
Phoenix Sunday Softball League 
2016 rules 
(League rules supersede ASA rules) 
 
All coaches are encouraged to bring a copy of these rules to each game. 

 

SECTION I. PLAYING RULES 
1. Modified past-pitch as in ASA rule book (no “open” modified or slingshot). Pitcher may start 
with one foot on rubber. 
 

2. Teams can field 10 players. The fielders can be deployed in any manner (infield or outfield) as long as they 
are all in fair territory, with the exception of the catcher. 
 

3. Teams may use one Designated Hitter (DH) and as many Extra Hitters (EHs) as they want. The DH bats for 
the pitcher or another defensive player (DEFO), who is not in the batting lineup. The DH and the DEFO can 
never be in the batting lineup at the same time and they can never be on the field at the same time. Any 
player in the lineup, with the exception of the DH, can play any position in the field, including pitcher. 
 

4. A team must have at least 8 players to start a game. Late-arriving players can be added (at any time) until 
10 players are in the lineup. They must be added to the bottom of the lineup. Once the game has started, 
other players can be added to the end of the lineup as long as the team has not batted its entire lineup. Once 
the lineup has batted, no additions can be made. Only substitutions, per ASA rules, are allowed once the 
entire lineup has batted. 
 

For example, a team has 11 players in its lineup. 10 players bat in the first three innings. The team can add a 
player to the bottom of the lineup in the fourth inning. Once the full lineup has batted, no additions can be 
made. 
 

5. If a player needs to be removed from the lineup due to an injury or other reason and no replacement is 
available, an out will be recorded for that player’s spot in the lineup when he is scheduled to bat. 
 

6. Slaughter rule (for regular season): 10-run lead after five full innings, 4 1/2 innings if home team 
is ahead. If the home team is winning, a 10-run lead at any point after the fifth inning ends the game. 
If the visiting team is winning by 10 or more runs after the fifth inning, the home team gets to bat in 
the bottom of the inning. If the home team reduces the lead to less than 10 runs, the game 
continues. 
 

7. Leaving the base: A player can leave the base when the ball leaves the pitcher’s hand. He is forced back 
to the base; he is out if the throw beats him to the base. In the event of an errant pickoff throw, baserunners 
can advance but they must tag up first. A baserunner who doesn’t re-tag the base is eligible to be put out. He 
can also be called out by the umpire for advancing the bases improperly. 
 

8. No bunting, stealing or advancing on wild pitch or passed ball. 
 

9. Courtesy runners: A courtesy runner is a player who runs for a teammate, without the penalty of 
the first player having to officially leave the game. This is different from a pinch runner, who officially 
substitutes for the first player and is subject to ASA substitution rules. 
 

All teams are allowed to use courtesy runners, but only for players who are injured or have a physical 
condition that makes it difficult to run. There is no limit to the number of courtesy runners in an inning or 
game, but – in the name of good sportsmanship – coaches are warned not to over-use the rule. Teams are 
not allowed to use a courtesy runner for a healthy player simply because he is old or slow. The courtesy 
runner is generally the most recent out (as a hitter, not as a baserunner). If the most recent out is a person 
who would normally be replaced by a courtesy runner, then the batter before the most recent out will come in 
as the runner. 
 

10. The league is using a safety base at first base. For all plays in the infield, the runner must run to the 
orange base in foul territory. If he hits the white base (the one in fair territory) while running out an infield play, 
he is automatically out. For other rules concerning the safety base, see the ASA rulebook.  
 

11. Runners advancing on pickoff attempt 
If the catcher attempts a pickoff throw at any base, runners on the other bases are allowed to advance if they 
have retagged. (All baserunners can leave the base on the pitcher’s release but must retag in order to 
advance.) In the event of an errant throw, all runners (provided they have retagged) can advance at their own 
risk. Even if the pickoff throw is fielded cleanly, each runner can advance if he has retagged. 
 



12. Borrowing players 
a) If a team is short on players, it can borrow one or two players from another team. No more than 
two players can be borrowed. 
b) The shorthanded team must use all available players first; it cannot borrow better payers from 
another team and sit its own players out. 
c) Since a good pitcher can make a big difference, a team cannot borrow a pitcher from another team. 
d) A team cannot borrow players for a playoff game. 
 

13. Managers must report scores each week by phone or e-mail. 

 
SECTION II. EQUIPMENT/UNIFORMS 
1. Each team must provide: 
A set of bases, a catcher’s mask 
Umpires fee ($60 for the two games) 
 

2. The home team must provide a safety base to be used at first base. The home team is defined as the 
second team listed in the schedule. If the home team does not have a safety base, the visiting team will 
provide a base to be used as a safety base.   
 

3. Each team is responsible for providing one new softball for each game. The Phoenix League now uses 
restricted flight balls: Dudley RF 44 core/375 lbs., yellow, all leather, red stitched. No raised stitching 
is allowed. If you lose softballs during the season, you must replace them with new balls. They are available 
at all sporting goods stores. 
 

4. No metal cleats allowed. 
 

5. A list of banned bats has been distributed to all team coaches. These bats are not to be used. Violation will 
result in penalties outlined in the ASA rulebook.  
 

SECTION III. SCHEDULING/TIME LIMITS 
1. Starting times: Games will be played as doubleheaders that start at 9 a.m. and noon. If a team does not 
have at least eight players at 9:15 (or 12:15 for a noon start), the first game is ruled a forfeit. If a team does 
not have at least eight players at 10 a.m. (or 1:15 p.m. for a noon start), the second game is ruled a forfeit. 
 

2. Time limits: For a 9 a.m. start, no inning in the first game can start after 10:20. No inning in the second 
game can start after 11:50. For a noon start, no inning in the first game can start after 1:20. No inning in the 
second game can start after 2:50. This refers to the top of the inning. All innings must be completed unless 
the home team is ahead. 
 

3. If the home team is on the field at 10:20 (or 11:50), the inning has started and will be played to completion 
(both the top and bottom of the inning). The same applies to the time noon starts (1:20 and 2:50). The umpire 
has the final say in determining whether an inning should start.  
 

4. Tie games: If the first game is tied after the time limit expires, the first inning of the second game 
will be used as a tie-breaker for the first game. If the game is still tied after the first inning of the 
second game, the second inning will be the tie-breaker, etc., until an outcome is determined. 
 

If the second game is tied after the time limit expires, the game will go into the standings as a 
tie. It will count as a half win and a half loss in determining winning percentage. 

 
SECTION IV. PLAYOFFS 
 
1. All six teams make the playoffs. The top two teams receive a bye into the semifinals. The 3 seed plays the 
6 seed and the 4 seed plays the 5 seed in the first round. 

2. All playoff series are best-of-three with no time limit. The team with the better record gets home field in 
Games 1 and 3. All games will be played to conclusion, even if extra innings are necessary.  
 

3. A 15-run slaughter rule is in effect for all playoff games. A 15-run lead after five full innings (4 1/2 innings if 
home team is ahead) ends the game. If the home team is winning, a 15-run lead at any point after the fifth 
inning ends the game. If the visiting team is winning by 15 or more runs after the fifth inning, the home team 
gets to bat in the bottom of the inning. If the home team reduces the lead to less than 15 runs, the game 
continues. 
 

 
 
 



4. Tie-breakers for playoff position. If two teams have the exact same winning percentage, the following  
tie-breakers apply (in order): 
 

1) Head-to-head record. 
 

2) Head-to-head run differential.  
 

3) Coin flip (if for seeding).  
 

 
 

7. Playoff eligibility: Players must appear in 8 games to be determined by opponents’ scorebooks. 
Managers must keep good records of opponents’ lineups and substitutions. A manager not in the playoffs will 
collect books at end of regular season and determine ineligible players. 


