Overview of the 2011 CTYSA Adopted General Rules and Regulations
*** UPDATED January 11, 2011 – SUPERSEEDS ALL OTHER RULES ***

*** NEW RULE: ANY PERSON (FAN, COACH, ASSISTANT, ETC..) EJECTED FROM A CTYSA FALL GAME BY AN UMPIRE OR CTYSA BOARD MEMBER WILL BE SUSPENDED FOR THE ENTIRE REMAINDER OF THE 2011 FALL SEASON.

    ANY PERSON EJECTED FROM A CTYSA GAME MORE THAN ½ WAY THROUGH ANY SEASON WILL BE SUSPENDED FOR THE REMAINDER OF THAT SEASON AND THE ENTIRE FOLLOWING SEASON.  

   ANY PERSON SUSPENDED WHO VIOLATES THE SUSPENSION AND COMES TO THE FIELDS DURING ANY CTYSA FALL GAME EVENT WILL NOT BE APPROACHED OR ASKED TO LEAVE, THE POLICE WILL BE CALLED AND THEY WILL ESCORT THE SUSPENDED PERSON FROM THE FIELDS. 

  IF THE EJECTED PERSON IS A PARENT OF A PLAYER, THE PLAYER MAY CONTINUE TO PLAY, BUT MUST BE ACCOMPANIED BY ANOTHER PARENT OR GUARDIAN. THERE WILL BE NO REIMBURSEMENT OF ENTRY FEE BY CTYSA OR ANY OF THEIR REPRESENTATIVES IF AN EJECTED PARENT CHOOSES NOT TO ALLOW THE PLAYER TO CONTINUE PLAYING. 

   IF THE EJECTED PERSON IS A COACH, THEY WILL HAVE TO TURN OVER COACHING DUTIES TO ANOTHER COACH. IF THEY ARE UNABLE TO FIND A REPLACEMENT, THERE WILL BE NO REIMBURSEMENT OF ENTRY FEES TO THE COACH’S PLAYERS BY CTYSA OR ANY OF THEIR REPRESENTATIVES.  
   EJECTION FROM THE FIELDS INCLUDES ALL WILSON PARK PROPERTY… FIELDS, SURROUNDING AREA, PARKING LOT, ETC…
I. GENERAL PARK RULES
1. Any person guilty of using abusive or profane language, either in person, or on the phone, or making any threat or attempt to commit bodily harm to anyone attending or participating in any CTYSA sanctioned event or to anyone associated with CTYSA shall be immediately suspended from any participation in any CTYSA sanctioned event.
2. No alcoholic beverages or illegal drugs will be allowed during any CTYSA sanctioned event. Anyone under the influence of illegal drugs or alcohol while attending or participating in any CTYSA sanctioned event shall be told to leave immediately. Any resistance to this rule will result in notification of the proper authorities and charges will be filed.
3. Anyone using word or action to incite spectators to demonstrations or using profanity or remarks which reflect upon any player, umpire, coach or spectator shall be immediately ejected from the ballpark and immediately suspended from any further CTYSA function.  
 
4. No pets allowed in the park with the exception of those required for seeing impaired persons.


5. No smoking at any youth event in the City of Temple is permitted. 
6. No bicycles, skateboards, scooters, rollerblades, etc. are allowed in the park, except ADA approved for a person with a legitimate disability. 
7. Please place all trash items, regardless of size, in the trash barrels provided.
II. THE GAME – GENERAL GUIDELINES
1. Rules: Games are played using the current ASA rules unless as noted in the local exceptions as outlined in the following pages.

NOTE:  In the event CTYSA participates in any league which creates a situation in which teams from other surrounding towns may play teams in CTYSA. Rules that govern player participation for that association:

(Ex: TTAS, Little League, ASA) will apply.  Primarily, there will be 9 players defense, 9 player line up must be followed with DP/Flex rule applying, substitution rules will apply and not the local rule allowing free subs, etc…

   If we combine with another town and the situation arises that 2 CTYSA teams are playing each other, then and only then can CTYSA rule exceptions be used. 

   If a CTYSA team advances into a playoff type tournament, the rules of that association (Ex: TTAS, Little League, ASA) will be followed and not the CTYSA local exception rules. 
  ALL FALL  games will follow ASA rules with CTYSA local rules. 
2. Playing Field:

- Pitching Distances 35’ for 10U and 40’ for 12U and 15U (13U in CTYSA Fall)
- An eight foot circle will be drawn around the pitching mound.
- Distance to the bases will be 60; for all age divisions
- A line will be drawn for T-Ball and Pixie games indicating the half way marks between bases for the runners. 

3.
Right of Refusal: The CTYSA Board of Commissioners reserves the right to refuse, approve or reject the application of any person to coach or sponsor in CTYSA. This includes head coaches and assistant coaches.  Head coaches missing more than 5 practices or 3 games may be reported to the league commissioner. The CTYSA Board of Commissioners will be informed of the report and will make a decision as to whether the coach is fulfilling their duties and remove coach at their discression.
4. Players: 
Players will be assigned to spring teams via a draw, draft or a combination draw/draft system to be determined by the board prior to the registration each year. Teams staying in the same age division may return any players eligible again. If a team moves from 1 age division to another, they may protect 3 players. 
FALL EXCEPTION: In the fall league only and on a year to year basis, the players on a team may assembled and brought to CTYSA as a team or players may register individually and be placed on a team as needed to complete teams that are short of players.
CTYSA fall and CTYSA spring have no relationship in regards to the players on the team and at the end of every fall league the fall teams will be considered dissolved.

- The rule to allow teams to be assembled prior to registration will remain in place barring complaints. It will be reviewed year to year and addressed as needed. 

- No player may be traded from one team to another.

- Teams must be approved by commissioners prior to finalization of rosters. 

- Each player must register and pay the required registration fee before being allowed to participate in any team event. This includes practices due to insurance coverage provided to the players through CTYSA.

- Players will be required to provide a certificate proving age at the time of registration

- Parents or legal guardians must fill out a registration form and sign a waiver prior to any player participating in any CTYSA sanctioned event for each season they play.

- Players from spring team may remain with their team while in the age division but must go back into a pool of players for draw or draft upon leaving one age division to move up to another age division. 

- Players may play up one year early. EX: an 8 year old may play in 10U (9 and 10) but a 7 year old may not. 

- Players may not play for more than 1 team across the entire league. This includes playing on teams in different age divisions. 
5. 
Coaches:  Coaches of any team will represent themselves, their team and CTYSA in a positive manner at all times on and off the field. Coaches are the difference in a positive and negative experience for the players. Coaches should be familiar with softball and league rules. 


- Coaches will be selected yearly with priority as follows:

  a. Coach of a team returning to the same age division is given first priority


  b. Assistant coach taking over for a departing head coach of the same team in the same age division. 

  c. Coaches moving up in age divisions will be given priority over other volunteering coaches who have never coached 

      with CTYSA if there is a team needing a coach. 

  d. If there are more coaches than teams remaining after those 3 items have been covered, a draw will take place and the

      coaches who are drawn will be given the opportunity to coach.

- Coaches are expected to fulfill duties of a coach including conducting regular practices, being present at the majority of teams events, coordinating schedules, notifying parents of CTYSA news and selecting assistant coaches and team helpers. 

- Coaches who do not fulfill their duties may be removed by the CTYSA board of directors. Coaches who are ejected from a game will be removed as coach.
6. 
Game Protests:  Protests of any game or call may be made with the CTYSA Board of Commissioners and must be clearly written or typed and accompanied by a protest fee of $100. If the decision being protested is overturned, the team will be refunded their $100, if it is upheld, the fee will be retained by CTYSA.      
Judgment calls are not protestable.
1. Protests must be handed to the league commissioner within 24 hours of the end of the game in which the decision made is being protested.

2.  Decisions on protests will be made within 24 hours of receiving the protest after consultation with the league President, VP and ASA umpire that is not the umpire that was on the field during the protested game. 

      7. 
Equipment: 
- Bats in the fall league will be provided by the player and must be made of wood or metal with no visible damage
- Gloves will be provided by the player and must be worn at all times by a player while on defense.

- All players must wear shoes or approved soft baseball or softball cleats. No Metal Spikes Allowed.
- Catchers must wear full catchers gear. Pixie may wear soft shin guards. Soft shin guards in 10/12U/15U (13U in the fall) are not allowed.

  CTYSA will provide catcher’s gear in the spring. CTYSA will provide catcher’s gear to fall teams if requested. 

- Batting helmets must be provided by the player and must include a facemask & chinstrap except for spring T-Ball

   teams. CTYSA will provide batting helmets to spring T-Ball teams. 

- Game balls will be: T-Ball – 11” soft touch.* Pixie and 10U – 11” hard core*12U and 15U (13U fall) – 12” hard core.

III. THE GAME: T-BALL 
(Ages are 4, 5 or 6 years old on January 1 to play T-Ball)
1. T-Ball games are 2 full innings long. Score or outs are not kept. All players on offense will bat through the order and then all players of the opposite team will bat through the order and that will constitute 1 full inning,  

2. All teams must be ready to play at the scheduled start time. All players must be at the field 10 minutes prior to the scheduled start time. Failure of the player to do so could eliminate her from being in the starting lineup.

3. Free substitutions, 4 may play in the outfield (10 players total acceptable) and all players present will (must) bat.

4. All players must play at least 1 full inning on defense.

5. Ball and strike count will not be kept. Batters will swing until they put the ball in play. 

6. If a batter tips the tee but the tee is not displaced and the ball is fair it’s considered a live ball. If the batter hits the tee and the tee falls over, it’s considered a ball.

7. The defensive pitcher must stand in the back half of the circle and may not move in front of the halfway line until the ball is hit. 

8. Except for the catcher, no player may be within 20 feet of the batter until the ball is hit. First and third may position half way from their base and home.  The SS and 2B may position no closer than an imaginary line drawn from 1B to 3B. The outfielders must remain on the grass until the ball is hit.

9. A play will be considered dead once the progress of the lead runner has been stopped OR by having the defensive pitcher in the pitcher’s circle with the ball in her control OR when an umpire determines play has stopped and calls time. 
      If a player has control of the ball in advance of the lead runner and the forward progress of the lead runner has stopped, the play will be declared dead and runners may not advance when the ball is thrown to the pitcher. 

10. Coaches will excuse a player from a game, practice or team event for the following reasons: Illness, school, church, scouting activity etc… only if notified by a parent in advance. If a player misses more than 5 practices or 3 games for an unexcused reason, they may be released from the team without reimbursement after notification from the head coach to the league commissioner.  

11. All players present must bat. If a girl shows up late she will be placed at the bottom of the lineup.

12. Teams may have 2 coaches on the field during play. Offensive coaches will be in the designated coaches boxes marked on the infields and defensive coaches may be anywhere in the outfield grass. There may also be an offensive coach assigned to assist a player batting. A maximum of 3 adults are allowed in the dugout. 

13. Bunting, Slapping /Stealing are not allowed. Bats must be no longer than 30 inches.
14. Coaches will treat each player fairly regardless of their ability. 
IV. THE GAME: PIXIE
(Ages are 6, 7 or 8 years old on January 1 to play Pixie)
1. Each player must play for at least 2 full innings of a 4 inning game. Games are 50 minutes long or 5 innings. 
2. No new inning will begin after time has expired. Tie games will count as a ½ win for both teams. 

3. Run rules are in effect. If a team is mathematically unable to win, the game will end immediately.
4. All teams must be ready to play at the scheduled start time. All players must be at the field 10 minutes prior to the scheduled start time. Failure of the player to do so could eliminate her from being in the starting lineup.

5. In the spring, the lineups must be given to the scorekeepers at least 10 minutes prior to game time. 

FALL EXCEPTION: Home team is official scorekeeper although each team is encouraged to have a designated stats person and scorekeeper.


6. A game may be started before the scheduled start time if both coaches agree. 
7. Free substitutions, 4 may play in the outfield (10 total) and all players present will (must) bat.
8. Teams must have 7 players to begin the game. If a team has fewer than 7 at the start of the game the coaches may opt for playing the game anyway (for fun), but the team that is short will forefet the game regardless of the final outcome. The other team will be awarded the win by a score of 1-0. Teams that begin with 7 but fall below 7 due to illness, injury or other such unavoidable event will not be required to forfeit. 
If a player has to leave the lineup for injury or illness, they will be skipped in the batting order without sacrificing an out. 
9. Coaches will excuse a player from a game, practice or team event for the following reasons: Illness, school, church, scouting activity etc… only if notified by a parent in advance. If a player misses more than 5 practices or 3 games for an unexcused reason, they may be released from the team without reimbursement after notification from the head coach to the league commissioner.
10. The head coach of the team at bat will appoint a pitcher for his team.  A team will not be allowed to change a pitcher until an inning is over except in the case of an injury/illness to the pitcher. 

11. The coach pitcher may pitch from anywhere within the pitcher’s circle as long as his/her foot is on or in front of the halfway line and at least one foot is within the circle when the ball is released. 


12. Pitchers must make an attempt to pitch a reasonable flat pitch or will be penalized 1 ball to the count. 

13. The coach pitcher is allowed to talk or coach the batter but cannot leave the circle before the pitch. The penalty for leaving the circle before the pitch is removal of the coach pitcher. 
14a. The coach pitcher must make every attempt to avoid interfering with the play after the ball has been hit by moving to third base foul territory, AWAY FROM THE PLAY. If the umpire judges the coach pitcher interferes with play unintentionally. This includes being physically in the way and/or being hit by the batted ball.

a) The ball is declared dead, (The umpire shall loudly declare, “dead ball!”)

b) The batter continues with the same pitch count

c) No base runners advance.

14b. If the umpire judges the coach pitcher interferes with play intentionally.

a) The ball is declared dead. (The umpire shall loudly declare, “dead ball!”)

b) The batter continues with the same pitch count.

c) No base runners advance.
d) The team batting is given an out and the coach pitcher is removed. If it is the 3rd out the player batting will lead off the next inning with a new count.
15. The defensive pitcher must stand in the back half of the circle and may not move in front of the halfway line until the ball is hit. 

16. Except for the catcher, no player may be within 20 feet of the batter until the ball is hit. First and third may position half way from their base and home.  The SS and 2B may position no closer than an imaginary line drawn from 1B to 3B. The outfielders must remain on the grass until the ball is hit. The penalty for this, after 1 warning, will allow the team at bat to take the result of the play or advance the runner to 1B.
17. A play will be considered dead once the progress of the lead runner has been stopped OR by having the defensive pitcher in the pitcher’s circle with the ball in her control OR when an umpire determines play has stopped and calls time.
      If a player has control of the ball in advance of the lead runner and the forward progress of the lead runner has stopped, the play will be declared dead and runners may not advance when the ball is thrown to the pitcher. 


18. Defensive players will return the ball to the pitcher at the end of each play.

19. Batters will have 5 pitches or 3 strikes to hit a fair ball. If a batter fails to hit a ball after 5 pitches, she will be called out. If she fouls off the 5th pitch, she will be allowed a 6th, if she fouls the 6th she will be given a 7th and final pitch. The result of the 7th pitch must be a fairly hit ball or she will be called out.


20. The maximum runs for a team at bat in any ½ inning is 5. 

21. Runners who are past the ½ point between bases when a play is declared dead may continue to the next base. If less than the ½ way point, she must return to the base from which she was running from. This is strictly the umpire’s judgement. 
22. Player may not chase a runner from behind more than ½ way between bases (Umpire’s Judgement) This in an effort to teach the players to throw the ball and not use 1 player’s speed to gain outs. EX: 1B catches the ball for her force and runs down a player leaving 2B for 3B and tags her from behind. 1B can get her out and chase a runner going from 1B to 2B so long as the runner has not yet passed the ½ line drawn on the dirt. 
23. Runners may lead off a base once the ball leaves a coach pitcher’s hand. If a runner fails to maintain foot contact with a base until the ball leaves the coach pitcher’s hand, a dead ball will be called and the umpire will issue a warning to the head coach. If any runner fails to maintain foot contact after the warning, she will be called out. There will be only 1 warning issued to a team per game.
24. If, on the first play after the ball is hit, an overthrown ball hits the fence in foul territory, the ball becomes dead and one base is awarded to each runner. (The umpire shall loudly declare, “dead ball!”)

25. All players present must bat. If a girl shows up late she will be placed at the bottom of the lineup. 

26. There may be free defensive substitution. A maximum of 10 players on the field on defense. (4 outfielders)
27. No Stealing

28. No Bunting or slapping. If a ball is hit short, it will be allowed provided that, in the umpire’s judgment, it was not a bunt attempt. If a player is judged to have been coached to “half swing” in order to hit the ball short, the play will be called dead, the pitch will count as a strike and the coach will be given a warning. If it occurs again during that game, the player will be declared out and the coach will be ejected for un-sportsman like conduct. See the new ejection rule. 
29. Coaches will treat each player fairly regardless of their ability. 
V. THE GAME – 10U
(Ages are 8, 9 or 10 years old on January 1 to play 10U)
1. Each player must play for at least 2 full innings of a 4 inning game. Games are 70 minutes long or 6 full innings. 
2. No new inning will begin after time has expired. Tie games will count as a ½ win for both teams. 

3. Run rules are in effect. If a team is mathematically unable to win, the game will end immediately and the team ahead declared the winner. 

4. All teams must be ready to play at the scheduled start time. All players must be at the field 10 minutes prior to the scheduled start time. Failure of the player to do so could eliminate her from being in the starting lineup.

5. In the spring, the lineups must be given to the scorekeepers at least 10 minutes prior to game time. 

FALL EXCEPTION: Home team is official scorekeeper although each team is encouraged to have a designated stats person and scorekeeper.


6. A game may be started before the scheduled start time if both coaches agree. 

7. Free substitutions, 4 may play in the outfield (10 players total acceptable) and all players present will (must) bat.
8. Teams should have 7 players to begin the game. If a team has fewer than 7 at the start of the game the coaches may opt for playing the game anyway, but the team that is short will forfeit the game regardless of the final outcome. The other team will be awarded the win by a score of 1-0. Teams that begin with 7 but fall below 7 due to illness, injury or other such unavoidable event will not be required to forfeit. If a player has to leave the lineup for injury or illness, they will be skipped in the batting order without sacrificing an out. 

9. Coaches will excuse a player from a game, practice or team event for the following reasons: Illness, school, church, scouting activity etc… only if notified by a parent in advance. If a player misses more than 5 practices or 3 games for an unexcused reason, they may be released from the team without reimbursement after notification from the head coach to the league commissioner. 
10.  (10U ONLY) Player pitchers will pitch unless they reach a count of  0, 1 or 2 strikes and 4 balls. In the case that a player pitcher has 4 balls on a batter, the coach of the batting team will assign a coach pitcher for his team and will be allowed to pitch up to a maximum of 2 pitches to his batter. If the batter does not hit a fair ball after 2 pitches for any reason, the batter is out. If a coach pitcher hits the batter with a pitch the batter will not be awarded 1B. 

NOTE: When a coach pitcher is pitching for an 10U team, all rules for coach pitchers in Pixie (8U) will apply. See Pixie rules #11-16 as follows here:
10a.  The coach pitcher may pitch from anywhere within the pitcher’s circle as long as his/her foot is on or in front of the halfway line and at least one foot is within the circle when the ball is released. 


10b. Pitchers must make an attempt to pitch a reasonable flat pitch or will be penalized 1 ball to the count. 

10c. The coach pitcher is allowed to talk or coach the batter but cannot leave the circle before the pitch. The penalty for leaving the circle before the pitch is removal of the coach pitcher. 

10d. The coach pitcher must make every attempt to avoid interfering with the play after the ball has been hit by moving to third base foul territory, AWAY FROM THE PLAY. If the umpire judges the coach pitcher interferes with play unintentionally. This includes being physically in the way and/or being hit by the batted ball.

a) The ball is declared dead, (The umpire shall loudly declare, “dead ball!”)


b) The batter continues with the same pitch count

c) No base runners advance.

10e. If the umpire judges the coach pitcher interferes with play intentionally.

a) The ball is declared dead. (The umpire shall loudly declare, “dead ball!”)


b) The batter continues with the same pitch count.

c) No base runners advance.

d) The team batting is given an out and the coach pitcher is removed. If it is the 3rd out the player batting will lead off the next inning with a new count.
10f. The defensive pitcher must stand in the back half of the circle and may not move in front of the halfway line until the ball is hit. 

10g. Except for the catcher, no player may be within 20 feet of the batter until the ball is hit. First and third may position half way from their base and home.  The SS and 2B may position no closer than an imaginary line drawn from 1B to 3B. The outfielders must remain on the grass until the ball is hit. The penalty for this, after 1 warning, will allow the team at bat to take the result of the play or advance the runner to 1B.


11. The maximum runs for a team at bat in any ½ inning is 5.  

12. Leads are allowed once a pitcher releases the ball from her hand. If a runner fails to maintain foot contact with a base until the ball is released, a dead ball will be called and the umpire will issue a warning to the head coach. If any runner fails to maintain foot contact after the warning, she will be called out. There will be only 1 warning issued to a team per game
NOTE: (10U ONLY), players may only steal 1 base at a time and may not steal home. No stealing if a coach pitcher is pitching.  No Bunts/slaps if a coach pitcher is pitching.  Pixie rule applies if a coach is pitching as follows:
12a. No Bunting or slapping when coach pitcher is pitching.  If a ball is hit short, it will be allowed provided that, in the umpire’s judgment, it was not a bunt attempt. If a player is judged to have been coached to “half swing” in order to hit the ball short, the play will be called dead, the pitch will count as a strike and the coach will be given a warning. If it occurs again during that game, the player will be declared out and the coach will be ejected for unsportsman like conduct. See the new ejection rule. 

13. All players present must bat. If a girl shows up late she may be placed at the bottom of the lineup without penalty.

14. There may be free defensive substitution. A maximum of 10 players on the field on defense (4 outfield)
15. Bunting , Slapping/Stealing is allowed when the player pitching is pitching. Steals are only 1 base at a time. Home cannot be stolen at any time. 
16. Coaches will treat each player fairly regardless of their ability. 
VI. THE GAME – 12U (13U in the fall)
(Ages are 10,11 or 12 years old on January 1 to play 12U… or 13 in the fall)
1. Each player must play for at least 2 full innings of a 4 inning game. Games are 70 minutes long or 7 innings. 

2. No new inning will begin after time has expired. Tie games will count as a ½ win for both teams. 

3. Run rules are in effect. If a team is mathematically unable to win, the game will end immediately and the team ahead declared the winner. 

4. All teams must be ready to play at the scheduled start time. All players must be at the field 10 minutes prior to the scheduled start time. Failure of the player to do so could eliminate her from being in the starting lineup.

5. In the spring, the lineups must be given to the scorekeepers at least 10 minutes prior to game time. 

FALL EXCEPTION: Home team is official scorekeeper although each team is encouraged to have a designated stats person and scorekeeper.


6. A game may be started before the scheduled start time if both coaches agree. 

7. Free substitutions, 4 may play in the outfield (10 players total acceptable) and all players present will (must) bat.
8. Teams should have 7 players to begin the game. If a team has fewer than 7 at the start of the game the coaches may opt for playing the game anyway, but the team that is short will forfeit the game regardless of the final outcome. The other team will be awarded the win by a score of 1-0. Teams that begin with 7 but fall below 7 due to illness, injury or other such unavoidable event will not be required to forfeit. If a player has to leave the lineup for injury or illness, they will be skipped in the batting order without sacrificing an out. 

9. Coaches will excuse a player from a game, practice or team event for the following reasons: Illness, school, church, scouting activity etc… only if notified by a parent in advance. If a player misses more than 5 practices or 3 games for an unexcused reason, they may be released from the team without reimbursement after notification from the head coach to the league commissioner. 


10. The maximum runs for a team at bat in any ½ inning is 5.  

11. Leads are allowed once a pitcher releases the ball from her hand. If a runner fails to maintain foot contact with a base until the ball is released, a dead ball will be called and the umpire will issue a warning to the head coach. If any runner fails to maintain foot contact after the warning, she will be called out. There will be only 1 warning issued to a team per game
12. All players present must bat. If a girl shows up late she will be placed at the bottom of the lineup.


13. There may be free defensive substitution. A maximum of 10 players on the field on defense (4 outfield)

14. Bunting, Slapping /Stealing is allowed. Open bases, players may steal multiple bases and may steal home. 
15. Coaches will treat each player fairly regardless of their ability. 
VII. THE GAME – 15U (Spring Season Only)
(Ages are 12,13, 14 or 15 years old on January 1 to play 15U)
1. Each player must play for at least 2 full innings of a 5 inning game. Games are 70 minutes long or 7 innings. 

2. No new inning will begin after time has expired. Tie games will count as a ½ win for both teams. 

3. Run rules are in effect. If a team is mathematically unable to win, the game will end immediately and the team ahead declared the winner. 

4. All teams must be ready to play at the scheduled start time. All players must be at the field 10 minutes prior to the scheduled start time. Failure of the player to do so could eliminate her from being in the starting lineup.

5. In the spring, the lineups must be given to the scorekeepers at least 10 minutes prior to game time. 

FALL EXCEPTION: Home team is official scorekeeper although each team is encouraged to have a designated stats person and scorekeeper.


6. A game may be started before the scheduled start time if both coaches agree. 

7. Free substitutions, 4 may play in the outfield (10 players total acceptable) and all players present will (must) bat.
8. Teams should have 7 players to begin the game. If a team has fewer than 7 at the start of the game the coaches may opt for playing the game anyway, but the team that is short will forfeit the game regardless of the final outcome. The other team will be awarded the win by a score of 1-0. Teams that begin with 7 but fall below 7 due to illness, injury or other such unavoidable event will not be required to forfeit. If a player has to leave the lineup for injury or illness, they will be skipped in the batting order without sacrificing an out. 

9. Coaches will excuse a player from a game, practice or team event for the following reasons: Illness, school, church, scouting activity etc… only if notified by a parent in advance. If a player misses more than 5 practices or 3 games for an unexcused reason, they may be released from the team without reimbursement after notification from the head coach to the league commissioner. 


10. The maximum runs for a team at bat in any ½ inning is 5.  

11. Leads are allowed once a pitcher releases the ball from her hand. If a runner fails to maintain foot contact with a base until the ball is released, a dead ball will be called and the umpire will issue a warning to the head coach. If any runner fails to maintain foot contact after the warning, she will be called out. There will be only 1 warning issued to a team per game
12. All players present must bat. If a girl shows up late she will be placed at the bottom of the lineup.


13. There may be free defensive substitution. A maximum of 10 players on the field on defense (4 outfield)

14. Bunting, Slapping /Stealing is allowed. Open bases, players may steal multiple bases and may steal home. 

15. Coaches will treat each player fairly regardless of their ability. 
