
 
 
 

 
 
 
 

INTRAMURAL SPORTS RULES 
Kickball 

Last updated: 5/08/19 
 
 
INTRAMURAL POLICIES AND PROCEDURES 
 
ELIGIBILITY: 
All Campus (AC): Any combination of ND students, faculty and staff or groups/departments may form a team. 
Living unit or departmental restrictions do not apply. To play in all Intramural sports, participants must show a 
valid, government-issued photo ID. This includes a Notre Dame ID, state issued driver’s license, U.S. and 
foreign government-issued passports, and/or U.S. military ID. The photo must be visible and discernible by the 
Intramural employee checking IDs. This helps to ensure player eligibility in accordance with the IMLeagues 
roster. 
 
LOCATION:  
All games will be played at Ricci Family Fields. 
 
FORFEITS/RESCHEDULES: 
Game time is forfeit time! If a team does not have the minimum amount of players at game time, that team will 
forfeit. No reschedules will be permitted in this sport. If a team cannot make a game, they may call the 
Intramural Coordinator (574-631-3536) before 3:00pm on Friday for the weekend events, and request a 
default. A default results in a loss, but is not considered a forfeit. Defaults and forfeits result in a 10-0 win for 
your opponent. Teams that forfeit their first round game of the tournament will be removed from the 
tournament. Teams that default their first round contest will have the opportunity to participate in their second 
game in the elimination bracket.  
 
SCHEDULE:  
All schedules are posted online and it is the captain’s responsibility to check for updates/changes.  
 
INCLEMENT WEATHER: 
No weather-related cancellations will occur before one hour prior to the scheduled game time. If a game is 
cancelled, the captain will be called and teams will be emailed via IMLeagues.  
 
ROSTER ADDITIONS: 
Players must be added to the roster before tournament play begins on the first day of the scheduled 
tournament. Roster additions must be completed on the IMLeagues website to be eligible for that evening’s 
contest. Players listed on the roster may compete at any point during the tournament, regardless of games 
played.  
 
INSURANCE WAIVERS:  
Waivers are located on the IMLeagues website, and are completed as part of the team registration process. All 
players must fill out an insurance waiver, and appear on the IMLeagues roster, before playing intramural 
sports.  

 



 
INTRAMURAL SPORTS RULES // Kickball 

 
 

CHECK-IN: 
It is the responsibility of each player to find the supervisor working and check-in with them before playing in 
any intramural activity. Failure to check in with the supervisor before participating in any intramural activity will 
result in a forfeiture of that contest, and may result in suspension from future intramural activities.  
 
SPORTSMANSHIP: 
Participants and fans must respect players and intramural staff and follow instructions given to them by the 
staff.  Foul language, taunting, or any other unsportsmanlike behavior will not be tolerated.  Any participant or 
fan yelling, gesturing, or any other act in a negative manner toward opposing teams, players, fans, or 
RecSports staff will receive a penalty. These penalties will be assessed to the fan or participants team. These 
penalties can include a technical foul, yellow card, unsportsmanlike conduct, or sport specific penalty. If 
committed by a fan the captain of that team will be assessed the penalty. Any participant who receives a 
conduct penalty of this nature, must leave the field of play to fill out an Incident Report with RecSports staff.  
 
ALCOHOL, TOBACCO & DRUGS: 
Notre Dame Intramural Sports has a zero tolerance policy for alcohol, tobacco, or any other drug at intramural 
events on or off campus. Furthermore, RecSports staff reserves the right to remove participants or fans 
suspected to be under the influence of drugs or alcohol.   The removal process may involve the assistance of 
authorities such as NDSP or member of The South Bend Police Department. 
 
PROTESTS: 
Only protests based on questions of player eligibility and rule interpretation/misapplication will be accepted. No 
protests on judgment calls will be reviewed. The protest must be filed at the time of the incident in question. 
Once play begins after the next live play, it cannot be protested.  
 
SPORT RULES 
 
Games will be governed by ASA Softball Rules, with exceptions/modifications/highlights listed below. 

 
1. SCORING AND TIMING: 
1.1. GAME TIME IS FORFEIT TIME! 
1.2. Games will be 7 innings or 45 minutes. No new inning can begin after the time limit expires if one team 

is ahead. Game time will be kept by the umpire. 
1.3. EXTRA INNINGS/TIME LIMIT EXPIRES – If the game is tied at the end of 7 innings or at the end of a 

full inning with the time limit expired, each new half inning will start with 1 out and last out from the 
previous  inning starting at 2nd base. 

1.4. MERCY RULE – There is no mercy rule for IM Kickball. 
1.5. Rock-Paper Scissors – The captain winning the R-P-S will choose home or visiting team. In playoffs, 

the higher seed (team listed first on the score sheet) will be the home team. 
 

2. PLAYERS: 
2.1. This league is “Open Division,” meaning any combination of men and/or women players can be used to 

make a line-up. A run scored by a woman crossing home plate counts for 2 runs. 
2.2. Maximum of 8 players in the field on defense. 
2.3. Minimum of 5 players required to start or play a game. 
2.4. DEFENSIVE INFIELDER RESTRICTION – A maximum of 5 defenders are allowed in front of the “no 

bunt line” until the ball has been kicked. 
2.4.1. Offense has option of re-taking pitch or accepting result of play/pitch. 
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2.5. Team captains are responsible for indicating the kicking order on the score sheet to the umpire before 
the game. 

2.6. Late-arriving players can be added to the bottom of the kicking order by checking in with the IM staff 
and umpire, and can take the field immediately on defense after doing so. 

2.7. Players may sub in and out on defense at any time without notifying the umpire. 
2.8. Pinch Runner - Will be allowed in the case of injury. A pinch runner is a substitute used for a runner 

who is already on base. A pinch  runner can be used at any base, and in certain situations, can even 
enter a game between bases when a player is unable to proceed because of injury. When a pinch 
runner is used, the player for whom they run for is out of the game definitely. 
 

3. GAME RULES: 
3.1. KICKING: The offensive team will supply the pitcher, who will roll the ball from the pitcher’s plate to 

home plate. 
3.1.1. An at-bat consists of a maximum of 2 pitches. If the kicker does not put the ball into play by the 

second pitch, they are out. 
3.1.2. A kicker must remain within 1 step (approx. 3ft) of home plate while kicking the ball.  If a kicker 

illegally kicks a ball beyond 1 step from home plate it will count as a foul ball and 1 of the 2 pitch 
maximum. 

3.1.3. The pitcher must stay out of the way and may not interfere with a kicked or thrown ball, even 
unintentionally. 
PENALTY: Ball is dead, kicker is out, and all runners are returned to the bases occupied before the 
pitch. 

3.2. KICKER IS OUT if: 
3.2.1. They fail to kick the ball fair in 2 pitches. Foul balls, illegal kicks, missed pitches, and pitches not 

kicked at all count toward the 2 allotted pitches. 
3.2.2. The pitcher interferes with the kicked ball or thrown ball. 
3.2.3. Kicked ball is caught in fair or foul territory before touching the ground or a wall or obstacle. 
3.2.4. The kicker “bunts” the ball into fair territory. A “bunt” is defined as a kicked ball – not touched by the 

defense – that does not completely cross the line designated by orange cones located 5 yards 
beyond 3rd and 1st bases, with the middle line-mark designated by a flat orange spot marker 5 
yards directly behind 2nd base. PENALTY: Ball is dead, kicker is out, and all runners are returned 
to the bases occupied before the pitch. 

3.3. RUNNER IS OUT if: 
3.3.1. They are struck AT OR BELOW THE SHOULDERS by a thrown or bounced or kicked ball while not 

in contact with a base. (If a runner ducks their head below where it would be at normal height and is 
struck in the head, they are out.) 

3.3.1.1. NOTE: A runner’s hair and clothing are considered part of their body. 
3.3.2. They are struck by an offensive kicked ball while NOT in contact with a base. 

3.3.2.1. RESULT: Ball is dead, runner is out, kicker is awarded 1st base, and other runners 
advance only if forced. 

3.3.3. They are tagged with the ball while not in contact with a base. 
3.3.4. They are not in contact with their base until the ball contacts the kicker’s foot. THERE IS NO 

LEADING OFF OR STEALING. 
3.3.4.1. RESULT: Ball is dead, runner is out, and the pitch is retaken. 

3.4. RUNNER IS NOT OUT if: 
3.4.1. They are struck in the head by a thrown or bounced ball (and were not ducking or lowering their 

head at the time of contact). 
3.4.1.1. RESULT: Ball is dead and all runners are awarded one base from the last legally 

touched. 
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3.4.2. They are struck by a ball while legally overrunning 1st base. Runners may turn to the left or right 
when returning to first base, in fair or foul territory. 

3.4.3. SLIDING is allowed into all bases. 
3.4.4. Blocking bases or a runner’s natural base path without possession of the ball is not allowed. 

3.4.4.1. PENALTY: OBSTRUCTION 
3.4.5. Running through or physically interfering with fielders is not allowed.  

3.4.5.1. PENALTY: RUNNER IS OUT & POSSIBLE EJECTION 
3.4.6. There will be no infield fly rule. 
3.4.7. STOPPING PLAY: Play stops when the ball is controlled in the infield by a defensive player, all 

base-running has stopped, and the umpire declares “TIME.” 
3.4.8. INJURED RUNNER – If an injury to a runner prevents him/her from continuing to run the bases, a 

substitute runner will be permitted. The player – of the same gender, if available – who made the 
last out on offense will be the new runner. Injured players may remain in the game, but must always 
take their own at-bat.  **If an injured player remains in the game they must first reach base 
successfully before a substitute runner will be allowed.** 

3.4.9. The supervisors will explain dead ball areas before the game to both teams. If the ball is thrown into 
these areas, runners will advance two bases from the last base touched at the time of the throw. 

4. EQUIPMENT: 
4.1. No jewelry is permitted. 
4.2. Metal cleats are not permitted. 
4.3. RecSports will provide game ball. 

 
5. OTHER RULES: 
5.1. No Umpires will be provided. Please exhibit good sportsmanship and be honest with calls. 
5.2. Be sure to check game results with the supervisors on duty before leaving the site.  
5.3. UNSPORTING OUT – apply when a team is on offense or defense. 

5.3.1. LIVE BALL PENALTY:   If incident occurs while ball is LIVE – ball remains in play, unsporting out 
will be assessed after all play is stopped, and “TIME” is called by the umpire. 

5.3.2. DEAD BALL PENALTY:   If incident occurs while the ball is DEAD – unsporting out will be assessed 
immediately, unless it is after 3rd out of a team’s at-bat, in which case the out will CARRY OVER to 
the team’s next at-bat. 

5.3.3. IF THE PLAYER COMMITTING THE UNSPORTING OUT IS STILL ON BASE, THEY WILL BE 
DECLARED OUT AND REMOVED FROM THE BASE WITH NO RUNNER REPLACEMENT. 

5.3.4. If a player is assessed 2 unsporting outs during a single game, they will be ejected from the game 
and tournament. 

5.3.5. If a team is assessed 3 unsporting outs during a single game, the game will be stopped, and the 
offended team will win by forfeit. 

 

 


