
Annual Kickball Fundraiser

2019 Official Tournament Rules

Seeding Structure: 

1. Tournament is four rounds of single-elimination play.

a. The top two fundraising teams will be the #1 and #2 seeded teams and have a 
bye into the second round.

b. Teams are seeded by amount of money raised as of 12:00 a.m. on June 07, 2019.

c. Teams with the highest dollars raised will be ranked in the highest order. (Total 
dollars for seeding includes sponsorship dollars raised)

2. There will be 2 trophies awarded:

a. Winner of the tournament

b. Most money raised by 10am on the day of the tournament

i. Excluding sponsorship dollars (Dollars raised over $1,500 for Sponsors)

ii. For Teams, dollars raised over $500 will count

Game Play: 

1. Each team may have a maximum of 15 players on their roster allowing for substitutes.
2. Each game will be 45 minutes or 5 innings, whichever comes first. If it is the middle of an

inning at the 45-minute mark, then the inning must be completed.

3. Umpires have the final say, no arguing or an automatic out is given to your team.

Home Team 

1. Every game the higher seeded team will be the Home team.  For this advantage, you

must raise more money for Create in the Lab!
2. The visiting team kicks first.



Positions 

1. Eleven defensive players are allowed on the field: pitcher, catcher, first baseman, second 
baseman, third baseman, shortstop, right fielder, center fielder, left fielder, and two 
extra  players (commonly known as the rover and often used as a fourth outfielder). 
Offensive pitcher will also be on the field.

2. Every team must have a minimum of 10 players on the field at all times. If there are 

fewer than 10 players, a forfeit is given.

Substitutes: 

1. Substitutes are allowed to go into the batting order in the same place as the person they

are playing for, may not change batting order.

2. Substitutes may only play for one player per game. The original player may only go back

in for the person who substituted for them and may only enter one additional time.

Substitute may not enter the game again once they come back in.

The Pitcher 

1. Pitchers will be from the Kicking Team

2. Catchers will be from of the Fielding Team.

3. A pitcher beginning the game gets five (5) warm-up pitches. A pitcher beginning innings

2-5 gets one (1) warm-up pitch. Mid-inning replacement pitchers get no warm-ups.

Pitchers may only be changed for new batters.

4. The pitcher must start the act of pitching within at least one foot of the pitching mound

and must have at least one foot on or directly behind the pitching strip when releasing

the ball. No part of the pitcher’s foot may be in front of or across the front edge of the

pitching strip.

The Pitch 

1. Balls must be pitched underhand.
2. The ball must bounce or hit the ground before arriving at home plate.

3. Legal pitches must be rolled from the pitching mound to the plate without stopping, and

the kicker must not make contact with the ball prior to the pitch touching the plate

4. No strike outs or walks. Kicker must kick the ball fair in five pitches or the Kicker will be
out.

5. Pitcher shall wait until fielding team is ready before delivering the pitch.
6. If a runner purposely interferes with a kicked ball the kicking team will be given an out.



No Pitch 

No pitch shall be declared when the pitcher pitches during a suspension of play, or when 

the pitcher attempts a quick return of the ball before the defense is ready. Ball is dead 

and all play is suspended. 

Kickers 

1. Team line-up must be established at the beginning of each game.
2. There will not be a requirement for the number of females on a team or a specific

kicking order.

3. All kicks must be made by the foot or leg, below the knee. Any ball touched below the

knee is a kick.

4. All kicks must occur at or behind the home plate. An out will be called if the player kicks

in front of the plate. Any kick landing in fair territory but traveling out of bounds before

reaching the 1st or third baseline is considered foul.

Kicker is Out When 

1. If the official kicking order is not followed.
2. If the kicker attempts to hinder the catcher from fielding or throwing the ball.
3. If the kicker makes contact with the ball before the ball reaches the plate.

4. Kicker kicks the ball and it hits the “offensive” pitcher, or if the pitcher interferes with 
the defense while trying to make a play.

5. Kicker is tagged by ball
6. A  runner touched by a ball while not on a base at any time is considered an out.

Throwing the ball at the kicker does not count. Player must be holding the ball when 
tagged out.

Base Runners 

1. A runner touched by a ball while not on a base at any time is considered an out.

Throwing the ball at the runner does not count. Player must be holding the ball when 
tagged out.

2. Runners must stay within the base line. Any runner outside the base line will be called 
out. Fielders must stay out of the base line. The runner is out if the runner interferes 
with the play being made at a base or if the runner fails to avoid a fielder attempting to 
field a kicked ball.

3. Stealing is not allowed. Runner cannot advance until the ball is kicked.  Any runner who 
is off their base before the ball is kicked will be called out. No leading off.



4. Hitting a runner above the shoulder level is not allowed, except when the runner is

sliding. Runners intentionally using their head to block or deflect the ball will be called

out, if so called by the Referee.

5. An out will be called if the runner passes a preceding base runner before such runner

has been legally put out, the passer is out and the ball is still in play.

6. The runner will be out if the runner deliberately slides or dives into any base with intent

to cause injury to the fielder, they are automatically declared out and ejected from the

game.

7. If it is a close play the runner must slide and avoid contact.
8. Sliding is allowed for all bases except 1st and must be feet first.

Ties & Forfeits (Referee decisions are final) 

1. If a tie occurs at end of 45 minutes: Each team elects two players, one to pitch and one

to kick. One teammate will pitch it to the other teammate to kick. The longest kick in the

air of the two teams wins. The Referee will judge which ball flies the farthest.

2. If a game is forfeited — due to the failure of a team to show up, a refusal to play, or not

having enough players to start — the score will be recorded as 7-0 in favor of the team

that did not cause the forfeit.

Umpires Guidelines Umpires will use the rules that were previously stated and these additional 

ones below. 

1. The higher seeded team is the Home Team.

2. Any ball that is hit and bounces over the outfield fence, or rolls underneath it, is a dead

ball and the kicker gets a ground rule double.

3. Umpires will be the official timekeepers and will give a 15-minute warning to show the
45-minute time is coming to an end.

Equipment 

1. Metal cleats are prohibited - Only soft or hard rubber cleats may be used, along with

turf shoes or sneakers.

2. Kickballs will be provided for the games.

3. Teams will provide any other equipment they may want.

Uniforms 

1. Each player will receive a T-shirt representing his/her team color.

2. T-shirts must be worn during the tournament!

No players under 16 years of age. A waiver must be signed and given prior to be able to participate.




