2026 Slow-Pitch Coed Softball Rules  
  
EXCEPT WHERE INDICATED, THE USSSA SLOW PITCH SOFTBALL RULES APPLY  

Overly Competitive Players: All adult sports are intended to be recreational (unless designated as a competitive league at registration). Any player who is deemed to be excessively competitive and/or overly aggressive may be removed from competition at the discretion of a City's Parks and Recreation staff member.   
  
1. TEAM ROSTER  
  
All participants are registered once on a team roster.  
  
New players must be approved before participating in any games.  

1. A minimum of twelve (12) players is required to complete the roster.  
2. Roster changes and additions are allowed during the first 3 weeks of the season with authorization from the Parks & Recreation Department.   
3. Roster minimums must be met before week 1 of games to allow time for the Parks and Recreation Department to verify that rosters are satisfactory. 
4. *Minimum number of players/rosters  
5. *Minimum number of female players (4) on roster 
6. *Competitive Players*
7. All legal players must have participated in at least 1 regular-season game to be eligible to participate in the Postseason.  
8. No roster add-ons or changes will be accepted after the 3rd week of the season   
9. 20 players maximum per roster  
10. Players may only be on 1 roster per league, though pickups from another team are permitted if a team cannot meet the required number to play a game. A city staff member and the opposing team must approve the picked-up player(s).  (Not applicable in postseason tournament)
11. No more than 4 Competitive players per team in the casual league.  
12. Players under the age of 18 must have their parents sign the official roster; players must be at least 16.  

2. THE PLAYING FIELD/EQUIPMENT/ATTIRE  

1. Bases will be 70 feet apart, with the pitching rubber 45 feet from home plate.  
2. Shoes are required. Gym or running shoes are recommended. Rubber training shoes and single-molded plastic/rubber baseball/softball type cleats are permitted. No metal cleats will be allowed.  
3. Players may wear protective equipment, provided it does not offer the wearer an unfair performance advantage.  
4. Our league prefers all teams to have matching jerseys with no two jerseys to have the same number. However, matching jerseys are not mandatory.
5. All bats must have an ASA or USSSA marking.   
6. Park and Rec will supply game balls, and teams will be responsible for replacing the lost balls. It will be a USSSA TATTOO 12 Classic M Composite slow-pitch softball.  
7. THE RECREATION DEPT RECOMMENDS PROTECTIVE EQUIPMENT FOR PITCHERS AND THE CORNER POSITIONS  
  
3. PLAYER PARTICIPATION  

A) Teams may use a maximum of 10 players on defense. At least seven males and three females MUST always be in the batting lineup.
B) There MUST be at least 1 female in the outfield and 1 female in the infield (including pitcher and catcher). Where you place the last female is up to the coach. 
C) A female may only substitute for a female, a male for a male.  
D) Starting with 10-12 players, the batting order should follow the format of 2 males 1 female/1 female 2 males as best as possible. Note: A lineup of 11 or 12 will require an additional female in the lineup. Should one of the players become unable to continue the game due to injury, he/she should be substituted with a member of the same sex. If a substitute is not available, the team will NOT be penalized with an out.
E) A team starting with 9 players will only be allowed to use 3 outfielders.  
i. Ex. If a team has 9 players (6 Male, 3 Female), there must be at least one Female in the outfield/infield.  
F) A team must start and finish a game with at least 9 players.   
G) A minimum of 9 players can start a game—no more than 6 males in the lineup. For example, the lineup can include 3 female and 6 male players. An out shall NOT be declared for the 10th position in the lineup when that position is scheduled to bat. A 10th player may be added in the 10th position of the lineup at any time before the end of the game. 
H) Teams starting with 12 players may drop down to as few as 9 players as long as they finish with at least 9 players.

4. RULES OF PLAY  
  
A. Each batter enters the box with a count of 1 ball, 1 strike. After three balls, the batter is awarded his/her base. (Two strikes and a batter is out.)  
B. If a batter has two strikes and hits the ball foul, they are given one extra strike. Any foul ball hit with two (2) strikes on the batter, after a courtesy foul, is an out.  
C. HOME RUN RULE –There will be a maximum of 4 HR allowed per team per game.  
D. Any home run hit after the fourth will be an out in the casual league and a single in the competitive league.
E. No leading off. Runners may advance only after the ball has been hit  
F. There will be a 7-run per inning rule for each team at bat in the casual league. This does not apply in the competitive league. 
G. Blood Rule ‐ a player, coach, or umpire who is bleeding or who has blood on their uniform shall be prohibited from participating further in the game until appropriate treatment can be administered.  
H. If medical care or treatment is administered in a reasonable length of time, the individual will not have to leave the game. The length of time that is considered reasonable is left to the umpire's judgment.  
I. Mercy Rule- Casual: No mercy rule. Teams can surrender if they feel the game is out of reach.
· Competitive: 12 after 3, 10 after 4, 8 after 5.
J. No faking or quick pitch.  A pitch will be called “illegal”, and a ball will be awarded to the batter.  
K. Halo rule is in effect. ONLY IN THE CASUAL LEAGUE (A screen will be placed in front of the pitcher. If the ball contacts the screen, the batter will be called out)   
L. Any ball thrown from the outfield or elsewhere that hits the screen is a dead ball. Runners may continue to the base they were advancing to.
M. In the competitive league, pitchers will be REQUIRED to wear protective gear. Players will not be permitted to pitch without protection. No Exceptions.
  
5. GAME TIME RULES  

1. Six (6) innings or 60 minutes shall constitute a game, whichever comes first. A game will be considered official after five (5) complete innings (or 4 ½ if the home team is ahead).  
2. NOTE: In the event of a tie score at the end of 60 minutes or 6 innings. Teams will play one (1) more inning. If, after the extra inning, the game is still tied, the game will be recorded as a tie. (In Postseason Play, teams will play until a winner is decided.)
3. Failure of a team to appear, in their dugout, with at least 9 rostered players at game time could result in a forfeit. Upon the opposing team’s approval, the clock will start, and teams can wait 15 MINUTES for players to arrive. If players fail to arrive after 15 minutes, the game will be called a forfeit. The outcome of the game stands once the game has started.  
4. If any game is held up because of injury or any other necessary delay authorized by the umpire, time will be added to the game. The successive game(s) will be awarded any additional time due to the delay.  
5. No inning will start at/after 58 minutes have been played  

  
6. LINEUP/SCOREBOOK  

Recreational Batting Order ‐ The manager may submit a lineup card for all rostered players playing in the game. Not Mandatory. The manager may list the players by name, jersey number, and starting position in any order per the rules. 

The batting order may not be changed once the game has started. The following exceptions allow for changes:  
  
Reasons that the lineup may be changed without penalty include:  
1. Late Addition ‐ A player arriving after the lineup has been submitted will be listed following the last player on the lineup.  
2. Injury ‐ An injured player will be dropped from the batting lineup; the batting order will resume with the next batter. If an injury occurs to a player while that player is on base, any non-batter may substitute for the injured player on base. 

3. Emergency ‐ A player who leaves the game due to some emergency will be dropped from the batting lineup; the batting order will resume with the next batter. 

Penalties that can result in an out 
4. Defensive Ejections ‐ An ejected player will be dropped from the batting lineup; An out will be recorded in every ensuing at-bat, and the batting order will resume with the next batter if there is no replacement.

5. Offensive Ejections ‐ An ejected player will be dropped from the batting lineup; An out will be recorded in every ensuing at-bat, and the batting order will resume with the next batter if there is no replacement. Players ejected while occupying a base will not be replaced and will be counted as an out. 

Scorebook  
It is strongly recommended that each team have a bookkeeper/scorekeeper. The home team’s book is official.
  
7. BATTING  
    
On a fair fly ball hit over the fence for a home run, the batter and all base runners are credited with a score. The batter must touch first, and any runner on base does not need to advance and touch the bases. They should go directly to the dugout area. This would eliminate any base-running appeals.   
  
1. The batter is out when he bunts or deliberately chops on top of the ball
2. A batter is not awarded 1st base when hit by a pitched ball.  
3. A batter‐runner shall not be declared "out" if the player runs to first base in the 3‐foot lane unless he interferes with the throw or with a fielder playing the ball.  
4. If a ball is hit back at the pitcher with the intent of hurting the pitcher, the batter will be out. (Umpire’s Discretion)
  
8. ILLEGAL BAT
  
1. Any player entering the batter's box with a bat that does not have an ASA or USSSA certification sticker or is listed on the ASA Illegal Bat List can be ejected from the game.  
2. Teams will not be further penalized each time such ejected players are to bat, and ejections will only be for the game in progress.  
3. Females may use a fast-pitch bat. (Males may not)  
  
9. THE RUNNER
  
1. COURTESY RUNNER RULE ‐ A courtesy runner will be the player who made the last out.
2. Teams may decline to allow courtesy runners at any time. Each request for a courtesy runner is independent of the previous and must be approved separately.  

  
10. PITCHING RULES  

1. The pitch shall be released with an underhanded motion at a moderate speed. The speed is left entirely up to the umpire. The umpire should warn the pitcher who delivers a pitch with excessive speed. If the pitcher repeats such an act after being warned, he/she shall be removed from the pitcher's position for the remainder of the game.  

2. The ball must be delivered with a distinctive arch of at least 6 feet from the ground after it leaves the pitcher's hand until it reaches home plate and shall not reach a height of more than 12 feet at its highest point.   

3. If the pitch does not meet these requirements, an illegal pitch shall be called by the umpire and counted as a” ball”. The batter has the option of taking the pitch for an automatic ball or swinging at the pitch. If the pitch is swung at, the illegal pitch call is ignored.  

4. The catcher must be several feet behind the plate until the pitched ball is batted or reaches home plate.  

11. TEAM FORFEIT  

Three forfeits will result in the team being dropped from the league  

Reasons that the team will receive a forfeit  
1. Shows up with fewer than 9 players on your roster (with at least 3 Females) after the extended 15 minutes have expired.  
2. Playing someone who is not rostered
  
12. EJECTION  

Two ejections will result in the player being dropped from the team  

Reasons that a player will receive an ejection  
1. Profanity  
2. Endangering other players  
3. Poor sportsmanship  
4. Arguing with the umpire  
5. Caught with Drugs or Alcohol  
6. Illegal Equipment
*Rules May Be Modified by Parks and Recreation Administration*

