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10U Live D2 Division 
4/14/2017 1:15:42 PM 

Skill Emphasis for this Division  
The main emphasis for the 10U Live D2 Division is on keeping the game moving and providing “teaching 

moments” and as many “touch opportunities” as possible. This Division shall play by the rules set forth 

by the ASA for Fast Pitch softball, Junior Olympic (JO) play except when superseded by the following 

Windmill rules and guidelines. 

1. Teaching Moments - In a softball game, there are a lot of scenarios when confusion could 

happen among the players leaving them clueless as to what to do next. And so everything gets 

chaotic. They may be playing with different rules for the first time. In particular, the “3rd 

strike/passed ball” rule. Passed balls have commonality with wild pitches, as both allow a runner 

to advance without it being a stolen base. The following are the rules and guidelines for this 

Division. 

a. Wild Pitches / Passed Balls: The LEAD RUNNER is allowed to advance one base per BATTER 

due to a passed ball or wild pitch. A passed ball by the catcher or a wild pitch by the pitcher 

is a live ball and the LEAD RUNNER is allowed to advance at their own risk. 

b. Stealing: Stealing may only take place when the player-pitcher is throwing.  

I. There is no stealing while the coach pitcher is in the game.  

II. A player may leave the base when the ball leaves the pitcher’s hand.  

III. One stolen base per BATTER on ANY PITCH. No double steals. Only the LEAD RUNNER is 

allowed to steal.  

1. Number of Bases that can be stolen: one base per BATTER. Runner on first steals 

second, this runner cannot attempt to steal third until a different batter has come to 

the plate. Again, only the LEAD RUNNER is allowed to steal. 

2. Example: Runners on first and second, the runner on second steals third, she is the 

lead runner; the runner on first is not allowed to advance unless there is a hit or 

walk. The runner on the most forward base is the "lead runner". 

v. No advancing on an overthrow when stealing a base. No additional bases are awarded 

for throwing errors, even if the ball goes out of play.  

vi. A player who tries to advance additional bases may be put out while off of the last 

touched base. If they make it safely to the next base or home, they will be returned to 

the last touched base.   

vii. NO STEALING OF HOME PLATE BY DELAY OR SURPRISE IS ALLOWED.  

c. Drop third strike: The rule states that if the third strike (called by the umpire) has not been 

caught by the catcher, the batter may then become a runner and proceed to 1st base if 

there is no one on the 1st base provided that there are less than two outs; or even if there is 

a runner on the 1st base provided that there are already two outs.  

I. If the batter strikes out (swinging or looking) and the catcher does not catch the pitch 

before it hits the ground, the batter can run to first base.  

II. If the batter fails to run, she can be called out when she enters the dugout. 



2 | P a g e  
 

Important points to remember:  

a. If there are less than two outs:  

Batter can run to 1st base if 1st base is empty. 

If there is a runner on 1st base, the batter is declared out. 

b. If there are two outs:  

Batter runs to 1st base whether or not the 1st base is empty. 

If there is a runner on the 1st base, that runner must then advance to 2nd base to make 

room for the batter into the 1st base. And this applies to those runners on other bases as 

well.  

c. For the batter, it would make best sense to run to 1st base regardless of the number of 

outs. Especially because it’s hard for you to see if the ball has been caught or not. Just run 

anyway, whether you get automatically out or not. So in case the catcher fails to catch the 

ball, at least you’ve already started running to 1st base making it difficult for her to make a 

tag so she now has to throw the ball to the 1st baseman.  

d. For the catcher, the best move when a dropped third strike happens is to tag the batter out; 

otherwise, if you fail to do so, you must immediately get hold of the ball so you can throw it 

to 1st base. You also have to be aware of the number of outs so you don’t waste your time 

throwing the ball to 1st base when the batter is automatically out anyway; and you could 

have thrown the ball to other bases instead. 

With two outs and bases loaded there is a force play at every base. All you need to do is step 

on home plate, and the inning is over.  

e. For the Base Runners: be fully aware of the number of outs as well as the number of pitches 

so you would know in advance whether you have to stay or make a run.  

f. A drop third strike could either be a “make or break” for all. Awareness and vigilance are 

keys to getting this rule to your advantage whether you’re playing offense or defense. 

2. Touch Opportunities: Hustle is a REQUIREMENT: Keeping the game moving is a key to 

getting players more touches, keeping the game exciting. The first pitch must be thrown no 

more than one (1) minute after the previous inning has ended. 

a. Number of Players on Defense: Standard nine. Each player must know her field position 

prior to the end of the inning. To make transition to the field faster, post at the beginning of 

the game the batting order with player positions for all five innings. Players must run to the 

field without balls. There is no time between innings for fielders to throw balls around 

because the inning should start as soon as the fielders are in position. 

b. A pitcher may take a maximum of 3 warm-up pitches if she does so within the 1-minute (the 

best practice is to do so on the out-of-play side of the field before the 3rd out). 

c. A pitcher who takes more time than necessary between pitches may be penalized by a 

called ball.  

d. A team whose fielders or catcher is not ready to start the inning after 1 minute may be 

penalized by the umpire, starting with a called ball. 

e. Any delay of game by any player may be penalized by the umpire. 
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f. Walk-Rule – NO WALKS In order to play a more competitive game, the hitter will receive 

pitches from the player pitcher until 4 balls have been called by the umpire, the batter has 

struck out, or the batter puts the ball into play, whichever comes first.  

3. Coach pitching – Once a batter reaches ball four in the count, the ball will then be ruled “dead” 

immediately once it crosses the plate and no walk will be awarded.  Base runners may not 

advance on the play.  An adult coach pitcher will be allowed to pitch 3 pitches maximum, 

regardless of current count, no warm up pitches allowed. The coach pitcher will have the option 

to “side toss or front toss” the pitch. The “front toss” pitch is a flat pitch and must be delivered 

from the pitchers plate. If the batter is not successful in hitting the ball fair they will be out. 

Runners cannot steal while the adult is pitching, nor bunt off the adult pitcher. Adult pitcher 

may talk to batter until the pitch then they must be silent until the play is over.   

4. Defensive Player Pitcher: Pitcher must have both feet inside the 8’ circle and be directly to the 

left or right of the 35’ pitching rubber until ball is hit.  This is for player safety. Penalty: batting 

team will have option, 1) take result of the play, 2) advance runners 1 base and hit again 3) 

award the batter 1st base. 

5. Designated Coach Pitcher: Please be ready to take the field, with glove in hand. Coaches must 

make every attempt to avoid a batted ball while in the pitcher’s circle. 

a. A batted ball, striking the coach pitcher while in the pitchers circle, the ball is dead. The 

batter is then placed on first base and other runners advance only if forced, but if in the 

opinion of the umpire the pitcher interferes with the batted ball, the batter is out. A coach 

may remove himself/herself from the field of play during a live ball. However, if the coach is 

deemed to have interfered with the play while leaving the field, the batter will be out and 

runners will be returned to their original positions.  

b. Use good judgment and timing when removing yourself from the field. Once off the field 

(fair territory) you may begin coaching the batter-runner and/or runners. 

6. Coaches WILL NOT be allowed extra pitches even if they deem their pitches outside of the strike 

zone except where there is a foul on the last pitch.   

a. The batter CAN NOT RECEIVE A BASE ON BALLS, BUT CAN STRIKE OUT.  The umpire will 

not make a call on the coach-pitches.  

b. A player hit by a pitch from the coach pitcher must continue their at-bat with the pitch 

counting as one of the coach pitches.  

7. Passed Ball / Wild Pitch: A runner on third base may advance home on a passed ball or a wild 

pitch.  

a. Exception 1: A runner may not advance home if a 3rd strike is called by the umpire and there 

is no one on 1st base. P.O.E: Confusion could happen among the players leaving them 

clueless as to what to do next. 

b. Exception 2: A runner on second steals third; this runner cannot attempt to advance to 

home on a passed ball or wild pitch until a different batter has come to the plate.  

8. In-field fly rule: There is no in-field fly rule (all balls are live, caught or dropped). 

9. Overthrow:  A player may advance at own risk on an overthrow to a base when the ball is put in 

play by the batter. No advancing on an overthrow when stealing a base or advancing on a 

passed ball or wild pitch. 
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10. Limit Runs Per Inning: Maximum Runs a half inning ends when the defensive team achieves 

three outs or, when the offensive team scores 4 runs. 

11. Minimum Play: Each player shall play a minimum of 2 innings (6 Defensive Outs, Continuous 

Batting) with at least one inning being in the infield. There shall be no limit to the number of 

times a player may re-enter the game with the exception of the pitcher position (see pitching 

rule). 

12. Pitching Limits: No more than 3 innings pitched in one game. One pitch thrown in any inning 

constitutes an inning pitched. 

13. Hit by pitch: A batter, who is hit by a pitch from the player pitcher and not considered a strike, 

shall be awarded first base. Exception: If no attempt is made to avoid being hit, the batter will 

not be awarded first base. The umpire will be solely responsible for this determination which is a 

non-arguable judgment call.  

14. Cross-over Games: cross-over games play by the advanced rules. 

 


