
 

Intramural Sports | Kickball Rules 

Please consult the Intramural Sports Participant Handbook for the complete list of Intramural Sports 

policies. 

 

Location 

• Games will be played at the RecPlex Softball Fields located at 1-235 Stone Blvd. 

Schedule 

• Team schedules can be found via their respective team pages on IMLeagues. 

• If your team is unable to make a game, contact the Competitive Sports Office no later than 

3:00pm the day of the scheduled game by submitting a Default Form. If your game is scheduled 

on Sunday, Default Forms must be submitted by 3:00pm the Friday prior.  

Eligibility 

• Please reference the Intramural Sports Participant Handbook for player eligibility guidelines.  

• The Competitive Sports Office assumes responsibility for the investigation of eligibility for all 

participants upon request. A valid Mississippi State University ID or UREC Membership Card is 

required to check-in to all Intramural Sports activities. Any individual the Competitive Sports 

Staff deems to be ineligible will not be permitted to participate.  

• Participants may check-in with Competitive Sports Staff once the gates are unlocked for the night 

of contests (at any point before their scheduled game time).   

• Information relative to applying for a UREC Membership Card can be found on the MSU’s 

website, found here: https://www.urec.msstate.edu/memberships or at the Sanderson Center 

Member Services Office.  

• Information on purchasing an IM All Access Pass can be found on MSU’s website, found here: 

https://play.urec.msstate.edu/Membership/Index or at the Sanderson Center Competitive Sports 

Office. 

Concussion Protocol 

• If a concussion is suspected, participants of Intramural Sports Leagues and Single-Day Events 

should complete the Concussion Protocol Questionnaire with Competitive Sports Staff prior to 

returning to the game(s).   

Team Composition 

• Each team consists of up to 10 players in the lineup, one of whom is the captain. A team may start 

a game with a minimum of 8 players. A team may have 12 players on their lineup card to kick. 

o If a team, for reasons such as injury or ejection, during game play cannot maintain the 

minimum player requirement, the game will be ended. The score will stand, but the team 

https://docs.google.com/forms/d/e/1FAIpQLSfalNRuOZTFm8mi-POCaDqjL3ose7cEZEBu3RYRJfIsm4Ng-g/viewform
https://www.urec.msstate.edu/memberships
https://play.urec.msstate.edu/Membership/Index


that fails to meet the minimum player requirement will receive a loss. NOTE: A team can 

have more points but lose due to not meeting the minimum player requirement 

throughout any part of the game. This allows teams to contribute their total points for 

playoff seeding criteria.  

• The captain is the representative of their team and may address an umpire on matters of rules 

interpretation or to obtain essential information, if it is done so in a courteous manner. Officials’ 

judgment may not be protested. If a protest occurs, the game is to be stopped immediately and 

proper documentation must be filed before play resumes.  

• A team must submit a line-up prior to the start of each game.  

• Two members of the team at kick may coach first and third base. Those base coaches may switch 

as needed with other team members in order to remain in the proper written kicking order. 

Equipment 

• The Competitive Sports Staff will provide the ball for each game. The use of any other ball as the 

official game ball will not be permitted. 

• The Competitive Sports Staff shall not permit any team member to wear equipment or apparel 

which, in their judgment, is dangerous or confusing to other players or is not appropriate.  

• Participants must wear closed-toed shoes while participating in Intramural Kickball. Participants 

may wear cleats; however, metal cleats are prohibited.  

• Hard and unyielding items (guards, casts, braces, etc.) on the hand, wrist, forearm, elbow, upper 

arm or shoulder must be padded with a closed-cell, slow-recovery foam padding no less than ½- 

inch thick.   

• Head decorations, headwear, billed hats and bandannas are illegal. Only elastic headbands and 

hair control devices are permitted. Participants are permitted to wear knit caps/beanies so long as 

there is not any hard materials or knots on them. 

• All jewelry of any type must be removed. Religious and medical-alert medals (bracelets or 

necklaces) are not considered jewelry. Participants must schedule an appointment with 

Competitive Sports Coordinators prior to playing if you have a special equipment need (i.e. 

Religious or medical). 

Timing Regulations 

• A game will consist of 7 innings and may be shortened by Competitive Sports Staff for weather-

related conditions. 

o Games that are suspended due to inclement weather will be finalized if 4 innings (3.5 

innings if the Home Team is winning at the time of the suspension) have been completed.  

• All games shall have a 50-minute time limit; No inning will begin after the 45-minute mark has 

passed.  

o Note: an inning is complete when the final kicker in the lineup completes their turn at bat. 

• The Competitive Sports Supervisor and/or Umpire will announce when the game is entering the 

final inning.  

• Timeouts 

o There are no timeouts in Intramural Kickball.  

o Umpires may declare an Official’s Timeout provided there is need to discuss or review 

ruling on a play(s). The clock will stop if the discussion is to be for an extensive period of 

time. 

• Grace Period 



o If, at game time, a team is not ready for play, a Grace Period of up to 10-minutes will be 

enacted with the captain’s approval. The game clock will run through the Grace Period. 

Ready for play means dressed, on the field, & signed in).  

o Penalties: 

Minutes Late Penalties Conduct Score 

0-4:59 minutes Starting 0-1 Max 3.0 

5:00-9:59 Starting 0-2 Max 3.0 

10 minutes Forfeit 0-2 Max 2.0 

 

• Overtime Rules: Overtime will only be facilitated during the playoffs. During the playoffs, if the 

game is tied at the end of the final inning, 7th or due to the 50-minute time limit, extra innings will 

be played, and all subsequent innings will implement this tie breaker rule: 

o Each team will have the opportunity to bat for one additional inning. If a winner is 

determined in that inning, the game is over. 

o If a winner is not determined in one extra inning, the game will continue with full extra 

innings until a winner is determined. 

Game Play 

• The Field 

o The kickball diamond shall be a square with equal sides of 65 feet and a base at each 

corner. 

o The distance from the front of home plate to the front of the pitcher’s plate shall be 50 

feet. 

o The bunting line shall be 9 feet from 1st base line to 3rd base line.  

o Out of Bounds (Foul Line)  

▪ A ball is considered fair when it is hit and lands between or on the foul lines, 

crosses 1st or 3rd base inside of the foul line or goes over the home run fence 

between the foul poles.  

▪ A ball is considered foul when it is hit and lands outside the foul lines, crosses 

1st or 3rd base outside of the foul line or goes over the home run fence outside of 

the foul poles. 

• Beginning the Game 

o Prior to each game, the Officials shall conduct a coin toss with the captains of each team. 

The line-up card will be provided there and returned upon Umpire review. 

▪ NOTE: If a line-up card is not ready to be provided by the Captains’ Meeting, the 

Grace Period will be automatically entered until completion and submission. 
o The visiting team will call the toss and the winner of the coin toss will have the choice 

between starting the game in the field or at bat. 

• Scoring 

o A run is scored when a runner safely reaches the home plate before the end of an innings. 

o If the team that bats in the bottom half of every inning is already leading when the bottom 

half of the final inning is reached, that team wins the game and will not need to bat.  

o If the team that bats in the bottom half of every inning takes the lead during the bottom 

half of the final inning, that team wins, and the game is ended immediately. 

• Mercy Rule 



o The game will be final if one team leads by 20 runs after 3 innings, 15 runs or more after 

4 innings, and 10 runs after 5 innings. A team may score no more than 7 runs in a single 

inning expect when needed in the last inning.  

• Substitutions 

o All substitutions must be run through the Intramural Sports staff member who is keeping 

the scorebook.  

o The number of substitutions in a game and the number of times a player can be replaced 

by a substitute and re-enter the game are unlimited.  

o A participant who is bleeding or has blood on his/her uniform cannot participate until the 

bleeding is stopped or the uniform is changed. If the participant fixes the problem within 

a reasonable time (to be determined by the umpire), the player may remain in the game.   

▪ If the participant does not fix the problem in a reasonable amount of time, they 

must leave the game and be replaced by a substitute. If no substitutes are 

available, the game will continue without that participant. 

o Any participant who is ejected from the game may not be replaced in the lineup.  

▪ Ex: A team that starts the game with 8 players and has one of those players 

ejected from the game will finish the remaining innings with 7 players in both the 

batting lineup and the field.  

o Courtesy runners will not be permitted. If a player is injured while running the bases, 

they may be substituted. If there is no available substitute, the injured runner will be 

replaced by the kicker last recorded out.  

• Pitchers 

o Teams will pitch to their own kickers. If the defensive team chooses to position a player 

near the pitcher, they may be positioned no closer than 3 feet to the pitcher. 

o The pitcher must be a member of the team at bat, but it does not have to be one of the 

kickers in the lineup. All-time pitchers are permitted (must be on the team roster and 

signed in as a player in the game). If the pitcher is a kicker in the lineup, when it is their 

turn in the lineup, another player will be required to replace the pitcher. 

o Any team member who is on the roster and has signed in as a player in the game is 

eligible to pitch at any time. 

o Pitchers (of the kicking team) will not be responsible for playing defense. Pitchers must 

avoid contact with the ball after it is kicked as well as contact with any fielder. 

o When a pitcher is struck by a kicked ball before a member of the defensive team has an 

opportunity to make a play on it, the kicker will be called out and all runners must return 

to the base they occupied at the time of the pitch. 

o If, in the umpire’s opinion, a pitcher interferes with any part of a play by a fielder 

(fielding/catching or throwing the ball), the umpire may call out the kicker or the 

runner(s) immediately involved in the play the fielder was trying to make. 

• Pitching 

o A pitcher may not pitch until the Umpire signals ready for play. 

o In the act of delivering the ball to the kicker, the pitcher shall stand with both feet behind 

the fielding line and at least one touching the pitcher’s mound. A legal delivery shall be a 

ball that is delivered underhand, at a moderate, consistent speed and rolled on the ground. 

The ball may not come to rest before reaching home plate; If so, a re-pitch will be 

declared. 



o Each kicker will receive a maximum of 3 pitches. Pitchers will deliver up to 3 pitches 

until the kicker puts the ball in play. If a kicker allows 3 pitches to pass and has not 

kicked the ball, they will be declared out.  

▪ NOTE: If the kicker kicks the third pitch and it results in a foul ball, the kicker is 

declared out.  

o The pitcher has 10 seconds between pitches. If they exceed this time, the kicker will lose 

the right to a pitch (from 3 down to 2, down to 1, then out).  

o The pitcher may take a maximum of 3 warm-up pitches prior to their first inning. Warm-

up pitches and infield practice are prohibited at all other times 

• The kicking team must remain in the dugout until the next kicker is beckoned to kick. 

There are no recognized on-deck kickers in which may be outside the dugout in Intramural 

Kickball.  

• Kicking 

o All players in the kicking order will kick each inning – Provided 8 runs have not already 

been scored. There can be up to 12 runs and 12 outs, given that number of players have 

checked-in to play. 

o The kicking order may change each inning as long as every player in the kicking order 

gets an opportunity to kick. The line-up card should be provided during the Captain’s 

Meeting, however, once it is given back to captains to make changes as necessary. 

o The offensive team (pitcher, kicker, and/or runners) is responsible for notifying the 

defensive team when the last kicker is preparing to kick. If the final kicker kicks without 

the offense notifying the defense that it is their last kicker, that kicker will be ruled out 

and the inning will be over. 

o When the last kicker of an inning kicks, the inning will end when any out is recorded or 

when the last kicker scores a run. For this situation only, a fielder being in possession of 

the ball and touching home plate before the last kicker reaches it shall be considered a 

force out. 

o When the 12th (or final) kicker kicks, the play (and inning) will end if one of the 

following two things happens:  

▪ Any out is made.  

▪ The defensive team steps on home plate while in possession of the ball.  

o In certain scenarios, runs can count that are scored prior to the play ending.  

▪ EX: Bases loaded; kick goes into right field. Runner R1 scores, Runner R2 

scores, and prior to Runner R3 touching home plate, Runner R4 is pegged out by 

a throw. Two runs score in this scenario.  

▪ EX: Bases loaded, high fly ball to center field. Runner R1 touches home plate 

before the center fielder makes the catch. Run does not count in this scenario. 

• Kicking the Ball 

o All kicks must be made by the foot or the leg and below hip level. Any ball touched by 

the foot or leg below hip level is considered a kick.  

o The kicker must contact the ball from behind home plate. If, according to the umpire’s 

judgment, a kicker contacts the ball beyond home plate, they will be called out and all 

runners must return to the bases they occupied at the time of the pitch.  

o A kicker may kick the first 2 pitches foul without penalty, but if the third pitch is missed 

or kicked foul, that player’s at-bat is over, and they are out.  



o A kicked ball must travel beyond the 9-foot bunt line in front of home plate in order to be 

considered “in play.” There is no bunting in Intramural Kickball. Any ball that comes to 

rest or is touched by a fielder inside this area shall be considered a foul ball. 

• Baserunning 

o Runners on Base 

▪ Baserunners may not leave the base until the pitch is kicked. If a runner is off 

base before the pitch is kicked, the runner is called out and “no pitch” is declared. 

▪ The base path for a runner is the direct line between the player and the base to 

which they are advancing and three feet to either side of that direct path. For 

plays between home plate and 1st base, the runner shall run in the 3-foot lane of 

the side of the foul line that is in foul territory.  

• There will not be a double base, however, players may run through 1st 

base to obtain it. 

▪ A player who runs outside their base path (including the 3-foot lanes on either 

side) in an attempt to avoid a tag shall be declared out. In this situation, the ball 

shall remain live unless something else causes it to become dead. 

▪ Baserunners are responsible for avoiding all collisions with fielders anytime a 

fielder is making a play on the ball (fielding, throwing, or catching).  

▪ If a collision occurs and the baserunner is responsible, the following shall occur: 

• The ball will become dead immediately.  

• The responsible runner shall be declared out.  

• The batter-runner is awarded 1st base (unless they are involved in the 

collision). 

• All runners return to the bases they occupied at the time of the pitch 

unless they were forced to the next base by the batter-runner reaching 1st 

base. 

▪ A defensive player cannot stand in the base path or obstruct the path of a base 

runner unless they are making an attempt to field the ball. Each fielder has 

absolute right to any position on the field to field a ball and all runners must 

avoid a fielder in these cases. In the event that the defense obstructs a runner, the 

umpire shall award bases to the runner and all other runners affected by the 

obstruction based on where they would have reached without the obstruction.  

▪ Any runner in fair territory and not in contact with a base that is struck by a fair 

kicked ball is out except when:  

• The ball has passed an infielder, and, in the judgment of the umpire, no 

other fielder had a chance to make an out.   

• A runner is hit with a fair kicked ball over foul territory and no other 

fielder had a chance to make an out.  

• A runner is touched with a fair kicked ball after it is touched by any 

fielder, including the pitcher.  

▪ In the event of one of these exceptions occurring, all runners must return to the 

base they occupied at the time of the pitch and the batter-runner is awarded first 

base. If that award creates another force, runners will move to the proper bases 

accordingly. 

▪ During a possible double play, the baserunner must slide into 2nd base or get out 

of the way of the thrown ball. Baserunners who fail to get out of the way may be 



charged with interference resulting in both the baserunner and the batter-runner 

being called out on the play.  

▪ When a defensive player has the ball and is waiting for the runner, if the runner 

remains on his/her feet and deliberately crashes into the defensive player, the 

runner is declared out. The ball will be declared dead immediately, and all 

runners must return to the last base they legally occupied. If the act is judged by 

the umpire as flagrant, the offending player will be ejected from the game. 

o Base Awards 

▪ The only out-of-play areas are over the fences that border the turn at the RecPlex 

Softball Fields. If a thrown ball travels over a fence and out of play, each runner 

on base is awarded two bases from their location when the ball was thrown.  

• Ex: A runner who is between 1st and 2nd bases when the ball is released 

for a throw that travels out of play will be awarded 2nd base and 3rd 

base.   

▪ NOTE: All base awards are based on the position for the lead runner. If there are 

two runners between 1st and 2nd bases at the time of an overthrow that travels 

out of play, the lead runner will be awarded 2nd base and 3rd base while the trail 

runner will only be awarded 2nd base. 

• Fielding 

o Defensive positioning is restricted by the following: 

▪ No more than 6 players (including a “fielding pitcher” and catcher) may position 

themselves within the infield area prior to a pitch being kicked. 

▪ If a team is fielding 8 players, at least 2 players must be outside of the infield 

area prior to the kick (this means no outfielder can be positioned adjacent to or in 

front of an infielder). 

▪ Each team must provide a catcher. The catcher must remain at least 3 feet behind 

the kicker and may not cross home plate until the ball is kicked. 

▪ If a team provides a “fielding pitcher,” they may align themselves on either side 

of the offense’s pitcher within no closer than a 3-foot radius.  

• The “fielding pitcher” may not position themselves between the pitcher 

and home plate until after the ball is kicked. 

▪ All fielders must position themselves behind the fielding line until the ball is 

kicked. 

• Outs 

o Any fielder can put out a kicker-runner in the following ways:  

▪ Catch a kicked ball before it hits the ground (fair or foul)  

▪ Hit the kicker-runner below the shoulders and above the knees with a thrown ball 

before they reach 1st base   

▪ Step on 1st base while in possession of the ball before the kicker-runner reaches 

it   

▪ While in possession of the ball, tag the kicker-runner with the ball before they 

reach 1st base 

o Any fielder can put out a runner in the following ways:  

▪ Hit the runner below the shoulders with a thrown ball before they reach a base  

▪ While in possession of the ball, step on a base to which a runner is forced (this 

includes tag-ups)  



▪ While in possession of the ball, tag the runner with the ball before they reach a 

base 

▪ In order to make a successful out, the ball must be thrown by the fielder with the 

hands/arms. 

o Any ball that is kicked or contacted by the defense in such a way that it hits a runner will 

not result in an out. 

o A thrown ball that bounces prior to legally contacting a runner still puts out that runner. 

o Any runner hit with a ball above the shoulders shall not be put out. If a thrown ball hits a 

runner above the shoulders, they are entitled to the next base and may not be put out until 

after they have reached that base safely. The ball remains live; and if the runner chooses 

to make an attempt at another base after reaching the next base safely, they will be at the 

risk of being put out. 

▪ NOTE: If the runner intentionally uses their head to block the ball or ducks into a 

thrown ball, they will be called out (the ball is immediately dead, and runners 

must return to the last base they touched). If a fielder intentionally throws a ball 

toward and contacts a runner’s head, the ball will be immediately dead, the 

fielder will be ejected, and that runner and all runners they trail will be awarded 

home plate. 

Intramural Kickball Sportsmanship Policy 

Teams will receive a rating each week, by the officials’ discretion, on a scale of 0.0-4.0, that will create 

an average at the end of the season. They must have an average of a 3.0 or above to be eligible for playoff 

participation. Sportsmanship ratings are outlined as follows: 

• 4.0 = Superior → Outwardly enthusiastic and courteous to other teams and their players.   

• 3.0 = Good → Respectful, pleasant behavior, no warnings. Default conduct score.   

• 2.0 = Average → Overall acceptable behavior, some issues with individual participants, receive 

and adhere to verbal warnings, no unsportsmanlike conduct fouls. No-show forfeit conduct 

score.   

• 1.0 = Poor → Little control over unsportsmanlike behavior, multiple unsportsmanlike conduct 

fouls, no ejections.  

• 0.0 = Unacceptable → No control over unsportsmanlike behavior, one ejection.  

 

Further questions can be directed to competitive@saffairs.msstate.edu. 

 

 

 


