OVER SIXTY LEAGUE RULES AND REGULATIONS 
19 JAN 2023
1.
THIS IS A MEN’S LEAGUE THAT HELPS US GET READY FOR TRAVEL TEAM TOURNAMENTS.  THE SPIRIT AND INTENT OF THESE RULES IS TO FOSTER CLOSE, COMPETITIVE GAMES AMONG FRIENDS, WHILE PRESERVING THE SAFETY OF ALL PARTICIPANTS. MANAGERS AND ASSISTANTS ARE RESPSIBLE TO ENSURE THEIR PLAYERS KNOW AND UNDERSTAND THESE RULES, AND SHOULD HAVE A CURRENT COPY OF THE RULES WITH THEM AT EACH GAME.  ADDITIONALLY, THE LEAGUE ENDEAVORS TO HAVE A CURRENT COPY OF THE RULES POSTED IN EACH DUGOUT.  THE SUPERVISING LEAGUE OFFICIAL HAS THE FINAL SAY REGARDING ALL RULE QUESTIONS.   ONLY A TEAM MANAGER MAY ADDRESS A QUESTION OR COMPLAIN TO THE SUPERVISING LEAGUE OFFICIAL.
2.
HEALTHY ROSTER PLAYERS WILL ALWAYS HIT AND PLAY DEFENSE AT LEAST ½ OF THE GAME.
3.
PITCHING:  THE ARC MUST BE 6-12 FEET.  FOR SAFETY, A MANDATORY PITCHER’S SCREEN PLACED 13 STEPS IN FRONT OF HOME PLATE WHICH ENTIRELY COVERS THE PITCHING RUBBER IS USED.  IT’S LEGAL TO PITCH AS MUCH AS SIX FEET BEHIND THE RUBBER, BUT ALL PITCHES MUST BE DELIVERED FROM BEHIND AND GO DIRECTLY OVER THE SCREEN.  THE PITCHER MAY STEP OUT FROM BEHIND THE SCREEN AFTER PITCH RELEASE.
4.
HITTING:  BATTER STARTS WITH A 1-1 COUNT AND ONE COURTESY FOUL ON THIRD STRIKE.  HE IS ALLOWED TO HIT THE SCREEN ONE COURTESY TIME WITH TWO STRIKES AND SO IT IS POSSIBLE TO HIT THE SCREEN THREE TIMES IN ONE STRIKE-OUT AT BAT.  A BATTED BALL WHICH HITS THE SCREEN IS DEAD AND A THROWN BALL WHICH HITS THE SCREEN IS LIVE. 
5.
BASERUNNING:  THERE IS A DOUBLE-BAG AT 1ST BASE. WHEN THERE IS A PLAY AT 1ST, THE RUNNER MUST USE THE BAG IN FOUL TERRITORY AND THE FIELDER MUST USE THE ONE IN FAIR TERRITORY.  THIS IS A NO CONTACT LEAGUE.  A RUNNER GOING TO SECOND OR THIRD, WHEN THERE IS A PLAY ON THEM MUST GET OUT OF THE WAY TO THE INSIDE, OUTSIDE, OR SLIDE TO AVOID A COLLISION.   THERE IS A COMMIT LINE 30’ FROM HOME.   ONCE A RUNNER TOUCHES OR PASSES THIS LINE, IT BECOMES A FORCE PLAY AT HOME. HE CANNOT RETREAT BACK TO 3RD BASE SAFELY.  ALL PLAYS AT HOME ARE FORCE PLAYS. THE RUNNER CAN’T BE TAGGED OUT AFTER HE CROSSES THE COMMIT LINE.  HE MUST TOUCH OR CROSS THE SCORING LINE (1ST BASE LINE EXTENDED BEHIND BATTER’S BOX) BEFORE THE FIELDER TOUCHES THE MAT WITH THE BALL HIS POSSESSION.  COURTESY RUNNERS ARE PERMITTED FROM ANY BASE.  RUNNERS MAY ONLY RUN ONCE AN INNING UNTIL ALL AVAILABLE RUNNERS HAVE RUN.  IF A COURTESY RUNNER COMES UP TO BAT WHILE HE IS STILL ON BASE, HE IS NOT OUT, BUT MERELY NEEDS TO BE REPLACED SO HE MAY BAT.  RUNNERS WHO RUN FOR A BATTER ARE THE LAST OUT MADE BY THE TEAM AND MUST START FROM THE FIRST SCREEN POLE DIRECTLY BEHIND  HOME PLATE ON THE 1ST BASE SIDE.  THEY CANNOT GET A RUNNING START OR LET GO OF THE POLE UNTIL THE BALL HAS BEEN HIT AND CAN ONLY GET A SINGLE.  THE INTENT OF THIS RULE IS TO NOT FORCE A NEWLY INJURED PLAYER TO HAVE TO RUN HARD AND INCREASE HIS INJURY.  IT IS NOT TO ROUTINELY SUBSTITUE A FASTER PLAYER FOR A HEALTHY SLOWER PLAYER WITH CHRONIC INJURIES.
6.
GAME SETUP:  TEAMS WITH LESS THAN 6 ROSTER PLAYERS WHEN THEY GO TO DEFENSE FORFEIT THE GAME.  ALL PLAYERS ARE CONSIDERED ROSTER PLAYERS DURING ANY FORFEITED GAME.  TEAMS WITH 6 OR MORE PLAYERS ARE ALLOWED TO PICK UP PLAYERS FROM OTHER LEAGUE TEAMS. PICK-UP PLAYERS ARE LIMITED TO A SINGLE ONLY AND MUST BAT AT THE END OF THE LINEUP.  THEY DON’T HAVE TO PLAY DEFENSE. RUNNERS ALREADY ON BASE MAY ADVANCE AS MANY BASES AS THEY CAN ON A PICKUP PLAYERS HIT.  TEAMS MUST PICK-UP TO A TOTAL OF 13 PLAYERS FOR THE 1ST SPRING GAME AND 13 FOR THE 1ST SUMMER/FALL GAME  (IF THEY ARE AVIALABLE); AND 11 FOR THE 2ND  GAME IN THE SPRING AND 13 FOR 2ND SUMMER/FALL GAME.  THE SUPERVISING LEAGUE OFFICIAL WILL ASSIGN PICKUPS IN AN EFFORT TO BALANCE AND NOT “STACK” THE GAMES.  MANAGERS ARE RESPONSIBLE TO KNOW ABOUT HOW MANY PLAYERS THEY WILL NEED FOR THEIR GAME AND REPORT IT TO THE LEAGUE SUPER3VISOR AS SOON AS POSSIBLE BEFORE THE GAME.  TRANSPER OR UNASSIGNED PLAYERS PLAY WITH NO RESTRICTIONS JUST LIKE ROSTERED PLAYERS. 

7.
THE GAME:   THE FIRST GAME STARTS AS CLOSE TO THE SCHEDULED TIME AS POSSIBLE AND ENDS AFTER SEVEN INNINGS OR 85 MINUTES FROM THE SCHEDULED START TIME.    IF THE GAME IS STOPPED DUE TO RUNNING OUT OF TIME, THE SCORE REVERTS BACK TO THE PREVIOUS COMPLETED INNING JUST AS IF IT RAINED OR HAD LIGHTENING IN THE AREA.  WITH 3 INNINGS LEFT, THE PLAY GOES FROM THE RESET FORMAT TO ONE INNING AT A TIME.  THE FORMAT IS 2-2-2-1.  THE SECOND GAME BEGINS IMMEDIATELY AFTER THE FIRST ONE ENDS.  TIME PERMITTING, EXTRA INNINGS MAY BE USED TO BREAK A TIE AND THE INTERNATIONAL RULE IS USED. THE TEAMS LAST BATTER IS THE RUNNER AND STARTS AT 2ND BASE AND MUST REACH 3RD PRIOR TO BEING SUBBED FOR.  . 
8. 
SPECIAL RULES:
TEAMS STAY IN THE FIELD FOR 6 OUTS WITH A RESET AFTER THREE OUTS.  THIS IS THE RESET RULE.  THE FIVE RUN RULE PER INNING WILL BE IN EFFECT UNLESS A TEAM IS TRAILING BY MORE THAN FIVE RUNS LATE IN THE GAME.  THEY MAY CONTINUE BATTING IN THE INNING PRIOR TO THE OPEN INNING UNTIL THEY SCORE 10 RUNS, TIE THE GAME, OR THREE OUTS ARE MADE.  THIS IS CALLED THE “CATCHUP” RULE.  THE LAST INNING IS AN OPEN INNING AND THE TEAM THAT IS BEHIND (EVEN IF IT’S ONLY BY ONE RUN) IN THE LAST INNING ALWAYS BECOMES THE VISITOR.  THIS IS KNOWN AS THE “FLIP-FLOP” RULE.  THEY WILL BAT UNTIL THEY GET FIVE (5) RUNS AHEAD AND THEN THEY GO TO THE FIELD.  THEIR OUTS AND RUNNERS ARE REMEMBERED IN CASE THE OTHER TEAM SCORES UP TO TEN RUNS AND IS FIVE (5) RUNS AHEAD.  THEN THEY COME IN AND BAT WITH OUTS AND RUNNERS WHERE THEY WERE WHEN THEY WENT TO THE FIELD.  IF TIME RUNS OUT, TIE GAMES ARE ALLOWED.   HOMERUNS ARE UNLIMITED AND THE HITTER MAY WALK-OFF.  THE MANAGER OF HIS TEAM SHOULD ENSURE SOMEONE GOES AFTER THE BALL – EVEN IF IT’S THE PLAYER WHO HIT IT.   NO OUTFIELDER MAY PLAY INSIDE THE COED LINE UNTIL THE BALL IS HIT  (NO SQUEEZING THE HITTER OR RUNNING STARTS AFTER THE PITCH IS MADE) AND THE BATTER RUNNER CANNOT BE THROWN OUT GOING TO FIRST  ONCE THE BALL HITS THE  OUTFIELD GRASS.  INFIELDERS MUST START WITH THEIR FEET ON THE DIRT UNTIL THE BALL IS HIT.
9.
IN THE INTEREST OF SPEEDING UP PLAY, THE PITCHER MAY HAVE THREE WARMUP PITCHES TO START THE GAME AND ONLY ONE AFTER THE FIRST INNING.  PLAY IMMEDIATELY BEGINS WHEN THE OFFENSIVE TEAM IS READY TO HIT.   NO MORE PRACTICE PITCHES OR INFIELD THROWS.  ALL OTHER RULES ARE IN ACCORDANCE WITH STANDARD SOFTBALL ASSOCIATION RULES.
10.  
WINNING TEAM SHUTS DOWN THE FIELD AT THE END OF PLAY ON THE FIELD. TEAM MEMBERS NEED TO HELP THEIR MANAGERS SHUT DOWN THE FIELD, PUT AWAY THE OUR SCREENS, COLLECT/RETURN THE GAME BALLS, PLACE PRACTICE BALLS IN BUCKETS, AND POLICE UP THE DUGOUTS.  THIS “INCLUDES THE WATER CUPS” AFTER THE LAST GAME IS COMPLETED. IN THE CASE OF LOST AND FOUND, GIVE THE RECOVERED ITEM TO A LEAGUE OFFICIAL FOR STORING IN THE GEAR LOCKER.  LEAGUE OFFICIALS WILL THEN MAKE SURE THE WEB-MASTER HAS THE RESULTS.
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