Softball
Intramural softball games will be conducted under the rules of NIRSA – National Intramural/Recreational Sports Association – with the following modifications: 

Eligibility
1. Current varsity softball/baseball athletes are ineligible for participation.
2. Teams may have three (3) ex-varsity softball/baseball players on their intramural roster. 

Team Captain Requirements
1. See general information for the team captain responsibilities. 
2. The captain must submit a batting order prior to the start of the game. 


Players/Roster
1. Players may play on a Male or Female team and Co-Rec team at the same time if offered.  
2. Male/Female leagues: 
a. A team roster must consist of a minimum of nine (9) players and a maximum of fourteen (14) players.
b. The batting order must contain nine (9) players, but can bat up to fourteen (14) players. 
c. Game may begin with a minimum of seven (7) players.
i. Outs must be taken for the eighth and ninth batters.
3. Co-Rec league: 
a. A team roster must consist of a minimum of eight (8) players and a maximum of fourteen (14) players. 
b. The batting order must rotate male/female or female/male.
i. If the same gender bats back to back, an out will be taken between the two batters.  
c. Shorthanded Rule for Co-Rec:
i. 8 players = 4 males and 4 females 
ii. 9 players = 5 males and 4 females or 4 males and 5 females with an automatic out for the missing batter. 
iii. Player is in the line-up but taken out until they arrive.  
d. All fourteen (14) players can bat and ten (10) can play defense. 
4. A maximum of ten (10) players are allowed to play on defense. 
a. The Male/Female ratio must be equal for Co-Rec, unless using the shorthand rule. 
i. Four (4) females must be on the field at all times. 
5. The pitcher/catcher combination must be male/female. 
6. The Male/Female ratio must be equal for players in the infield.
7. The Male/Female ratio must be equal for players in the outfield.
8. Free defensive substitution. 
9. Nomads:
a. Teams may nomad a maximum of 2 players to create a full roster of 9 players. 
b. For co-ed, teams may nomad a maximum of 2 players, but must maintain an even amount of males and females.


Forfeit
1. Starting at game time one (1) run will be awarded for every 2 minutes a team fails to show. After ten (10) minutes, the game is 5-0 and a forfeit. 
2. When no members check in, the losing team will receive 0pt for sportsmanship and a score of zero (0). The winning team will receive 4pt for sportsmanship and a score of twenty (20). 

Equipment
1. Bats – All bats must meet USSSA or ASA bat performance standards and have the stamp to prove it.  
2. All defensive players must wear a glove. 
3. Game Balls – Campus Recreation will provide the game balls.  These will be the only balls allowed for play: 
a. Men’s – USSSA 12 inch softballs
b. Women’s – USSSA 11 inch softballs
c. All balls must be used with a .44 core or less and USSSA/ASA legal compression. 
d. All balls must have one of three logos/stamps: ASA, USSSA, or .44 core. 
4. Team Jerseys – Teams shall wear shirts of the same color and numbered 0-99. Jerseys may not be tied in a manner that creates any type of knot. Pinnies will be provided to the visitor’s if teams are wearing the same color. 
5. Shoes – Player’s must wear shoes, either soft soled soccer/football cleats, tennis, or Astroturf shoes.  No sandals, boots, or metal/sharp plastic cleats will be allowed. No screw in detachable cleats will be allowed.   
6. Supports, Braces, Gloves, and Pads – No casts/splints will be allowed. No pads or braces will be allowed above the waist. Players who wear a knee brace with exposed metal or metal hinges are required to cover it with at least ½ inch of closed cell slow recovery rubber or other material of the same minimum thickness and physical properties. Players may also wear gloves, which consist of a soft, pliable non-abrasive material. Kneepads of a soft pliable nature will be allowed below the waist. Any player wearing illegal or dangerous equipment will not be permitted to play. All equipment will be subject to approval of the Campus Recreation staff and their decisions will be final. 
7. Jewelry – Jewelry or hard hair control devices will not be allowed. This includes but is not limited to necklaces, earrings, facial piercings, rings, bracelets, and watches. Individuals will not be allowed to tape over any jewelry item. If you cannot remove the item, you cannot play. 

General Rules
1. Time begins when the umpire calls the captains meeting. 
2. Batter starts with a 1 ball and 1 strike count. 
a. If a batter with two strikes hits a foul ball, he/she will be given one (1) courtesy foul. 
3. There will be a 10-run limit per inning.
4. Sportsmanship Rule
a. The home team scores more runs in 6 ½ innings. 
b. The home team scores more runs before the third out in the last half of the seventh inning. 
c. If a team is up twenty (20) or more runs at any point after the conclusion of the third (3) inning, the game is over.

Batting
1. Players must bat in the order that they are listed on the score sheet, unless a substitute enters the game. The substitute must appear in the batting order in the place of the player that he/she is replacing. 
2. Illegal Bats:
a. If a batter is caught using an illegal bat before the next legal pitch, the defensive team can take the result of the play or appeal the play. 
b. If the defense appeals the play, the batter will be ruled out and all base runners will return to the base in which he/she occupied before the legal pitch. 
c. All appeals must be made before the next legal pitch or the play stands.
3. Any balls hit over the fence in fair territory are considered home runs. Teams may hit 5 home runs over the course of the game. Once the limit is reached each home run will be an out. 
a. Any fly ball touched by a defensive player which then goes over the fence in fair territory will be awarded a four-base error and not count towards a team’s home run count. 
b. Balls that bounce over or roll under the fence in fair territory will result in a ground rule double for the batter. 
4. Any balls hit into the safety screen will be considered a foul ball. 
5. When a fly ball crosses the fence line-extended, it will be ruled out of play for the fielder and ruled a foul ball for the batter. 


Pitching
1. Pitching distance will be 46 – 50 feet.
2. The pitcher must begin with both feet firmly on the ground and with one foot or both feet touching the rubber. 
a. The pitcher's pivot foot must stay in contact with the pitcher’s rubber throughout delivery. 
3. After making any motion to pitch, the pitcher must immediately deliver the ball to the batter. 
4. Faking and/or Quick Pitches are prohibited. 
5. The pitch must be delivered with a perceptible arc. The ball must reach a height of at least 6 feet from the ground and cannot exceed a height of 12 feet from the ground. 
6. If the ball does not reach height range, an illegal pitch will be called and a ball will be awarded to the batter if they do not swing at the pitch. 
7. The safety screen must be in use on the field. The pitcher may move the screen behind the mound, but it has to stay upright while facing home plate. 


Balls
1. Pitched ball that does not hit any part of the plate zone and is not swung at by the batter. 
2. Any illegal pitched ball not swung at by the batter. 
3. When the pitcher requests that the umpire intentionally walk the hitter. 
4. In Co-Rec, if a male batter is intentionally walked, the next female batter has the option to take an automatic walk instead of hitting.

Strikes:
1. Legally pitched ball between 6 and 12 feet from the ground that strikes any part of the plate zone and is not swung at by the batter. 
2. Legally pitched ball that the batter swings at and misses. 
3. A foul ball not caught by the pitching team. 
4. When a batted ball hits any part of the batter when he/she is still in the batter’s box.


Outs
1. When a batter enters the batter’s box with an altered or illegal bat or is found using an altered or illegal bat. 
a. If the batter hits the ball with an altered or illegal bat, the batter is out and base runners return to the bases that they occupied before the batter hit the ball. 
2. When the batter bunts or chops at the ball. 
3. When a member of the team at bat interferes with a defensive player who is attempting to field the ball. 
4. When the batter hits a fair ball with a bat a second time in fair territory no matter if it is an accident. 
5. When the batter’s own batted ball hits him/her outside the batter’s box in fair territory.  
6. When a batter hits a fly ball in the infield that can be caught with ordinary effort with less than two outs and runners on first and second or bases loaded. 
7. When a player “bat-flips” after hitting the ball. 

Base Running
1. Bases will be set at a minimum of 60 feet with a maximum of 65 feet. 
2. A base runner can advance or return only by touching the bases in legal order from 1st to 2nd to 3rd to home plate. 
3. A base runner advances to the next base by touching it before being out. 
4. The player may stay on a base until he/she legally touches the next base or until the batter becomes a base runner and forces the player to leave the base. 
5. Base stealing is prohibited. 
6. Overthrows that land out of play will result in 2 bases from the time of the throw (i.e. batter gets second base). Any base runners are awarded 2 bases from where they were at the time of the throw. 

Courtesy Runners
1. A courtesy runner may run for any player who is injured during the play and is unable to run the bases safely. 
2. When no eligible substitutes are available, the courtesy runner must be the player who made the last out of the previous inning. 
3. The umpire must be notified before a courtesy runner replaces a teammate. 

200-Foot Line
1. In Co-Rec games, when a female player is at bat, only 1 outfielder may line up in front of the 200-foot line.
