SYC 10U Division Program Rules
10U Division program strives to introduce new players to the game of softball and to continue to develop skills for the returning players while preparing all players to move to the next level of play. The emphasis for this league is to continue to teach the fundamentals of softball including teaching the rules and skills, positioning of players in both defensive and base running situations, and strategies of softball while encouraging teamwork, good sportsmanship, and enjoyment of the game. The rules for 10U will follow the same guidelines as the American Softball Association (ASA) except those modified in this document.

1. Game Duration

a. No game will go beyond 6 innings, regardless of the time left.
b. Time limit per game is set by league game schedule.

c. A new inning may not start with less than 20 minutes remaining. A game will be terminated at the start time for the next game on the field.
d. If an inning is not complete, for any reason, at the start time for the next game on the field, the score of a called game shall be the score at the end of the last completed inning, unless the team second at bat (home team) is winning or has tied the score, in which case the score shall be that of the incomplete inning.

i. Example #1: Away team had 4 runs and scores 4 for a total of 8; Home team had 1 run and scores 6 runs for a total of 7 when the game is called; final score is Away 8 and Home 7 – Away team wins.

ii. Example #2: Away team had 4 runs and scores 4 for a total of 8; Home team had 5 and scores 2 for a total of 7 when game is called; final score is Away 4 and Home 5 – Home team wins.

e. Coaches are expected to keep the game moving. To minimize time between innings, catchers should put on their equipment before the last out is recorded. Coaches should pull their catchers from a base when there are two outs so she/he can put on the equipment. The most recent player to make an out will be the substitute runner. If more than 5 minutes have passed waiting for a catcher to dress after the last out of the previous at bat, the umpire may direct the inning to start with a coach catching. If there is a runner on base with a coach still catching, the runner automatically is awarded a base for the first pitch of each new batter (it is assumed that the player catcher could not have prevented a steal).

f. The umpire (or coaches in the event of no umpire) should call the game if unsafe conditions exist such as: 
i. The playing field conditions are too wet or slippery
ii. It is too dark

iii. Lightning is visible. 
iv. A game is official if ending after two complete innings (or 1½ if the home team is ahead). 

g. A game may be temporarily delayed if it is raining or if lightning is seen. In the case of lightning, players are to go immediately to cars or shelter with a roof. No game can restart until 15 minutes after lightning is last seen. If a game is delayed, the scheduled end time will be extended by the amount of the delay.

2.  Player Participation
a. Teams may start and play with 6 players. If a team has less than 6 players, then the game is officially forfeited. Both teams may decide to play a “practice” game by sharing players.

b. Every player should bat in a specific batting order. Due to limited restroom facilities at the fields, umpires may use their discretion for an absent batter and may allow a batter to be skipped without penalty.
c. Late arriving players shall be added at the end of the original batting order. For example, a player arriving after her team has batted around, must wait until the last player in the original order bats again for her first at bat.
d. No player may sit out a second time on defense (in the field) until all available players on that team have sat out once.

3. Run Limit
a. Maximum runs per inning are limited to 5. However, the trailing team may tie the score and add up to an additional 5 runs per inning.
b. Play during an inning should end when the play ends after the 5th run scores; only 5 runs will count for the score regardless of how many runners score on the final play of the inning.

4. Pitching and Batting
a. Pitchers may pitch no more than two innings of one game until the game goes into the sixth inning, then a pitcher may pitch a third inning. For the purposes of counting an inning, a pitcher who throws one pitch in an inning is considered to have pitched that inning.

b. The pitching plate shall be located 35 feet from the back tip of home plate. Pitchers may pitch from the pitcher’s plate (35 feet) or as close as 32 feet from the back tip of home, whichever is preferred. However, a pitcher who has achieved two strikeouts from 32 feet shall pitch from the 35 foot distance.

c. Only 2 walks are allowed per inning. Note: this rule suspends after Memorial Day in the spring and after Columbus Day in the fall. After the 2nd walk of the inning, subsequent 4th balls will not result in a walk, but will require the coaches to pitch to their own batters. The coach must not come onto the field until the play is over, including any stealing. When the coach comes out to pitch to a batter, the batter will retain the same number of strikes she had when the four balls were thrown. The coach will pitch up to four pitches to the batter until:
i. The batter hits the ball.

ii. The batter strikes out swinging based on the count. (There will be no called strikes when the coach is pitching.)

iii. The batter does not make contact on the 4th pitch from the coach.

iv. If batter fouls off the 4th pitch, the batter may continue to bat until one of the above three items occur.

d. Batters are automatically out on the third strike, regardless of whether the ball was caught by the catcher.

e. Hit by Pitch (HBP)

i. If a pitch hits a batter, then the batter is awarded first base.

ii. Batters must try to get out of the way of a pitched ball. It is the umpire’s decision whether a batter has not reasonably tried to move out of the way of the ball.
iii. A batter hit by pitch counts as a walk in the inning, but there is no limit to the number of batters HBP during an inning.

1. The first batter HBP, second batter walk, third batter can not walk, but can be awarded first base for a HBP.

2. No HBP is awarded while a coach is pitching.

f. Warm-up Pitches

i. At the start of the game and when a pitcher enters a game for the first time, the pitcher is allowed 5 warm-up pitches. 

ii. Pitchers continuing to pitch in successive innings are allowed 3 warm-up pitches.
5. Bunting

a. Bunting is allowed at this level and according to ASA rules.
i. Any attempt to bunt is a strike.

1. This rule is different for softball and baseball.

2. In softball, simply holding the bat over the plate does not result in a strike unless the pitch is in the strike zone or the batter makes an attempt to bunt it by moving the bat to make contact.

a. This is not an automatic strike.

3. In baseball, simply holding the bat over the plate and not bringing the bat back, is considered a strike, regardless as to the location of the pitch or the batter’s effort in making contact.

ii. The batter is out on all failed bunt attempts, including foul balls, when the batter has two strikes.

iii. Players may not bunt while a coach is pitching.

b. Players should be taught how to use the bunt offensively and how to defend against the bunt defensively.

6. Defense/Fielding
a. Teams shall play up to 10 defensive players with no more than six infielders (1st, 2nd, 3rd, SS, P, C). The outfielders must start each play in the outfield, no closer than 10 yards behind the baselines.

b. Play ends when the pitcher has possession of the ball in the pitching circle to end play.

i. At this point, base runners not on a base must immediately (after 1 second) move to either the base in front of them or the base they have just touched. 

1. The pitcher can make a play on any base runner off the base, but if she does, other base runners may advance at risk of being put out.

2. Any base runner that does not immediately move to a base shall be called out.

c. The infield fly rule does not apply.
i. The results of the play are based on what the fielders and the runners actually do.

i. A runner must return to the base to tag up if the pop fly is caught and runners can be doubled up if they do not tag up.

ii. Once a runner has tagged up, a runner can advance.
7. Stealing

a. All base runners must wear a helmet.

b. Base runners may not leave a base until the pitch crosses home plate.

i. The penalty for leaving the base early will be to return to the base.

c. A base runner may attempt to steal a base any time after the pitch crosses home plate, but before the ball is in the pitcher’s control in the pitcher’s circle.

d. Base runners may steal any base at any time.

e. Base runners may only take one base at a time when stealing and may not continue to advance to a second stolen base on overthrown balls by the catcher. For example, a runner stealing second may not advance to third on the same play.
f. If a base runner gets thrown out while attempting to steal a base, the runner is out.

g. There is no stealing while a coach is pitching.

h. Stealing home may only occur on a wild pitch, passed ball, or a pickoff attempt.

8. Before the Game
a. Field Cancellations:

i. Please check 703-324-5264 for Fairfax County field cancellations.

ii. Check 703-690-2121 for Occoquan Regional Park field cancellations.

iii. Coaches may both agree to cancel a game if weather conditions within two hours of game time warrant.

b. Do not use fields for games or practices when conditions are likely to cause injury or use will result in damage to the field.

c. All practices and games must stop if anyone sees lightening or hears thunder. Everyone must take cover in cars and play may not resume until 15 minutes have gone by without seeing lightening or hearing thunder.
d. The league having the field is responsible for field prep and lining the field. Generally this is only required for the first game of the day at the field.

i. If both teams are from the same league, the home team is responsible for preparing the field before the game. 
1. This includes raking any bad spots and lining the field with chalk (lime).

2. This also includes raking the field and removing trash after the game.

iii. Field measurements will be per the ASA rule book and should be marked by the home team before each game as follows:

1. 60 feet between the bases.

2. 35 feet between home plate and the pitching rubber.

3. 8-foot radius circle around the pitching rubber.

e. Teams should arrive and be ready to play 15 minutes before their scheduled game time.

f. Coaches and umpires should review out of play areas prior to the start of the game. When a ball is hit inbounds and rolls out of play or is thrown out of play, runners will advance one base beyond the base to which they are running at the time of the ball going out of play.

i. A pitched ball that rolls past the catcher, under the backstop, requires all runners to return to their original base.

ii. For a thrown or batter ball landing in an out of play area previously declared in midfield due to wet field conditions, runners do not get an extra base.

g. Teams must exchange batting orders prior to the start of the game. Any player that shall depart prior to the completion of the game should be identified at this time.

h. If there is no umpire for a game, the team at bat will provide an umpire for when that team bats. The team on the field will provide a field umpire.

i. Schools have priority for use of school fields. SYC will notify teams of any conflicts at school fields.
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