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U10 “Live” Pitch Division Rules 

1. STRAIGHT ASA DIVISION 
2. MODIFIED RULE DIVISION 

(08.03.17) 

 

 

 

Our U10 leagues are designed for girls age 10 or younger as of December 31, 2016.   

 
REPORTING SCORES:

1
 

The winning team is required to report the score on-line the same day or next day. Any scores not 
reported within 48 hours will be recorded as a loss for both teams. 
 

1. 10U (ASA) Fast Pitch Division shall play by the rules set forth by the ASA for Fast Pitch softball, Junior 
Olympic (JO) play as found in the 2017 Participant Manual (OFFICIAL RULES OF SOFTBALL)

2
 except for a 

few such as having the option of open substitution on defense and to bat everyone who is at the game 
that night. Safety reasons and to prevent delays are listed. (e.g.)   
 

ASA RULE 7 – SECTION 1 ON-DECK CIRCLE 
The on-deck batter shall take a position within the lines of the on-deck circle on the same side as the batter 
during warm-up. Example: If the home team (3B dugout) has a left-handed batter at the plate, the on deck 
batter will move to the visiting side on-deck circle. This is to minimize the risk of the on-deck player being hit 
by the batter. 
RULE 8 SECTION 10 COURTESY RUNNER - SPEED UP RULE: 
A. Mandatory runner for the catcher with 2 outs. 
B. Optional runner for the pitcher and/or catcher with less than 2 outs. 
C. Runner must be the person who made the last out. 
RUN-A-HEAD RULE

3
 

The Windmill League will use the ASA rule of 15 runs after three innings, 12 runs after four innings, and 8 runs 

after five innings. If one team is 15 or 12 runs ahead after 3 or 4 full innings the game will be called. Or if the 

home team is ahead by 15 or 12 runs after 3-1/2 or 4-1/2 innings, the game will be called. The team with the 

15 or 12 run lead shall be the winner. A mercy ruling of 8 runs after the 5th inning will be observed. If at the 

end of the 5th inning, one team is ahead by 8 runs or more, the umpire will call the game complete and the 

game will end.  

All league nights are intended to be double-headers. Start times are 5:45p and 7:15p.The number of innings is 

to be determined by the coaches before the first game begins. If it's a cloudy night and available light is a 

question, perhaps two five-inning games would be best or one ten-inning game non-stop. It's up to the 

coaches. 
4
WALK OPTION – If the teams have agreed, coach pitch is mandatory after 3 walks in the inning. A run may 

score if the bases are full. Modified league guidelines for adult pitcher   

                                                           
1
 2016 Updated report of game score 

2
 May 20, 2014 –Rule notation added referencing ASA Participant Manual (OFFICIAL RULES OF SOFTBALL) 

3
 2014 added footnote for clarification 

4
 2017 added walk option 
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2. 10U (Modified) Fast Pitch Division 
5
 shall play by the rules set forth by the ASA for Fast Pitch 

softball, Junior Olympic (JO) play as found in the 2017 Participant Manual (OFFICIAL RULES OF SOFTBALL) 
except when superseded by the following Windmill rules and guidelines: 

The rule modifications for the 10 & Under “Live” Pitch Division are designed to allow players who have 
been playing in machine pitch instructional leagues to make the transition toward a more competitive 
level of play.  

The main emphasis for the 10U “Live” Pitch Modified Division is to continue the learning process started 
in the younger divisions while maintaining a fun and positive environment. Proper throwing, catching and 
hitting techniques will be taught in addition to the basic rules and fundamentals of the sport. Sliding, 
bunting, stealing, etc. are permitted and encouraged.  
 
Please click on the “links” to take you to the modified rule on: 
 

TIME LIMIT   

BASE RUNNERS AND SCORING 

SPECIAL RUN LIMIT 

OPTIONAL WALK PROVISIONS 

SOFT TOSS 

BASE STEALING 

OVERTHROWS 
 

U10 LIVE – MODIFIED PITCH RULE HIGHLIGHTS
6
 

 
Coaches/Umpires discuss special rules before game  

1. A maximum of 5 runs per half inning is allowed 
2. Unlimited runs may be scored in any inning that begins after 45 minutes from the start of the game. 
3. Only three total walks may be pitched by one team in any inning 
4. A walked batter may not advance to first base if the bases are full 
5. Coach soft tosses or front tosses to hitter after 3 walks in an inning or if the bases are full 
6. Strike count carries over to coach soft toss or front toss

7
 

7. Coach pitcher will be allowed to pitch 3 pitches maximum 
8. The batter has only the number of remaining strikes as the number of swings 
9. Open substitution on defense 
10. All players present are in the batting order and will bat in turn 
11. Runner may steal one base per pitch thrown regardless of any put out attempts or overthrows 
12. Runner may not steal home but may advance home on a wild pitch or passed ball.

8
 

13. Runners may not steal or advance on errant throws between pitches 
14. In the event of a tie, the game will end as a tie. 

 
 

                                                           
5
 May 20, 2014 –Rule notation added referencing ASA Participant Manual (OFFICIAL RULES OF 

SOFTBALL) 
6
 2016 Updated highlights for clarification 

7
 2017 front toss option added 

8
 2017 allow for advance home on passed ball 



 

3 | P a g e  

 

 
 
 
 

10U (Modified) Fast Pitch Division  

 
ASA RULE 1 BATTING ORDER 
All players present will be in the batting order and will bat in turn. Players arriving after the start of play 
will be placed at the end of the batting order upon arrival. A player, who is injured, becomes ill, or leaves 
early will be removed from the batting order without penalty. 

Teams may agree to play a legal game with teams having less than 7 players with the lending of a player 
or players from their team. 

A team will not be penalized nor charged an out due to an unoccupied spot in the batting order. 
 
ASA RULE 1 DEFENSIVE TEAM 

9
 

A team shall consist of nine (9) players on defense. A team must have at least 7 players to start or 
continue a game.  

There will be open substitution on defense. This means a team may make defensive changes at will and as 
many times as they want as long as all players meet the minimum play requirements. 

Except for illness, injury or special situations, the defensive innings played must constitute a minimum of 
2 innings (6 outs).  

a) A player who arrives after the first pitch is thrown is "not subject" to minimum play rules. However, 
a coach should try to use the player as much as possible. 

b) A starting pitcher may re-enter the game as a pitcher. She may return as a pitcher in the same 
inning after one batter has been pitched to by the relief pitcher and that batter completes their 
turn at bat; whether an out has been made or the batter reaches base.  

c) Relief pitchers, after being removed from the pitching position, may return as a pitcher. 
 
ASA RULE 3 SECTION 3  
 
The Official League ball is the 11” Dudley 4Y-611 SBC Fastpitch Softball and is provided by the league.

10
 

                                                           
9
 2016 Removed option of ten (10) players on defense 

10
 2017 ball had been Diamond DRC11RFPSC 11” Softball 
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ASA RULE 5 – THE GAME   

Section 1 – HOME TEAM 
The host team will be the home team in both 
games of a DH if played against two different 
visiting teams.  
The host team will occupy the 3B dug-out 
unless they choose otherwise. The visiting 
team will bat first in the first game of a DH 
and be designated the home team and bat 
second in the second game.  
 
SECTION 4 - FORFEITED GAMES 
A team has a fifteen minutes grace period to 
field a legal lineup before the game is 
declared a forfeit. In the case of 
doubleheaders, the second game is 
scheduled to start 10-15 minutes after the 
completion of the first game. This rule may 
be waived by mutual agreement due to 
unforeseen circumstances.   

 
ASA SECTION 9    RUN-AHEAD RULE 
1. 15 after 3 innings, 12 after 4 innings, or 8 
after 5 innings. 

 
ASA SECTION 10 – TIME LIMIT RULE 
A regulation game shall consist of a time limit 
rule. The time limit rule begins at 5:45 and 
7:15. Games will be 1 hour fifteen minutes or 
5 innings in duration, whichever comes first.  
 

a. 
11

No new inning will start after 1 hour 5 
minutes. A new inning starts after the 
final out of the last inning.  

b. Official game time will be kept by the 
home plate umpire. 

c. Any inning started will be played to 
completion of that inning. If time 
expires during an inning, the inning will 
be completed unless the home team is 
ahead or becomes ahead. 

d. If a game is tied at the end of 
regulation, the game will result in a tie. 

e. It is up to each team to hustle in and 
hustle out at the end of each half-
inning in order to make sure the game 
is played to completion.   

 
ASA SECTION 11 - TIE BREAKER RULE 

12
 

                                                           
11

 2016 added from highlight portion and for 
clarification 

SPECIAL RUN LIMITS PER U10 LEAGUE 
GUIDELINES 
Coaches must use judgment to control the 
score. When a team is winning by eight (8) runs 
or more, conservative base running and play is 
encouraged, and is a courtesy that a coach 
extends to the team he or she is playing.  
 
Run Limit:

13
  A 5 run limit per inning shall be 

imposed on any inning that begins less than 45 
minutes from the start of the game. All 
subsequent innings shall have no run limit. The 
plate umpire will note when the 45-minute time 
mark is reached in the game.  
A maximum of 5 runs per half-inning is allowed.  
a. Let the play finish, the inning ends when the 

play that scores the 5th run reaches its 
natural conclusion, but you only "count" the 
first 5 runs.  

b. Either three (3) outs or the maximum runs 
scored by the team at bat will determine 
the end of an inning. 

c. For every offensive turn throughout the 
game, there is a 5 run limit (Exception:  
unlimited runs may be scored in any inning 
that begins after 45 minutes from the start 
of the game).  

 
ASA RULE 7 – SECTION 1 ON-DECK CIRCLE 

14
 

Safety - The on-deck batter shall take a position 
within the lines of the on-deck circle on the 
same side as the batter during warm-up. 
Example: If the home team (3B dugout) has a 
left-handed batter at the plate, the on deck 
batter will move to the visiting side on-deck 
circle. This is to minimize the risk of the on-deck 
player being hit by the batter. 
 
ASA RULE 8 – BATTER-RUNNER & RUNNER 

Section 1 - To prepare players for stealing in the 
higher divisions, base runners may leave base 
once the pitched ball has crossed the plate.  

                                                                                
12

 2016 Eliminated the International tie breaking 

method. 
13

 2014 – Run limit – 5 runs/inning except in final 
minutes 
14

 2014 – Rule 7 Section 1 added safety note 
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Base Runners Advancing and Scoring  
 
Base runners may advance or score in the 
following ways:  

1. When a pitched ball is hit into play by a 
batter. 

2. By being played upon by the defense 
(except a base runner may NOT advance or 
score as a result of an errant throw 
between pitches. Runners may not steal or 

advance on errant throws between pitches by 
a pitcher or catcher to a fielder in an 
attempt to tag out a base runner who is 
leading off). 

3. When forced to advance by a hit batter. 
4. When stealing a base, except that a runner 

may not steal home, and may only steal one 
base for each pitch thrown. The runner at 
third is frozen if a throw is made on a 
runner stealing second.  

5. When otherwise directed to advance by the 
umpire.  

6. 
15

A base runner, RETURNING to 3
rd

 base is 
permitted to advance to home, with liability 
to be put out, when forced into a run-down 
by a defensive player making a play on the 
base runner.  
However, after play is declared dead, a 
runner who safely advanced to home will 
be RETURNED to the correct base without 
liability to be put out.  

 EXCEPTION: The base runner may NOT 
advance to home as a result of the runner 
getting a huge jump off the base and race 
home as the catcher releases the ball. This 
is a delayed steal and is not allowed. Also, 
the base runner may NOT advance to home 
as a result of an errant throw between 
pitches by a pitcher or catcher. 

 
WALK LIMIT RULE PER 10U MODIFIED LEAGUE 
GUIDELINES    
the following rules govern play of the “walk 
limit” rules. 
 
“NO WALK-IN-A- RUN” RULE GUIDELINES 
To limit the number of walks in an inning:  
1. A batter, who receives a base on balls, 

                                                           
15 2010 Rule 8 Section 1.7 added clarification 

when a defensive player throws to third base to 
make a play on a returning base runner.  

cannot advance to first base if the bases are 
full.  

2. Only three TOTAL walks can be pitched by 
one team in any one half-inning.  

3. Coach pitch (SOFT-TOSS OR FRONT TOSS) is 
mandatory if the bases are full or after 3 
walks have been issued in the inning. 

4. Thereafter, all batters must remain at the 
plate until they strike out or hit the ball. 

5. The offensive teams’ coach will come in to 
pitch (SOFT-TOSS OR FRONT TOSS) to batter 
if the batter receives a base on balls when 
the bases are full or after the walk limit (3 
Total) has been reached.

16
   

 
17

SOFT-TOSS RULE The ball becomes dead and 
the field coach obtains the ball from the 
opposing catcher and positions him or herself 
near the foul line and batter’s box to “soft-toss” 
the ball to the batter. 
1. In soft toss, the coach is to the side of the 

hitter, outside the field of play, tossing 
either up and down or in a straight line toss  

2. Runner on 3rd rule – runner can’t be 
walked in 

3. No dropped 3rd strike on coach pitch – 
batter is out  

FRONT-TOSS RULE The ball becomes dead and 

the field coach obtains the ball from the 

opposing catcher or pitcher 
18

 

1. In “front toss” the coach pitcher does not 

have to pitch from the pitching rubber and 

may pitch from a location within the 

pitching circle and in a line with the pitching 

rubber and home plate where they can 

consistently throw hard straight underhand 

pitches that are in the strike zone.  

2. If the batter is not successful in hitting the 

ball fair they will be out. 

3. Runners cannot steal while the adult is 

pitching, nor bunt off the adult pitcher. 

3. 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 

                                                           
16

 2014 added clarification on walk limit  
17

 2016 added from highlight portion 
18

 2017 front toss option & related rules added 
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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 

1
st

 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 be allowed three pitches
19

 

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.  

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. 
The actual strike count carries over to coach 
pitch and the 

20
batter has only the number of 

                                                           
19

 2017 limit on allowed pitches 
20

 2016 reference batter not coach; swings not 

pitches 

remaining strikes left as the number of swings. 
The count stays as is. If two strikes on batter the 
batter gets one swing. If foul, the batter 
continues batting until a batted ball is hit fair or 
she swings and misses. On a missed ball with 
two strikes, the batter is out when the third 
strike is swung at and missed. The ball is dead, 
the batter is out and each runner must return to 
their base without liability to be put out. If the 
third out the side is retired. 
When the coach is SOFT-TOSSING, the batter 
can:  

1. Reach base safely on a hit or error,  
2. Reach base on catcher’s interference 
3. Strike out, or  
4. Be put out on a batted ball. 

Any “tossed” ball that hits the bat or is hit by the 
bat and lands either in fair or foul territory is 
considered a batted ball.  
Players may not bunt or steal a base on coach 
pitching. 

 
ASA RULE 8 SECTION 4 STEALING 
1. Runners are allowed to steal one (1) base 

per pitched ball regardless of any put out 
attempts or overthrows resulting from the 
runner's attempt to advance.  

2. If, in the act of the catcher returning the 
ball to the pitcher, the ball leaves the 16 
foot circle, base runners at first and second 
base are free to advance if ball gets past the 
pitcher providing they have not stolen a 
base during the same play.  

3. There will be no delayed stealing allowed.  
4. A batter, who receives a base on balls, 

cannot advance past first base. If the 
batter-runner advances further, once the 
ball becomes dead, return the batter-
runner to first base.

21
 

 
MERCY RULE  
No stealing is allowed if you are ahead by 10 
runs or more. Stealing of bases is conditional on 
the score of the game. Runners may only steal 
one base for each pitch thrown regardless of 
any put out attempts or overthrows resulting 
from the runner's attempt to advance. A runner 
cannot leave the base until the ball has crossed 
the plate.  

                                                           
21

 2010 Rule 8 Section 3 Base Stealing – Restricts 
batter who receives a base on balls; cannot 
advance past first base. 
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ASA RULE 8 SECTION 1 ARTICLE B 
22

There will be a dropped third strike rule 
 
ASA RULE 8 SECTION 2 
The Infield Fly Rule is in effect. 
 
ASA RULE 8 SECTION 5 OVERTHROWS (RS#38) 
Overthrow rule: The following adds a distinction 
between "infield" and "outfield" overthrows:  
Outfield Overthrows:  
Any throw originating from the outfield - result, 
the runner(s) may advance in an "all you can 
get" situation at the risk of being put out. 
Effect: On a batted ball that leaves the infield 
(including fair or foul fly balls allowing the 
runners to tag up), runners may continue to 
advance at the risk of being put out. 
EXCEPTION: 

23
 

1. A ball thrown from the outfield to a “live 
base” will result in a stoppage of play if the 
THROWN ball gets through, around, or over 
the player who is receiving the throw.  

2. A live base is a base occupied or being run 
toward by a base runner. The ball must be 
thrown to a live base.  

3. Play will not stop until, in the opinion of the 
umpire, the defense has made an actual 
attempt to put out a runner, lead or 
otherwise, meaning the defense will not be 
awarded “time” if the ball is thrown to third 
and there is no runner on second or third. 

4. Throws to a pitcher inside the pitching circle 
will not constitute stoppage of play.  

Infield Overthrows: 
Any throw originating from an infielder - result, 
the runner(s) may advance one (1) base at the 
risk of being put out. 
1. Effect: On a hit fair ball to the infield, 

runners are allowed to advance a maximum 
of one base at the runner's risk of being 
thrown out following a throwing error.  

2. If a second overthrow results while 
attempting to put out the advancing 
runner, the runners may NOT advance again 
- it is a dead ball situation after the second 
overthrow.  

3. The runner will only be able to advance one 
(1) base after the first Overthrow 

 

                                                           
22 2010 Infield fly added reference to ASA rules 
23

 2017 OF Overthrow update 

Play is suspended when: 
1. All immediate play is apparently completed 

and the ball is in control of the defensive 
player. 

2. A miss throw from an infielder (not an 
outfielder) to the pitcher occurs. 

24
 

 
Once the pitcher has the ball within the pitching 
circle, runners must immediately return to the 
last base touched or break to the next base. 
Failure of a runner to immediately return to the 
base or break to the next base will result in the 
umpire calling the runner out. 
 
RULE 8 SECTION 10 COURTESY RUNNER - SPEED 
UP RULES: 
1. Mandatory runner for the catcher with 2 

outs. 
2. Optional runner for the pitcher and/or 

catcher with less than 2 outs. 
3. Runner must be the person who made the 

last out. 
 
ASA Rule Supplement (R/S #13) 
Sliding is allowed - 

25
Refer “Crash by Runner”  

 
ASA RULE 6 SECTION 5 (FP) DEFENSIVE 
POSITIONING  
The pitcher shall not deliver a pitch unless all 
defensive players are positioned in fair territory, 
except the catcher who must be in the catcher’s 
box. 
 
ASA RULE 6 SECTION 9 at the beginning of each 
half inning, not more than one minute may be 
used to deliver not more than three warm-up 
pitches. A coach must warm up the pitcher until 
the catcher is ready.

26
 

                                                           
24

 2014 Suspension of play added 
25

 2010 Stealing added reference to “Crash” 
Ruling 
 
26

 2014 Speed up rule added 


