Christian Brothers College High School

Student Leadership Council

Activities Committee

Intramural Program – Kickball Rules

Teams

1. Each advisory may sponsor a team made up of its members.

2. Teams shall consist of a maximum of 9 players on the field and a minimum of 7 players. One of the players must be catcher.

3. All players can kick, but only 9 can play the field.

4. The kicking order cannot change, but a team can change the fielders between innings.
5. A roster of eligible players must be presented before the first game with a designated team captain and two assistant captains.

6. Before each game, players must present their student ID card to the Staff Umpire to be checked against the presented roster.

7. The Staff Umpire will keep the official scorecard.

Equipment
1. Each field will use four bases, one pitcher’s mound, and two kickballs.
2. Players should wear gym shoes, athletic shorts or pants, and a tee shirt.
Field

1. All games will be played on Klemm Field starting at the 45 yard line.

2. The field will be marked using sidelines, orange cones, and bases.

Game Play

1. Game Length
a. 
Games will last seven innings or the duration of the activity period with each team batting equal time.
b. No inning should start after 10:55 AM.

c. 
The game will be declared over if a team leads by 10 or more runs after 4 innings. 
2. Pitching
a. 
The batter gets two “kickable” pitches to kick at. If he swings and misses or fouls the ball twice, then they will be declared out.
b. Pitching must be done underhanded without spinning or bouncing.
c. 
The Staff Umpire will have final discretion on defining a “kickable” pitch.

3. Kicker
a. 
All kicks must be made by foot.
b. All kicks must be taken at or behind the home plate or a strike will be called.
c. 
Bunting is not allowed. This will be up the discretion of the Staff Umpire.
4. Running
a. 
Runners must stay within the base line.

b. Fielders must stay out of the base line unless they are attempting to tag the runner or catch the kicked ball.
c. 
If a fielder attempts to physically obstruct a runner from advancing, the runner may advance to the next base. 

d. Hitting a runner with the ball above the shoulder level is not allowed and the runner is safe and advances one base unless the runner intentionally tries to use the head to block the ball. In this case he will be called out.
e. 
If the runner intentionally hits or kicks the ball out of bounds after being tagged out, the ball is dead and all runners must return to their original bases. 

5. Outs
a. 
A count of three outs by a team completes the team's half of the inning.

b. An out is: count of two strikes; a runner touched by the ball at any time while not on base; any kicked ball (fair or foul) that is caught; a ball tag on a base to which a runner is forced to run.

c. 
Hitting the base with the ball does NOT count as an out.  The fielder must hit the runner with the ball or maintain control of the ball on the base on a forced run.

6. Play Ball
a. 
Once the pitcher has the ball in control and is inside the area of control, the play is over and no runner may advance. If a runner is not halfway to the next base, then he was return to the previous base.
b. Play will resume once the next pitch is thrown.

Rule Enforcement
1. Rules will be enforced primarily by the "honor system". Players will be expected to rule whether they are out or safe. All contests will be supervised by a Staff Umpire. The Staff Umpire’s responsibility will be to rule on any situation in which teams cannot agree. THE FIELD MONITOR’S DECISION IS FINAL – NO EXCEPTIONS.

2. During Semi-Final and Final Round Matches there will be no less than two Staff Umpires. These officials will rule on all calls.
Sportsmanship

1. Team Captains must ensure that their teams maintain a code of conduct that involves the highest ideals of brotherhood expected at CBC.
2. This includes: the understanding, appreciation, and adherence of the rules of the game; respect the integrity and judgment of Staff Umpire; respecting your opponent and congratulating them in a courteous manner; being responsible for your actions and maintaining self-control; not taunting your opponents; refraining from using foul or abusive language.

3. Teams and individual players may suffer disciplinary action for failure to abide by the aforementioned code of conduct.

4. For failing abide by this code, teams will receive a verbal warning. If their behavior deteriorates, then the team will receive a penalty that includes playing a player down for the duration of the game. If their behavior continues to deteriorate, the team will be forced to forfeit. Repeated violations will result in a hearing where teams or certain players may be suspended for future contests and other disciplinary action may be taken.
Forfeits

1. A team not ready to play (or not appearing) for their game at the designated time and location will forfeit the contest. With consent from their opponents, teams will be given five minutes after the game’s official start to be present.

2. To accept the forfeit the other team must be ready to play with the minimum amount of players required.
3. If neither team is ready play, then the game will be called a double forfeit with neither team advancing.
