
[image: A white circle with black text and rainbow colored circle

AI-generated content may be incorrect.]
OFFICIAL 
KICKBALL RULEBOOK
Last Updated: March 30, 2026

 
Spring 2026 Kickball presented by:
[image: ]



Contents
SECTION 1: SPIRIT OF THE GAME	4
SECTION 2: TEAMS & PLAYERS	4
Unified Team Look	4
Forfeit	4
Line Ups, Late Players, and Player(s) Leaving Early	4
On-Deck & Non-Active Players	5
Substitution & Drop-In Policy	5
SECTION 3: GAME SETUP	6
SECTION 4: THE FIELD	7
Dimensions	7
First Base Safety Base	7
Home Plate Safety Base	7
SECTION 5: PITCHING, KICKING & COUNTS	8
Counts:	9
Strikes:	9
Balls:	9
SECTION 6: RUNNING, SCORING & RECORDS	9
Overthrows:	9
Tag-Up Rule:	9
Base Coaches	10
Scoring records:	10
Standings tiebreakers:	11
SECTION 7: FIELDING	11
Catcher Positioning	11
Encroachment:	11
SECTION 8: OUTS	12
SECTION 9: DEAD BALLS & END OF PLAY	13
SECTION 10: SAFETY, INJURIES & CONDUCT	13
Injuries:	13
Card System:	14
Alcohol & Substance Use:	14
SECTION 11: FAIR & FOUL BALLS	14
General Rules	14
Fair Balls	15
Foul Balls	15
Runner Contact with a Batted Ball	16
SECTION 12: CHALLENGES	16
Authority of the Referee	16
Captains Challenges	16
SECTION 13: WEATHER POLICY	16



[bookmark: _Toc225782474]SECTION 1: SPIRIT OF THE GAME
· Kickball is about fun, fairness, and inclusion.
· We welcome all players regardless of skill level, gender identity or expression.
· Respect for teammates, opponents, officials, and the community is mandatory. Unsportsmanlike conduct may result in warnings, ejections, or suspensions.
[bookmark: _Toc225782475]SECTION 2: TEAMS & PLAYERS
[bookmark: _Toc225782476]Unified Team Look: All teams MUST wear a league team t-shirt or a consistent team color (e.g., matching shirts, bandanas, pants/shorts, etc.  of the same color.) during games. This will be strictly enforced. Teams not in a unified look may face penalties at the discretion of league officials.
[bookmark: _Toc225782477]Forfeit
· Teams must start and finish a game with at least 8 players present at game time to avoid forfeit. 
· A 5-minute start time grace period may be granted at the league official’s discretion.
· If fewer than 8 players are present after the grace period, the game will result in an automatic forfeit for that team with the score recorded as 0-7. Teams may still play for fun. Teams that forfeit two or more games in a season will not be eligible for playoffs and might be asked to review roster management with league staff before the next season.
[bookmark: _Toc225782478]Line Ups, Late Players, and Player(s) Leaving Early
· Lineups MUST be submitted to the home ump before the game begins and may not be changed once the game has started, except in the case of injury.
· In case of injury, a player may be removed from the kicking line up without kicking out of order penalty. 
· No additional players or subs/drop-ins may be added to the line up to replace an injured player once a game has started.
· If a player is included in the starting lineup but is not present when their turn comes up, that spot in the order will be recorded as an out each time until the player arrives. Once the player arrives, they may begin kicking in their original lineup spot.
· That player’s captain(s) must notify the opposing captain(s), home plate ump, and league officials of a missing player included in the starting line up before the game begins. Failure to do so will result in previous runs not counted.
· It is advised to not add a player to the line up if captain(s) are unsure they’ll show up, as it will count as an out each time that player’s name comes up until the end of the game.
· Players who are not included in the starting lineup may not be added to the kicking order after the game has started. 
· If a player must leave early, they must notify their captain(s) before the game begins. That player’s captain(s) must notify the opposing captain(s), home plate ump, and league officials before the game begins. This prevents outs/kicking order penalties. Failure to do so will result in an out every time that player’s kicking turns comes up.
· If they leave mid-inning while scheduled to kick, it will count as an out. Players should avoid entering innings if they know they must leave soon.
· Everyone in the lineup must kick. 
· No kicking out of order, if a player misses their spot, it’s an out (unless due to in-game injury).
[bookmark: _Toc225782479]On-Deck & Non-Active Players
· Only active players may be on the field of play during a live inning.
· Players who are not currently fielding or kicking must remain in the dugout or designated team sideline area.
· The next batter must wait in the dugout area until it is their turn to kick.
· Players may not stand near the plate, bases, or foul lines unless they are actively participating in the play.
· Violation may result in:
· A warning on first offense
· Continued violations may result in interference rulings at the referee’s discretion.
[bookmark: _Toc225782480]Substitution & Drop-In Policy
At Pride Sports League, our goal is to make sure every game gets played, every player participates, and the spirit of fair play stays intact.

To balance flexibility and fairness, the following substitution rules apply:

Regular Season Subs and Drop-Ins
· Subs are allowed only during the regular season. Subs are not allowed in the Playoffs or Championship.
· A sub must be replacing a missing original rostered player. If there are no missing players from the original roster, no subs are allowed for that team.
· Subs can be registered players from another team in the current season.
· A team must field at least 5 original roster players for a game to count as an official game in the standings.
· A maximum of 3 total subs may be used in any game.
· Non-league Subs must pay a $10 drop-in fee at the field (Venmo or Cash) and register in LeagueApps prior to the game to digitally sign the league waiver before playing.
· First violation: Failure to comply will result in a 3-run deduction for that team in that game.
· Repeat violations: Any subsequent failure to comply during the season will result in a 5-run deduction per violation.

Tiered Sub Rules
· If a team has fewer than 8 original roster players present:
· They must have at least 5 original roster players present, and can
· Use up to 3 total subs (players from another team or drop ins) to reach playable numbers and not forfeit.

· If a team has 8 or more original roster players present:
· They may not use subs from other teams but may still use 1–3 non-league subs or drop-ins.

Teams with fewer than 5 roster players automatically forfeit the game but may still play a friendly scrimmage, players from other teams may join. 

Approval & Transparency
· Captains MUST report all subs or drop-ins to the umpire and league staff before the start of the game.
· League staff may deny or adjust substitutions to maintain fairness or safety.
· Repeated use of subs/drop-ins may result in a team being asked to recruit more consistent players for future seasons.

Playoffs and Championship
· Only official rostered players are eligible to play in playoffs and championships. No subs or drop-ins are permitted during playoffs or championships.

Sportsmanship
· Sub and drop-in rules exist to keep games happening, not to gain a competitive advantage.
· All subs are expected to embody the same Pride Sports League values of respect, fun, and community.
· Captains are responsible for ensuring subs are registered and aware of the rules/code of conduct, especially the orange safety bases rules. If violated, it will be an automatic out, no exceptions.
[bookmark: _Toc225782481]SECTION 3: GAME SETUP
· Game length: 7 innings or 50 minutes (whichever comes first). At the 40-minute mark, the next inning will be the last. Does not apply to playoffs and championship games, those games will be played to completion of 7 innings.
· Mercy rule: If a team scores 8 runs in an inning, the inning ends immediately (sides switch), regardless of number of outs.
· Slaughter rule: If ahead by 12 runs, game is called, unless the trailing team still has a chance to kick that inning. They may attempt to rally, but if the lead holds after their at-bat, game ends.
· Home/Away: Determined by rock-paper-scissors during regular season, winner gets to choose. Higher seed gets to choose during playoffs and championship games.
[bookmark: _Toc225782482]SECTION 4: THE FIELD
[bookmark: _Toc225782483]Dimensions
· Bases are 60 feet apart.
· The pitcher’s plate is 42 feet from home plate.


[bookmark: _Toc225782484]First Base Safety Base
· First Base uses a safety base (orange = runner’s base, white = fielder’s base).
· Runners must use the orange base unless they are advancing to second. If advancing, they must first tag either base, then clearly turn left. Intent must be obvious (ref’s discretion).
· If a runner overruns any other base, they may be tagged out, the fielder must tag the runner, not just the base.
· If a runner overruns safety, they must return to first before  they can advance to second before the play ends.
[bookmark: _Toc225782485]Home Plate Safety Base
· Home plate uses a dual safety base system.
· The runner must touch the designated safety scoring base when scoring.
· The white home plate is reserved for the catcher or fielder to record an out.

Force Play at Home
· If a runner is forced to advance home, the defensive player may record the out by touching the white home plate with possession of the ball before the runner reaches the safety base.
Tag Play at Home
· If the runner is not forced, the defensive player must tag the runner with the ball to record an out.
Safety Positioning
· The catcher or defensive player must avoid obstructing the safety scoring base whenever possible.
· Defensive players should position themselves to make a play at the white plate, not in the runner’s path to the safety base.

Home Plate Collision Rule 
To prioritize player safety, runners must score using the designated safety scoring base, and defensive players must make plays at the white home plate.

· Unintentional Contact
· If incidental contact occurs while both players are making a legitimate play, the referee will rule based on the outcome of the play.
· If the runner reaches the safety base before the out is recorded, the run counts.
· Defensive Obstruction
· If the defensive player blocks the runner’s path to the safety base without the ball, the runner will be awarded home and the run counts.
· Runner Initiated Collision
· If a runner intentionally runs through or initiates contact with the catcher, the runner may be called out and may be ejected at the referee’s discretion.
· Defensive Player in the Runner’s Lane
· If the catcher or fielder stands directly in the path of the safety base and causes a collision, the runner will generally be awarded home unless the out was clearly recorded before the contact.

Umpire Judgment
· The referee’s judgment determines whether contact was incidental, obstructive, or intentional.
[bookmark: _Toc225782486]SECTION 5: PITCHING, KICKING & COUNTS
· Pitching: Ball may be pitched in any style but must have at least 2 bounces before reaching the plate, second bounce cannot be on the plate. If the second bounce occurs on the plate, it will be a ball.
· Strike zone: Within 1 ball length away from the sides of the home plate, and no higher than 6 inches off the ground.
· Kick must occur inside the kicker’s box or to the side within 3.5ft. Kicker may not kick in front or behind the kicking box, otherwise it’s a foul, and if caught it’s an out, play remains active until the pitcher has possession of the ball at the pitcher’s plate.
· Any kicked ball that first makes contact with the kicker’s body below the knee is ruled foul.
· The ball is dead immediately and counts as a foul.
· The referee’s judgment determines the point of contact.
[bookmark: _Toc225782487]Counts:
· 3 strikes = out, or any combination of four between strikes and fouls.
· 4 fouls = out.
· 4 balls = walk (2-base walk if 4 consecutive balls from the beginning of the pitch).
[bookmark: _Toc225782488]Strikes:
· Ball rolls at least 2 bounces before reaching the plate.
· Ball passes through strike zone (1 ball length from sides, ≤ 6 inches high).
· Kicker swings and misses.
· Kicker double-kicks in box (strike/dead ball).
· Kicker delays or steps fully out of box (ref discretion).

[bookmark: _Toc225782489]Balls:
· Pitch has fewer than 2 bounces before the plate.
· The second bounce lands on home plate.
· Pitch is outside strike zone (too wide, too high).
· Pitch is rolled at excessive speed or otherwise not reasonably kickable (ref discretion).
· Pitcher quick-pitches before kicker is ready.
[bookmark: _Toc225782490]SECTION 6: RUNNING, SCORING & RECORDS
· No leading off or stealing bases. Runner may leave base only when the ball is kicked. Leaving early will result in an automatic out.
· Head/neck shots: Runner is safe if hit in head/neck unless they duck/slid into it.
[bookmark: _Toc225782491]Overthrows:
· If the overthrow occurs at 1st base, the kicker/runner may only advance 1 base max.
· Other runners may advance as many bases as possible.
[bookmark: _Toc225782492]Tag-Up Rule:
· If a ball is caught in the air (fair or foul), and runners have left their base before the ball was caught, runners must return to their original base and “tag up” before advancing.
· A runner who left early is out if:
· A fielder with possession of the ball touches the base before the runner returns (force out), or
· The runner is tagged with the ball before safely returning to the base (tag out).
· Once the runner successfully tags up, they may advance at their own risk.
· Runners may advance only after the ball is first touched by a fielder on a caught ball.

Ties at base: Runner is safe, ties always go to the runner.

Runs on the Last Out: A run only counts if the runner crosses home plate before the 3rd out is made, and the 3rd out is not a forced out.
[bookmark: _Toc225782493]Base Coaches
· Each team may have up to two base coaches, one positioned near 1st base and one near 3rd base.
· Base coaches must remain outside the baseline and out of the field of play.


Physical Contact
· A base coach may not physically touch or assist a runner during live play.
· If a base coach pushes, pulls, or physically redirects a runner, the runner will be called out immediately.
Who Can Coach
· Only players on the team’s official roster or team captains may serve as base coaches.
· Spectators or non-team players may not coach from the sidelines.
[bookmark: _Toc225782494]Scoring records:
· Both teams must keep score and maintain a kicking order, the home team’s scorebook is considered official.
· If the home team did not keep a record, the away team’s book will be used.
· If neither team kept a book, the referee’s ruling is final.
· Dispute Challenge: If the away team believes the home team’s record is inaccurate, they may present their own book for comparison. If the two do not match, the referee has final authority to determine the correct score.
· Score or lineup disputes must be raised immediately at the end of the inning, or at the conclusion of the game before teams leave the field.
· Scorebook comparisons must be completed within 2 minutes. If no resolution is reached in that time, the referee’s ruling is final.
· Submitting Scores: At the end of the game, both captains must confirm the final score with the referee. The referee is responsible for submitting the official score to the league in the corresponding scoresheet for that game located in the league’s kickball binder.
· Teams are encouraged to track the opposing team’s lineup for comparison.
· Lineups must remain the same the entire game (unless injury/early departure announced before game).
· Referees are not responsible for monitoring kicking orders.
[bookmark: _Toc225782495]Standings tiebreakers:
· Points (2 win, 1 tie, -1 forfeit)
· Runs Against
· Head-to-Head
· Runs Scored
· Date/Time of captain registration



[bookmark: _Toc225782496]SECTION 7: FIELDING
· Maximum 6 infielders + 4 outfielders.
· No switching positions mid-inning unless due to injury.
· Fielders must remain behind the 1st–3rd base diagonal until the ball is kicked.
[bookmark: _Toc225782497]Catcher Positioning
· The catcher must begin each pitch behind the kicker and behind home plate until the kicker makes contact with the ball.
· The catcher may not stand beside or in front of the kicker before the ball is kicked.
· The catcher may move forward only after the ball has been kicked or when attempting to field a live ball.

Interference
· If the catcher interferes with the kicker’s ability to kick the ball before contact, the pitch will be ruled dead and replayed, and a ball will be added to the count.
Safety
· Catchers should position themselves in a manner that does not obstruct the kicker’s natural kicking motion or path to first base.
[bookmark: _Toc225782498]Encroachment:
To ensure safety and fairness, encroachment rules apply to the pitcher, first baseperson, and third baseperson.

Pitcher Rule
· The pitcher must remain behind the 15-feet encroachment line until the kicker makes contact with the ball.
· The pitcher may move forward with the pitch but must stop at the 15-feet line and cannot cross it early.
· If the pitcher crosses the line before the ball is kicked, it is encroachment and will result in a ball.
Crasher’s Cones (1st & 3rd Base)
· Crasher’s cones will be placed along the foul lines, 30 feet from home plate toward 1st and 3rd base.
· The 1st and 3rd baseperson must remain behind their cone until: 
· The kicker makes contact with the ball, OR
· The pitcher advances forward on the pitch
· At no point may the 1st or 3rd baseperson advance in front of the pitcher’s position.
· Crossing the cone early is encroachment, and will result in a ball.
General Fielding Positioning
· All other fielders must start behind the 1st–3rd baseline diagonal until the ball is kicked.
[bookmark: _Toc225782499]SECTION 8: OUTS

A kicker/runner is out if:
· Their kick is caught before touching the ground (fair or foul). Play remains live until the pitcher ends the play. Runners who left their base early must tag up before advancing.
· They are tagged or hit (shoulders or below) while off base.
· They leave base before the ball is kicked (leading off/stealing base)
· They run out of the baseline to avoid being tagged.
· If a runner intentionally kicks, deflects, or redirects a live ball, the runner is out and play is dead
· They miss their turn in the lineup (unless injured).

Forced outs
· Fielders can step on a base with possession of the ball to record an out if the runner is forced to advance. 
· If a runner overruns a base, they must be tagged out. If the third out is forced, no runs will count.
· On a force play, fielders must attempt to record the out by touching the base with the ball.
· Throwing the ball directly at a runner at close range may result in the runner being ruled safe if the referee determines the throw was reckless or dangerous.
[bookmark: _Toc225782500]SECTION 9: DEAD BALLS & END OF PLAY
· Play ends when the pitcher controls the ball at the pitcher’s plate.
· If a runner is halfway or more to the next base when play is stopped, they are awarded that base if it is unoccupied.
· A deflated/popped ball will result in a replay.
· Interference by Non-Players: If a non-player (base coach, teammate, substitute, spectator, etc.) interferes with live play, the ball is immediately declared dead. The referee will make a fair placement ruling, meaning runners and outcomes will be adjusted to where, in the referee’s judgment, they would have reasonably been had interference not occurred. This ruling is final and not subject to challenge.
[bookmark: _Toc225782501]SECTION 10: SAFETY, INJURIES & CONDUCT
· Footwear: Cleats are not required, but they are highly encouraged for player safety and performance. Only rubber or plastic cleats are permitted, metal cleats are strictly prohibited. Players wearing metal cleats will be removed from the game until proper footwear is used.
· Sliding 
· Sliding into first base is not allowed.
· Any player who slides into first base will be called out immediately.
· Reckless sliding that causes contact may result in additional penalties or ejection.
· Reckless slides or cleats-up will result in an out.
· All participants must also read and agree to the League’s Abuse & Harassment Prevention Policy. Violations of that policy are subject to immediate disciplinary action as outlined there.
[bookmark: _Toc225782502]Injuries:
· Play stops immediately. Only the captain, significant other, and league officials may approach the injured player.
· All injuries, regardless of severity, must be reported to a league official or referee.
· An incident report must be completed before the player can return to play (even if they feel able).
· Failure to report/fill out: Results in a 1-run deduction for the team in that game.
· Repeat violations: May result in a 3-run deduction and/or player suspension until compliance.
· If needed, an ambulance will be called at the player’s expense.
· If a player cannot continue, the last out may replace them.
[bookmark: _Toc225782503]Card System:
Yellow Card: 
· Formal warning issued by ref or league officials for unsportsmanlike conduct, unsafe play, or other violations.
Red Card: 
· Immediate ejection from the game and playing area. A red card may be issued for serious violations or after 2 yellow cards in the same game. Players receiving a red card must leave the field immediately and may not return for the remainder of that game.
Return Procedure 
· Any player issued a red card must go through the league’s disciplinary review process before being eligible to return the following week. At the league’s sole discretion, a player may be suspended for multiple games or permanently expelled from the league. No refunds will be given.
Reporting 
· Referees are required to report all yellow and red cards to the league at the conclusion of each game.
Repeat Offenses
· Yellow cards do not automatically carry over between games. However, repeat yellow cards across the season or a pattern of unsportsmanlike behavior may result in suspension or expulsion at the discretion of the league. No refunds will be given.
[bookmark: _Toc225782504]Alcohol & Substance Use: 
· Is strictly prohibited on the field. Referees and league officials may issue alcohol & substance abuse related violations.
· Players, captains, and guests must arrive and remain in a condition fit to play and safe for others.
· Intoxication that disrupts play or creates a safety risk is prohibited.
· League officials and refs have full discretion to remove or suspend any participant whose behavior, on or off the field, endangers safety or violates this policy.
· 1st violation within a game = warning 
· 2nd violation within a game = 1 run deducted.
· 3rd violation within a game = another run deducted + removal from the game/field.
· Repeat offenders may be permanently removed without refund.
[bookmark: _Toc225782505]SECTION 11: FAIR & FOUL BALLS
[bookmark: _Toc225782506]General Rules
· Home plate and the foul lines are considered fair territory. A ball that touches the foul line is considered fair.
· The orange safety base at 1st base is used only for runners and does not count for fair/foul rulings.
· For balls that land or roll before 1st or 3rd base, fair/foul is determined by where the ball first touches the ground or is first touched by a fielder. If the referee cannot determine where the ball first landed, the call defaults to foul.
· A ball that first lands in fair territory before reaching 1st or 3rd base remains fair even if it later bounces or rolls into foul territory.
[bookmark: _Toc225782507]Fair Balls
Fair Ground Balls:
· A ball that lands or rolls in fair territory before 1st or 3rd base.
· A ball that touches any part of home plate, the foul lines, or the white part of 1st or 3rd base.
· A ball that passes over or beyond 1st or 3rd base in fair territory is fair, even if it later rolls foul.
· A ball that is first touched by a fielder while the ball is over fair territory.
Fair Air Balls:
· A ball that first lands in fair territory (before or beyond 1st/3rd).
· A ball first touched by a fielder while the ball is over fair territory is a fair ball, regardless of where the fielder’s feet are.
· Any ball that is caught in the air, whether over fair or foul territory, is an out. Runners are allowed to advance but must tag up before advancing. Play doesn’t end until pitcher has possession of the ball at the pitcher’s plate.
[bookmark: _Toc225782508]Foul Balls
Foul Ground Balls:
· A ball that lands or rolls in foul territory before reaching 1st or 3rd base.
· A ball that is first touched while in foul territory before 1st or 3rd base.
· A ball that touches only the orange safety base at 1st base (and not the white base) is foul.
· If the kicker contacts the ball more than once in the kicking box, the play is ruled a dead foul ball.
· A ball that hits an object (fence, bench, tree, etc.) in foul territory before passing 1st or 3rd base.
Foul Air Balls:
· A ball that first lands foul before reaching 1st or 3rd base and is not caught.
· A ball that is first touched in foul territory before reaching 1st or 3rd base.
· A ball that hits an object (fence, backstop, bench, etc.) in foul territory before a catch attempt.
[bookmark: _Toc225782509]Runner Contact with a Batted Ball
If a runner is hit by a fair batted ball at any time, the runner is out and play continues, with the exceptions below:

Exceptions:
Head/Neck Safety
· If a fair batted ball unintentionally strikes a runner in the head or neck, the runner is safe and play is immediately dead. The kicker returns to kick again with no penalty.
Standing on a Base
· If a runner is standing on a base and is not forced to advance, and is hit by a fair batted ball, the runner is safe and the ball remains live.
· If a runner is standing on a base but is forced to advance and is hit while still on that base, the runner is out, and play continues.
[bookmark: _Toc225782510]SECTION 12: CHALLENGES
[bookmark: _Toc225782511]Authority of the Referee
· The home plate referee has full authority over all calls during the game.
· Players may not make their own safe/out, fair/foul, or other rulings.
· Players who disagree with a call must direct questions through their team captain only.
· Excessive arguing, disputing calls, or attempting to override the referee may result in warnings, yellow cards, or ejection.
[bookmark: _Toc225782512]Captains Challenges
· Only captains may challenge an ump’s call. Players must consult with their Captain(s) if they have any questions or need clarification of rules.
· Challenges must be made immediately at the time of the call, not afterward.
· Each team has 1 challenge per game. If upheld or overturned, the captain keeps their challenge.
· Only captains may ask for a rule’s clarification from the ump. Players must go through their captain.
· Challenge discussion capped at 1 minute. After that, referee’s decision is final.
[bookmark: _Toc225782513]SECTION 13: WEATHER POLICY

· The league plays rain or shine, except in cases of severe weather (e.g., thunderstorms, lightning, excessive temperatures, unplayable field conditions). 
· League officials will decide if a game is postponed, delayed, or cancelled.
· Weather-related announcements will be made at least 1 hour before game time whenever possible. 
· If a game is delayed, it may be shortened or resumed later the same day at the discretion of league officials. 
· Make-up Games: When possible, make-up games will be scheduled on designated make-up dates or as doubleheaders. If a game cannot be rescheduled, no refunds will be issued. 
· Player safety is the top priority; lightning or unsafe field conditions will result in an immediate pause or cancellation, even mid-game.


These rules are intended to support safe, fair, and enjoyable participation. The League reserves the right to interpret, clarify, modify, or supplement these rules, procedures, and participation requirements at any time as reasonably necessary for safety, fairness, venue limitations, League operations, or participant experience. The League’s decisions regarding rules and gameplay administration are final.
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