SKA – St. Louis Kickball Association

2009 Rules
(Updated March 1, 2009)

New or clarified rules for the 2009 season are underlined and appear in red
 Officials

All games will be officiated by one umpire. Some games may include two umpires at the discretion of SKA. If two umpires are furnished, one will be the Head Umpire while the other will be the Line Umpire.  The umpire governs all game play and issues all final rulings. Umpires have jurisdiction over play and may:

1. Call a time out. 

2. Call off a game due to darkness, rain or other cause at the umpire’s discretion, and must cancel the game if lightning is seen. 

3. Penalize a player, including game ejection, for un-sportsman like conduct. Ejected participants may not return to the game in which they were ejected (if a team only has eight players and one player is ejected, the team must forfeit the game. See Teams below) 

Umpires will be furnished by SKA.

 Participants

SKA understands that competition can generate strong emotions, however your emotions/actions must not affect the enjoyment/comfort/safety of any other participants, umpires, or SKA officials.

All participants must meet the following requirements:

1. Must be 21 years of age or older. If a participant is 20 years of age they may play as long as their 21st birthday occurs before the date of the tournament. 

2. Must have health insurance in case of injury that may arise from kickball play. 

3. Must be properly registered with SKA. 

4. Must not play kickball professionally.
Teams

Each team must register at least 14 players on the roster, though it is recommended that each team hold a roster of 20 to 25 players, particularly with each team playing two games each Sunday.

1. If fielding the minimum of 8 players, it is recommended that the team place three players in the outfield and the remaining five in the infield (1st base, 2nd base, 3rd base, pitcher and catcher). 

2. If fielding the maximum of 10 players, 4 players must play in the outfield while the remaining six will play the infield (1st base, 2nd base, 3rd base, shortstop, pitcher and catcher). 

3. No team may place more men than women in the field, thus no more than five men can play at once (maximum of 10 players). If there are either 8 or 9 players then no more than 4 men can be on the field. 

4. Each team must have at least 3 men kicking in a game in order to maintain the male-female alternating kicking order. If a team cannot field at least three men (with five women) or at least four women (with four men), that team will forfeit the game. The ONE exception to this rule is if both captains agree to play the game with one or both teams failing to field at least 8 players at the start of the scheduled game.
5. All players playing the field must be in the kicking order. Any players that are not playing the field can still be in the kicking order and must remain so during the course of the whole game.  If you have a kicked at least once you must stay in that same kicking order unless you are injured.  

6. Each team must have a designated captain for each game. The captain will be responsible for the team during play. Team captains must ensure that all team players participating during the game are listed in the scorebook prior to the start of the game. Only team captains can dispute calls to the umpires. During play, the team captain may request time outs from the umpires, which may be granted at the umpire’s discretion. 

7. The home team will record the runs, outs, etc. for the game. The home team is always listed second on the schedule. The final score of the game, as recorded by the home team will be the official score of the game. If you are the visiting team, make sure you check with the home team each inning to ensure your team has the same score as the home team. If there is a discrepancy it should be corrected as soon as it is noted. Final scores will not be changed after the game has been concluded (the umps do not keep score and thus are not a resolution to any score discrepancies).
8. If a team is short players they can pick up additional, temporary players to play so the team does not have to forfeit. However, teams can only pick up extra players under the following guidelines:

a) Teams can only pick up extra players from other official SKA teams during the regular season. During tournament games no team may use a player that is not on their roster at the start of the season.

b) A team cannot pick up more players for a game than the opposing team has. For example, if Team ‘A’ has 7 players and Team ‘B’ has 9 players, Team ‘A’ cannot pick up more than 2 players for that game.

c) Teams cannot pick up more players than they have at the field prior to the start of the game. For example, if a team only has four players show up, they cannot recruit more than four extra players to help them. If they have five at the field, they cannot recruit more than five, and so on.

d) Teams that pick up an extra player for a game must still abide by the male-female ratio rule. No team may place more men than women in the field. 

e) If a team picks up another player for a game and one of their roster players shows up the extra player can still play as long as the total number of players does not exceed the opposing team’s total number of players.
9. Each team captain must submit to SKA a team roster by the registration cut-off date. No changes may be made to submitted rosters for the duration of the season. Players may be listed on only one team’s roster.

Game Play

1. Regulation games last 7 full innings or 50 minutes, whichever comes first. If a game is tied after 7 full innings both teams have the option to continue (both teams have to agree) to determine a winner as long as there is time to do so. Tournament and All-Star games are 8 full innings.
2. A team failing to field at least 8 players within the ten minutes grace period after the scheduled game time will forfeit the game. A forfeit shall count as a loss. The ONE exception to this rule is if both captains agree to play the game with one or both teams failing to field at least 8 players at the start of the scheduled game.
3. If both teams scheduled to play each other forfeit the game (double forfeit) the game will be marked as a 0-0 tie. Each team will not get any points for the forfeits. 

4. A game that is called off after 3 full innings of play due to inclement weather or other reason shall be considered a regulation game. The game score at the end of the last full inning shall determine the winner.  If a regulation game that is called off after three full innings ends in a tie it will be marked as such. 

5. A game that is called off before 3 full innings of play shall not be considered a regulation game and will be rescheduled if possible. 

6. There will be a 10 run rule in effect per team per inning. When a team scores 10 runs in an inning, even if the team has less than three outs, they must stop kicking and switch places with the opposing team. The 10 run rule per inning counts for every inning, except for the last inning.

7. The game will end with a 15-run slaughter rule following the completion of the 4th inning or a 20-run slaughter rule after the completion of the 5th inning or 6th inning. Games may not be ended by the slaughter rule in favor of the team kicking in the bottom half of the specified inning (the home team). The opposing team (the visiting team) must always have the opportunity to kick one more time at the top of the next inning in order to make up the specified deficit. If they do not make up the specified deficit during this one last kick, the game will be considered completed.

8. Only the team captain may raise protest with the umpire for a blatant rule infraction but the captain will accept the umpire’s final ruling. 

9. If a team knows it is unable to field the minimum of 8 players before the start of the game they are strongly encouraged to call the SKA phone number, 865-2783, so we can contact the opposing team captain of the cancellation.  All teams that forfeit a game will be assessed at LEAST a $25 forfeit fee. If a team notifies SKA at least 24 hours before they are scheduled to play they will only be assessed $25, even if they have to forfeit both games. If teams do not contact SKA at least 24 hours in advance or does not contact SKA at all, they will be assessed a $50 forfeit fee.
10. If a player is thrown out by the umpire, the team CANNOT replace that player for the remainder of the game. The team will play short one player.
a. If the player who was thrown out is scheduled to kick after they are thrown out, their kick will be registered as an out. This will only occur at their first scheduled kick after being thrown out.

b. If the person thrown out is the captain and the captain does not play, then the team must pull one of their players out of the game and play short one player for the rest of the game. (Remember, the rule still applies that a team cannot field more men than women at ANY time).
c. If the person is thrown out during their first game and the team’s second game is on the same field, it will be up to the discretion of the umpire who threw out the player whether to allow that player to play in the second game.
Ball in Play

1. No player in the field may advance forward the 1st – 3rd base diagonal line until the ball is kicked. Failure to abide by this rule results in the kicker being awarded first base.
2. When the pitcher or any other player has control of the ball within the pitchers circle the play ends.

3. The following rule and scenarios applies if a ball touches a base runner:

a) If a ball accidentally hits a runner while they are on base, the play will end (dead ball) but the runner will not be called out. Subsequently, all other runners must return to the previous base.

b) If a ball accidentally hits a runner (not thrown) while they are off the base they will be called out and the play will end. All other runners must also return to the previous base.

c) If a runner intentionally touches or stops a ball, even if they are on base, the runner will be called out and the play is dead. All other runners must also return to the previous base.
4. Players in the field are allowed to kick the ball (as opposed to throwing) towards another team player in the field.
5. There is no in-field fly rule. However if a player in the field purposely drops or does not catch the ball (as determined by the umpire) for the purpose of getting a double play, the umpire (at his or her own discretion) can allow just one out. If the umpire calls only one out in this instance the kicker shall be out, not a runner on base.
6. In the unlikely event that a ball strikes an object, such as a tree or bush, within the field of play, the play is not dead and will continue. A player in the field can catch a ball for an out that strikes an object as long as the ball has not touched the ground first.

7. In an even more unlikely event that a ball becomes stuck in a tree or bush within the field of play, the kick will be ruled a ground-rule double.

8. If a ball goes foul, strikes an object (for example a tree or bush. An object is not a player) and is caught by a player before touching the ground, the kicker will not be out. The ball must be in the field of play in order for a fielder to take advantage of a ball striking an object.

9. If a kicked ball strikes or is touched by the catcher while the catcher is standing out of bounds and it is caught before the ball strikes the ground, the player is out.

10. Balls that are kicked foul and are caught will only be an out if the ball is caught within the 30 foot boundary, as designated by the out-of-bounds line, of the 1st and 3rd base foul lines. If a ball is kicked foul beyond this 30-foot line it is still considered a foul but it will be deemed un-catchable.
Fielding

1. Safety Base: The purpose of a safety base is to try to reduce or prevent collisions with the runner and first baseman. The safety base will be placed so that the white portion is where first base normally would be and the orange colored portion is in foul territory. A kicker/runner should touch the orange colored portion of the base that is across the foul line. The first baseman touches the white portion of the base to make the out. The exception to this is as follows:

a. When the ball is thrown to first base and is overthrown so that it goes into foul territory, the first baseman can touch the orange colored portion of the base if he is in foul territory and is running back to first base to make the tag. If a runner sees that this is happening the runner should touch the white portion of the safety base to avoid a collision. Essentially the first baseman and runner are switching portions of the safety base that they should touch.

2. A line will be marked on the field, from foul line to foul line, that will be a constant distance of 100 feet from home plate. This arc, called the Outfield Line, designates the boundary between infield and outfield.

a. Outfielders must stay behind this line when women are kicking. If an outfielder crosses this line before the ball is kicked by a female, the kicker will be awarded first base.
b. Infielders must stay within this line and cannot enter the outfield until the ball is kicked (this applies for male and female kickers). If an infielder crosses the line into the outfield before the ball is kicked (regardless of gender of the kicker), the kicker will be awarded first base.
Pitching

1. The strike zone extends to 1 foot on either side of home plate and 1 foot high. 

2. If the bottom of the ball is 10 inches or higher as it crosses the plate it will be considered a ball. 

3. If the ball falls short of the plate and does not cross over it the pitch will be called a ball. 

4. If a pitched ball touches any part of the white lines that indicate the strike zone, the pitch will be considered a strike-thrown pitch. Even if the ball barely touches the outside of the line it is considered kickable. 

5. The pitcher must stay within the pitcher’s circle until the ball is kicked. Failure to do so results in a ball.

Kicking

1. The order of the kicking shall be alternating male and female players. 

2. No player may kick more than once until the entire team rotation (per gender) has had a chance to kick.  However, to preserve the male-female alternating kicking order it may be necessary to have one gender kick more than once. 

3. Each team must have at least 3 men kicking in a game in order to maintain the male-female alternating kicking order. 

4. You do not have to have all the players that are at the game play or kick but players who are in the field during an inning must kick when there turn is up. 

5. All kicks must be made with the foot, however even if the ball bounces up and hits the shin at the time/point of contact the kick is considered legitimate.  

6. All kicks must occur at or behind home plate. There is a white line, called the Kicker’s Line, that extends on either side of home plate. The kicker must kick the ball behind this line. A kick occurring in front of this line will be considered a strike. However, if a ball is kicked in front of this line and caught by the fielding team, it is an out. Subsequently, all other runners must return to the previous base.
7. ONLY FEMALE PLAYERS CAN BUNT. ALL MALES MUST KICK THE BALL.  Bunting is allowed provided that the ball travels in front of the plate in playable territory. 
8. If a male player bunts the ball (as deemed by the umpire) the bunted ball will be called a strike.

Catching

1. Catchers can stand wherever they like as long as they:
a. Do not impede the runner
b. Do not stand on the playing field before the ball is kicked
c. Are positioned somewhere behind the white line, called the Catcher’s Line, that is located 6 feet from the back of home plate. If a catcher crosses this line before the ball is kicked the kicker will be awarded first base.
Base Running

1. Runners must stay within the base line. Fielders must stay out of the base line. Fielders trying to make an out on base may have their foot on base, but must lean out of the baseline. Runners hindered by any fielder within the base line shall be safe at the base to which they were running, unless the fielder is going for the ball.
2. Safety Base: The purpose of a safety base is to try to reduce or prevent collisions with the runner and first baseman. The safety base will be placed so that the white portion is where first base normally would be and the orange colored portion is in foul territory. A kicker/runner should touch the orange colored portion of the base that is across the foul line. The first baseman touches the white portion of the base to make the out. The exception to this is as follows:
a. When the ball is thrown to first base and is overthrown so that it goes into foul territory, the first baseman can touch the orange colored portion of the base if he is in foul territory and is running back to first base to make the tag. If a runner sees that this is happening the runner should touch the white portion of the safety base to avoid a collision. Essentially the first baseman and runner are switching portions of the safety base that they should touch.

3. Once the defensive team has the ball in the pitcher’s circle and the umpire calls time out on a play, the play is dead and you must stay on your current base. However, if a base runner is more than halfway to the next base when this occurs, they will be allowed to take that base instead of having to go back to the previous base. The runner’s position will be determined by the umpire.
4. Neither leading off base nor stealing a base is allowed. A runner off of their base when the ball is kicked will be called out. 

5. Sliding is allowed. 

6. If a base runner advances in front of another runner or touches the runner in front of them, that runner will be called out. Subsequently, all other runners must return to the previous base.
7. If a base coach touches a runner in an attempt to either stop them from advancing or help them along to the next base, the runner will be out. Subsequently, all other runners must return to the previous base. However, if a base coach or other player touches a runner in a manner that is deemed as a congratulatory slap or pat and is in no way stopping or aiding the runner or the play, the runner WILL NOT be called out. The umpire will make the determination as to the type of touch. 
8. The following rules and scenarios apply to throwing a ball at a runner:

a. Hitting a runner with the ball above shoulder level is not allowed. A runner hit above the shoulders as they are running to a base will be safe. If a player intentionally throws at the head of another player they will be warned.  If the incident occurs a second time by any member of the same team that team will forfeit the game.
b. If a player slides feet first into a base and a fielder throws the ball at them and it hits the runner in the head, the runner will be safe, even if the ball hits the runner before they reach the base.

c. However, if a player slides head first into a base and the fielder throws the ball at them and it hits the runner in the head, the runner will be OUT if the ball hits the runner before they reach the base.

d. If the runner intentionally uses their head to block the ball the runner is out. 

9. After a kicked ball is caught, runners must tag their originating base before running to the next base. If the runner has not moved before the ball is caught, the runner may simply run forward without a tag up. Base runners can also tag up on a caught foul ball.

10. One extra base is awarded on an overthrow. Any ball is considered an overthrow if it goes at least 30 feet out of the field of play (Out-of-Bounds Line). The awarded base is in addition to the base that the runner is running towards. The awarded base is determined according to when the fielder releases the ball.
Strikes

A count of 3 strikes is an out. A strike constitutes:

1. A pitch within the strike zone either not kicked, or missed by the kicker. 

2. A kick occurring in front of home plate (kicks occurring in front of home plate that are caught by the fielding team are called out.)
3. A foul ball if there are less than two strikes (see fouls).

4. If a pitched ball touches any part of the white lines that indicate the strike zone, the pitch will be considered a strike-thrown pitch. Even if the ball barely touches the outside of the line it is considered kickable.

Balls

A count of 4 balls advances the kicker to first base. A ball is:

1. A pitch outside the strike zone. 

2. If the ball falls short of the plate and does not cross over it the pitch will be called a ball. 

3. A bouncing ball that is higher than 10 inches (bottom of ball) as it crosses home plate. 

4. A pitcher leaving the pitchers circle before the ball is kicked.   

 Fouls

A count of 4 fouls constitutes an out. A foul is:

1. A kick landing out of bounds. 

2. A kick landing in bounds but traveling out of bounds on its own before reaching first or third base (any ball touched by an in bounds fielder while it is in bounds is automatically in play even if the ball is heading out of bounds).

3. If a kicked ball strikes or is touched by the catcher while the catcher is standing out of bounds and the ball lands on the ground in foul or fair territory, it is considered a foul ball. 

 Outs

A count of 3 outs by a team completes the team’s half of the inning. An out is:

1. A count of 3 strikes or 4 fouls, or combination thereof (see strikes and fouls). 

2. A runner touched by the ball at ANY time while not on base. 

3. Any kicked ball (fair or foul) that is caught. 

4. A ball tag on a base to which a runner is forced to run. The fielder must have control of the ball (i.e., it must be off the ground). 

5. A runner off of their base when the ball is kicked. 

6. If a base runner advances in front of another runner or touches the runner in front of them they will be called out.
 Designated Runner/Player Positions

In cases of injury or illness, a time-out may be requested for participant removal and replacement with a substitute of the same gender. If the participant later returns to play, the participant must be inserted in the same fielding and kicking order position previously held. If a player is ejected, injured, or becomes ill and cannot continue, the lineup will continue in the same formation, less the removed player. The pitcher may only be replaced once per inning, however switching other player positions as much as you want during the course of the inning is allowed.
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