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 U12 Division Rules 

1. STRAIGHT ASA DIVISION 
2. MODIFIED RULE DIVISION 

(05.18.17) 

 

 

Our U12 leagues are designed for girls age 12 or younger as of December 31, 2016.  

 
REPORTING SCORES:

1
 

Both teams are required to report the score to the league 
coordinator same day or next day by email. Any scores not 
reported within 48 hours will be recorded as a 1-1 tie. 
 

1. The 12U (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. 
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 
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 Moved score reporting criteria to top of document 

2
 May 20, 2014 –Rule notation added referencing ASA 

Participant Manual (OFFICIAL RULES OF SOFTBALL) 

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. 
 

 
2. The 12U (Modified) Fast Pitch 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(JO) play except when superseded by the following Windmill 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: 

The rule modifications for the 12 & Under Division are 
designed to allow players who have been playing in machine 
pitch, or modified rule instructional leagues to make the 
transition toward a more competitive level of play.  

The main emphasis for the 12U 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. 
 
Before the game, coaches and umpires will have a meeting to 
discuss the rules, and any exceptions to the rules. 
 
GAMES – U12 
Game length will be 7 innings or 75 minutes, whichever 
comes first. Either three (3) outs or the maximum runs scored 
by the team at bat will determine the end of an inning.  
SCOREKEEPING: 
Each team will keep and maintain their scorebook. There will 
not be a separate official scorebook. 
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The scorekeepers from each team should verify the score 
with each other at the end of each half inning and at the 
conclusion of the game.  
SPECIAL RUN LIMITS PER U12 LEAGUE GUIDELINES 
Coaches must use judgment to control the score. When a 
team is winning by ten (10) 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:

3
  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).  

If the inning has NOT been played to completion you must 
revert back to the previous completed inning, unless the 
home team is ahead or becomes ahead, to determine the 
winner. 
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Two 7-inning games will be played, as time permits, with a 
minimum of a 5-minute or a maximum of 15-minute break 
between games. Games shall begin at 5:45 pm and 7:15 pm 
and no inning shall begin after one hour 5 minutes from the 
start of the game.
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1. Games will have a run limit per inning.  
2. Nights of play will be Tuesday.  
3. League starts the week of May 26, 2014.  
4. League standings as of week of July 7 will determine 

which teams play one another in the League’s Year-
End Tournament. 

TIME LIMIT 
No new inning after 1 hour 5 minutes. If a game is 
approaching the time limit (i.e., 15 minutes prior to the next 
game’s start time if being followed by another game), no 
additional inning shall be played even if this inning is 
completed before the time limit.  
UNFINISHED GAMES 
In case the game is terminated due to time, darkness, 
weather conditions or any unusual situations, PRIOR TO 
COMPLETION of 3 innings or 40 minutes of play, the game 
will be completed from the point of interruption with the 
score as is (players that were present at the original game 
must bat in the same position).  
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 2014 – Run limit – 5 runs/inning except in final minutes 

4
 2017 clarification of last inning 

5
 2017 update to no new inning after 65 minutes 

All games stopped AFTER THE COMPLETION of 3 innings or 
40 minutes of play or when the home team is leading after 
the visiting team has batted in the top of the inning will be 
ruled official games.  
Host team is home first game, visitor the second game, 
except if hosting two different teams.  
SCHEDULES 
 The Windmill League will form leagues at each age level 
taking into consideration level of play and travel. Each league, 
unless otherwise stated, will play a DH regular season with 
tournament competition the final week. Whenever possible 
team scheduling will be divided by ability; please record 
appropriate playing level on team registration form or by 
notifying League Coordinator.  
MERCY RULE  
The softball mercy rule allows officials to halt a game early 
and declare a winner if one team leads by the RUN A HEAD 
RULE. This ensures that games will complete in a reasonable 
length of time. 
RUN-A-HEAD RULE 
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.  
ON-DECK BATTER  
Based upon growing concerns for the safety of players in the 
on-deck circle, the coaches recommended at the 2011 spring 
meeting that the on-deck batter be positioned behind the 
player at the plate. “A team’s players shall warm-up in the 
on-deck circle located behind the batter.” 

1. If the player at the plate is right-handed, the on-deck 
batter will be positioned in the on-deck circle closest 
to the 3rd base dugout.  

2. If the player at the plate is left-handed the on-deck 
batter will be positioned in the on-deck circle closest 
to the 1st base dugout.  

3. This most likely will result in the majority of batter’s 
using the on-deck circle closest to the 3rd base 
dugout since the majority of batter’s are right 
handed. 

BASE BLOCKING 
Fielders may not block any portion of the base or Home Plate 
without holding the ball. If the fielder is waiting for the ball 
she must give a straight path to the base or Home Plate prior 
to receiving the throw and then move to the base or Home 
Plate with the ball.  
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BASE STEALING 
Stealing of bases is conditional on the score of the game. 
Base stealing is allowed AFTER the ball has crossed home 
plate (base runner must maintain contact with the base until 
the ball has crossed home plate). Runners may lead off and / 
or steal a base after the ball crosses the plate. Umpire will 
call the runner "out" if the runner leads off early. 
STEALING LIMITS 
Teams leading by a score of 10 runs or more are not 
permitted to steal and may only advance bases on hit balls or 
walks, but not passed balls or a wild pitch.   

1. A wild pitch is a ball that the catcher cannot catch or 
stop and control with ordinary effort. 

2. A passed ball is a ball that should have been held or 
controlled by the catcher with ordinary effort.  

The trailing team is allowed unlimited base stealing when the 
45-minute time mark is reached in the game. 
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CATCHER AND PITCHER SPEED UP RULE 
A courtesy runner for the pitcher or catcher is optional at any 
time but mandatory for the catcher with two outs. The intent 
of allowing a courtesy runner is to speed up the flow of the 
game by allowing the pitcher and catcher to get ready for 
their next half-inning on defense. 

1. If a courtesy runner is not immediately ready to 
enter the game she must wait until the next pitch.  

2. Subs may run for the catcher or pitcher with no 
effect on their game status.  

3. The player who made the last out must run if no 
subs are available. 

4. If it is the first inning and there are no outs, the 
courtesy runner may be the player in the last 
position of the batting order. 

5. A catcher or pitcher that is on any base, regardless of 
the number of outs, may be replaced as a runner by 
any player that has not been, and is currently not in 
the lineup or by the last player that has made an out.  

6. Both catcher and/or pitcher are allowed to remain in 
the game.  

7. If a base runner is not currently the catcher of record 
and she is going in to catch the next inning, please 
announce this to the umpire prior to her plate 
appearance. This is a courtesy to speed up the game. 

SPECIAL U12 TIME LIMIT RULE 
No new inning will start after 1 hour 5 minutes.

7
 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 games are played to 
completion.  
Coaches are urged to strictly adhere to the rules between 
half-innings for getting teams quickly on and off the field. 
Examples: 

                                                           
6
 2017 clarification as to stealing 
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 updated 70 minute to 65 minute to conform with other age 

levels 

1. PITCHERS will be allowed five pitches between half-
innings in the first inning and only three pitches 
between half-innings from the second inning on.  

2. UMPIRES may follow the ASA Rule 6.3(O) 60 second 
time limit for getting teams on the field. If the 
defensive team is taking too much time the umpire 
may indicate “play ball”. The pitcher has 20 seconds 
to release the next pitch. Effect: Results in a ball on 
the batter. This rule is not intended to penalize the 
player, but is used to speed up the game.  

3. BATTER REMAINS IN THE BATTER’S BOX 
This rule is also not intended to penalize the player, 
but is used to speed up the game. The batter can still 
get a signal with one foot in the box and take 
practice swings. 

4. CHARGED CONFERENCES 
A. A team is allowed three DEFENSIVE 

CONFERENCES per 7 innings. They may use all 
three conferences in one inning or spread them 
out over a seven inning game. It is not a charged 
conference if the pitcher is removed. Once the 
three conferences have been used, the pitcher 
must be removed for each additional charged 
conference.  

B. One OFFENSIVE CONFERENCE is allowed per 
inning. 

FINAL INNING: SPEED UP OPTIONS 
At the 2011 coaches meeting, there was a vote to change the 
drop dead time limit rule.  There is a concern however that 
this will cause the first game of the doubleheader to be 
“long” because of the new rule to complete the inning that is 
started prior to the 65 minute time limit.

8
 This will then cause 

the second game of the double header to be shortened 
depending on weather and early darkness on cloudy days.   
For this reason, the following can be agreed upon prior to the 
start of the first game by both coaches to insure that teams 
have equal opportunity to play two full games.  This is 
especially important as our league continues to grow and 
traveling for quality competitive games increases. 

WHAT IF - FINAL INNING  
To save time, if the STARTING HOME TEAM is behind in 
the score entering the FINAL INNING, they may become 
the visiting team and bat first in the final inning. 
In the event the 65-minute time limit is reached and the 
inning is not finished, both teams will be allowed to finish 
their at-bats so the inning is completed. EXCEPTION: If 
the result of the game has not changed after the trailing 
team has batted (i.e. the team batting in the bottom half 
of the inning has the lead) the game will end. An inning is 
considered complete after the third out is made.  
WHAT IF - RUN A HEAD INNING  
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FLIP FLOP RULE: After the 4th inning when the 8 run rule 
is exceeded and the home team is losing, the home team 
will remain at bat and become the visiting team. If the 
team (new visiting team) does not score enough runs to 
reduce the run difference to below the run rule then the 
game is over. If they reduce the run difference to below 
the run rule then the “new” home team will bat. If they 
subsequently score enough runs to exceed the run rule 
the game will be over. If they do not, the game will 
continue under that format. If the situation reverses, the 
teams would “flip-flop” again.  

PITCHES THAT HIT THE GROUND - All pitches are live even if 
they hit the ground first. 
Such pitches can be hit by the batter, or if they strike the 
batter, a hit batsman will be declared and 1st base awarded. 
Exception: If no attempt is made to avoid being hit, the 
batter will not be awarded first base unless it is ball four. 
HIT BATTER ASA Rule 8.1 (F);  
The batter becomes a batter-runner when a pitched ball not 
swung at nor called a strike touches any part of the batter’s 
person including the hands or clothing. Effect: Dead ball, the 
batter is entitled to first base. Exception: If no attempt is 
made to avoid being hit, the batter will not be awarded first 
base unless it is ball four. Note: The batter’s hands are not 
part of the bat.  
STRIKE ZONE: 
If pitching is weak; point this out to the umpire-in-charge and 
talk about having a loose strike zone (Example: Shins to 
shoulders and a full ball width on the corners of the plate). An 
optional strike zone may be adopted by the plate umpire. 
This optional zone is defined as follows – The strike zone shall 
be vertically from the batters shoulder to the shin, and 
horizontally to 3’’ from either side of the plate. This is a 
recommended zone that the plate umpire may enforce. 
NOTE: THIS MUST BE DISCUSSED AT THE PRE-GAME MEETING 
OF THE UMPIRES AND COACHES. 
WALK-LIMIT 
The following rules were adopted at the 2011 coach’s 
meeting. They govern play of the WALK-LIMIT and COACH 
PITCH rules. Both rules incorporate coach SOFT-TOSS pitch. 
The DEFENSIVE TEAM may choose not to use these rules. The 
umpire must be informed of the rules of play in the pre-game 
meeting.  
NO WALK-IN-A-RUN RULE 
A batter, who receives a base on balls, cannot advance to first 
base if the bases are full. The batter has to face one of her 
coaches, assuming the strike count. The offensive team coach 
will “soft-toss” pitch. When the coach is pitching, the batter 
can reach base safely on a hit or error, strike out, or be put 
out on a batted ball. Pitchers may not walk in a run – Runners 
can only score on: 

1. A batted ball 
2. A passed ball 
3. A wild pitch 
4. A hit batter with the bases full  

5. On an awarded base 
6. On a stolen base 

MODIFIED WALK RULE 
In addition to the NO WALK-IN-A-RUN rule, Only 3 walks per 
inning will be allowed.  
WALK LIMIT RULE PER 12U MODIFIED LEAGUE GUIDELINES 
the following rules govern play of the “walk limit” rules. 
To limit the number of walks in an inning:  

1. A batter, who receives a base on balls, 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) 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) 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.

9
   

 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.  
The actual strike count carries over to coach pitch and the 
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batter has only the number of 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. 
THIRD STRIKE RULE 
Third-strike rule is in effect.  
The third strike rule does not apply on coach pitching. 
INFIELD-FLY RULE 
Infield fly rule is in effect. 
METAL CLEATS 
No metal cleats. 
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LINE-UP 
Coaches have the option to put all players at the game in the 
batting line-up or may place only 9 or 10 in the batting line-
up. There is a FREE substitution policy on offense and 
defense. No regulations regarding subs.  Players can leave 
and enter the game at the coach’s discretion (this includes 
the pitcher); however the batting order will not change.   

1. A player may be substituted freely on offense but 
must remain in the same position in the batting 
order for the entire game.  

2. On offense, the team making the substitution shall 
report the change to the umpire and to the opposing 
team.  

3. All players may be substituted freely on defense. If 
batting 9, all players present may play any defensive 
position without replacing a player on offense. No 
reporting is necessary. 

4. If a player leaves the game, her team will NOT BE 
penalized an out when this player’s turn to bat 
comes up and there is no substitute available to take 
her place.  

PITCHING DISTANCE 
U12 pitching distance remains at 40 feet. 
NON-COLLISION (CRASH) RULE - See ASA RULE SUPPLEMENT 
(R/S) #13:  
Sliding is optional, but the base runner will decide if it is to be 
used. If the player chooses not to slide, then contact with 
defensive players must be avoided.  
In an effort to prevent injury and protect a defensive player 
attempting to make a play on a runner, a runner must be 
called out when they remain on their feet and crash into a 
defensive player who is holding the ball and waiting to apply 
a tag. To prevent the out ruling, the runner may slide into the 
fielder, attempt to run around the fielder (and possibly be 
called out for running out of the 3’ baseline), she may run 
back to the last legally held base, she may attempt to jump 
over the fielder, or she can simply give up. If in the umpire’s 
judgment the ball the fielder and the runner all converge on 
the same place at the same time … it is simply a wreck … 
neither interference nor obstruction. A runner has a choice to 
slide or not. Sliding is part of the inherent danger of the 
game, similar in context to getting hit with a pitched or 
batted ball.  
DEFENSIVE PLAYER:  
Defensive players are required to stay out of the base paths 
when not involved in making a play on the ball. If the 
defensive player is in violation of this rule and blocks the base 
path for an advancing base runner, the base runner will be 
declared safe.  
A defensive player must have the ball before they can block 
the base or the plate.  NOT "about to receive the ball". It used 
to be, block the base get the ball.  Now it's have the ball, 
block the base.  If they do not have the ball and are blocking 
the base it is now obstruction. When a fielder not in 
possession of the ball or not in the act of fielding a batted 

ball, obstructs the progress of a runner or batter-runner, the 
runner is safe. 
AGE GROUPS:   
A player’s age is determined as of December 31 of the year 
prior to the season. Example:  Age group for 2017 playing 
season will be the player’s age on December 31, 2016.  Note:  
A player can elect to play in an older age group, but not 
younger. 
FREE SUBSTITUTION: 
There is a FREE substitution policy.  No regulations regarding 
subs.  Players can leave and enter the game at the coach’s 
discretion (this includes the pitcher); however the batting 
order will not change.  This applies in all age groups, unless 
it’s a stall tactic. 
TRASH – this is the responsibility of each player and team 
from their dugout to the halfway point around the field on 
the inside & outside of the fence.  Each team must clean the 
dugout that they occupied.  Please mention to parents that 
trash cans are readily available.  Let’s try to make the 
bleachers clean also. 
GAME BALLS: Home team shall furnish one new and one 
good used ball to the Umpire. Used balls will be returned to 
the home team at the completion of the game. 
 
The league coordinator and all team coaches will monitor all 
rules. There may be a need to make slight modifications to the 
existing rules during the season. All proposed rule changes 
will be voted on by the League Rules Committee. The League 
Rules Committee will be made up of a representative from 
each community. 
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