AllianceSoftball
tc \l1 "Alliance
A 10 PLAYER PITCHING STYLE LEAGUE.
2008 PLAYING RULES SUPPLEMENT


(These rules are numbered in accordance with the Official Rule Book)

(Standard Abbreviations are: "RS"-Regular Season; "SF"-Snowflake)
THESE RULES HAVE BEEN REVISED IN JANUARY 2008 TO CO-ORDINATE WITH THE LEAGUE’S NEW AND UPGRADED WEBSITE, ALLIANCESOFTBALL.COM. HOPEFULLY, ALL INCONSISTENCIES HAVE BEEN LOCATED AND CORRECTED. 

1.   A. RULES - All games shall be played under the rules of the (current year) ASA Softball Rule Book unless otherwise specifically provided herein.  

      B. If there is any question about field conditions or field closings, 60-90 minutes before game time, managers should call the league rainout number contained in the field directions on the website.

     C. 1.  Transfer of Games ‑ No games may be transferred to another field without timely notice to both managers and notification of the Umpire's Association by the officer administering the schedule.  (However, in inclement weather or poor field condition situations, umpires shall have the authority to transfer games to nearby locations.)

        2.  In the event of rain on attended Municipal or State fields, managers are to call the Park involved to find out if the field is playable (see field phone numbers on website).  If the Park says the field is playable, the game must be played.  If the Park says the field is unplayable, the game is automatically called and the managers involved must notify the Umpire's Association.  

        3.  In the event of rain on any unattended field (most Sunday morning and twilight fields are unattended), the scheduled teams must appear at the field.  When you appear at an unattended field in borderline weather conditions, the decision to play will be made by a majority vote of the two managers and the umpire, taken no later than first game forfeit time.  If field is voted playable and one team has insufficient players to start the game, the first game shall be forfeited and the procedure repeated at second game forfeit time, etc.

        4. Once a game has begun, it is in the hands of the umpire and he may call it at will.

     D. PRE‑GAME MEETING - Ground rules, curfew observance, courtesy runner usage and "game options" (see table in playing rule 5A) shall be reviewed by the umpire and managers before each game.  (See table in rule 4 below for mandatory approach to courtesy runners.)  PLAY shall begin promptly at game time unless one team has less than nine men.  Teams may not defer game‑start to await a tenth or eleventh man.  See Rule 5E below for curfew observance.

     E. BRING TO GAME - Each manager (the person in charge at the field) is required to bring the following items to the field on every playing date:

a) these Alliance League Rules. Otherwise the team cannot protest per the content of these league rules. Teams should print out a copy of these rules from the league website.

b) the manager's copy of the team's official roster, and

c) a photocopy of the municipal roster(s) filed by the team during the pre-season. Copy both sides if appropriate.

2.   Forfeit Time -  In all divisions with 3 hour or longer time slots, forfeit time shall be 15:00 minutes after the regularly scheduled starting time shown in the schedule.  In the event a doubleheader is scheduled, forfeit time for the second game shall be 30:00 minutes after the first game's forfeit time, subject to the next paragraph. For games scheduled in slots with less than three hour durations, the first game starting time shall also be forfeit time.  Second game forfeit times shall be 30:00 minutes after the first game forfeit time, also subject to the next paragraph.

First game forfeiting teams shall have the option to retain the umpire(s) for a 30 minute grace period after the first game forfeit time by paying him/her/them a one game cash fee on the spot. If the the late players appear and the second game is played, the other team will reimburse the forfeited team for its share of the second game umpire fee. 

3A.   SAFETY & EQUIPMENT - Both teams are responsible for providing (1) protective helmets and (2) pegging down bases, home plate and pitching rubber at every game as required by ASA rules.  Failure to play owing to lack of bases, etc., shall be cause for forfeit by both teams.

Each team shall furnish one Dudley SB12L-RF-Y-FP ball for each scheduled game.  At the end of the game, each team shall receive one ball.  If only one is left, it shall go to the winning team. Optic yellow and white balls may not be used together in one game.

All bats must have grips or taped handles for a distance of 10‑15" from the knob.  Umpires shall have the authority to forbid use of unsafe bats.  Catcher must wear a mask and throat protector.  Bats with "angled handles" made in 1981 or later and bats with three flat sides made for the 1985 season are legal (assuming they are marked "official softball" by a legitimate manufacturer).  

Metal spikes may not be worn in any division below Major/Class A classification.  If a player is found wearing metal spikes, SOP shall be for the game umpire to request their immediate removal.  If the player refuses to remove the metal spikes, the player shall be ejected from the game.

Donuts and homemade weighted bats are illegal. Umpires may confiscate (for return to league) or require removal of these items from the playing area. Because this a safety issue, un-cooperative behavior will be met with player/manager ejection.  

Umpires will check team bats and enforce the current ASA bat eligibility list.

3B

.   UNIFORMS ---- are recommended for all teams. A minimum of matching T-shirts would seem within the reach of all teams.
4.  BATTING ORDER OPTIONS, MANPOWER REDUCTION, COURTESY RUNNERS. 

Batting order option selected at game time remains in effect and cannot be changed once game begins.

	Option Number:

Option Name:
	1

 "Conventional"
	2
"Designated Player"
	3
"E.H."
	4

"CUB Rules"

	Availability:
	All Classes
	All Classes
	RS: B+, B & C

SF: A & B
	RS: TWI & AM C 

SF: Class B Only

	DP or DH?
	N/A
	See ASA Rulebook: Rule 4, Section 3.  Obsolete DH rule does not violate current DP rule.
	N/A
	N/A

	Number of players required to begin 

game w/ this option:
	 9             10
	 10             11
	11
	12

	Original Number on offense.
	 9             10
	 9              10
	11
	12

	Original number on defense.
	 9             10
	 9              10
	10
	10

	Can late arrivals be added?
	Yes.           No

One only. 

Bats last.

OK at any 

dead ball.
	 No             No
	No
	Yes.  Any Number.  Must bat last in order of arrival, or be ineligible.

	Re-Entry OK?
	 Yes          Yes
	 Yes           Yes
	No
	No

	Miscellaneous Restrictions
	N/A
	Options 2 & 3 may not be used together by one team in one game. The penalty is forfeit.
	Options 2 & 3 may not be used together by one team in one game. The penalty is forfeit.
	No pinchhitters or pinchrunners. All able bodied players must be in line-up. Miraculously recovered players may not play game.

	Are extra batters OK to play defense?
	 N/A          N/A
	DP - Yes
	EH - Yes
	Yes


MANPOWER REDUCTION RULES:
1. Games must begin with nine or more players in one of batting order options 1-4.

2. Ejection for misconduct to less than nine available players is immediate game forfeit.

3. Games may be continued with eight players only in the event of in-game injury.

         
4. Empty batting order positions are always "outs" when their turns occur, regardless of reason for vacancy.

COURTESY RUNNER RULES:

1. Major/Class A (bunting and stealing) - Not Permitted.

  

2. Class B+ and B - One per team per game, designated pre-game.

    

3. Class C - Two per team per game, designated pre-game.

        

4. All Classes - Courtesy runner is always the last recorded out.
5A.   GAME DEFINITION RULES. ("RS" means regular season, "SF" means Snowflake.)

 While Alliance play is currently limited to the no bunt-no steal version of the 10 player pitching style of the game, Alliance stands ready to develop divisions with bunting (only) and bunting/stealing versions of the game.

	GM # 
	ALLIANCE

DIVISIONS


	BATTING

REQUIREMENTS
	    STEALING
	
CATCHER


PICKOFF


REQUIRES
	DEAD BALL     BETWEEN PITCHES?

(If no pickoff)
	OPTIONAL GAMES AVAILABLE BY MUTUAL AGREEMENT 

	 1
	RS Major & A

(Bunting & Stealing)
	Bunting and chopping OK.

HBP to 1st.
	OK
	Man-Tag
	No
	None

	 2
	RS B+ & SF A &

    Night      (Bunt-Only)
	Bunting and chopping OK.

HBP to 1st.
	 NG  
	   Force   Play
	
Yes
	#1, but only if 2 umpires on hand.

	 3
	RS B/C & SF

(No Bunt - No Steal)
	Chopping OK. HBP to 1st.
	NG
	Force

Play
	Yes
	#2


5B.  THE GAME -  Doubleheaders shall be two 7 inning games, subject to the MERCY and TIE-BREAKER rules contained in 5C below. In Sunday divisions only, and only if time permits,  a FIVE minute break shall be allowed between games if both managers and the umpire ALL agree to it.  With three hour or longer time slots, games shall be official after 4 1/2 innings with home team ahead or after 5 innings with visitors ahead or tied.






When the time slot is less than 3 hours for a doubleheader, the second game shall be official with the basic game duration requirement above being reduced to four innings or 3 1/2 with the home team ahead.

INCOMPLETE GAMES -   Games rained out while unofficial shall be treated as suspended games and are not replayable in full.  Such games shall be resumed from their points of interruption.

5C.  GAME DURATION.   MERCY & TIE-BREAKER RULES.

A game routinely ends in accordance with 5B above. However, one-sided games are ended sooner by operation of the MERCY RULE described in the first three columns of the following table. Similarly, games tied at the end of regulation are subject to the TIE BREAKER RULE as shown in the last two columns of the following table. 

The tie-breaker is implemented by putting each team's last inning's last out on second base prior to commencing play in the inning shown in the table. Each team does this in each subsequent half inning until one team is ahead at the end of an inning (half inning in the case of the home team).

	DIVISIONS
	MERCY RULE 

After 4.5 or 5 innings


	MERCY RULE 

After 5.5 or 6 innings


	DIVISIONS
	WHEN TO APPLY

 TIE-BREAKER

	MAJOR & A
	9 RUNS
	7 RUNS
	WEEKNIGHT
	8TH INNING

	B+, B & C 
	11 RUNS
	9 RUNS
	TWI-NIGHT
	8TH INNING

	Mixed play below MAJOR
	11 RUNS
	9 RUNS
	MORNING
	9TH INNING


The mercy and tie-breaker rules may operate twice in a doubleheader.  Mercy and tie-breaker rules do not apply in the final two games of any double elimination playoff bracket, or the third game of a Shaughnessey bracket final.

5D.   CURFEW -  Curfew is defined as the second time shown for the time slot at the head of the appropriate schedule column.

At all fields, curfew observance rules are set (and may be changed without notice) by park authorities. Usually, no 2nd game innings may begin less than ten minutes before curfew and play must cease at or before curfew in accordance with park rules at curfew (or before) in accordance with any posted park rules.

In the event teams end a game prior to completion because of running out of allotted time on the field, the score will revert back to that of the last completed inning and end there as an official game provided sufficient innings have been played as called for in rule 5B above.

However, if play must end early or start late by virtue of light failure (for any reason) before the end of allotted time, play shall be suspended at that point.  If then unofficial, such a suspended game shall be resumed from its point of suspension and played to a conclusion at a date determined by the President or the scheduling officer.

5E.  SPEED‑UP RULES.
A.   Each team shall have 120 seconds from the third out of the previous half inning to prepare for the following inning.  The plate umpire shall call "time in" 120 seconds after the previous third out, and twenty seconds later, call "ball one" or "strike one", as appropriate, on the first batter.  The umpire shall repeat this call each twenty seconds thereafter until actual play is resumed.

B.   WARM UP PITCH LIMIT ‑ At the beginning of the second inning and all subsequent half innings, the umpire shall limit continuing pitchers to 3 pitches.  A relief pitcher is entitled to a minimum of 8 warmup pitches when he first takes the mound.

6.   PITCHING
2007 RULE 6 - MODIFIED PITCHING

VIOLATIONS OF SECTION 3 OF RULE 6 AS DESCRIBED BELOW ARE ILLEGAL PITCHES
	ALL
	9 PLAYER
	10 PLAYER

	3A. Cannot make any motion to pitch without immediately delivering the ball to the batter.

	3B. Cannot remove one hand from the ball and return the ball to both hands.

	3C. Shall not make a stop or reversal of the forward motion after separating the hands.

	3D. Can take the ball behind the back on the back swing.

	3E. Cannot use windmill or slingshot type pitch, nor make a complete revolution in the delivery.

	3F. Ball Location During Back Swing

                    At Top of Back Swing

                   During Forward Motion

                  Locked Elbow Required? 
	No restriction.

No restriction.

No restriction.

No restriction.
	Inside wrist.

Inside wrist.

Inside wrist.

Yes, must be locked at point of release.

	3G. The hand must be below the hip and the palm can be down or up when the ball is released.

	3H. The shoulders and driving hip must be squared to home plate when the ball is released.

	3I. The release of the ball must be on the first forward swing of the pitching arm past the hip. The release must have a complete, smooth follow through with no abrupt stop of the arm near the hip.

	3J. A step must be taken and be forward toward the batter, within the 24 inch length of the pitcher=s plate, AND MUST NOT TOUCH THE GROUND IN FRONT OF, OR CROSS OVER, A STRAIGHT LINE BETWEEN THE PIVOT FOOT AND HOME PLATE. It is not a step if the pitcher slides the pivot foot across the pitcher’s plate, provided contact is maintained with the plate. Raising the foot off the                    pitching plate and returning it to the plate creates a rocking motion and is illegal.

	3K. Pushing off with the pivot foot from a place other than the pitcher’s plate is illegal.

	3L. Cannot deliberately, roll or bounce the ball in order to prevent the batter from hitting it.

	3M. Must be released within 20 seconds after receiving the ball or after the umpire indicates “Play Ball.”’


Notes: 1.Material printed in bold capital letters was adopted new for 2002.

2. Back swing and take back are equivalent terms.

            3. Forward motion, downward motion and down swing are equivalent terms.

GAME LEVEL PITCHING  ADMINISTRATION
A.  After the second illegal pitch in an inning, or third in a game, the pitcher shall be removed from the pitching position for the rest of the game.

B.  Two removals in a season shall render the pitcher ineligible for the balance of the            season (RS or SF).

C. Discussion or argument following call of an illegal pitch shall be limited to the pitcher involved and his manager, and then only for one minute.  Ejection(s) without warning may follow at the discretion of the umpire.

As ASA has completely separated the pitching styles of the 9 Player and 10 Player games, the former play down exception for senior pitchers over 60 no longer applies. The medical play down exception continues. 

Penalty: 9 Player pitchers, whether listed or not, may not play in Alliance. Playing down in violation of this classification rule shall result in the suspension of the manager for two playing dates.  A repeat violation by the manager shall cause a balance of the season suspension.  Games in which ineligible pitchers appear shall be posted as administrative forfeit losses against the record of the offending team and administrative forfeit wins for the offended team.

8A.  BLOCKED BALL -  On overthrows into dead territory, batter and runner get two bases from origin.  On an overthrow into playable territory, the runner may advance at his own risk.  If a fielder shall catch a ball in dead territory, the ball shall be dead, the runners may not advance and a foul ball shall be called on the batter.  If a fielder shall catch a ball in playable territory, and then run into dead territory, the ball shall be dead, the runners shall advance one base apiece, and the batter shall be out.  (This is a summary of the ASA Rulebook item, not a replacement for it.)

8B.
All players are cautioned to observe common sense rules of safety and sportsmanship.  While aggressive play is anticipated, also anticipated is knowing when not to be aggressive:

A. rolling body blocks are not permitted;

B. runners may not collide with fielders who are in possession of the ball, waiting to make a tag. (They should 

   slide, veer off or stop.)

Umpires are empowered to eject violators of either restriction above in addition to calling the offending runner(s) out.

9.   PROTESTS & ELIGIBILITY CHALLENGES

A. AT THE TIME OF THE DISPUTED PLAY: Protests will not be considered on umpiring judgement decisions (see exception below).  For protests to be considered, the protesting manager must BEFORE THE NEXT PITCH (1) advise the umpire and opposing manager that the game is under protest, and (2) have the umpire sign the score books of both teams.  Failure to observe these technicalities will result in summary rejection of the protest. During any game, whether suspended or resumed, no event may be protested more than once.

B. AFTER THE PROTESTED GAME: Protests must be submitted (1) verbally within 24 hours and (2) IN WRITING by the protesting manager within 96 hours to the applicable Division Officer, the Alliance President, and the opposing team manager (see League Directory for addresses).  A processing fee, equal to the (total) umpiring fee for the game, MUST accompany the Alliance President's copy of the protest.  Fee will be refunded if protest is upheld. Rulings on protests will be issued within 10 days from the date of receipt of the umpire's report about the protested game. Verbal protests will not be acted on by Alliance.

C. Protests based on league rules will not be considered unless the protesting manager has presented these league rules to the game umpire at the field.

D. In Alliance, pitching legality shall be a protestable matter.  Alliance may employ covert inspectors to supplement the enforcement of pitching rules by the umpires.  Pitchers found to be illegal by Alliance inspection will be suspended and games previously won will be reversed.  No pitcher will be inspected (1) unless written complaints (other than on score cards) have been received from two teams in the same division, and (2) after July 15.  Umpires found to be deficient in the administration of pitching rules twice in a season shall be ineligible to umpire in Alliance.

E.  ELIGIBILITY CHALLENGES:  Team managers may challenge eligibility of opponent players.  Procedure shall be to have the challenged player sign his name twice on separate slips of paper, have the umpire initial each such slip of paper and give one to each manager.  Play shall then resume without further ceremony.  Each manager shall, within 48 hours after end of game, forward his copy of the slip to the President for verification of signatures.  If the challenge is 

upheld, (1) the game shall be forfeited to the challenging team, and (2) an EXTRA loss shall be posted to the record of the challenged team in the standings for each game in which the successfully challenged player appeared.  Challenges may be made at any time.  Teams in roster default may not challenge any other team's player(s).

G.  Umpires may require a challenged player to produce satisfactory picture ID (driver's license, student or employee badge, etc). Refusal or inability to co-operate shall be considered proof of ineligibility by Alliance.
10.   UMPIRES - No league games will be played without a qualified umpire(s) unless both teams agree to an alternate.  However, the use of substitute umpires is authorized.  In bunting and stealing, two umpires shall routinely be employed.  No team may refuse to play when the second umpire is unavailable.  

11A.   SCORE BOOK  - The score book issued to each team is for the team's normal use during the season. However, for purposes of resolving disputes, protests and challenges, the score book remains the property of Alliance. It is subject to recall by the league at any time. Umpires have the right to review the score book at any time. The team designated as home team by the coin flip shall be considered to have the "official score book" for that game. If such home team does not keep a score book, the official score book designation shall fall to the visiting team. A team that does not keep score cannot file a protest with the league because it cannot produce the required photocopy of the score book game page (duly signed by the game umpire) in question.

12. ROSTER RELIEF PRINCIPLES - if your team becomes undermanned during the season and you need rostering relief, here’s what you can expect when you request it: 

	PLAYER’S

POSITION
	REQUESTING

TEAM W-L PCT
	UNTIL

MAY 31
	DURING JUNE
	THEREAFTER

	PITCHER
	.500 & UP
	YES
	NO
	NO

	   ”
	.499 OR LESS
	YES
	YES
	YES

	POSITION PLAYER
	.500 & UP
	YES
	YES, PROVIDED ORIGINAL PLAYER UNAVAILABLE TO PLAY IN CURRENT SCHEDULING PATTERN.  MOVED, ETC.
	NO

	   “


	.499 OR LESS
	YES
	YES
	YES
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