
LAFAYETTE GIRLS SOFTBALL LEAGUE 

PLAYING RULES FOR TBALL 6U 

1. General 
1.1) Managers, coaches, parents, and team members shall conduct themselves in a sportsman 

like manner at all times in accordance with the published rules of conduct. The penalty 

for not following these rules include expulsion from, or forfeit of the game. 

1.2) Practice can be at the coach’s choice of location. 

1.3) It is the coach’s responsibility to verify game conflicts with players and parents prior to 

the start of the team’s first game.  Any conflicting dates not provided to the Board prior 

to the start of the team’s first game will result in a forfeit. 

1.4) Each team is responsible for field set-up before the game and clean up after the game.  

Before the first game of each day the home team will be responsible for putting the bases 

on the field. After the last game of the day the home team is responsible for taking up the 

bases and putting them in storage. The visiting team is always responsible for picking up 

trash on or around the field. 

1.5) Teams may play in other tournaments with Board approval. It is the team’s responsibility 

to cover any expenses or insurance for any such tournament. 

1.6) Any apparent physical injury will cause play to stop immediately. The ball is dead and 

any runner between bases will be awarded the next base. 

1.7) No infield practice on game day. 

 

2. Equipment 
2.1) Steel spiked shoes are not permitted during practice, regular, or tournament games. 

2.2) All batters and base runners must wear helmets with chinstraps and face-guards. 

(Helmets will be provided by the league if needed) If a player chooses to use their own 

helmet it must have a chinstrap and faceguard. Catchers must wear all protective gear 

during games and practice. A face guard will be provided for the defensive pitcher and 

must be used during practice and games. Other defensive players are not required to wear 

a face guard but is highly recommended. 

2.3) Only league issued uniforms will be worn during games. Players may add names, 

numbers, and logos to the issued uniform. The team will forfeit the game if not in the 

proper uniform. Hats, visors, or sunglasses may be worn during games. 

2.4) Players in the game are prohibited from wearing jewelry such as rings, watches, earrings, 

bracelets, necklaces, (including cloth and string type), or other decorative items. 

 

3. Players and Substitutes 
3.1) No player may sit out defensively more than one consecutive inning at a time. Any player 

not playing defensively during the entire previous inning must play the entire next inning. 

3.2) Eight (8) girls must be present and able to play for each team to play a scheduled game. If 

seven (7) or less girls are present the game will be a forfeit. The game may be played 

with the girls available and the forfeit will be used for league standings. 



3.3) A starting line-up that includes all players in the batting order must be presented to the 

opposing coach prior to the start of the game.  

3.4) The batting roster is independent from the scheduled field positions. The batting roster is 

the order in which the players bat. 

 

4. Game 
4.1) The infield fly rule does not apply. 

4.2) Free defensive substitution is permitted. 

4.3) Ten (10) players may play defensively. 

4.4) Stealing bases are not permitted. 

4.5) The double base is approved for use at first base. 

4.6) A game shall be six (6) innings long unless the time limit expires, 60 minutes. 

4.6)1. If either team is ahead by 11 runs at the completion of the 4th inning, or the home team is 

ahead by 11 runs after 3 ½ innings the game is over. If any team is ahead by 15 runs at 

the completion of the 3rd inning the game is over. 

4.6)2. If the home team is ahead prior to entering the bottom half of what will be the final 

inning, (either because time has run out, or they are ahead by the number of specified 

runs in the previous rule), the home team will not bat and the game is over. If time 

remains and the coaches agree to continue the game, play may continue, but no additional 

runs will be recorded. 

4.6)3. Tie Breaker: If the game is tied at the end of regulation, ASA tiebreaker rules will apply. 

One tiebreaker inning will be played during regular season games. If the game is still tied 

after one inning, each team will get a ½ of a win. 

4.6)4. Tie Breaker Rules: At the start of each inning, a runner is placed on second base. The runner is 

the last batter to make an out in the previous inning. At least one full inning is played, allowing 

each team the same chance to score.  

4.7) Observed lighting, thunder, or excessive rain shall be cause for a game delay. 

4.8) Storm delayed games will be rescheduled by the Board. In the event of a storm delay, a 

game shall be considered a complete game if at least 4 innings have been completed. The 

winning team shall be the team leading at the end of the last completed inning before the 

game was halted. 

4.8)1. If less than four innings have been played the game will be resumed from the point at 

which the game was halted. Games will be rescheduled for the next make-up date. Storm 

delayed games originally scheduled between the last make-up date and the beginning of 

the tournament will not be made-up unless they will affect the final league standings. 

 

5. Pitching 
5.1) The team coach will pitch to their players. (Any reasonable distance)  

5.2) There are no strikeouts.  Upon the third (3) strike the rubber Tee will be used. 

 

 

 

 

6. Batting 



6.1) There are no walks. 

6.2) All players bat each inning.  If three (3) outs are reached, each team continues until all 

batters have batted. 

 

7. Runner and Fielding 
7.1) Sliding is not permitted. 

7.2) Base runners may not leave the base until the ball is hit. 

7.3) When the pitcher has possession of the ball in the pitching circle, the ball is considered 

dead.  If a base runners feet are more than 2/3 to the next base the runner will advance to 

the base. 

7.4) Upon a defensive throw to first base the batter may not advance to second base on a 

fielding error. Runners on second and third may advance on error.  This is to encourage 

the fielding team to attempt outs at first and preventing a runner advancement due to 

error. 


