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ANY OTHER RULES THAT ARE NOT COVERED HERE WILL BE COVERED UNDER THE NEWEST APPROVED YEAR OF THE USSSA SLOW PITCH SOFTBALL RULE BOOK.


RULE 1 GAME

SECTI0N 1: GAME SCHEDULE

1.1.1:  Game Schedules and Time are scheduled by the Scheduled Coordinator

1.1.2: There is no game time grace period for any games scheduled at their time

1.1.3: Coaches and players should be at their designated playing field 15 minutes prior to game time.

SECTION 2: THE CHOICE OF VISITOR AND HOME TEAM

1.2.1: Team listed first on the season schedule will be the home team and be assign to first base dugout.
NOTE ON RULE: Team listed second on the season schedule will be the visiting team and assigned to third base dugout.

1.2.2: During Tournament Play; Home team is determined by the season final standings
NOTE ON RULE: Such as first place team will be the home team throughout the tournament and so on
In case of tie, head to head completion during season determined tournament seed (see Section 20 in Guidelines and Regulations.

SECTION 3: REGULATION GAME
1.3.1: 
	DIVISION
	INNINGS PLAY
	TIME LIMIT
	GAME CALL DUE TO WEATHER

	
Junior
Senior

	
5
6

	
One (1) Hour
One (1) Hour

During Tournament  Championship Game (No Time Limit)
	Juniors: Has not reached three (3) complete innings or home team is winning in the bottom of the 3rd inning or who is ahead after 3 complete innings (visitors or home)

Seniors: Has not reached four (4) complete innings or home team is winning in the bottom of the 4th inning or who is ahead after 4 complete innings (visitors or home)

 See additional rules; 1.3.2; 1.3.3; 1.3.4; 1.3.5 and 1.3.6 below. 
.


 
1.3.2: A game stoppage called due to weather during regular season play, which cannot be resumed within 30 minutes, will be subject to reschedule and start from the top of the first inning as a new game, no score, (umpire coordinator, or buildings and grounds coordinator or  youth league director are empowered to make the call to call game off).  

1.3.3: The youth league reserves the right to extend the 30 minutes, if so deemed to, if affects the season scheduling for any for unseen reasons to finish the season up in a time frame expected period.

1.3.4: Season Play: If a game has to be rescheduled toward the end of the season, and does not affect the division standings then it’s up to the scheduling coordinator or youth director to have the game play or not.

1.3.5: Tournament Play: If a game has to be rescheduled it will be push back in a time slot or next day and all other games in the tournament push back. Scheduling coordinator or youth director will reschedule.

1.3.6: Run Rule Limit: If a team reaches the amount of runs it takes to considered a run rule game, and the game time limit is still within the one hour time limit and game regulation innings, the inning stops for the batting team, while the opposing team will get to come in and bat one additional inning and no more than two innings if timer still exist. No runs will be kept during this time. This rule applies when a team hasn’t had its line up to go through their batting order. 

SECTION 4: GAME TIME LIMIT

1.4.1: One Hour (start time recorded by official score keeper and tells the home plate umpire when game has expires).

1.4.2:  If the game time limit expires in a top of an inning and the home team is behind, the home team will get to bat in the bottom of that inning. If the home team doesn’t tie or take the lead during that inning, the game is over. If they take the lead, the game is over. If tie, it will go extra innings, with the home team still get to bat if behind. If 3rd out in the bottom of an inning is recorded before time limit expires the next inning must be played.

SECTION 5: GAME RUN RULES

	DIVISION
	INNINGS PLAY
	RUN RULE THRESHOLDS

	Juniors
	5
	20 after 2 complete innings 
15 after 3 complete innings 
10 after 4 complete innings 

	Seniors
	6
	20 after 2 complete innings 
15 after 4 complete innings 
10 after 5 complete innings 



SECTION 5A: FLIP FLOP RUN RULE
To ensure the trailing team gets its offensive opportunity before a game ends due to the run-rule.
By using the run-rule threshold in section 5 above, flip-flop applies anytime the visiting teams leads by;
If the visiting team meets or exceeds the run-rule at the end of an inning, flip-flop applies.

1.5A.1: Anytime during a 1st Inning if either team scores 20 runs in the first, the flip-flop rule applies.

1.5A.2: Flip-Flop Triggers
	
	Juniors
	Seniors
	Lead Needed

	Before 2 Complete  Innings
	2
	2
	20 +runs

	After Inning
	3
	4
	15 +runs

	After Inning
	4
	5
	10 +runs






SECTION 6: GAME PLAYERS NEEDED OR BECOMES A FORFIETED GAME

6.1.1: If each team doesn’t have enough C.Y.L. registered roster players. Must have at least seven (7) roster players,

6.1.2: [] Training League can pick up another male or female player from another training league team. 
          [] Tee Ball can pick up a male or female player from the training league teams.
          [] Coach Pitch can pick up a 6 year old male or female from tee ball.
          [] Jr. Girls can pick up a 9 year old female or male from the coach pitch division or one Junior Boy Team 
             Player ages 10-11 (no 12 and 13 year olds)
          [] Jr. Boys can pick up a 9 year old male or female from the coach pitch division or one Junior Girl Team  
              Player ages 10 through 12 (no 13 year olds)
          [] Sr. Girls can pick up a junior league girl ages 12 and 13 (no 10 and 11)
          [] Sr. Boys can pick up a junior league boy age 13 (No 10 to 12) and up to one senior girl ages 16-19. 
              (No 14-15)

SECTION 7: SUSPENDED GAME 

1.7.1: A suspended game is halted before it can be completed, and the game is meant to be finished at a later time or date. Such as;
    [] Weather Conditions
    [] Field Conditions 
    [] Playing Field Lights Issues
    [] Facilities issues such as electricity, plumbing, domestic water, etc.
    [] Any; conditions that will make it impossible to continue a game becoming a safety issue.
Note: See Section 3 Regulation Game 1.3.1

SECTION 8: GAME CALL OFF (POSPONED)

1.8.1: A scheduled game that has to be called off or postponed before it has started play. Such as;
    [] Weather Conditions
    [] Field and/or Parking Lot Conditions
    [] Facilities Conditions
    [] Any; conditions that will make it impossible to start a game becoming a safety issue.

SECTION 9:  FORFEIT GAME

1.9.1: See Rule 1 Section 6; for number of roster players must have to start a game.   

1.9.2: If an ejected player, or coach or parent of that family doesn’t leave the park grounds if asked to by the umpire or league official the game becomes a forfeit and in favor of the opposing team.


1.9.3: If a spectator doesn’t leave the park grounds if asked to by the umpire or league official and the umpire and/or league official can determined which team is it effecting the game becomes a forfeit and in favor of the opposing team.

Note: Rule 1.9.2 and 1.9.3; affect during a time that seem so deemed to make the call. 

SECTION 10: PROTESTED GAME

1.10.1: Allowed Protest Types 
    a. Rule Interpretation: When you believe the umpire applied a game playing rule incorrectly.
    b. Player Eligibility: Illegal team roster player or unregistered player. 

1.10.2: Not Allowed
    a. Umpire Judgment call: safe/out, fair/foul, strikes/balls, infield fly rule, obstruction, interference 
        judgment, etc.
1.10.3: Who is allowed to protest
      a. Head Coach or active head coach of that team during that game
         [] No player, parent and/or spectator can make a protest call.

1.10.4: When You Must Protest (league will not accept a protest filed too late)
    a. Must be made before the next pitch is thrown to a batter
    b. Before all infielders leave fair territory, or
    c. Before the umpires (both) leave inside the playing field after the game

1.10.5: Player Eligibility 
    a. Can be made at any time during the game.
    b. Must be made before the game ends (before the umpires leave the playing field)

1.10.6: How to File a Protest
    a. Notify the umpire of that game, immediately; not league official.
    b. State exactly what rule you believe was misapplied.
    c. The Umpire will:
       [] Stop the game; get with the league official scorekeeper of that game and record the situation 
          (inning, outs, runners, batter count and time limit left of game)
       [] Notify the league official
    d. A protest fee of $100 must be pay during the protest period of that game (fee is refunded if you win           
       the protest)
   
1.10.7: After the Protest is File
      a. The league protest committee will review the protest
      b. If upheld
          [] The game is corrected from the point of protest
      c. If denied
          [] The game continues from the recorded situation as the game final outcome.

1.10.8: The protest committee decisions are final. NO EXCEPTIONS


SECTION 11: EQUIPMENT
1.11.1:
	BALL
	BAT
	BATTING HELMET
	GLOVE
	PITCHER MASK
	CATCHER MASK/HELMET

	Juniors Division and Senior Girls 11” / 52 COR
300 LB Compression  green dot or compatible approved by youth league director.
Seniors Boys
12” / 52 COR 
300 LB Compression  
green dot or compatible approved by youth league director.
	 Softball
Girls Only can use Fastpitch Bats


No Wooden Bats
No Baseball Bats
No Senior League Bats
No Titanium Bats
	Meets NOCSAE standards or above (must have both ear flaps). Face masks are optional (not required).
	Baseball or softball
	Meets softball approval. 

Pitcher helmet mask are optional (not required)
	Meets NOCSAE standards or above (must have both ear flaps).

Could be a batter helmet with face mask attachment
(must have both ear flaps).




1.11.2: Bat; No baseball and/or titanium and/or wooden bats and/or senior slow pitch softball bats allowed. Have a 2 ¼” barrel diameter, no longer than 34” in length and weigh no more than 31 ounces. Must meet approved bat testing certification program and approved by NSA, USSSA, ISA, USA (ASA) slow pitch softball. Option for girls, fast pitch bats can be use by girls only. 

1.11.3: Batting Helmet; Helmets must be worn in practices and games at bat and running the bases. (No penalty if fall off during times)

1.11.4: Fielder’s Glove; must be worn during games

1.11.9.5: Pitcher Mask is required (helmet is optional)

1.11.9.6: Catcher Mask/Helmet is required (Could be a batter helmet with face mask attachment (must have both ear flaps).
1.11.7: Fielder’s Glove: Must be worn playing the field. Mask is an option (not required).

SECTION 12: PLAYERS AND COACHES APPAREL

1.12.1: Shirts: during practice and games must be worn. No shirts shall be worn at park that has any alcohol, drug, offences of any kind, or other illegal name on it. Encourage parents and players to wear team sponsor shirt to all games.

1.12.2: Pants/Shorts: no pants or shorts that are loose dropping down the waist line during practice and game.

1.12.3: Shoes: during practice and games must be worn (no steel cleats and/or wrap around steel cleats)

1.12.4: Caps/Hats: optional-not required. No caps/hats shall be worn at park that has any alcohol, drug, offences of any kind, or other illegal name on it

SECTION 13: LEAGUE BAT USE RULE

1.13.1: Whatever bat is brought to the game of play, must be align along the fence row near home plate area on their side of field.

1.13.2 Either team player has the right to use that bat during the game, no matter if it’s the visitor or home team or who brought the bat on the playing field.
A. If a player, coach and/or parent, etc. doesn’t want another player to use the bat, they shouldn’t bring it to the game.
B. For the protection of the bat owner, the player shall be told by the bat owner and coach if the bat is misuse such as throwing the bat against the fence or slamming to the ground, causing any damage, etc. that player will not be allowed to use that bat again and may be subject at their expense of replacing that bat to the owner.


RULE 2: COACHES

SECTION 1: COACHES ALLOWED ON FIELD

2.1.1: Two (2) base coaches; one at third base in foul territory and one at first base in foul territory. 
NOTE ON RULE: If using a youth: must be 13 years of age or older in junior league and 15 years of age or older in senior league and wearing batting helmet.

2.2.2:  One (1) dug-out coach to keep the batting order in place. 

2.2.3: Miscellaneous Coach; is a coach inside the dugout that is needed to help assist a player.

2.2.4: All coaches with the exception of base coaches must be inside the dugouts or outside the playing fence area.

SECTION 2: EJECTED COACH

2.2.1: Automatic Elections
      a. Verbal or written threats to a league official, player, coach and/or spectator.
      b. Profanity or abusive language

Note: See also Rule 11-Unsportsmanship
 
Note: Coaches are also too abide by the Centertown Youth League Guidelines and Regulation Section 9: Coaches Code of Character and Conduct-Section 10: Coaches Corrective Action.



2.2.1: Warnings; Umpires or league official can issue a warning to a coach
          [] Warnings can be made on basic of;
              -arguing a call
              - taunting and/or any other bad behavior toward the players, coaches, umpires and officials 
       a. First offence; verbal warning of the incident.
       b. Second offence; Coach is ejected from the game.
         
Note: See also Rule 1.9.2 
RULE 3: PLAYERS

SECTION 1: PLAYERS REGISTRATION

3.1.1: Player must be official registered in the Centertown Youth League to practice and/or played ball in the youth league. 

3.1.2: There is a fee set by the Youth League to pay.

SECTION 2: AGES

3.2.1
A.  Junior Girls: ages 10 through 13 / Senior Girls: ages 14 through 19 
B.  Junior Boys: ages 10 through 13 / Senior Boys: ages 14 through 19
C. Age Cut off is May 1st (Whatever age is by than of the season year will determined Divisional Play)
D. A Player can always play up one division if they are within one (1) year of the age in Division.

SECTION 3: PLAYING AND SUBSTITUTES

3.3.1: Play up to ten (10) defensive players on the field

3.3.2 Bat all team roster players in batting order (stays throughout the game). After tenth player, the others will be considered additional hitters in the batting order.

3.3.3: Additional batters in line-up (more than 10 batters) if player becomes injured or sick during the game and has to be removed from the batting order, a out will not be called on that batter and cannot return in the game to play or bat.
     a. The coach has the option to leave this batter in the line-up, just in case they can return to the game, 
         but, out will be called then at their time of bat when comes up, if not able to play.

3.3.4: Free Substitution throughout the game any positions on the field

3.3.5: If roster player shows up during the game and matches the number of players the opposing team has then, the pick- up player has to remove and roster player goes in their batting line-up spot. 

3.3.6: A team roster player must play at least 2 innings (6 outs) on the defensive fielding side. (Unless; run rule applies to a game).

SECTION 4: EJECTED PLAYER

3.4.1: Automatic Elections
      a. Verbal or written threats to a league official, player, coach and/or spectator.
      b. Profanity or abusive language

Note: See also Rule 11-Unsportsmanship
 
Note: Players are also too abide by the Centertown Youth League Guidelines and Regulation Section 11: Players Code of Character and Conduct-Section 12: Players Corrective Action.

2.2.1: Warnings; Umpires or league official can issue a warning to a player
          [] Warnings can be made on basic of;
              -arguing a call
              - taunting and/or any other bad behavior toward the players, coaches, umpires and officials 
       a. First offence; verbal warning of the incident.
       b. Second offence; Coach is ejected from the game.
         
RULE 4: BALL IN PLAY AND DEAD BALL

SECTION 1: THE BALL IS PUT IN PLAY BY THE UMPIRE

4.1.1: Start of the game, the pitcher has the ball while standing at the initial pitcher position area, the batter is in the batter’s box, the catcher in catcher’s area and the umpire signals “play”.
SECTION 2: THE BALL IS LIVE AND IN PLAY

4.2.1: Batter hits the pitched ball legally in fair play.

4.2.2:  A fair batted or thrown live ball accidentally strikes the coach.

4.2.3: A fly ball is legally caught, fair or foul.

4.2.4: Thrown ball goes into the foul territory and is not blocked or been obstructed.

4.2.5: Fair batted ball strikes a base runner or umpire after touching a fielder or after passing any fielder including the pitcher.

4.2.6: Thrown ball strikes an umpire or offensive player.

4.2.7: Base runner is forced or tagged out before time is called.

4.2.8: A base is dislodged while base runners are progressing around the bases.
4.2.9: A base runner is called out for passing another runner ahead of them.

4.2.10: A base runner is called out for being out of the baselines.

4.2.11: Live ball strikes a photographer or others when they are assigned to the field as part of the game.

4.2.12: During the enforcement of the infield fly rule. (Junior Division doesn’t have the infield fly rule)

4.2.13: When an appeal play is involved or enforced.
EFFECT ON RULE: applies during an appeal play situation, which is attempted before umpire has called time. However, after a dead ball interval, base runners may not advance during the execution of an appeal play, made immediately after the ball is again put in play.

4.2.14: When base runner(s) must return to a base in reverse order while the ball is live and in play.

4.2.15: A fair ball strikes the umpire or offensive player on foul ground.

SECTION 3: THE BALL IS DEAD AND NOT IN PLAY

4.3.1: After each thrown pitched to the batter a; ball and strike not batted.

4.3.2: Batter bats illegally, or hits the ball with an illegal or altered bat.

4.3.3: When a no pitch is declared by the umpire.

4.3.4: Illegal pitcher’s action is declared by the umpire.
4.3.5: Foul ball not caught in the air.

4.3.6: A batter is hit by their, own batted ball, in fair or foul in the batter’s box.

4.3.6: A base runner is called out for leaving a base too soon on a pitched ball.

4.3.7: A batter deliberately bunts or chops the ball downward.

4.3.8: A batter steps completely across the plate to hit the ball in fair play.

4.3.9:  An intentionally drop fair ball affecting the infield fly rule ball (Senior Division Only)

4.3.10: A pitched ball touches any part of a batter’s body.
EFFECT IN RULES (4.3.1 THROUGH 4.3.13): The ball is immediately dead, and no runner may advance a base.

4.3.11: Offensive team member or equipment causes a blocked ball.
EFFECT ON RULES (4.3.1 THROUGH 4.3.11): Dead Ball is immediately and no runner may advance.

4.3.12: A coached intentionally interferes with a batted ball or live thrown ball.
4.3.13: Batted ball hits an umpire before the ball is touched by or passes through the infielder, the batter is awarded first base. No other base runner may advance (only exception: to make room for the batter-runner).

4.3.14: A spectator or other person not in the game causes interference.

4.3.15: When time is called for any reason by the umpire.

4.3.16: Offensive team member causes interference.

4.3.17: A blocked ball occurs.

4.3.18: When the ball goes outside the playing field area.

4.3.19: A ball caught with an illegal glove in any manner.

4.3.20: Base runner is off a base and is hit with a fair batted ball before the ball is touched by or passes through the infielders.

4.3.21: Base runner deliberately and/or forcefully crashes into a defensive player who is waiting to make a tag. SEE RULE 6.3.24
NOTE ON RULES (4.3.12 THROUGH 4.3.21): Ball immediately dead; however the runners are permitted to retain any bases they may have advance to or any bases they may be awarded at the time of or because of the interference.

4.3.22: A base runner jumps over a defensive player waiting to tag.
SEE RULE 6.3.25 
RULE 5: BATTING

SECTION 1: BATTING ORDER 

5.1.1: Batting order must be turned into the scorekeeper, ten (10) minutes before the game starts.

5.1.2: (Co-Ed) Girl or Boy may bat in any order of the line-up. 

5.1.3: If a player shows up late, they will be added to the bottom of the line-up unless they are replacing a pick up player they will bat in that place or replacing a player that is leaving.

5.1.4: Bat all team roster players. More than 10 regular batters and all others become additional batters in line-up.
        a. If player becomes injured or sick during the game and has to be removed from the batting order, a 
           out will not be called on that batter and cannot return in the game to play or bat.
        b. The coach has the option to leave this batter in the line-up, just in case they can return to the game, 
         but a out will be called then at their time of bat when comes up, if not able to play.



5.1.5: If a player leaves the game early, for any other reasons; there will be no additional batter in their place, Out is called on that batter when they come up in the batting order.

NOTE ON RULE: If you have another roster player that shows up around the time that player left, they can be added in that spot.

5.1.6: If a batter refuses to bat their turn, then an out will be called, no pinch hitter.
 
SECTION 2: BATTING OUT OF ORDER
Must be by an appeal play by the defense only

5.2.1: Defense appeals before a pitch to the next batter
        a. The improper batter is out
        b. Any advances caused by the improper at bat are nullified; unless a runner was put out on a play.
        c. All runners return to the base they occupied at the start of the improper at bat except; 
           [] Any runner who was legally put out on a play remains out.
           [] This is confirmed in umpires discussions and interpretations
        d. The proper batter loses their turn and the next batter is whoever follows the proper batter in the 
            line-up

5.2.2: Defense appeals after a pitch to the next batter
       a. The improper batters’ turn becomes legalized (batting order “locks in” at this point, cannot go back 
           to previous batter(s))
       b. All results of the play stands.
       c. The batting order continues with the batter who follows the now-legalized improper batter.

5.2.3: A coach can fix an improper batter by swapping in the proper batter mid-at-bat as long as the ball 
          has not been put in fair play.
a. The proper batter will inherit the pitch count of the improper batter    

5.2.4: Scorekeeper and/or umpire and/or spectators should not point out the wrong batter is up. 
       [] Only the defensive team at the proper time

SECTION 3: BATTING

5.3.1: Three (3) outs per inning, per inning, per team.

5.3.2: On deck batter must be at the on deck area ready to bat next or at the exit corner of the dugout. All other players should be inside the dugout, exception batter and any base runners.

5.3.3: If the batter slings their bat on the field, the dead ball is called by the umpire, the batter will be given a warning the first time and recorded in the scorebook for the rest of the game. Second offense and rest of the game, batter will be called out. 


5.3.4: Intentional Walk - a batter can intentionally be walked by the pitcher telling the home plate umpire without throwing a pitch to the batter. 
        1. It can’t be the same player twice during the game.
        2. It can’t be back to back intentional walks.
        3. No more than two (2) per game 

Intentional Walk Pitch Rule Note: Pitcher can’t intentionally roll balls along the ground and/or throw balls up around the fences. Umpire judgment call for any unseen reasons the pitcher is avoiding the batter, will be a no pitch called by the home plate umpire and the pitcher is warned, on the second offence the pitcher must be removed from that position for the game.
5.3.5:  No infield fly rule in Junior Division. Infield fly rule does apply to Senior Division. 

SECTION 4: BATTER COUNT

5.4.1: Batter has a 0-0 count when coming to bat. Three (3) strikes or four (4) balls
         1. Allow one (1) foul after two strikes. (On the second foul batter is out)

5.4.2: Any individual who repeatedly argues balls and strikes will be worn on first offence and ejected on second offence

5.4.3: The umpire shall not give a call or signal for time when a batter steps out of position after a pitcher has started their delivery motions to home plate.
EFFECT ON RULE: if the pitcher pitches, the umpire shall call either a strike or ball. A batter may take their proper position after any such pitch (within 10 seconds) and regular ball and strike count shall continue. 

5.4.4:  Strike is called by the home plate umpire on a fairly delivered pitched ball by the pitcher that passes through the strike zone before touching the ground.
NOTE ON RULE 
1.  The strike zone is only that part, or any part of the area, over home plate that is lower than the top of the batter’s highest shoulder, or higher than the bottom of their front knee.
2. The black on the edge of the plate is not part of the home plate; therefore a strike can be called if the above applies.

5.4.5: Ball is called by the home plate umpire on pitch not swung at by the batter if the pitched doesn’t enter the strike zone.
. 
5.4.6: Legally Fair Batted Ball
1. Batted ball which first falls to the ground in foul territory and then rolls or bounces into fair territory before passing first or third bases and without touched some object other than the ground.
2. Batted ball first touching the ground in fair territory, then rolling into foul territory and then again rolling into fair territory provided the ball did not touch anything while over foul territory other than the ground.
3. Fair of foul ball shall be judged according to the position of the ball relative to foul lines including the foul pole, and not whether the fielder is on or over the fair or foul territory at the time the ball is first touched.
4. When a batted ball passes out of the field over a fence the umpire shall declare it fair or foul according to position of the ball as it leaves the playing field.
5. When a batted ball hits any object including a fielder and is ruled a fair ball under the rules, it is always treated as a fair ball regardless of what happens to the ball or where it may go.
6. A fly ball falling beyond first or third base is judged at point first contact.

5.4.7: A foul ball is a legally batted ball which does not conform to the provisions or rules that would cause it to be a fair ball.

5.4.8: Batted ball which first strikes any person, object, fence, bench,  bat or other equipment or which goes into pre-determined out-of-play area in foul territory remains a foul ball regardless of where it may go.
1. It is a strike to the batter count.
2. A foul fly may be caught thus putting the runners in jeopardy. 
3. Foul ball not caught is dead ball and runners must remain to their bases.

SECTION 5 BATTERS CALLED OUT

 5.5.1: Bats illegally. (Batting out of order been appeal)

5.5.2: Hits the ball with an illegal or altered bat. The umpire must discover this illegal action before the next pitch, either by observation or because an appeal from the defensive team.
EFFECT ON RULE: the batter hits the ball with an altered bat, the ball is dead, and batter is called out and ejected from the game.

5.5.3: He bunts or chops the ball deliberately downward (either foul or fair). 

5.5.4: Third strike call
NOTE ON RULE: the batter is allowed one foul ball after two strikes.

5.5.5: When their hit by their own batted ball in fair territory, after leaving batter’s box.

5.5.6: Drop the bat in fair territory and it makes contact with a fair ball by moving into the ball.

5.5.7: They intentionally interfere with the catcher attempting a play.

5.5.8: Any member of their team interferes with a fielder attempting to make a play on a foul fly ball.

5.5.9: Hits a fly ball that is legally caught.

5.5.10: Doesn’t reach first base before the out is made by the fielder to first base.

5.5.11: Tagged out by a fielder with ball in hand before reaches first base.

5.5.12: When, after reaching first base safely, if over runs or over slides that base and makes an attempt to start to second base before returning to first base is liable to be tag out.

5.5.13: When, after hitting a fair ball, and while the ball is still alive, the batter-runner carries the bat and touches first base or runs beyond first base carrying the bat. (Does not apply to home runs over the fence or walks)
NOTE ON RULE: If this action results in the third out, no runs shall score if the runner coming home has not crossed the plate before reaching first base.

5.5.14: After hitting a fair ball, and while the ball is still live, the batter-runner goes into dead ball territory.
 NOTE ON RULE: Such as dugout or outside the playing field fences.

5.5.15: Infield Line Drive Ball Intentionally Drops and/or Infield Fly Rule (only in Senior Division).
EFFECT ON RULE umpire shall immediately call the batter out (in a forceful manner) and ball is dead.
NOTE ON RULE: it’s the umpire judgment called to make.

SECTION 6: INFIELD FLY RULE.

5.6.1: (Senior Division Only) With less than 2 outs with runners on first and second base or runners on first, second and third base or runners on first and third base.
SECTION 7: BATTER OBSTRUCTION/INTERFERENCE

5.7.1:  Batter is obstructed by the catcher or other fielder obstructs or prevents them from striking at a pitched ball. The offensive team coach has the option to accept obstruction or result of the play.
EFFECT ON RULE:
1. When batter is obstructed the batter is awarded first base, except that if the batter succeeds in hitting the pitch and reaches first base safely and no proceeding runner is put out before advancing at least one advanced base, the obstruction should not be called or enforced. If the obstruction is not enforced the ball remains live and in play.
2. The offensive team coach has the option to accept obstruction or result of the play.

5.8.2 Batter’s batted ball strikes the batter once leaving the batter’s box on a fair ball is called out.

RULE 6: BASE RUNNING

SECTION 1: BATTER BECOMES A BASERUNNER

6.1.1: Batter is awarded first base on;
       1. Four balls pitches called by umpire.
       2. Intentionally walk by the pitcher. 



6.1.2: Catcher or any other infielder obstructs or prevents the batter from striking at a pitched ball. The offensive head coach has the option to accept obstruction or result of the play.
NOTE ON RULE If batter succeeds in hitting the pitch ball and reaches first safety and no other runner is put out before advancing (at least one advance base), obstruction should not be called or enforced. If not enforced the ball remains live and in play. 

6.1.3: Batter hits a fair ball in play.
EFFECT ON RULE: Fair ball strikes the umpire or base runner while off base before passing a fielder other than the pitcher. Ball is dead immediately and the batter is entitled to first base without a out called on them. (Any other force out runners awarded the next base).
NOTE ON RULE 
1. If the fair batted ball hits the umpire or base runner after passing a fielder other than the pitcher or touches any fielder including the pitcher, it remains in play with all runners subject being in jeopardy.
2. Consideration of an umpire judgment call, the pitcher becomes an infielder after releasing the pitch to the batter and when the opinion of the umpire has a reasonable opportunity to field a batted ball. 

SECTION 2: BATTER-BASERUNNER IS CALLED OUT

6.2.1:  Hit by their, own batted ball in fair territory after leaving the batter’s box.
·  Batter’s Box (3 feet front of home plate, 2 ½ feet behind home plate; measuring from the center of home plate and 3 feet wide plus the 6 inches off the side of home plate. 
 NOTE ON RULE: No field marker is mark at batter box, so this becomes an umpire judgment called. 
 
6.2.2: Drops the bat in fair territory and it makes contact with a fair ball moving into the ball.

6.2.3: Fielder catches and controls the ball on first base before runner touches the base.
 
6.2.4: After reaching first base safety and over runs or slides that base and then makes an attempt to start to second base before returning to first base.
EFFECT ON RULE: Runner is in jeopardy and must be tagged or put out.
  
6.2.5: A fly ball, pop-up or line drive is legally caught with the fielder’s feet within the boundaries of the playing field.

6.2.6: Hitting a fair ball, while the ball is still live, the batter-runner carries the bat and touches first base 
 or runs beyond first base while carrying the bat.
EFFECT ON RULE: Ball remains live and in play and other base runners are in jeopardy. 
NOTE ON RUL : 
1. This action results in the third out of an inning, no runs shall score.
2. Does not apply to walks and home runs over the fence. Ball is dead.

6.2.7: Hitting the ball in fair territory and while ball is still live, the batter-run goes into dead ball territory. 
 EFECT ON RULE: Ball remains live and in play and other base runners are in jeopardy.
       
6.2.8: Interferes with a fielder attempting to field a batted ball.
 NOTE ON RULE: If this interference in the judgment of the umpire is an obvious attempt to prevent a double play, the base runner closest to home plate shall also be called out.
EFFECT ON RULE: Ball is dead.

6.2.9: Intentionally interferes with a thrown ball. (Ball is dead)
NOTE ON RULE: If this interference in the judgment of the umpire is an obvious attempt to prevent a double play, the base runner closest to home plate shall also be called out.

SECTION 3: BASE RUNNERS ARE OUT

6.3.1: Runner runs out of the three foot line and interferes with a fielder taking the throw or making a play at first base. (Ball is dead)

6.3.2: Runner interferes with a fielder attempting to field a batted ball or intentionally interferes with a thrown ball. If this interference in the judgment of the umpire is an obvious attempt to prevent a double play, the base runner closest to home plate shall also be called out. (Ball is dead)

6.3.3: Base runner fails to keep contact with the base, until a pitched ball touches the ground, has reached or passed home plate, or is batted. (No pitch is declared, the ball is dead and the runner called out).

6.3.4: When runner interferes with a fielder attempting to field a batted ball or intentionally interferes with a fielder catching a ball or throwing a ball, or with a thrown ball.
EFFECTON RULE: If the interference is not ruled intentional; the batter runner is entitled to go to first base. If opinion of umpire the interference is an obvious attempt to prevent a double play, the immediate succeeding runner shall also be called out. When a base runner interferes after he is out or after scoring, the most advanced runner shall be declared out. 

6.3.5: Base runner is struck by a fair batted ball on fair ground while off their base and before it touches a fielder or passes a fielder.
EFFECT ON RULE: It is a dead ball immediately and the involved base runner is out.

6.3.6: Base runner intentionally kicks a live ball, or intentionally interferes with a ball in play, whether or not the runner is in contact with their base.
EFFECT ON RULE: It is a dead ball immediately and the involved base runner is out

6.3.7:  Runner runs bases in reverse order than when permitted to.
EFFECT ON RULE: It is a dead ball immediately and the involved base runner is out.

6.3.8: Coach intentionally interferes with a live batted ball or thrown ball.
EFFECT ON RULE: Infraction constitutes interference, all play stops; the ball is dead and the most advanced runner is called out.

6.3.9: Coach runs in the direction of home plate or any other base, on or near a baseline, while fielder is attempting to make a play on a batted ball or on a thrown ball and thereby draws a throw in their direction.
EFFECT ON RULE: Infraction constitutes interference, all play stops; the ball is dead and the most advanced runner is called out.

6.3.10 Base runner who has been put out continues to run the bases, thus simulating a live base runner and thereby draws a throw to retire them a second time.
EFFECT ON RULE: Infraction constitutes interference, all play stops; the ball is dead and the most advanced runner is called out.

6.3.11: When a member of the offensive team or their equipment causes a blocked ball.
EFFECT ON RULE: Infraction constitutes interference, all play stops; the ball is dead and the most advanced runner is called out.

6.3.12: A base runner is attempting to score and the next batter or other team members interfere with the attempted play.
EFFECT ON RULE: Infraction constitutes interference, all play stops; the ball is dead and the most advanced runner is called out.

6.3.13: When members of the team at bat stand or collect at or around a base toward which a base runner is advancing, thereby confusing the fielders in adding to difficulty of the fielder making a play.
NOTE ON RULE: Team members include all other persons who are on the team’s bench or inside the dugout. 
EFFECT ON RULE: Infraction constitutes interference, all play stops; the ball is dead and the most advanced runner is called out.

6.3.14: When anyone other than another runner physically assist runner while the ball is in play.
EFFECT ON RULE; Ball remains live and in play, the involved runner is out and other base runners are in jeopardy. 

6.3.15: While the ball is in play, is legally touched with the ball in the hands of a fielder while not in contact with a base.
EFFECT ON RULE; Ball remains live and in play, the involved runner is out and other base runners are in jeopardy. 

6.3.16 Runner fails to attempt to advance and goes into dead ball territory.
 NOTE ON RULE: Such as dugout or outside the playing field fences.
EFFECT ON RULE; Ball remains live and in play, the involved runner is out and other base runners are in jeopardy. 

6.3.17: Runner positions their self behind, and not in contact with the base to get a running start
EFFECT ON RULE; Ball remains live and in play, the involved runner is out and other base runners are in jeopardy. 

6.3.18: On a force out, a fielder tags them with the ball (while on or off a base) or holds the ball on the base to which the runner is forced to advance before the runner reaches the base.
EFFECT ON RULE; Ball remains live and in play, the involved runner is out and other base runners are in jeopardy. 
6.3.19: Runner physically passes a preceding runner before that runner has been put out.
EFFECT ON RULE; Ball remains live and in play, the involved runner is out and other base runners are in jeopardy. 

6.3.20: Running toward any base and moves more than 3 feet from a direct line between a base and the base he is trying for to avoid being tagged with the ball in the hands of a fielder.
EFFECT ON RULE; Ball remains live and in play, the involved runner is out and other base runners are in jeopardy. 
   
6.3.21: Base runner fails to return to touch the base to which they are entitled when play is resumed after any suspension of play caused by a dead ball situation, if the fielder legally holds the ball on that base.

6.3.22: Runner leaves their base to advance to the next base before a pop or fly ball has been touched or touches some object, provided that the pop or fly ball is caught and returned to a fielder and legally held on the base left, or if a fielder touches the runner with the ball before runner returns to retouch their original base.
EFFECT ON RULES (6.3.21) (6.3.22): These are appeal plays and the defensive team loses its right to make an appeal on any of these situations if the appeal is not made known before the next legal pitch, or illegal pitch action, intentional walk or before all fielders have left fair territory.
1. Unless there are two outs, this status of a following runner is not affected by a preceding runner’s violation or failure to comply.
2. If, on appeal a preceding runner is the third out no following runner shall be allowed to score.
3. If, the appealed out is the third out, and is result of a force out, neither the preceding nor following runners shall score.
4. If the appealed out is the third out and is the result of the batter-runner not touching first base, preceding runners shall not score.
5. On any appealed play not a force out, all runners in advance of runner being appealed out who touch home plate legally before actual physical completion of the third appealed out in any inning, shall be counted. Succeeding runners cannot score.

6.3.23: Runner fails to touch an intervening base or bases in regular or reverse order while the ball is in play and the ball is held legally on the missed base or the runner is legally touched with the ball while off the base.

6.3.24: Whenever the catcher or any fielder clearly has the ball and is waiting to tag the runner, the runner must slide or attempt to avoid contact. If, in the umpire’s judgment, the runner deliberately and forcefully runs into the defense player, runner is declared out. The ball is declared dead and all other runners must return to the previous base touched at the time of the collision.
NOTE ON RULE: The catcher or any fielder may not block the pathway of the runner unless they have possession of the ball or is in the act of fielding a batted ball or taking a proper position to receive a thrown ball (thrown ball must already be in flight)- base runner is awarded base.
6.3.25: A base runner jumps over a defensive player waiting to tag.
EFFECT ON RULE: The runner is out.
NOTE ON RULE: If the base runner feet go over the defensive player waist high or the defensive player is kneeling and the base runner feet go above the head of defensive player, the if the base runner made contact with the defensive player, than that runner is ejected from the game. 

SECTION 4: BASE RUNNERS ENTITLED TO ADVANCE WITH LIABILITY TO BE OUT

6.4.1: When any live ball continues in play.
EFFECT ON RULE: 
1. Umpire shall call time when base runners cease to try to advance because the fielders have the ball ahead of them and all immediate play is apparently completed.
2. Base runners must return to the last base touched and entitled to immediately when play is stopped in accordance with the above stipulations, they are to remain until able to leave this base legally on the next pitched ball. 

6.4.2; During a live ball play following a batted ball, the ball is overthrown in either fair or foul territory and does not become a blocked ball.

6.4.3: Any legally pop up caught and fly ball is touched by a fielder

6.4.4: Live thrown ball strikes the person or umpire or base runner

6.4.5: Fair batted ball or a live thrown ball accidentally strikes a coach

6.4.6: Another base runner physically passes a preceding base runner.

6.4.7: When a preceding base runner fails to touch a base as required.

EFFECT ON RULES (6.4.2 THROUGH 6.4.7) Ball remains live with all runners continuing to be in jeopardy. 

6.4.8: A fielder deliberately contacts or catches a batted or thrown ball with his cap, glove or any other part of their uniform or equipment, while it is detached from proper place on the fielder’s person.
EFFECT ON RULE:  
1. On fair batted ball or a ball over foul ground in a situation that might become a fair ball, all base runners are entitled to advance 3 bases from the time of the pitch.
2. On a thrown ball all base runners are entitled to advance 2 bases.
3. In each case the runners may advance further at their own risk, being in jeopardy after reaching the awarded bases.
NOTE ON RULE: In the opinion of the umpire a fair batted ball would have cleared the outfield fence if not interfered with; the batter shall be awarded a home run.

SECTION 5: BASERUNNERS ENTITLED TO ADVANCE WITHOUT LIABILITY TO BE OUT         


6.5.1: Fair batted ball goes over the outfield fence without touching the ground, the batter shall be entitled a home run.
 EFFECT ON RULE: Fair ball that clears the fence before touching anything which is not caught is home run.
1. A batted ball either fair or foul is legally caught on the fly while the fielder’s feet are still within established lines of the playing area. The batter is out even though the fielder’s momentum may cause them to fall over the fence provided in the umpire’s judgment the catch was completed. The ball is declared dead and each and every runner is advanced one base after the catch. If ball is carried intentionally into a dead ball area, two bases are awarded to each base runner.
6.5.2: Fair batted ball bounce or rolls over, under or through a fence, base runners are awarded two bases from the time of the pitch. This award is made whether or not the batted ball is first touched by a fielder.
EFFECT ON RULE: This award is made whether or not the batted ball is first touched by a fielder.

6.5.3: When forced to advance because of the batter being awarded first base.

6.5.4: A fielder catches a ball with an illegal glove, the catch is nullified. 
EFFECT ON RULE: Umpire must discover this illegal action before a next pitch either by observation or because of an appeal from the offensive team. The result of this ball shall be to revert to the previous pitch, disallow the catch and charge an error to the fielder. The ball is dead and the batter and each base runner are advanced one base.

6.5.5: When they obstructed by a fielder between the bases or as they round a base, unless the fielder is trying to field a batted ball or had the ball in their passion ready to tag the runner.
EFFECT ON RULE: The obstructed runner shall be awarded at least one base beyond the base they had last legally touched before the obstruction. The umpire should also award the runner all other advanced bases that they believe the runner would have made, had no obstruction occurred, without waiting for an appeal from the offensive team. The ball remains live with all other runners in jeopardy, except any preceding runners, forced by the award for obstruction, shall advance without liability to be put out to the base which they are awarded.

6.5.6: When a ball is live after batted ball and is overthrown into foul territory and is blocked.
EFFECT ON RULE: In all cases when blocked ball occurs on an overthrown live ball, the ball is immediately dead. Each and every base runner is awarded two bases from last base occupied, unless required to retouch.
NOTE ON RULE: for offensive equipment or team representative causing a blocked ball, the runner closest to home will be declared out and all other runners must return to the last base touched when the ball becomes blocked.
1. When a first throw is made by an infielder trying for a first play, the award is made from the batter’s and base runner’s position at the time of the pitch.
2. When an infielder makes any first attempt at a play and then makes a second attempted play or throw or on any throw from the outfield the award is made from the last base touched by a runner at the time this throw is released.
NOTE: Should more than one runner be between the same bases, the advanced runner governs the award.      





6.5.7: If an accident or incident occurs that prevents a base runner from proceeding to a base to which they are entitled, as on a home run or other awarded base, a substitute runner shall be permitted to take their place when is resumed so to complete the play.

EFFECTS ON ALL RULES (6.5.1 THROUGH 6.5.7): In each and every instance when a batter or runner is awarded one or more bases, each base must be touched in regular order when advancing; otherwise the team in the field may make an appeal on the runner at the missed base, which shall be allowed.

SECTION 6: BASE RUNNER ADVANCING OR RETURNING

6.6.1: Advancing must touch each base in legal order; first, second, third and home plate.
EFFECT ON RULE: Base runner can only acquire the right to an advanced base by touching it before being put out and shall be entitled to hold such base until they touch the next base legally or if forced to leave the base because the batter becomes a base runner and forces them to leave their base.
6.6.2:  Returning, must touch each base they passed in reverse order
EFFECTON ON RULE: Runner will be called out if not proceed in reverse order.

SECTION 7: BASE RUNNER FORFEITS EXEMPTION FROM LIABILITY TO BE OUT

6.7.1: The ball is in play, they fail to touch each base in legal order before attempting to make the next base. Either the batter-runner at first base or any other runner forced to advance because the batter became a base runner is considered as a force out, should an appeal be made. 

6.7.2: After reaching first base the batter-runner’s momentum causes them to overrun or over slide first base; the batter-runner makes an attempt to start toward second base before returning to retouch first base.

6.7.3: After dislodging in a base the runner attempts to continue to the next base.
EFFECT ON RULE: to avoid being in jeopardy the runner must either remain with the dislodged base or remain stationary at the base’s proper location; that is, where the base was originally located.  
1. If the base runner makes a start toward the next advanced base and then tries to return to the dislodged base, they are in jeopardy and it is entirely within the umpire’s judgment whether or not the runner should be safe or out.

SECTION 8: RUNNERS MAY, AND STILL AND RETURN TO BASES AT VARIOUS TIMES

6.8.1: Base runners required or attempting to return when ball is in play must touch each base in regular legal reverse order which includes any intervening bases.
EFFECT ON RULE: (NOTE THE BELOW ARE APPEAL PLAYS); 
1. Base runner is in jeopardy until they return to their bases, in order to comply with the several sections of these rules when the ball is live.
2. No base runner may return to a preceding base after the ball has been declared dead if the base runner touches any succeeding base or after a following runner has scored.



6.8.2: Two base runners may not occupy the same base at the same time.
EFFECT ON RULE: The first runner touching a base shall be entitled to occupy it until they have touched the next base legally or is forced to leave the base due to the batter becoming a base runner. The following runner may be put out by being tagged with the ball even though both runners are in contact with the same base.

6.8.3: Base runner shall not run bases in reverse order to confuse the fielders nor to make travesty of the game.
EFFECT ON RULE: Base runner shall be declared out by the umpire and ball is dead.

6.8.4: Base runner returning to a base to retag on a fly ball caught and thrown by a fielder to any base. If the ball  is thrown into the restricted area, the base runner shall be awarded the they must retouch, plus one base
EFFECT ON RULE: If the base runner is in contact with the base, they will be awarded the base they must retouch plus any other base runner touches before play has stop. If they leave the base to soon, it made become a appeal play and the base runner may be put out.

SECTION 9: BASE RUNNER IS NOT OUT

6.9.1: Base runner is touched with the ball not securely held by the fielder.

6.9.2: Base runner holds their base until a pop or fly ball is touched, and then attempts legally to advance.

6.9.3:  Base runner is hit by a batted ball that has passed or touched a fielder.

6.9.4: Base runner runs outside a baseline, and behind a fielder attempting to field a batted ball.

6.9.5: Defensive team does not attempt an appeal play until alter a next pitch is made.

6.9.6: Base runner sliding into a base dislodges it from its proper position.
 EFFECT ON RULE: If a runner slides into a base is adjudged to be safe by the umpire before dislodging the base, they remains safe by either staying at the position the base is supposed to occupy or by remaining in contact with the base. The runner puts them self in jeopardy when they attempt to advance to the next base. If they then tries to return to the misplaced base, it is entirely within the umpire’s judgment to declare the runner safe or out, if they are tag out with the ball.    

6.9.7: Following runners are not required to touch a base if the base is several feet removed from its proper location.
EFFECT ON RULE: Following runners may either touch the dislodged base or touch the original position of the base as if the base were in its proper location.

6.9.8: Base runner makes contact with a fielder, not entitled to field the ball, when more than one fielder is attempting to field a batted ball.

6.9.9: Base runner runs outside the baseline, other than to avoid a fielder attempting to tag them with the ball.

6.9.10; When batter-runner overruns or over slides first base and immediately returns to that base without being tag or put out first.

6.9.11: When a base runner is required to return to a base and is not given sufficient time to return.

6.9.12: While in contact with the base, the base runner is hit with a fair batted ball unless the umpire rules that the ball was intentionally interfered with, or a fielder interfered with, while attempting to field the batted ball.
EFFECT ON RULE: The ball remains live with all runners continuing to be in jeopardy.

6.9.13: While in contact or off a base, the base runner is hit with a fair batted ball that first hits a base unless the umpire rules that the ball was intentionally interfered with, or a fielder with, while attempting to field a batted ball.      
EFFECT ON RULE: The ball remains live with all runners continuing to be in jeopardy
SECTION 10: NO BASE STEALING OR ADVANCING

6.10.1: Base runners must keep in contact with their base and may leave only when a pitched ball has passed home plate is batted or hits the ground or catcher glove.
EFFECT ON RULE: 
1. Each pitch not hit becomes dead and base runners must immediately return to their base , as the catcher or umpire is returning the ball to the pitcher at their position.
2. After a runner has returned to their base, they cannot leave it again during a pitched ball situation until the pitched again passes home plate, is batted or touches the ground.

6.10.2: Base stealing is not permitted. 

SECTION 11: COURTESY RUNNER

6.11.1: Is only use for an injured player during the game, can either be the remainder of the game or just that time of injured.
NOTE ON RULE: If use remainder of the game, the injured player must bat until reaches first base before runner courtesy runner can enter.

6.11.2: The last batter that made an out of the inning, becomes the courtesy runner, unless another roster player of that team 
NOTE ON RULE:  If another roster player of that team has a player that is no in the batting line-up order, they become the courtesy runner.

6.11.3: If injured player chooses to leave the game, their position in the batting order is left vacant and no penalty is assessed.


RULE 7: PITCHING REGULATIONS

SECTION 1: PITCHER DISTANCE

7.1.1: Senior Division 50 feet 

7.1.2: Pitcher Safety Screen; the league may choose to use or not use the screen. If the league used, all rules below will applied. 
A. Position of the screen will be set at 3 to 6 feet from the pitcher rubber, placed to the left or right side of the pitcher rubber depending on pitcher hand
B. The screen may not be moved during an at-bat.
C. The screen may only be adjusted between batters or between innings (unless by the umpire)
D. If the screen becomes unsafe or displaced, the umpire may call time to correct it.
E. After releasing the pitch, the pitcher must move behind the screen immediately.
F. If a pitcher fields a ball around the screen, play continues normally.
G. A batted ball hits the screen is a dead ball strike. If it is the third strike, the batter is out.
H. A throw ball that hits the screen remains live unless it becomes lodged or trapped, in which case the ball is dead and runners return to the last legally touched base.
7.1.3: Junior Division 45 feet- additional 5 foot pitching mark.
NOTE: the pitcher has the option if they choose to pitch from the senior division 50 foot pitcher rubber

7.1.4: Junior League Pitcher Step-Up Rule: 5 foot line marker in front   
Step-Up Rule
a. To support developing pitchers and maintain a safe pace of play, a pitcher who is unable to consistently reach home plate from 45 feet may request to pitch from a shorter distance.
b. Eligibility
1. The pitcher must be visibly struggling to deliver legal pitches from 45 feet.
2. The allowance may be granted only with the umpire’s approval.
c. Allowed Adjustment
1. The pitcher may move forward up to 5 feet, but no closer than 40 feet.
2. The umpire will mark or indicate the temporary pitching line.
d. Requirements
1. The pitcher must still deliver a legal slow-pitch arc.
2. The pitcher must not pass the 5 foot line marker before delivery of pitch or before the ball is batted upon.
e. Returning to Regulation Distance
1. Once the pitcher demonstrates consistent control, the umpire may require a return to the 45-foot distance at the start of the next batter or inning.
f. Fairness
1. Both teams may use the step-up rule under the same conditions.



SECTION 2: BALL

7.2.1: The game ball will be provided by the league, and any ball that is discovered in play or any ball attempting to be introduced into the game which is not approved ball, shall be immediately replaced with an approved ball.

EFFECT:  For a first offense, the umpire will remove the ball from play and issue a warning to the offending team. Second offense; 
a. If the defensive team the batter will be awarded first base and all other base runners will receive two bases and head coach ejected from the game.
b. If the batting team the batter being call out and all other base runners return to their previous base and head coach ejected from the game. 

NOTE: The head coach must identify the approved ball for this event prior to pitching the ball to the next batter, or request umpire assistance with identifying the ball.

SECTION 3: PITCHER MUST WEAR

7.3.1: A pitcher mask (helmet is optional, but is recommended when needed).

7.3.2: A softball/baseball player fielder glove.

7.3.3: The pitcher may wear tape on the fingers and/or a sweatband on the wrist or forearm of the pitching arm. 

SECTION 4: PICHER NOT ALLOWED TO WEAR

7.4.1: During the progress of the game the pitcher shall not be allowed to use any foreign substance upon the ball and shall not wear a batting glove on the pitching hand.

SECTION 5: POWDERED RESIN BAG OR SMALL TOWEL.

7.5.1: Powder risen bag may be used under the supervision and control of the umpire.

.SECTION 6: WARM-UP PITCHES

7.6.1:  At the beginning or when a pitcher relieves another pitcher, not more than one minute may be used to deliver not more than three practice pitches to the catcher or some other teammate or coach.

7.6.2: A pitcher returning to pitch in the same half inning or during the game will not receive warm-up pitches.
NOTE: There is no limitation as to the number of times a player can return to the pitching position as long as the player is legally in the game or a substation of the game.
SECTION 7: LEGAL POSITIONS OF THE PITCHER’S FEET

7.7.1: The ball must be held in the pitcher hand or both hands in front of the body facing home plate.
NOTE ON RULE (a) If the home plate umpire sees the in- fracture they must let the coach and the pitcher know.
 (b) If the batter swings or makes contact on the pitch before the home plate umpire makes the call, the pitch or batted ball becomes in play.

7.7.2: This position must be maintained at least 3 seconds but not more than 20 seconds to pitch the ball once in contact with the pitcher rubber.
NOTE ON RULE (a) Home plate umpire must call no pitch and warn the pitcher to slow or speed up the pitch delivery in which case it applies to. (b) The pitcher is allowed up to 3 warnings in a game, if over the amount, they must be removed from the pitcher position remaining of the game.
(c) If the batter swings or hits the ball into play before the call is made, the pitch count or batted ball becomes in play.

SECTION 8: DELIVER OF THE PITCH

7.8.1: Catcher must be in and remain in the boundaries of the catcher area when the pitcher position and remain until a pitched ball is call.

EFFECT: A no pitch will be call on the batter.
NOTE: This is the home plate judgment call. Sometimes due to safety reasons, the umpire may have the catcher moved away from this area some.

7.8.2: Home umpire signals to pitcher play ball.

7.8.3: Senior League: In the act of delivering the ball to the batter the pivot foot or both feet must remain in contact with the pitcher rubber until the ball leaves the hand.

NOTE ON RULE: Pitcher can start from behind the pitcher rubber and step forward to make the contact with the pitcher rubber, than releasing the pitch (not forward) 

7.8.4: Junior League: : In the act of delivering the ball to the batter  both feet must remain inside the Modified Distance Allowance “Step-Up Rule”.

7.8.5: A legal delivery shall be a ball that is delivered to the batter underhand. The pitch shall be what is commonly known as a slow pitch. 
NOTE ON RULE: (a) It’s the home plate umpire judgment call to call a ball on the pitch that exceeds a speed other than a slow pitch. If the batter swings at the pitch or makes contact with the ball it will be declared in play.

SECTION 9: TYPE OF PITCH PERMITTED

7.9.1: The ball must be pitched with an minimum arc of at least 3 feet from the ground and must not reach a height of 10 feet at the highest point from the ground.
NOTE ON RULE: Will be call a ball, the batter has the option to swing at the ball.
. RULE 8: FIELDING

SECTION 1: PITCHER

8.1.1: Must always have pitcher
NOTE ON RULE: A pitcher mask (helmet is optional, but is recommended when needed) when delivering a pitch to a batter (can be removed once the ball is put in play)

SECTION 2: CATCHER
8.2.1: Must always have a catcher in the game
NOTE ON RULE: A catcher mask and helmet must be worn until ball is put into play,

8.2.2: Catcher must be station behind the batter, in the catcher’s area.
 NOTE ON RULE: It’s up to the home plate umpire or head coach, if they see the need of the catcher to position their-self little further back from the batter due to safety concern.

SECTION 3: INFIELDERS

8.3.1: No more than 6 players can played in the infield (includes the catcher and pitcher)

8.3.2: Infielders inside the infield area can’t come in on the batter before putting the ball in played no more than 55 feet. (10 feet in front of the base bag)

8.3.3: No infielder shall play in the outfield grass area. 
NOTE ON RULE: You can play your infielders in a shift position as long as not station in the outfield grass area.

SECTION 4: OUTFIELDERS

8.4.1: No more than four (4) outfielders in the game. Outfielders must be station behind the infielders in the grass area.
NOTE ON RULE: You can play your outfielders in a shift position as long as not station in the infield area.

SECTION 5: DEFENESIVE PLAY

8.5.1:  No more than ten (10) defensive players on the field.

8.5.2: Free substitute during the game at any position. (Batting Order stays the same)

8.5.3: If playing with the minimum (7) roster players to start the game. Must play a catcher, pitcher, 
2 infielders (no more than 3players) and 3 outfielders (no less than 2 players)




RULE 9: APPEAL PLAY

[] Missing a Base
[] Leaving a base early on a caught fly or pop up ball
[] Failing to tag up
[] Advancing illegally on obstruction/interference situations
[] Batting out of order (See Rule 5-Section 2) 

SECTION 1: TIMILY REQUIRED (A valid appeal must be made)

a. Before the next legal pitch
b. Before all infielders leave fair territory, or
c. Before the umpires leave the field after the last play of the game
Note: If any of these occur after, the right to appeal is lost

SECTION 2: LIVE-BALL APPEAL (before umpire calls time)
The ball remains live, and the defense must
[] Possess the ball
[] Touch the runner or the base being appealed
[] Verbally indicate the appeal to the umpire

Example: A runner misses third base, the defense retrieving the ball, steps on third, and says, “He missed third base.”

SECTION 3: DEAD-BALL APPEAL
The ball becomes dead; when umpire calls Time. After the play ends, the defense can request appeal.
[] Ball must be in pitcher hand inside the pitcher circle
[] Pitcher then can request the appeal to the home plate umpire and state the nature of the appeal.
[] Pitcher throws the ball to the base they are appealing, the defense can tag the base or runner
[] Umpire will make the call  

SECTION 4: WHAT DOESN’T COUNT AS A LEGAL APPEAL?
[] Yelling “He missed the base without tagging the base/runner
[] Making the appeal after the next pitch
[] Throwing the ball out of play before completing the appeal
[] After stepping on the base without clearly indicating the reason
[] Only can appeal that situation once

SECTION 5: WHAT HAPPENS AFTER A SUCESSFUL APPEAL?
[] The runner is declared out
[] Other runners may or may not advance depending on the play type (eg., “Force vs. Timing”)
[] Runs may be nullified if the appealed runner was forced or if the infraction occurred before scoring.



9.5.1: Force Play
    a. A play happens when a runner is required to advance to the next base because the batter becomes  
             a runner.
    b. A force exists when:
[] the batter hits the ball and must run to 1st
[] a runner must advance because someone behind them is forced forward.
c. If the third out is a force out, no runs scored, even if a runner crossed home plate before the appeal.

9.5.2: Timing Play; is any out that is not a force out. It depends on whom the runner scored relation to the  act.

Examples:
[] Runner leaves early on a caught fly or pop up ball (appeal play)
[] Runner misses a base, but was not force to advance
[] Tag play (runner tagged out while running)
 
9.5.3: If the defense makes a successful appeal on a timing play
[] Runs count if they scored before the appeal act.
[] Runs do not count if they scored after the appeal out.

Note: Timing plays do not automatically cancel runs

RULE 10: GAME TIME OUT 
SECTION 1:
10.1.1
A. When a defensive player has possession of the ball in the infield and is not attempting to make a play, the umpire shall call “Time”. All runners return to last legally touch base. No further advancement is allowed. 
B. Umpire judgment call to called time out at an appropriate time during the game.
RULE 11: UNSPORTSMANSHIP

Centertown Youth League emphasizes; maintaining a family friendly environment and ensuring respect for officials, coaches, players and spectators along with preventing escalation between teams and players. Applies; to all practices and games.

SECTION 1: GAMES AND PRACTICES

11.1.1:  There shall be no taunting and/or any other bad behavior toward the players, coaches, umpires and officials by anyone.
	
11.1.2: Demeaning comments toward umpires, opponents, or spectators.

11.1.3: Any behavior that disrupts the game or creates hostility 

11.1.4: Profanity or abusive language 

11.1.5: Verbal threats

Note: See also Rule 2: Section 4 Coaches about ejections and warnings; Rule 3:Section 4 Players about ejections and warnings.

Centertown Youth League has a section about Parents and Spectators behavior. 
Centertown Youth League Guidelines and Regulations Section 7: Code of Conduct


RULE 12: SAFETY OF THE GAME

12.1.1 Keep all players that are not playing on the field in dugouts with the exception of base runner(s), batter and on deck batter.

12.1.2: Do not climb on fences (including dugouts)

12.1.3 Do not stand on dugout benches

12.1.4 Do not throw any objects (including dirt, sand and rocks) on the field and in the dugouts.

12.1.5: Only game ball should be thrown around at the appropriate time.

12.1.6: Do not sling bats around.

RULE 13: PLAYING FIELD LAYOUT

13.1.1 PLAYING FIELD LAYOUT
Bases 65’ apart
Batter’s Box: 3 feet front of home plate, 2 ½ feet behind home plate (both from the center of home plate);
3 feet wide plus the 6 inches off the sides of the home plate
Pitcher Distance: Juniors 45’ from home plate and Seniors 50’ from home plate












RULE 14: ILLEGAL BATS (NOT TO BE USE IN PRACTICES/PLAY)

SECTION 1: DAMAGED BATS
As one that shows cracks, dents, rattles, loose end caps, loose knobs, or structural failure. These bats are considered unsafe and cannot be used in practices/play.

14.1.1: What happens when a damaged bat is discovered?
A. The bat is removed from the game immediately.
1. The umpire confiscate the bat from play and has put inside the concession stand building to be pick up after the game and not to be used ever again.
2. The player must replace it will a legal bat
B. No automatic ejection
1. Using a damaged bat is not the same as using an altered bat.
2. A player is not ejected simply for having a damaged bat.
C. The play stands, unless the bat is also illegal or altered.
1. If the bat is only damaged, the previous play is not retroactively nullified.
2. If the bat is judged altered, penalties escalade   (see section 5 below)

 SECTION 2: ILLEGAL BAT
A bat is considered illegal if it; Not on the Centertown Youth League Approval List.

14.2.1: 	Fails bat compression testing. (See section 8: Bat Compression Testing.

14.2.2: Doesn’t have the approved bat certification stamp on the bat. (See section 7: Approved Bat Certification Stamps)

14.2.3: Put on a USSSA-NSA-ASA/USA-ISA bat  “Banned” bat list. (USSSA-NSA-ASA/USA-ISA web-sites keeps updated list)

Note: Remember some bats still do have the proper certification bat stamp but still can be on a banned list. The league officials may have to check.  
Comment: See section 5 below for penalties

SECTION 3: ALTERED BAT

14.3.1 An altered bat is any bat that has been changed from its original factory condition. This includes, but is not limited to: shaving, rolling, end-loading, re-capping, painting or repainting, heating, sanding, drilling, or modifying internal or external components. Any bat that fails compression testing and shows signs of tampering shall be considered altered. Any bat with removed, modified, or obscured certification markings is also considered altered.



14.3.2: Any bat is found to be altered, or that the umpire reasonably believes has been altered to improve performance, is removed from the game immediately. The player must use a different bat.

Comment: See section 5 below for penalties

SECTION 4: OTHER BATS

14.4.1 Not to be used:
[] All Senior Slow pitch Softball
[] All Titanium bats 
[] Wood bats 
[] Baseball bats (only can be use in Training and Tee Ball League)

Note: these will be considered as a alternate bat and penalty will be under the altered bat section Rule 5

SECTION 5: PENALTIES

	TYPE OF BAT
	PENALITIES

	Damaged Bat
	Removed from Play. No penalty on the player, unless the bat as been judged altered.

	Illegal Bat
	Removed from Play. No penalty on the player, unless Bat Compression Test Fails-bat is removed from season practice/games play, player is warned on 1st occurrence and recorded if caught using another fail compression bat will be ejected from game and league may impose a 1-3 game suspension depending on intent.

	Altered Bat
	First Occurrence: Bat removed player switches bats, warning issued to the team and player.
Second Occurrence: (same player, same game) Bat removed, player is ejected.
Intentional Alternation if it comes to a judgment call at the time, no warning is given. (shaving, rolling, end-loading, etc): Player is ejected and the league reviews the incident and may add further game(s) suspension on intent.

	Others
	Will follow under the altered bat penalty 



SECTION 6: POST-PLAY BAT CHALLENGE PROCEDURE
If a bat is questioned after a ball has been put in play

14.6.1: The play stands
       a.    If the bat was used and the ball was put in play, the results of the play stands.
             No taking away runs scored, hits, base runners stands, only outs recorded during the time. 

Note: This prevents teams from weaponizing bat challenges.






14.6.2: Opposing team head coach can request a bat check to the home plate umpire.
     a. Head coach can politely notify the umpire that they believe a bat may be illegal.
     b. No player, parent or spectator can make the call themselves.
     c. No one should confront the batter or the other team
    
Note:  This keeps the game calm and avoids arguments. If any of the above in 14.6.1 is not carry out, the bat check becomes nullified. 

14.6.3: Umpire inspects bat check and performs inspection
      a. Looks for proper manufacturer certification stamp approved by Centertown Youth League 
      b. Checks any damaged to a bat or signs of alteration.
      c. May request the league officials to perform a bat compression test.

14.6.2: The bat is immediately removed and inspected
a. If it’s damaged, it’s removed immediately and replaced
b. If it’s Illegal, the player is warned and must switch bats. 
c. If the bat is confirmed altered the penalty is;
1. Player is removed from the game
2. Coach receives a warning
3. The bat is confiscated until the league reviews it.
4. League may impose a 1-3 game suspension depending on intent.

14.6.3: If the player (or bat owner) refuses inspection, will be treated as the same as an altered bat.
a. Player is removed from game
b. Bat removed
c. League Review

















SECTION 7: C.Y.L. APPROVED BATS CERTIFICATION STAMPS
[image: ]
SECTION 8: BAT COMPRESSION TEST

14.8.1 All bats used in league play must pass the league’s bat compression test and display the required certification stamp. Bats may be tested before the game, during the game and after the game at the umpire’s discretion, or upon request by league official. Only the umpire or league official may conduct the test. A bat that fails the compression test is illegal and must be removed from play.

14.8.2 Penalties are as follows:
[] 1st Occurrence: Bat Compression Test Fails-bat is removed from season practice/games play, player is warned on 1st occurrence and recorded 
[] 2nd Occurrence if caught using another fail compression bat is removed and player ejected from game and league may impose a 1-3 game suspension depending on intent.

14.8.3 If the player (or bat owner) refuses inspection, will be treated as the same as an altered bat.
a. Player is removed from game
b. Bat removed
c. League Review

14.8.4 Bat Standards ensure that the bats are safe and perform consistently. A higher compression results means a barrel’s walls are more rigid, while a lower compression results means the barrel walls are more flexible or elastic. When a slow pitch softball bat loses its compression factor below the required limit, it”
      a.    Performance: The bat may become more flexible, which can lead to increased ball exit 
            speeds. This is because a more elastic barrel can create a “trampoline effect:, propelling  
            the ball faster
b. Durability: The bat may be more prone to damage or breakage. Lower compression can indicate that the bat’s materials are wearing out, making it less durable.
c. Regulations: The bat may no longer meet league standards. CYL has specific compression limits to ensure fair play and safety.
d. A bat with low compression can be dangerous. The increased ball exit speed can pose a safety risk to players.

14.8.5 Passing Barrel Compression Test
	Approved ASA/USA
1050 psi and above passing
Approved USSSA
240 stamp: 240 psi and above passing
220 stamp: 220 psi and above passing
Approved NSA
220 psi and above passing
Approved ISA
220 psi and above passing
	Notes:
1] All bats must meet the 1.20 Bat Performance Factor (BPF)
2] Some USA slowpitch softball bat models  have a lower than 1050 psi  still will pass a test.. Have to check specific model cutoff value.



	Section 9:  Coaches Code of Character and Conduct 
	Coaches
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From the Centertown Youth League Guidelines and Regulation Manual

CORE COMMITMENT
I will coach-always prioritizing safety, respect and integrity of the game and rules.

RESPECT AND SPORTSMANSHIP
[] Treat all players with fairness, patience, and dignity.
[] Model positive behavior toward umpires, opponents, spectators and league officials.
[] Never use profanity, ridicule, or humiliation.

PLAYER DEVELOPMENT
[] Focus on teaching fundamentals, teamwork, and confidence.
[] Provide equal opportunities for learning and improvement.
[] Never pressure a player to play through injury.

COMMUNICATION
[] Communicate clearly and respectfully with players and parents.
[] Address concerns privately and constructively.
[] Maintain appropriate boundaries with players.

INTEGRITY AND ACCOUNTABILITY
[] Follow league rules and guidelines.
[] Admit mistakes and model responsibility.
[] Avoid favoritism, conflicts of interest, or unethical behavior.

POSTIVE TEAM CULTURE
[] Encourage teamwork, effort, and resilience.
[] Celebrate improvement, not just outcomes.
[] Create an environment where every player feels valued.







	
Section 10: Coaches Corrective Action 
	
Coaches
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From the Centertown Youth League Guidelines and Regulation Manual
This policy ensures coaches uphold the Code of Conduct and provides a fair, consistent process for addressing concerns.

LEVEL1: MINOR CONCERNS
Examples: occasional frustration, unclear communication, inconsistent expectations.

Actions
[] Verbal reminder from league director or league official.
[] Review of the relevant Code of Conduct section.
[] Coach reflects on behavior and adjusts approach.

Goal
Early correction before issues escalate.

LEVEL 2: MODERATE CONCERNS
Examples: repeated negative tone, favoritism, arguing with umpires, poor sideline behavior.

Actions
[] Formal conversation with league leadership
[] Written summary of concern and expectations
[] Provide corrective steps (eg.; sportsmanship training, mentorship with league official)
[] Follow-up evaluation within 1-2 weeks.

Goal
Support the coach in improving behavior and maintaining standards.

LEVEL3: SERIOUS VIOLATIONS
Examples: yelling at players, disrespecting parents, unsafe practice methods, ignoring injury concerns.

Actions
[] Written or verbal warning
[] Temporary suspension from practices or games and park grounds.
[] Meeting with league board and parents if needed.

Goal
Protect players and restore trust.





LEVEL 4: SEVERE OR REPEATED VIOLATIONS
Examples; bullying, harassment, physical aggression, retaliation, boundary violations, repeated misconduct despite warnings.

Actions
[] Immediate suspension pending review
[] Investigation by league board
[] Possible removal from coaching positions
[] Possible banned from the park grounds.

Goal
Ensure player safety and league officials and uphold league integrity.

COMMUNICATION AND DOCUMENTATION
[] All concerns are handled privately and respectfully.
[] Coaches are given the opportunity to share their perspective
[] Parents are informed when issues affect player safety or team environment
[] All Level 2-4 actions are documented for future references.





















	
Section 11: Players Code of Character and Conduct
	
Players
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From the Centertown Youth League Guidelines and Regulation Manual

CORE RULE
Play hard, play fair, and respect everyone-your teammates, your coaches, your opponents, the umpires, and the game.

RESPECT
[] Treat teammates, coaches, opponents and officials with kindness and courtesy.
[] Listen when coaches are speaking
[] Accept umpire decisions without arguing.

EFFORT AND COMMITMENT
[] Always give your best effort in practices and games
[] Arrive on time and be ready to learn and play.
[] Take responsibility for improving your skills.

TEAMWORK
[] Encourage teammates and celebrate their successes
[] Never blame or criticize others for mistakes.
[] Put the team’s goals ahead of personal stats.

SPORTSMANSHIP
[] Win with humility and lose with dignity
[] Shake hands and show gratitude after every game.
[] Avoid trash talk, taunting, or negative behavior.

ATTITUDE
[] Stay positive, even when things get tough.
[] Be coachable-listen-, learn, and try new things.
[] Keep emotions under control and handle frustration respectfully.

RESPONSIBILTY
[] Take care of equipment and the field.
[] Abide all Recreational Park Rules.
[] Clean up after yourself.
[] Represent your team well on and off the field.

INTEGRITY
[] Be honest about plays, calls, and your own actions
[] Follow team rules at all times.
[] Do the right thing, even when no one is watching.


	               
Section  12: Players Corrective Action 
	
Players
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From the Centertown Youth League Guidelines and Regulation Manual

GUIDING PRINCIPLE
Corrective actions should teach responsibility, reinforce team valves, and help players improve-never embarrass or shame them.

LEVEL 1: MINOR ISSUES
Examples; forgetting equipment, mild disrespect, not hustling, not listening, light horseplay/

Corrective Actions
[] Verbal reminder of the rule and expected behavior.
[] Quick conversation about what went wrong and how to fix it.
[] Short reset activity (e.g., 1-2 minutes of reqroup time, helping with the problem or issue)
[] Player states how they will correct the behavior moving forward.

Goal
Reinforce expectations early and keep the player engaged.

LEVEL 2: REPEATED OR MODERATE ISSUES
Examples; repeated disrespect, arguing with teammates, ignoring coaches, poor sportsmanship, refusing instruction.

Corrective Action
[] Player sits out for a short period to cool dow,
[] Coach discusses the behavior privately.
[] Player completes a reflection task, such as;
· What happened?
· How did it affect the team?
· What will I do differently next time?
· Parent is informed after practice or game.

Goal
Help player understand the impact of their actions and take ownership.









LEVEL 3: SERIOUS OR ONGOING ISSUES
Examples; bullying, unsafe behavior, repeated disrespect toward umpires, damaging equipment refusing to follow team rules.

Corrective Actions
[] Removal from practice or game for the remainder of the season.
[] Formal meeting with player, parent/guardian and coach
[] Written behavior plan outlining:
· The rule violated
· Expected behavior
· Steps the player will take
· Consequences if behavior continues

Goal
Protect team culture and ensure the player receives clear, structural support.

LEVEL 4: SEVERE OR REPEATED VIOLATIONS
Examples; threats, physical aggression, intentional harm, ongoing bullying despite interventions.

Corrective Actions
[] Temporary suspension from practice or games and from the park grounds.
[] Review by league officials if applicable
[] Possible removal from the team if safety or team culture is at risk.
[] Possible banned from the park grounds.

Goal
Ensure safety and uphold the integrity of the program.

COMMUNICATION EXPECTATIONS
[] Coaches remain calm, consistent, and respectful.
[] Players are given a chance to explain their perspective
[] Parents are kept informed, not surprised
[] All actions are documented to ensure fairness.

 









        
	
Section 7: Parents/Spectators Code of Conduct
	
Parents/Spectators
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From the Centertown Youth League Guidelines and Regulation Manual

CORE EXPECTATION
Spectators will model respect, positivity, and sportsmanship at all times to support a safe and enjoyable environment for all players.

RESPECT FOR PLAYERS
[] Cheer positively for all players
[] Never criticize or yell at any child
[] Avoid coaching from the sidelinews and bleachers.
[] Allow players to learn through mistakes

RESPECT FOR COACHES AND OFFICIALS
[] Allow coaches to coach, they are volunteering their time and energy to help with the league and your child.
[] Allow umpires to officiate without interference
[] Refrain from arguing calls or showing negative reactions.
[] Address concerns privately and calmly, never during games.

RESPECT FOR THE TEAM ENVIRONMENT
[] Support all players, not just your own.
[] Avoid gossip, drama, or negative sideline conversations
[] Keep language and behavior family-friendly.
[] Follow all facility rules and league policies/

POSITIVE COMMUNICATION
[] Use encouraging, uplifting language
[] Avoid yelling instructions or criticism
[] Keep emotions under control, even in tense moments.

ZERO TOLEREANCE BEHAVIORS 
The following behaviors are strictly prohibited:
· Harassment or intimidation of players, coaches, officials or other spectators.
· Profanity or aggressive behavior
· Confrontations with coaches or officials during games.
· Entering the field of play without permission.
· Any behavior that compromises safety or sportsmanship.
· Any use of alcohol or illegal drug.


	
Section 8: Parent/Spectators 
Corrective Action 
	
Parents/Spectators
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From the Centertown Youth League Guidelines and Regulation Manual

This policy ensures that spectator behavior is addressed consistently, fairly, and with the goal of protecting the players experience.

LEVEL 1: FIRST CONCERN-VERBAL REMINDER
Examples; mild complaining, negative comments, sideline or bleachers coaching.

Actions:
[] Coach or league representative gives a calm, respectful reminder.
[] Spectator is ask to adjust behavior
[] No formal documentation unless behavior repeats.

Goal
Redirect behavior early and maintain a positive environment

LEVEL 2: CONTINUED OR MODERATE ISSUES-FORMAL WARNING
Examples: repeated sideline coaching, arguing calls, disrespectful comments.

Actions
[] Spectator receives a formal warning from league official
[] Spectator may be asked to step away from the field for the remainder of the game.
[] Follow-up communication after the game.

Goal
Make expectations clear and prevent escalation.

LEVEL 3: SERIOUS MISCONDUCT-REMOVAL
Examples: yelling at players, confronting coaches or officials, profanity, aggressive behavior.

Actions
[] Spectator is removed from the facility for the remainder of the game
[] Mandatory meeting with league leadership before returning

Goal
Protect players, coaches, and officials from harmful behavior.



LEVEL 4: SEVERE OR REPEATED VIOLATIONS-SUSPENDED OR BAN
Examples; threats, harassment, physical aggression, repeated violations despite warnings.

Action
[] Immediate removal and temporary suspension from future games.
[] Review by league board
[] Possible season-long or permanent ban.

Goal
Ensure safety and uphold league integrity.

COMMUNICATION AND ENFORCEMENT
· All actions are handled respectfully and privately
· Coaches are not responsible for discipline spectators during games, but must be aware it could go against their team under a forfeited game if spectator does not leave. (This is a league decision)
· League officials or designated staff handle enforcement
· Documentation is kept for Levels 2-4 to ensure fairness and future protection.

NOTICE 
It is illegal for anyone to: Intentionally use abusive, indecent, profane, or vulgar language. Make an offensive gesture in a public place if it incites a breach of the peace. Make unreasonable noise in a public place or abuse or threaten someone in an obviously manner. This park, known as the Centertown Recreational Park is a public place. 
2021 Tennessee Code Title 39-Criminal Offenses Chapter 17-Offenses Against Public Health, Safety and Welfare Part 3-Disorderly Conduct and Riots Section 39-17-305. Disorderly Conduct 
a. A person commits an offense who, in a public place and when intent to cause public annoyance or alarm: 
b. 
1. Engages in fighting or in violent or threatening behavior; 

2. Refuses to obey an official order to disperse issued to maintain public safety in dangerous proximity to a fire, hazard or other emergency; 

or 3. Creates a hazardous or physically offensive condition by any act that serves no legitimate purpose. 

b. A person also violates this section who makes unreasonable noise that prevents others from carrying on lawful activities. c. A violation of this section is a Class C misdemeanor. 




	
Section 20: Coach-Parent  Agreement
	
Coaches/Parents
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From the Centertown Youth League Guidelines and Regulation Manual

PURPOSE
Ensures that coaches and parents work together to create a safe, positive, and development-focused environment for every player on the team.

	COACH RESPONSIBILTY
	PARENT RESPONSIBILTY

	Abide by league game rules and the recreational park rules. No Pets-and Smoking Areas
Prioritize Player Well-Being
[] Keep players physically and emotionally safe
[] Never pressure a player to play through pain or injury.
[] Promote hydration, proper warm-ups, and safe equipment use.
Model Respect and Sportsmanship
[] Treat all players, parents, umpires, and opponents with respect.
[] Demonstrate calm, positive behavior during games and practices.
[] Avoid yelling, humiliation, or negative coaching tactics.
Communicate Clearly
[] Provide schedules, expectations, and updates in a timely manner
[] Address concerns privately and respectfully
[] Maintain appropriate boundaries with players and families
Support Player Development
[] Teach fundamentals, teamwork, and confidence
[] Give constructive feedback and celebrate improvement/
[] Make playing-time decisions based on effort, attitude, and safety.

	Abide all the recreational park rules. No Pets-and Smoking Areas
Support Your Child Positively
[] Encourage effort, resilience, and sportsmanship.
[] Avoid coaching from the sidelines or bleachers
[] Help my getting your child there on time for games and practices. If something comes up, please let the coach know about it.
Respect Coaches and Officials
[] Allow coaches to coach and umpires to officiate
[] Address concerns calmly and privately, never during games.
[] Avoid negative comments toward players, coaches, or officials.
Promote a Healthy Team Environment
[] Model good sportsmanship at all times
[] Support all players, not just your own.
[] Avoid gossip, drama, or behavior that harms the team culture and league  integrity. 
Communicate Responsibly
[] Share concerns respectfully and at appropriate times.
[] Inform coaches of injuries, absences, or emotional concerns.
Player practice and games participation
[] If players do not attend at least half of the schedules practices, coaches shall have the prerogative to not start that player during that game schedule.
[] If players’ missies more than half of games schedule, coaches shall have the prerogative to not start play or not play said player during that game schedule. 
[] Players shall have the dedication to attend practices and/or games or the courtesy from the player and/or parent to say to that coach why they cannot. 
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All bats must be included on a list of approved bat models published by each
organization (ASA/USA-USSSA-NSA-ISA) and not on a NON-APPROVED BATS
list. Remember just because it has a certiﬁcation stamp still could be on a non-

approved bat 119t and/or fail a bat compression test.

ASA 2000 Certification Mark-Tntroduced: 2000

Purpose: First modern performance-standard stamp for ASA slowpitch bats.
Reason: To regulate bat performance and maintain safety.

ASA 2004 Certification Mark-Introduced: 2004

Purpose: Updated testing standards to further control bat performance.
Notes: Many leagues still allow this stamp unless the bat appears on the
non-approved list.

ASA 2013 Certification Mark-Introduced: 2013

Purpose: Newest ASA/USA slowpitch standard

Current Status: This is the most common and widely accepted stamp in USA
Softball slowpitch today.

USA Softball (2013+) Stamp

Shield shape-Says “USA Softball Certified”

This is the current standard used today

Replaced the ASA name when the organization rebranded

S:
uSSn USSSA (Thumbprint or 220 1b Compression)
/// Allowed in C.Y.L. (not to be use in USSSA Sanction League Tournaments)

U These meet the 220 Ib compression testing. Manufacturers can no longer
make the Current 1.20 BPF USSSA Bats. Can be use in C.Y.L.

USSSA (240 1b Compression):
The new 240 Ib compression USSSA Bats with the NTS stamp (Left) will have

less pop than the 1.20 BPF versions.

} Dual Stamp Bat

%, 1.21 BPF: Bat Performance Factor for Slowpitch senior softball leagues such

: / \(( as SSUSA.

P* Cannot be use in the Centertown Youth League
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