ADULT KICKBALL
Bylaws
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Current A.S.A. softball rules will govern kickball with the following emphases and modifications:
1. HIGHLIGHTS:
1.1 Co-rec play will consists of 10 players per side – 5 men and 5 women in the field at one time; however, a team can play with more females than males.  There are no position requirements per gender.  Teams must field at least 8 players (minimum of 4 players of each sex) to avoid a forfeit.  
1.2 Fouls do not count as strikes; however, 4 fouls will constitute as an out.
1.3 Bunting will not be permitted and is a dead ball and an automatic out. A bunted ball is any ball that does not travel at least 45 feet.
1.4 The batter is out in situations similar to softball (force outs, pop ups, etc.). In addition, a runner is out when he/she is hit by a thrown ball; however, if a defensive player intentionally throws a ball at the runner’s head, they can be ejected from the game.  
1.5 The area directly forward the kicking box is fair territory. The kicker is not required to start in the kicking box; however the kick must occur within the kicking box.  The strike zone extends to 1 foot on either side of home plate to the side of the kickball, and 1 foot high to the bottom of the kickball. 
1.6 Leading off and stealing bases between pitches is not allowed.

1.7 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 he/she remains on his/her feet, and deliberately, with great force crashes into a defensive player holding the ball, waiting to apply a tag. If the act is determined to be flagrant, the offender shall also be ejected.
2. GENERAL RULES:
2.1. All participants must be at least 15 years of age at the beginning of the season.  

2.2. Alcoholic beverages, smoking, and littering are prohibited within any City park.
2.3. The home team will be determined by a coin flip prior to each game.  

3. TEAM ROSTERS:  

3.1. Completed rosters are to be turned in to the home plate umpire prior to your team’s third game. Blank rosters can be found under the “Downloads” section on www.quickscores.com/mckinney. 
3.2. Players may be added or deleted from the roster anytime before the team’s fourth game.  
4. UNIFORM CODE:  

4.1. All teams must have jerseys with numbers on the back. Shirts do not need to be matching, 
4.1.1. No taped on numbers will be allowed.
4.1.2. No duplicate numbers will be allowed. 
4.1.3. Numbers will be whole numbers only and limited to single or double digits only.  

4.2. Under no circumstances may steel cleats be worn.
4.3. Players may wear protective equipment providing it does not offer the wearer an unfair performance advantage. Any equipment deemed by the umpire as a performance enhancement must be removed or the player will be removed from play.
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5.1. Each team must furnish their own kickball (kick their own). The official kickball red WAKA Logo Kickball must be used with a pressure of 1.5 pounds per square inch. Do not over or under inflate the ball. Balls are sold at Academy Sports store.
5.2. Please put your team name on all balls so they can be returned at the end of the game.
5.3. During any play where a ball is popped or deflates significantly, that play shall be replayed with a properly inflated ball.
6. GAME TIMES and FORFEITS:  

6.1. If any team forfeits 3 games during the season due to not having enough players to start the game, the City of McKinney has the right to delete them from the game schedule for the remainder of the season, including any tournament games with no refund of any fees.

6.2. Coaches are responsible for contacting the Athletic Office if it is known that you cannot field a team for a game. 

6.3. Games are 7 innings or 55 minutes. Games tied after 7 innings will play extra innings if the 55 minute time limit has not expired. If extra innings are played, a 3-2 pitch count will be in effect for every batter. 
6.4. No new inning will start after the 55 minute time limit. Games that are tied after 55 minutes shall be marked as a tie. 
6.5. In the event of inclement weather, a game called after 4 full innings of play shall be considered a regulation game, or 3.5 innings if the home team is ahead.  
6.6. Due to traffic concerns, there will be a ten minute grace period for the 6:30pm games only.  If neither team has enough players at 6:30pm then a coin flip will determine home team, but if one team has at least 8 players in the dugout, ready to play at 6:30pm then that team is automatically designated as the home team.   

6.7. For the 7:30pm, 8:30pm and 9:30pm games teams that do not have enough players to start a game will begin play as the visiting team.  If their players show up, have a jersey, and are in the dugout ready to play before the visiting team finishes their at bat, the game will continue; but if the team still does not have enough players to field a team the game will be called a forfeit immediately following the last out. (This rule does not apply to 6:30pm games).
7. LINE-UP:  
7.1. Line-ups must be submitted to the home plate umpire prior to game time.  Each player must be legibly printed with jersey #, first initial and last name (no nicknames please). If line-ups are not submitted, the home plate umpire may rule the game a forfeit if there are not enough players to conduct the game, or begin the game time and wait for the line-up to be submitted before allowing the first pitch.  If a team has enough players, but is deliberately slow or uncooperative in submitting a line-up, then the home plate umpire may declare a forfeit.
7.2. Teams will be allowed to start with 8 players as long as it is a 4 and 4 combination; however, the 9th 10th player is an out each time he/she appears in the batting order; if 9 players the 10th player is an automatic out.
7.3. Teams are allowed to add players to the kicking order as they arrive after the game has started, kicking at the bottom of the kicking order. 
8. PITCHING AND CATCHING:   
8.1. The pitcher must deliver the ball with one hand. The ball must be released from below the waist, (like bowling). A violation of this will be called a ball. 

8.2. No “bouncies”. A bouncy called as such results in a ball and is A) a pitched ball that does not touch the ground at least once before reaching the kicking box; B) a pitched ball that exceeds one foot in height from the bottom of the ball during the last bounce prior to reaching the kicking box; C) a pitched ball, prior to reaching the kicker, that exceeds one foot in height from the bottom of the ball immediately after passing through the strike zone; D) a pitched ball that is higher than one foot at the plate.

8.3. All pitching will start with 0 ball 0 strike count.
9. KICKING:  
9.1 All kicks must be made by foot or leg, below the knee. Any ball touched by the foot or leg below the knee is a kick.
9.2 All kicks must occur: A) at or behind home plate. The kicker may step on home plate to kick, however no part of the planted foot may be in front of or cross the front edge of the home plate. B) Within the kicking box. The kicker must have at least a portion of the plant foot within the kicking box during the kick. The kicker may line up outside of the kicking box.
9.3 All kicker/batters will start with a 0 ball 0 strike count. 

9.4 There is no infield fly rule in Kickball.
10. RUNNING AND SCORING/RUN RULE:  

10.1 Hitting a runner’s neck or head with the ball is not allowed, except when the runner is sliding. Any runner hit in the neck or head by a defender will be deemed safe and automatically advance to the base. If the runner intentionally uses the head or neck to block the ball, and is so called by the umpire, the runner is out.
10.2 Only one base is allowed on an overthrow. An overthrow is a ball thrown, kicked, or deflected into foul territory while making a defensive play toward a player or base.  A runner may advance only one base beyond the base the runner is on or running toward when the ball travels into foul territory. One base on an overthrow is a restriction on the runner – not an automatic right for the runner to advance.  Once an overthrown ball is back on the filed of play and the defense attempts a play other than returning the ball to the pitcher, runners may commence base running.
10.3 Teams may use a pinch runner, (max 1 per inning), for any player on 1st, 2nd or 3rd base only. There are no pinch runners allowed for the kicker/batter. Pinch runners must be of the same gender. 

10.4 The game will end if one team is ahead by 12 runs after 3 innings, or 10 runs after 4 innings or 8 runs after 5 innings. 

11. FAIRS AND FOULS (refer to diagrams at the end for illustrations):  

11.1 A count of 4 fouls is an out.
11.2 A foul is: A) a kicked ball landing in foul territory; B) a kicked ball landing in bounds, but traveling out of bounds on its own at any time before reaching first or third base; C) a ball kicked outside of the kicking box; D) a kicked ball touched more than once in foul territory or stopped by the kicker in foul territory; E) a kick ball whose direction is altered by contact with any object other than the ground in foul territory, and called as such, is a dead ball; F) a kick made on or above the knee; G) a kicked ball touched more than once in the kicking box or stopped by the kicker in the kicking box.
12. CONDUCT AND EJECTIONS:  

12.1. The City of McKinney Parks, Recreation and Open Space Department reserves the right to suspend a player or team for discourtesy towards another player, umpire, or any city official for a period of games to be determined by the seriousness of the action.  Any situation that an official deems unsportsmanlike may be cause for ejection.  

12.2. Players ejected from a game for any reason shall be suspended from play not only for that game, but also for the next game that his/her team is scheduled to play including any playoff games.  This suspension is automatic; no notification needs to be sent to the team or player.

12.3. If a player is ejected twice in any one season, even if the ejections occur in more than one league during the season, he/she will be suspended for the duration of the season in all leagues offered by the City of McKinney.  If the second ejection occurs during the last game of the season, the player will be suspended for the entire following season.  

12.4. The League Director reserves the right to increase or decrease the severity of penalties based on previous history, unusual or special circumstances, or to protect the integrity of the league.

13. PLAYING FIELD CONDITIONS AND SEVERE WEATHER POLICIES: 

13.1. The Parks and Recreation Department will make decisions on cancellation of games due to inclement weather by 4:00pm of the scheduled game day.  If weather and/or field conditions are questionable, please call the Rainout Line at (972) 547-7485, after 4:00pm.

13.2. If the first game of the night is canceled, all other games on that field are canceled.   

13.3. Only the umpires will make any cancellation decisions at game time.    

14. TIEBREAKERS:  

14.1. A system of tiebreakers is used to determine the division champions in the event that 2 or more teams finish the regular season with an identical overall record:

14.1.1. If two or more teams are tied, the winner will be the team that defeated the other. (Example ‘A’, ‘B’, and ‘C’ have identical win-loss record, but ‘A’ beat both ‘B’ and ‘C’; ‘A’ would be the winner.)
14.1.2. If there is a split between two or more teams the winner will be the team that gave up the least amount of runs against the teams involved for that tie.

14.1.3. If still tied, the team that has given up the least amount of runs to all opponents within the league is the winner
15. PROTESTED GAMES:  

15.1. Each team must have a manager or team captain who is the official spokesperson for his team and spectators.  The team captain participating in the game is the representative of his team and may address an official on matters of rule interpretation or obtain essential information, if it is done in a courteous manner.

15.2. All protests must be made formally to the home plate umpire in the manner described in the ASA Rule manual.  

15.3. The protesting team must submit the reason for the protest in writing accompanied with a $50 protest fee (cashier’s check or money order ONLY made out to the City of McKinney) within 24 business hours after the game to the City of McKinney Parks, Recreation and Open Space Department.  

15.4. Rule interpretation is the ONLY protestable issue that will be considered.  

15.5. Protest fees will be returned to the team ONLY if the protest is upheld.  If the protest IS NOT UPHELD the protest fee will be forfeited.

16. COMMUNICATION / WEBSITE SERVICE: 

The Athletic Division will use www.quickscores.com/mckinney to post all schedules, standings, game scores, league bulletins and other important league information.  All coaches and players are encouraged to use the website in order to stay current with league information/schedules.  
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