GRADE 3 SWITCH SIDES KICKBALL   (DuBaldo version Kickball)
Divide up teams fairly evenly.

Pitcher pitches to one student until that student successfully kicks the ball.

Rotate pitchers for every kicker. When you finish pitching, and the kicker is either safe or out, go to the end of the line for the kicking team.  (SWITCH TEAMS)
Kicker kicks and runs the bases. Stay at the last base until the next kicker kicks. Then continue to run.  Advance only one base unless the kicker kicks a double, and you must advance two bases.  When you finally score, go into the field with the fielding team. (SWITCH TEAMS)

A PLAYER IS OUT IF – 

Their kicked ball is caught anywhere. (We did not get to use this rule in Oct 2010, but please institute it at recess. ) 
They argue. 
They kick after crossing the line drawn across home plate

They kick 4 foul balls.

The fielding team gets the ball to the base before the runner. (Force out.) 
The runner slides into the base.

DO NOT tag a person out. 
DO NOT throw the ball at a person to get them out. 

DO NOT lead. (Go back.) 
Do not be concerned with how many outs there are. Teams will switch eventually as kids score or pitch or are out. 

If you are out because a fielder caught the ball, you go directly to the field and become part of the fielding team. 

Take turns pitching so everyone has a turn. Each person gets one turn before anyone gets a second turn to pitch.  After pitching, go to the end of the line for the kicking team. 
You don’t actually get a team score, but you can count every time you as an individual score.  

Compliment everyone who kicks or pitches or catches. Cheer each other on!   
Any grade   - TWO ON ONE KICKBALL

WHAT YOU NEED:

a kickball

2 cones   or 1 cone and one other object (pile of leaves, etc) 
3 players
plenty of space. Play on the blacktop or the field. 

You can also play with 4 people. Take turns being the pitcher, kicker,

and fielders.

HOW TO PLAY:

Place the cones about 10 giant steps apart. 

One player is the kicker. He or she stands near the first cone.

Another player is the pitcher. He or she holds the ball, and stands away 
from  both cones. 

The fielders stand anywhere beyond the cone. 

The pitcher rolls the ball to the kicker. The kicker kicks the ball in any

direction, then runs around the two cones, counting the number of

times he or she goes around. 

The fielder goes after the ball, passes it to the pitcher, who then tries to knock 
over the first cone by running up and throwing or rolling the ball at the cone.  Fielder and pitcher work together! You must throw or roll  the ball to knock over 
the cone.  

When the cone falls, the runner stops and calls out the number of

times around the cone. 

Switch, so the kicker is the fielder, and the pitcher is the kicker, the fielder is the 
pitcher.  

Add up your score each time you run.
KICKBALL FOR GRADE 4&5    KICKBALL RULES

revised 10/10
Treat others the way you want to be treated.    Maximum of 10 players per team.  
A player is OUT if :

…they do not  kick from behind the plate or line drawn in the dirt 

…the  runner is hit with the ball from shoulders to the knees

…the runner slides into base

…the kicker kicks 4 fouls

…he or she argues with an adult or another player. (Out of the game) 

…he or she throws the ball and deliberately hits the runner on the head. (Out of the game) 

… the ball they kicked is caught anywhere

... the ball they kicked hits them 
… if they make fun of another player, or make unkind comments (They apologize, then they are 

out of the game.) 

…the fielding team gets a kicked ball to the base before the runner gets there. You must have a 
player at the base holding the ball. The base must be one the runner is forced to go to. 

…he or she does not “tag up”.  This means that if a ball is kicked high, the players on base should 
not run until the ball is caught or dropped.  If the player runs and the ball is caught, the player must return to the base and tag up (step on it), then run to the next base. 

3 outs per team.
No stealing. (Go back.) 

No leading. (Go back.) A runner can leave the base after the ball has been pitched. 

No deliberate bunting. (Redo.)  If the kick is short, just play it. 

A ball that rolls on the base line is fair.

A ball that lands outside of the base line is FOUL! 

A ball that lands inside of the base line is FAIR (even if it bounces outside the base line 


afterward)   “Inside the line, it is fine”.

There are no strikes. A missed kick = redo. 

The tie goes to the runner. If the runner and the ball arrive at the base at the same time, 

the runner is safe.

 If the runner is hit with the ball on the head or below the knees, the runner is safe.

Only one base may be taken on an overthrow. 

Pitcher changes for every kicker. 

Share the ball with your teammates. Let everyone have a turn to play.

If you are not sure about a play, redo it.

Once you have made the lineup, stay in the same order. When beginning a new inning, 

the first kicker is the player who was next in line after the player who made the last out. 

At the end of the game, all players congratulate players on both teams. 

At the end of the game, bring the kickball up to the recess barrel. 

When the game is over, it is OVER! 

The teacher on duty decides how to choose teams. What should be avoided is – everyone lining up and self-appointed captains selecting from a large group. Perhaps alternating kids in a line, counting off and picking odds and evens, counting off and choosing numbers for each team, team up according to birthday month, birthday day, color of shirt, who has a pet dog, self-grouping in a fair manner, etc.   Be creative…. 
