
Fall Ball 10U Rules 

1. Coin Flip will determine home team.  

2. Games shall be 6 innings in length with a maximum of 5 runs scored by a team in an inning. No 

new inning will start after one hour 15 minutes. The inning being played at the one hour fifteen 

minute mark will be completed. The visiting team will complete their at bat. The home team 

will bat if behind by 5 or less runs. If the home team is ahead by more than 5 runs the game is 

over. Games can end in a tie. Game time will officially start when umpire states batter up.  

3. 10 players can be played with 4 players in the outfield.  

4. Pitching - Pitching rubber is set to 35’. Players can only pitch a maximum of 3 innings per game. 

Pitchers must have both feet on the rubber.  

5. After the third walk in the inning, (they do not have to be consecutive walks in a row) the 

coach for the team batting will come into pitch. This process will continue for the remainder of 

the inning anytime a walk has occurred, after the initial third walk of the inning. The count will 

stay the same (x balls and x strikes). The coach will throw no more than 5 pitches at which 

point the batter will be called out. Strikes will only be called when the batter is swings at this 

point. Coaches must pitch with one foot in contact with the rubber. While the coach is pitching 

the pitcher will take a position inside the circle to the left or right of the rubber in line with the 

rubber. The player will not be allowed to stand at the back of the circle. 

6. Runners can only advance home on a walk if it occurs prior to the 3 walk minimum.  

7. If the batter is hit by the pitch, this will constitute a walk.  

8. All players will be given the opportunity to play both infield and outfield.  The ultimate goal 

is to ensure all players get an opportunity to play different positions. Rotate your players.  

9. The batter will be warned once throwing the bat. The second time the batter will be called out. 

10. Outfielders playing outfield positions will be in the grass when the play is started. 

11. Players can advance one base when there is an over throw to any base, 1st, 2nd, and 3rd on a 

PLAYABLE PLAY. This is not a free base and the player can be thrown out. As a coach the 

emphasis should be placed on getting the ball to the pitcher in the pitchers circle. 

12. Runners can steal once the ball crosses the plate. One base is allowed. Runners may not steal 

home.  

13. A courtesy runner will be allowed for the pitcher and catcher. This will be your last out.  

14. Crash/Collision Rule: The Sliding Rule (Must slide on a close play or be called out) has been 

removed from the Hallie Girls’ Softball League in favor of the ASA Crash/Collision Rule 8 Section 

7 Paragraph Q. Additional information can be found in the ASA Rule Book under “Rules 

Supplement” #13. 

15. The Runner Is Out – When a defensive player has the ball and the runner remains upright and 

crashes into the defensive player. EFFECT: The ball is dead. The runner is out. All runners must 

return to the last base touched. If the act is determined to be flagrant, the offender shall be 

ejected. An errant throw drawing the defense into the path of the runner is not a crash. 

 


