League Rules – ALL In-Town Leagues

* Modified April 2011

All games will be played under the rules published in the Official ASA Fast Pitch Softball, "Rule Book." The following document reviews in Summary the ASA Rules and the corresponding Bellingham In-Town rule. 

Rule 1
Youth Classifications and Age Requirements 

In-Town Classifications: Player’s age as of January 1st of the playing year will determine the player’s age for the upcoming playing season.  For Example, with current year being 2011 and player born 01/15/2000, the player's age would be 10. Player is 10 years old on 01/01/2011, even though player turns 11 on 01/15/2011. 

In-Town Leagues: 

Instructional 
Grades K-2 Note: Any child currently in Kindergarten is eligible for the instructional league.  Any child who has played 2 years in Instructional can play in the Intermediate League 

Intermediate 
Grades 2-4  Note: Any 7 yr old child currently in 2nd Grade has the option of playing in the Instructional league or the Intermediate league. 

Junior  Grades 5 -7 Note: Any 10 yr old child currently in the 5th grade has the option of playing in the Intermediate league or the junior league. 

Senior
 Grades 7 and up  Note: There is no in-town rule stating that a player has the option of moving up to the next league if she has played 2 years in a given league. 

Rule 2
Playing Field 

Clarifications: Note: The pitching distance is the distance from the back of Home Plate (Pointed End) extending forward to the front of the center of the pitching rubber. The Pitching rubber is 24 inches long and 6 inches wide. 

Note: There will be a 'Pitchers Circle' which will be drawn either by lime or bat. This circle will be drawn by starting from the center of the Pitchers plate/rubber and drawing a circle 8 feet out from this point, and completely around the Pitching plate/rubber. 

In-town Pitching Distance: Instructional League: 35 feet (Coaches) 

Intermediate League: 35 feet 

Junior League: 40 feet 

Senior League: 40 feet 

Note: The maximum field distance (fenced in field) will be 225 feet, with 200 feet acceptable. 

a. The In-Field will be a 60 foot square, that is, 60 feet from Home to First, First to Second, Second to Third, and Third to Home. 

b. The Batter’s Box will be 7 Feet long and 3 feet wide. The front of the batter’s box shall be 4 feet forward from the Center of Home Plate and 3 feet wide starting 6 inches from the plate. This box will either be made from lime or by using a bat and outlining the box. 

c. A three foot running lane is a line drawn 3 feet from and parallel to the first base foul line starting half way between home and first base and extending to first base. This is the path that any runner must follow when running from home to first base. The purpose of this lane is to prevent injuries from runners running in the line of a ball thrown to first base. 

Rule 3
Equipment 

In-Town 

a. All players, as well as any players coaching the bases, must wear a Batting helmet. Helmets should have a safety snap and be secured when running the bases. Players are not allowed to remove the helmet when on the playing field.  If a runner removes the helmet a warning will be given to the Head Coach of the offending team. If a second warning is given, an out will be recorded for the offending team, with the player removing the helmet being the out. 

b. Catchers must wear Head Protector, Throat Guard, Mask, Chest Protector, and shin guards. Players are not to warm up a pitcher on/off the playing field, without the proper equipment.   Umpires are not to warm up pitchers and/or players. 

c. The softball size to be used by the Leagues will be as follows: 

· Instructional League: 11 inch flexi-ball (soft) 

· Intermediate League: 11 inch 

· Junior League: 12 inch 

· Senior League: 12 inch 

d. Metal cleats are prohibited from use. Players may choose to wear sneakers, but preferably Rubber cleats. 

e. Players are required to wear full uniform when playing games. This includes Shirt, proper shoes and pants or shorts where required (Tournaments). 

f. Leather gloves must be worn by all fielders. 

Note: The catcher may wear either a catcher's mitt or a regular fielding glove. The pitcher cannot wear a glove that is white or gray. Positional players cannot wear a glove that contains white or gray circles on the outside surface. 

 The bat must be of the following dimensions: 

· Length: 34 inches or less 

· Weight: 38 ounces or less 

· Diameter: 2.5 inches or less 

· Safety Grip: 10 inches or more (can be slightly longer) 

· Aluminum Bats are preferred for program 

Rule 4
Definitions 

Refer to ASA Rule 4 Section of various rule definitions 

In-Town Notes: 

On-Deck Circle/Dugouts: 

Not allowed in the In-Town program. All players not batting must be sitting on the bench or in the dugout, but away from the dug-out opening. No warming up pitchers or swinging a bat behind the Dug-outs.  No standing and/or sitting on the dug-out fences. Dug-outs are for players, coaches, and score keepers, not for non-players and/or parents. 

COACHES ARE RESPONSIBLE FOR THEIR PLAYERS IN AND OUT OF THE DUGOUTS 

Pre-Game Conference: 

To be held 5 minutes prior to game start. Conference will include Both Umpires, and the Head Coaches of teams, or Coach representing teams. Head Umpire will review Field Ground Rules. Coaches should not wait for this time to exchange batting orders, but should make every attempt to exchange as soon as completed. 

Regulation Games: 

· Instructional League: 4 innings 

· Intermediate League: 6 innings 

· Junior League: 6 innings 

· Senior League: 6 innings 

Forfeit Games: 

Score for all Forfeit games will be 7-0. Every attempt should be made to play all games. 

Infield Fly Rule:

· Instructional League: Not in affect. 

· Intermediate League: Not in affect. 

· Junior League: In affect. 

· Senior League: In affect. 

Note: In-field fly rule is in affect when there are runners at first and second or first, second, and third with less than 2 outs. The batter hits the ball in the air (not a line drive) and the ball must be catchable by an Infielder with ordinary effort. The call is made by the Plate Umpire. 

Note: Umpires should signal each other when this situation is in effect, as a reminder. If the Situation is in effect, and the umpires fail to call the ruling, play continues. This cannot be appealed. If an umpire makes this call in error, the play is dead, and the batter returns to the plate and the runners back to their bases. 

Sliding 

Head First sliding is not allowed going into any base. It is allowable if sliding back into a base. 

Rule 5
The Game 

Game Length 

(Maximum Game Time is 2 hours and 00 minutes) Games will be 6 innings in length, time permitting. No new inning is to start after 1hour and 45 minutes after the start of the game. If an inning is started, it will be played to completion unless the inning must be stopped due to darkness or weather or reached time limit. If an inning cannot be completed due to darkness or weather after the 1hour and 45 minute limit, the score will revert to the last completed inning. 

Note: Games are to start on time. There is no grace period for the teams. If the umpires are late, the clock will begin once they begin the game. For example, if the umpires start the game at 06:15, no inning can start after 8:00. 

A game may begin with 1 umpire. 

Note: Game clock starts at the end of the pre-game conference. 

Note: Game clock will be checked by the umpire after the 3'd out of each completed inning. At that time, a determination will be made as to time for additional innings. 

Mercy Rule 

The 15 run mercy rule will apply after 4 1/2 innings with the Home Team ahead or 5 innings if the Visiting Team is ahead. This rule is to be enforced for any subsequent innings also. 

Regulation Game 

A game is declared a completed game if 3 1/2 innings have been played with the Home Team ahead or 4 innings played with the Visiting team ahead. This rule is in effect for weather conditions such as rain. 

Note: If a game is called due to darkness, it is an official game regardless of the number of innings completed. The score reverts back to the last completed inning. 

Note: If a game does not complete as a regulation game, the game will be rescheduled at a later time, with the game restarting from the point that it ended, with the same line-up, players, and pitching rules in affect. Players may be added to the end of the lineup if they were not at the original game and any players from the original game not at the continuation game will be scratched from the lineup without penalty to the team. 

Tie Games 

If a game has not exceeded the 1:45 limit for starting an inning, and the score is tied, extra innings will be allowable. The tiebreaker procedure will begin, with the last batter of the previous inning for each team taking a position at second base during each half inning. No substitute runners are allowed unless an injury has occurred. Each team will then bat in the continuing batting order. This procedure will continue until a winner has been declared or time runs out. 

Note: If there is not sufficient time to break the tie, the game will end in a tie score. 

Playoff Games

 Playoff games (excluding the championship game(s) will follow the same time rule schedule as regular season games (No new inning can start after 1 hour 45 minutes.)  All innings starting after 1 hour and 45 minutes will be considered unlimited. 

Inning Run Rules 

There will be a 4 run maximum run allowance per each half inning of play in intermediate, 5 run maximum run allowance for Junior and 6 run maximum for Senior Level.  Any inning starting after 1 hour and 45 minutes will have unlimited runs allowed in those innings. 

For example, if the game started at 06:00 p.m., and the game time is 07:45, any innings started from that moment on will be unlimited run innings. 

 Forfeit Games 

Every attempt should be made to play a game. If a game does result in a forfeit, the final score will be 7-0. Some examples of a forfeit include poor sportsmanship, causing the umpire to stop the game, or lack of players. 

Note: If a game results in a forfeit due to lack of players, the game may be played as a scrimmage. (See Rule 6 for short handed situations) 

Rule 6
Players and Substitutes 

Field Positions 

Teams in Intermediate and Junior level with start with 10 players consisting of a (1)Pitcher, (2)Catcher,(3)First baseman, (4) Second baseman, (5)Third baseman, (6)Shortstop, (7)Left fielder,(8)Center fielder,(9)Right fielder, and (10) Extra Outfielder. 

Teams in the Senior level will start with 9 players consisting of a: (1) Pitcher, (2) Catcher, (3)First baseman, (4) Second baseman, (5)Third baseman, (6)Shortstop, (7)Left fielder,(8)Center fielder and (9)Right fielder

Note: All outfielders must start the play inthe outfield grass. The outfielders may move to the infield area once the ball has crossed Home Plate. Coaches may place the outfielders anywhere in the outfield grass. 

Short Handed Situations 

Definition: Recruiting a player is the act of borrowing a player within the In-Town Program from another team not involved in the game at hand. The player may be one from another team within the same League and/or from a team in a lower level 

Teams must be able to field at least 7 players from its own roster at Game Start Time to prevent a forfeit. 

Note: Game Start Time is Scheduled Start Time of the Game, or when the Umpire starts the game. 

A team may play a game with 7, 8 or 9 players. If a coach knows of a 'Short-handed' situation prior to a game, that coach may 'Recruit' a player from another team in that League or from another player in a lower league. However, if a player(s) is 'Recruited' this must not in any way impact the team(s) that the player(s) being 'recruited' from. Every attempt should be made to utilize at least 9 players per team, by either borrowing or recruiting players. 

Note: The purpose of the above rules is to allow teams to play games without having to forfeit. If a player is 'Recruited' this must be noted on the Game Sheets. Players that are 'Recruited' must bat 9th and/or 8th and 9th in the order and play in the outfield positions only. 

Once the game starts and players do join the team that is short handed, the borrowed players stay on the team they started. The purpose of this enforcement is not to penalize these players in any way. 

 Playing Time 

All players must play in the field and bat at least once. No player may stay out of the game for more than one inning at a time, unless the player requests to be left out. For example, if a player sits out the second inning, they must play the third inning. The exception to this rule would be an injury to a player, thus resulting in the player leaving the game and/or an ejection of a player. 

Note: If a player is ejected from the game, an out will be recorded in the spot vacated by that player. If a player leaves the game due to another commitment, an out is recorded in that player's spot. If a player leaves due to an injury, no out is recorded. 

Designated hitters 

Designated hitters are not allowed in the program. A designated hitter is defined as a player that bats in the line-up but does not play the field. If a player is unable to play the field, they are not allowed to participate in the game. 

Coaching Conferences 

A coach is allowed one defensive conference per inning with the pitcher and/or team. A coach is also allowed one offensive conference with a batter or base runner per inning. A coach may talk to his players during the opposing coach's timeout without penalty. On the second defensive conference within the same inning, the pitcher must be replaced. The exception to this rule would be to check on an injury. A coach will not be awarded a second offensive conference. If the umpire deems the offensive coach is trying to disrupt the pitcher by calling additional timeouts, the coach will be warned. Upon the second offense, the coach will be ejected from the game. 

Rule 7
Pitching Rules 

Pitchers may pitch either Slow pitch underhand or Fast Pitch underhand. In either case, the ball must be delivered in an underhand motion versus an overhand (baseball) motion. 

Note: Whether a pitcher is utilizing the Wind-Mill Underhand Motion, or straight underhand, the proper mechanics must be enforced by the coaches and umpires. This is to ensure that all players are taught proper pitching mechanics. 

Positioning and Motion: 

Note: Pivot foot is right foot for right handed pitcher and left foot for left-handed pitcher. Non pivot foot is the other foot. 

· Both feet must begin on the pitcher’s mound, either fully or partially. 

· Both hands must start apart. 

· Shoulders must be in line with 1st and 3rd base. 

· The ball can either begin in the pitchers glove or pitching hand. 

· The hands may then be brought together. 

· The first step (Non Pivot Foot) and only step must be towards home plate (versus taking a step backwards). 

Note: A step can only be taken backwards before the hands come together. 

· The pitch is now delivered to the plate. 

· The Pivot foot may be dragged toward home plate to complete pitch. 

A pitcher may pitch a total of 4 innings per game in Intermediate and Junior Level games. A single delivered pitch to the plate will be considered as one inning pitched. 

Note: Senior League pitchers may pitch the entire game. 

Note: There are no maximum inning limits per week per pitcher in any league. 

Once a pitcher is removed from an inning, she cannot return to pitch in the same inning. Any pitcher can return to the game to pitch another inning. 

Example: 

· Pitcher pitches first inning. (Total of 1 pitched inning) 

· Pitcher is brought back to pitch third inning. (Total of 2 pitched innings) 

· Pitcher is brought back to pitch sixth inning. (Total of3 pitched innings) 

The play is considered dead when the pitcher has the ball in the Pitching Circle and all play has stopped. Play is considered 'Stopped' when all runners have stopped running or all of the runners are half way or less than half way to the next base and the Pitcher has the ball in the Pitching circle/rubber. If the pitcher makes a throw to a base, the play is live. 

Note: In Intermediate, when an infielder is attempting to return the ball to the pitching circle and the runners have stopped running, the play is dead. No runners can advance on an errant throw or a pitcher's miss play of the ball. Only runners still in motion can advance. On return throws from the catcher to the pitcher, no one can advance. 

Example: 

· Runner on First base 

· Batter gets Base hit and stops a couple feet off of First Base 

· Ball is thrown back to the Pitcher and Pitcher is in the Pitching Circle (runner can only advance thru continuous motion) 

· Runner on First Base goes to second and takes a turn towards third but stops running towards third. 

· Play is Dead, unless the pitcher makes a throw to either base 

Rule 8
Batting 

(It is suggested that scorebooks be compared after each half-inning during pitcher warm-up throws.) 

a. All players must bat at least once per game. 

b. All teams at all levels will utilize a continuous batting order. Any players joining the team once the game has started will be added to the end of the batting order, as long as the team has not batter around. Once a team has batted around the order no players can be added to the game. 

c. Bunting is allowable at all levels, with no limits. 

Batting out of order

If recognized while wrong batter is up, replace with correct batter and assume count. 

Example: 

Batter 4 should be up 

Batter 3 Bats 

Batter 4 goes to Bat, with the count intact 

If recognized after batter has batted, and batter reaches base, see ASA rules section 7 

If recognized after batter has batted, and batter has made an out, assume correct order.

d. A batter is out when she hits the ball either fair or foul and one of her feet is outside of the batter’s box. 

Note: Umpires should draw a line with a bat, if the lines do not exist. 

e. A batter may move from one side of the plate to the other prior to the pitcher being in the ready position. Once the pitcher is ready, the player must stay in the box. 

Penalty: Batter is warned, no pitch. 

f. A batter may advance to first base on a dropped third strike. 

Note: Not allowed in the Intermediate League. First Base must be unoccupied at the time of the pitch with less than two outs. If there are two outs the batter may advance to First Base even if a runner is on First Base. Junior and Senior League players may advance as many bases as possible on an overthrow, the ball is live. This rule doesn't apply in Intermediate. 

Rule 9
Base Running 

a. Helmets must be worn by all base runners with straps secured. 

b. Base Stealing: 

At least one foot must be on base before advancing toward base. 

If a Base Runner over-runs the base, they may be tagged out. 

Note: If the Umpire sees a Runner leave the base early and/or steals a base without starting with at least one foot on the base, the runner will be called out. 

Steal Guidelines Per League: 

Intermediate League: 

3 stolen bases per inning, no steal of home, 1 base at a time. No additional advancement on an overthrow. Runner must wait until the ball crosses home plate before attempting to steal a base. Double steals are allowed, but count as 2 steals. 

Junior League: 

Unlimited steals per inning. Steal of Home allowed. Runners may advance additional bases on an overthrow. Runner must wait until the pitcher releases the ball before attempting to steal a base. 

Senior League: 

Unlimited Steals, Steal of Home allowed. Runners may advance additional bases on an overthrow. Runner must wait until the pitcher releases the ball before attempting to steal a base. 

Note: A batter-runner who has been issued a base on balls may advance to second base at their own risk. This must be done in a continuous motion (the runner may not stop and then start again unless a fielder has made an attempt on the runner). This play is in effect in the Junior and Senior leagues only. 

c. A courtesy runner may be used in an injury situation. The runner to be used will be the player that made the last out of the previous inning. 

d. No courtesy runners may be used for a pitchers or catchers. 

Rule 10
Appeals 

a. Defensive team may appeal a runner either on a live or deadball situation (only one runner per play.) On a live ball situation, the other runners may advance at their own risk. 

b. A coach may only appeal a Rule interpretation, not a judgment call from an umpire. 

Note: All appeals must be handled prior to the next pitch being delivered. 

Note: Home plate umpire should be watching First Base player's foot on base when making a play at First. If a play occurs, and the Field Umpire calls a runner out at first, but Home Plate Umpire sees that proper contact on base did not occur, Home Plate umpire must call batter safe. 

c. If a Coach feels the need to Protest a game due to a Rule interpretation, the Protest must be made prior to the next pitch being delivered. It must be noted in each scorebook, along with the Game Summary sheet. 

Note: Please make every attempt to handled issues on the field. 

Rule 11
Dead Ball 

Hit By Pitch 

 A batter will be granted first base if a pitched ball hits any part of the batter without the batter swinging at the pitch, all runners advance one base if forced, and the play is dead. if the pitch hits the batter, but the batter does swing the bat for a Called Strike by the umpire, the pitch is a strike and the batter is not awarded First Base. However, the play is dead. 

Note: The Pitch may touch the ground first before hitting the batter. In Intermediate and Junior, the batter must make an effort to get out of the way of the ball. 

Catcher's Interference 

If the Batter swings the bat and any part of the bat hits the catcher or the catcher's glove or equipment, the batter is awarded First Base, all runners advance one base if forced, and the play is dead. 

Note: if the Batter hits the ball, the play is not considered dead until the play has stopped. The team of the player hitting the ball has the option of accepting the play or accepting the penalty once play has stopped. 

Example: 

· Batter swings bat, hits the ball to outfield, and bat hits catcher’s glove. 

· Batter/runner makes it to second base. 

· Offensive Team 'should' reject Catchers interface call. 

Example: 

· Batter swings bat, hits the ball to shortstop, and bat hits catcher’s glove. 

· Batter/runner is thrown out at first base. 

· Offensive Team 'should' accept Catchers Interface call. 

Rule 12
Post Season Playoffs I Tournaments 

Note: Amendments to the play-off structure will be made each season prior to the start of the play-offs as determined by the number of teams in the league 

There is a time limit of 2 hours and 00 minutes for Intermediate League games; the game can be called for darkness/weather. 

At the end of the regular season, a post season playoff / tournament is played to determine the league championship. The format and regulations regarding for the playoffs are to be determined by the League Directors prior to the season. It is not necessary for each League to have the same post season format. 

The number of teams in each league will usually dictate the format. 

The format and rules of the In-town Recreation leagues will be as follows: 

Intermediate League: 

The tournament will be a double elimination tournament consisting of all teams in the league. Each team will continue to compete until they have been defeated twice. 

The seeding for the tournament will be determined the night of the draft by choosing numbers out of a "hat". This will be a separate lottery than the draft position lottery. An example of seeding is, if there are an odd number of teams, the team that draws #1 will receive a bye. The season standings will have no bearing on tournament seeding or home field advantage. The primary goal and focus of the regular season should be to develop the skills of the players on the team. 

The home team for each tournament game leading up to the championship game(s) (Tournament Games 10 and 11) will be determined by a "double" coin flip. The first coin flip will determine which team calls the second coin flip and will work as follows. If the first coin flip is heads the team in the first base dugout will call the second coin flip; if the first coin flip is tails the team in the third base dugout will call the second coin flip. The winner of the second coin flip will have the choice of being the home team or the visiting team. 

Game 10 (the first championship game) will be played between the sole winners bracket team and the sole losers bracket team. The team coming from the winner’s bracket will have the choice of being the home team or the visiting team. If the team from the winners’ bracket wins Game 10 they will be the league champions. If the team from the losers’ bracket wins game 10, game 11 will be played with the winner of the game becoming the league champion. The team that was the visiting team in game 10 will be the home team for game 11. There will be no coin flip for game 11. 

All games in the tournament will be played under the same rules as the regular season unless overridden by the exceptions listed below. 

EXCEPTION TO GAME RULES: 

In the event that the score at the end of time is tied, and the time limit has not been exceeded, the extra innings will be played using the ASA tie breaking rules (Last batter for the prior inning will start the inning on second base) until one team wins. If the game cannot be completed with a winner because of darkness or weather, the game will continue at the point it was stopped on a later date. 

The championship game(s) will be played to completion with no time limit in effect 

Junior League: 

All games are 6 innings with any innings that start after 1 hour and 45 minutes being unlimited.  No maximum time limit is in effect. 

The tournament will be a double elimination tournament consisting of all teams in the league. Each team will continue to compete until they have been defeated twice. 

The seeding for the tournament will be determined by the regular season standings. This will also determine home field advantage until two teams remain. 

When two teams remain, the team without a playoff loss will be the home team. If both teams have a playoff loss, then home field will revert to: 

· regular season head to head match-up 

· runs allowed in the head to head match-ups 

· coin flip 

All games in the tournament will be played under the same rules as the regular season unless overridden by the exceptions listed below:

EXCEPTION TO GAME RULES: 

1. A regulation game will consist of 6 innings. The rule prohibiting the start of an inning after 1 hour 45 minutes after the start of the game will be in effect. No maximum time limit is in effect.

2. The rules governing the result of a game stopped due to darkness or weather will be in effect. 

3. Extra innings will be played for any game that is tied at the end of 6 innings. The game will continue using the ASA tie breaking rules (Last batter for the prior inning will start the inning on second base) until one team wins. 

4. The championship game(s) will be played to completion with no time limit in effect 

Senior League: 

All games are 6 innings with an innings that starts after 1 hour and 30 minutes being unlimited. No maximum time limit is in effect.

The tournament will be a double elimination tournament consisting of all five teams in the league. Each team will continue to compete until they have been defeated twice. 

The seeding for the tournament will be determined by the regular season standings. This will also determine home field advantage until two teams remain. 

When two teams remain, the team without a playoff loss will be the home team. If both teams have a playoff loss, then home field will revert to: 

· regular season head to head match-up 

· runs allowed in the head to head match-ups 

· coin flip 

All games in the tournament will be played under the same rules as the regular season unless overridden by the exceptions listed below: 

EXCEPTION TO GAME RULES: 

1. A regulation game will consist of six innings. The rule prohibiting the start of an inning after 1hour 45 minutes after the start of the game will be in effect. No maximum time limit is in effect.

2. The rules governing the result of a game stopped due to darkness or weather will be in effect. 

3. Extra innings will be played for any game that is tied at the end of 6 innings. The game will continue using

4. The championship game(s) will be played to completion with no time limit in effect 

The ASA tie breaking rules (Last batter for the prior inning will start the inning on second base until one team wins) will be used.

Overall Rules Exceptions

All of the rules listed in this manual are meant to facilitate fair and competitive play while fostering a softball learning and developing environment.  The BGSA Board of Directors reserves the right to adapt, adjust, add to or delete (in entirety or partially) any of the rules contained in this manual for the purposes of benefiting the overall participation in the Bellingham Girls Softball Association.   All of these rules are subject to change at the discretion of the BGSA Board of Directors.  

