Ohio Wesleyan University Intramural Sports Program

Official Kickball Rules and Regulations
IM Code of Conduct

a) Understand, appreciate and abide by the rules of the game.

b) Respect the integrity and judgment of game officials and the intramural staff.

c) Be responsible for your actions and maintain self-control

d) Do not taunt or bait opponents and refrain from using foul or abusive language.

Note that any violation of the Intramural Code of Conduct by a participant or team is grounds for dismissal from a game or the league.

The Players

a) In-season varsity athletes are not eligible to participate in intramurals. In the case of kickball which takes place in the winter/ spring, this would mean all winter and spring sports athletes. 

b) Each team shall consist of an unlimited number of players with 8 on the court at a time. The additional players are available for substitution. 
c) Unsportsmanlike conduct or rough play will not be tolerated, resulting in the dismissal from a game at the discretion of the referee and may result in suspension from intramural activities. Any inappropriate language and/or gestures toward the referee of the match will result in immediate dismissal from the game. 

The Game
Playing Regulations

A pre-game coin toss will determine home and away status. Game must begin as quickly as possible; teams are not

permitted pre-game warm-ups.

Timing

• Games will consist of six innings or a 45-minute time limit. No inning shall begin 45 minutes after the game

begins. An inning consists of both teams getting the opportunity to kick and three outs being recorded during each half-inning.
• In order to prevent stalling tactics, an inning has officially started when the last kicker scores or is put out of

the previous inning.

Scoring

• A run is scored when a runner safely reaches home plate, prior to an inning or half inning ending.

Mercy Rule

• After five complete innings (or 4 ½ if the home team leads), if a team is ahead by 17 or more runs, the

game will be called. Teams can continue to finish the game if both agreed upon and still under the 45 min time limit. 
Pitching

• Teams will pitch to opposing kickers. 

• Only two pitching changes are permitted per half inning.

• The pitcher may receive three warm-up pitches prior to the first inning. Warm-up pitches are prohibited at all

other times. Infield practice is not permitted prior to any inning.

• The pitcher must stand with at least one foot in contact with the pitching line until the ball leaves the pitchers

hand. The pitch shall be underhand at a slow to moderate speed. 
Kicking
• Each kicker will receive a maximum of three pitches. If the kicker allows three pitches to pass without

kicking, he/she will be called out.
• The kicker must contact the ball behind the kicking line. If, at the umpire’s discretion, the kicker contacts the

ball past the line, the kicker will be called out and runners will return to the base occupied at the pitch.

• There are no walks.

• A kicked ball must go past the buntline in front of home to be in play. Balls that come to rest inside this

area or are fielded (touched by a defensive player with any part of the body above the waist) in this area are

considered foul. Once foul or touched, the ball will be dead and runners must return

to the base occupied at the time of the pitch. Fly balls caught in this area are also dead and runners do not

have the chance to tag up.

Base Running

• Base runners may leave a base as soon as a ball is kicked. There is no leading off at any time. 
• There is no sliding into a base at an point. A player that slides will be out. If you slide into a base more than once you will be ejected from the game. 
• When the base slides away from its proper position the runner is assumed to be on the base and not in jeopardy to be put out unless they try to advance.

• If a base runner goes out of the base path to avoid being tagged, they are out. A player is not allowed to

slide into a base deliberately or otherwise crash into, or “takeout,” a fielder who is attempting to make or complete a play.

- Penalty: the runner is out and the ball is dead. No runner shall advance because of the

interference. If the umpire determines the act is flagrant the runner shall be ejected from the game.

• If a kicked ball strikes a base runner who is in fair territory and not in contact with a base, they will be called

out. The ball will be dead, and the kicker will receive first base. All other runners will only move if forced.

• Out of Play

- Overthrows: All runner(s) will be awarded one base from the last base legally touched. The award

will be governed by the position of the runner(s) when the ball left the throwers hand.

- Catch and Carry: If a player catches a fly ball in playable territory then goes out of play with the ball

in their possession the runner(s) advance one base (if intentional, runner(s) advance two bases).

Fielding

• No more than six players may be positioned in the infield area prior to a pitch being kicked. Two players

must begin in the outfield area.

• Each team must provide a catcher. The catcher must field from behind the kicker and is considered one of

the six infielders.

• All field players must stay behind the pitcher while the other team is kicking.

• The kicker is out when:

- a ground ball first base is touched by a player with the ball or by the ball when a player is in

possession of the ball

- hit by a thrown ball below the shoulders by a defensive player

- tagged by the ball when a defensive player is in possession

• A runner is out when:

- the base they are advancing to is touched by a defensive player with the ball or by the ball when a

defensive player is in possession during a force out

- hit by a thrown ball below the shoulders by a defensive player

- tagged by the ball when a defensive player is in possession

• A kicker/runner is NOT out when:

- hit above the shoulders (neck, head). In the case of a head shot, play continues but the runner who

was hit above the shoulders in NOT liable to be put out until after they touch the next base.

However, if the runner intentionally uses their head to block the ball or ducks and is hit above the

shoulders, the runner will be called out (the ball is immediately dead and all runners return to the

base they last touched).

- A thrown ball touches the ground or base prior to striking the kicker/runner

- they are contacted by a ball that is kicked at them by the opposing team

• In the event a fielder intentionally throws and contacts a runner’s head, the play will be immediately dead

and the fielder will be ejected. The runner will be awarded home and all runners on base in advance of the

runner hit by the head shot will score.

• There is no infield fly rule and all caught balls must have a tag up in order for runner to advance.
Equipment

All players are required to wear shoes with non-marking soles that are dry and free of debris. Players are not wear objects with sharp edges such as casts, watches or bracelets. The IM department will provide kickballs and field 
markers as needed. 
Field Diagram
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Fielding/Pitching Line

Kicked ball must
go past this line.

Kickers must contact
the ball behind this line.




