch” and runners will be placed accordingly.
b. On the otherside of this rules, teams should run out every kick to avoid dealing with this problem.


Kicking: 
1. Team captains will be asked to provide the kicking order to the home plate referee prior to the start of the game. The kicking order may contain up to 15 players. Not all players in the kicking order are required to be fielders but all fielders must kick. Once a team has completed the kicking order one time, no new players may be added to the order. So long as the team has not yet completed the kicking order, kickers may be added to the end of the kicking order.
2. All kicks must be made by foot or leg, below the knee. Any ball touched by the foot or leg below the knee is a kick. 
3. All kicks must occur: 
a. At or behind home plate. The kicker may step on home plate to kick.
b. The kicker must have at least a portion of the planted foot within the kicking box during the kick. The kicker may line up outside the kicking box. 
4. A kick shall be deemed illegal and count as a foul ball if the ball is touched more than once by the kicker (double kick), if any part of the plant foot is in front of home plate, or if the ball is trapped by the kicker.

5. Bunting is allowed once per inning 
a. A bunt attempt that results in a foul ball does not count as the one bunt permitted per inning. 

b. The motion of your kick has no barring on what is considered a bunt. The general metric is how quickly the ball is moving. If the umpire feels like the average kicker would have made it to first base before the ball makes it to the 1st-3rd base diagonal line, it will be considered a bunt.

c. What is considered a bunt is at the umpire’s discretion.

Running Bases: 
1. A runner shall not run more than five (5) feet from their baseline to avoid a ball tag of any kind, unless they are doing so to avoid interference with a fielder that is fielding a kicked ball. The baseline belongs to the runner, and the fielder should be there only when they are fielding a ball or when they are already in possession of the ball.
2. Base Running:
a. A runner shall not be off base(leading) prior to the ball being kicked and is not permitted to steal. Players off the base before the ball is kicked are automatically out. 
b. A runner shall be required to tag-up on a legally kicked fly ball that is caught by a fielder. As soon as the ball is touched by a defense player, a runner may advance to the next base.
i. IF YOUR PLAYERS ARE NOT AWARE OF COMMON BASEBALL/SOFTBALL/KICKBALL RULES, PLEASE YOUTUBE ‘TAGGING UP’ AS IT IS ONE OF THE MOST COMMON ISSUES WE HAVE EVERY SEASON
c. A runner is entitled to the inside corner of the base that they are advancing to, not the fielder, unless the fielder is making a play on the ball
d. Base running may not continue once the pitcher has control of the ball in the pitcher's circle. If the ball is in the air on the way back to the pitcher, runners may still advance.

3. When running from home to 1st base, the runner must use the designated Safety Base in foul territory (located to the right of the fielder's 1st base) when running to 1st base. The actual first base may only be used when the runner is rounding 1st base and attempting to continue to 2nd base. If a runner overruns 1st base but fails to use the Safety Base, they will be considered to have missed 1st base and will remain live and eligible for a ball tag or a force out until they return to the proper base.
4. Sliding is permitted (thought I don’t recommend it) as long as players are able to keep their cleats facing down. Should a slide appear dangerous with cleats up, the referee will give a warning on the first offense. If a second offense on the same player occurs, that player will be suspended from the game. Sliding is permitted at any base
5. Runners may only run one base on an overthrow. That’s one extra base per attempt at a runner. Players advancing on an overthrow are advancing at the risk of being put out. 
6. If a runner gets hurt while running the bases, the last player to have gotten out will be allowed to pinch run for them.
a. If a player is hurt to the point that they need a pinch runner, they will not be eligible to re-enter the game. 

Balls and Strikes: 
1. Kickers will come to the plate with 1 strike and 1 ball (two strikes/foul balls is an out. 3 balls is a walk). There will be no extra foul. 
2. The strike zone will be marked off by two cones on each side of home plate. Any rolled ball not kicked that crosses that strike zone will be a called strike. If a ball doesn’t cross the strike zone it will be called a ball. 

3. Any ball pitched before the kicker is in the batter’s box or clearly prepared to kick will not be considered a ball or strike(This will be up to the umpires’s discretion)

If you have any questions or concern, please feel free to reach out!
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