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                             Summer 2009 5-Base Kickball Rules
General Information

A. All RecSports participants MUST have one of the following forms of identification to play:
1. Valid UTD Student ID.

2. Valid Faculty/Staff ID with a photo ID.
B. All games will be played at the UTD Soccer Complex.  Teams are expected to report to the facility and check in 15 minutes before game time.
C. NO TOBACCO, FOOD OR BEVERAGES allowed in gym.  Water bottles are allowed with a secure top.
D. Ejections:  Any form of physical combat (punching, kicking, etc.) at any time during one’s use of the facility will result in an immediate ejection with further action taken on an individual basis.  The officials of each game may eject any player or bystander for inappropriate behavior at any time.  It is the responsibility of the team captain to make sure ejected players leave the area.  Ejected players must be out of sight and sound within one minute or a forfeit may be declared.  Any player ejected due to unsportsmanlike conduct must meet with the Coordinator of Intramural Sports to determine their eligibility for the remainder of the semester.
E. Sportsmanship:  All team members, coaches, and spectators are subject to sportsmanship rules as stated in the Recreational Sports Guidelines.  Each team’s sportsmanship will be evaluated by RecSports officials and scorekeepers assigned to the game.  Captains will have the opportunity to see their team’s sportsmanship total at the end of each game.
G. Rosters:  Changes may be made to the roster up until the start of the team’s first tournament game.  Changes must be recorded on the official roster form and must be done in the presence of a RecSports supervisor.  All player information must be included for any player to be eligible to participate.  
H. Equipment:  RecSports will provide game balls only.  Teams are recommended to wear like colored shirts with numbers, pennies can be provided for teams without uniforms.  Shoes must be worn; sandals and shoes that mark the gym floor are not allowed.  Players must remove ALL jewelry prior to participating.  

Game Rules – Games will be self-officiated.  Current A.S.A. Softball Rules will govern kickball with the following emphasis and modifications:
1. A minimum of eight players is needed to start the game; there is no maximum to team rosters.
2. Games are 6 innings or 45 minutes in length.
3. A coin flip will determine the choice of home and visiting teams.
4. The captain or team representative must list the batting order prior to the start of the game.  Score sheets are available from the Intramural Staff.
5. Teams must alternate positions in the batting order by gender.  Positions must be alternated in the batting order as far down in the order as possible.
6. The catcher and pitcher do not have to be of opposite gender; any player can play any position defensively.
7. The ball is put into play when the pitcher (a player on the defensive team) rolls the ball toward home plate and the batter attempts to kick the ball. The batter must wait for the ball to be within three feet of home plate before kicking the ball. If the batter does not like the pitch, he/she should not attempt to kick it, and another pitch will be thrown

8. There are no strikeouts or walks. A batter gets only one attempt at kicking the ball.

9. A ball that hits the wall behind the batter is a foul ball.  A missed attempt or foul ball is an out.
10.  The batter is out in situations similar to softball (force outs, pop outs, etc.). However, first base is the only base where a runner can be forced out.  In addition, a runner is out when he/she is hit by a thrown ball below the shoulders.
11. Runners on base may advance at their own risk and are NOT required to advance automatically.  There is no limit to the number of runners on one base.

12. Runners may pass a teammate on the bases who batted before them, but they MUST SCORE IN THE ORDER IN WHICH THEY BATTED.

13. A runner who leaves the base before the pitch reaches home plate or is hit, is out and the ball is dead. Leading off and stealing bases between pitches is not allowed.
14. In order to prevent injury and protect the defensive player attempting to make a play on a base runner, the base runner must be called out.  If the act is determined to be flagrant, the offending runner shall also be ejected. 
15. Any ball kicked above the tile on the farthest wall is considered a home run.
16. A ball that hits an overhead obstruction (ceiling, rafters, lights, etc.) is considered live until it contacts the floor.
17. There is no infield fly rule.
18. Any ball kicked into the mezzanine is an automatic ground rule double.  All runners on base advance two bases from the time of the pitch.
19. A throw that goes beyond a curtain/partition is an automatic dead ball.  All runners on base advance two bases from the time of the throw.
