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             Fall 2010  - 12” Softball Rules

GENERAL INFORMATION

A.
Prior to Game Time, players must check in with the supervisor on duty. ID’s must be presented at check-in.  Acceptable forms of IDs are:



1.  Current UTD Comet Card.



2.  Current faculty/staff ID with photo ID. 

Games are to start at the scheduled time.  A forfeit will be called if a team does not have at least nine players at game time.

B.
Equipment: 
1. Metal spikes or cleats may not be worn.  



2. Any player may wear soccer shoes with molded cleats.

3. Athletic shoes without cleats may be worn 



4. Players will not be permitted to play in sandals or bare feet.

5. Bats must be "official softball" and must pass through a 2 - 1/4" bat ring.  


6. One bat will be provided per field for each team to use.  Teams are allowed to bring their own regulation softball bat.

7. One game ball will be provided to use.  No balls will be provided for warm up prior to the game.

NOTE:  Any equipment not covered above will be deemed legal or illegal by the 



Supervisor on duty.

C.
Ejection’s: Any form of physical combat (punching, kicking, etc.) at any time during one's use of the facility while an intramural event is taking place will result in immediate ejection with further action taken on an individual basis. The officials of each game may eject any player or bystander for inappropriate behavior at any time.  It is the responsibility of the team captain to make sure ejected players leave the area.  Ejected players must leave the premises or a forfeit may be declared.
D.
Sportsmanship: All team members, coaches, and spectators are subject to sportsmanship rules as stated in the Recreational Sports Guidelines.  Each team’s sportsmanship will be evaluated by intramural officials and scorekeepers assigned to the game.  Captains will have the opportunity to see their team’s sportsmanship total at the end of each game. Teams may total 5 sportsmanship points each game.  A team must average a “3” to be eligible for playoffs.

E.
After one forfeit, teams become ineligible for playoffs. Teams are dropped from competition after two forfeits.  If a team knows that they are unable to make a contest, they must notify the Intramural Office (972.883.4087) 24 hours in advance of the scheduled contest to not receive a forfeit charge.  Defaulting teams will receive a loss and no sportsmanship rating, but will still be eligible for playoffs. 

F.
Rosters:  Changes may be made to the roster up until the start of the team’s last regular season game.  Changes must be recorded on the official roster form and must be done in the presence of an intramural supervisor.  All player information must be included for any player to be eligible to participate. After the start of the last regular season game, no additions or changes will be allowed.

H.   Team: A team consists of 10 players.  A team may have an extra player (or, in corec and freshmen divisions, two extra players).  Teams may start and finish the game with 9 players, two of which MUST be a pitcher and a catcher.  All other players may take the field anywhere in fair territory.  Team members checking in after the first pitch must be added to the bottom of the order.  
Smoking, alcoholic beverages, and chewing tobacco are prohibited at all intramural activities.

THE RULES OF PLAY

The following NIRSA rules have been adopted.  Otherwise, current official rules as adopted by the National Federation of State High School Associations will be used.

1.
Each game will be seven innings in length or have a 55-minute time limit, beginning at the first pitch.  The plate umpire will determine the official time.  No inning will be started after 55 minutes of playing time.  Before each game the pitcher will be allowed a maximum of five warm-up pitches.  No warm-up pitches will be allowed between innings.
2.
A team may bat as many as 11 players (12 in corec & freshmen) by using an extra player as an additional hitter.  The batting order must remain the same.  Any 10 of the 11 (or 12) players may take defensive positions.  After the game has started, or if a team starts shorthanded, an extra player or players may not be used.  Extra players may bat in any spot in the batting order.
3.
Batters will start each at bat with a 1-ball, 1-strike count.  A batter is out if he/she hits a foul ball after two strikes.
4.
No bunting/chopping or stealing is allowed.
5.  Six Run Rule:


If either team scores six runs in any one inning, the umpires will notify both teams that six runs have been scored, thus ending the respective half inning.
6.  Strike Zone:
A strike mat will be utilized.  The strike zone is the space above home plate that is not lower than bottom of the batter’s front knee and not higher than the batter’s back shoulder, in a natural batting stance. 

7.  Pitching:

a.  
The pitcher will take a position with one or both feet firmly on the ground and in contact with the pitcher's plate.  The pitcher's arm must come to rest, holding the ball in front of the body with a pivot foot in contact with the pitcher's plate.  The ball must be delivered toward home plate on the first forward swing of the pitching arm.  There should be no stop or reversal of the forward motion.


b.
The ball must be delivered at a moderate speed, under-hand, below the hip with a perceptible arc of at least 6 feet from the ground and not more than 12 feet from the ground.  The speed of the pitch is left entirely to the judgment of the umpire.

c.
An illegal pitch will be declared if any of the above is not met.  Illegal pitches are automatic balls.  If a batter attempts to hit an illegal pitch, normal rules apply.

8.  Leaving the Base:  


There are no lead-offs in slow pitch, a player may leave the base when a pitched ball has crossed home plate or is contacted.  The ball becomes dead when play has ceased.
9.  Overthrows:

a.
When the ball is in play and is overthrown (beyond the foul line fences), or is blocked, the ball is dead.  In all cases when this happens, all runners will be awarded two bases from where they were at the time the throw was made.
b. When a ball is legally caught within the boundaries of the field and is carried by the fielder unintentionally into dead ball territory (i.e. dug out), the ball is dead, the batter is out, and all runners advance one base beyond the base they occupied at the time of the pitch.  If, in the judgment of the umpire, the fielder INTENTIONALLY carried a legally caught ball into dead ball territory, the ball is dead, the batter is out, and all runners advance two bases beyond the base they occupied at the time of the pitch.
COREC/FRESHMEN RULES OF PLAY

1.  Line-Ups:

a.
The ideal lineup will consist of 5 men and 5 women players.  A team can bat 12 players and must alternate genders.  If a team uses the extra players, they must use 2: 1 male and 1 female.  After the game has started, or if a team starts shorthanded, extra players may not be used and that team can only bat a maximum of 10 players.  Extra players may bat in any spot in the batting order.

b.
It is acceptable to start with 9 players (5 of one gender and 4 of the other), but an automatic out will be inserted in the batting order at the spot between the two batters of the same gender.  A team can add a 10th player at any time, batting only in the 10th position.  The 10th player must balance the gender makeup of the team.

c.
Starting players may re-enter only once and only at the same spot in the batting order (example: batter #7 may be subbed out and then only re-enter the game in batting position #7).  Substitutes may only enter once and cannot re-enter if substituted for.


d.
If a player checks-in with the supervisor after the first pitch of the game has been delivered, he/she must be placed at bottom of the order or between two players of the same gender.  In such, the automatic out will be canceled for any subsequent play.

3.  Fielding Positions:
To avoid having an all same-gender infield or outfield, there will be a male and female in the catching and pitching positions; there will be 2 males and 2 females in the infield positions; and 2 males and 2 females in the outfield positions.
4.
150’ Arc


To create a fair game atmosphere, an arc spanning 150’ from home plate will be utilized during corec/freshmen games.  Defensive outfielders must stay behind this line when the opposing team is batting.  Any violation of this will result in another at-bat or removal from the game if the violation is consistent or purposeful.
The Intramural Office reserves the right to put into effect any new ruling regarding policies, procedures, and unsportsmanlike conduct without prior notice.
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