Randolph Girls Softball
Varsity League Rules

Revised April 5, 2026

Highlights for Varsity Level

Games 6 innings or 2 hours			No infield fly rule, no dropped 3rd strike 
Pitcher 40’ – no exceptions				Bases 60 ft. - Ball Size 12”
Three outs or 10 batters per inning		Bunting allowed; no fake, no slap    
10 fielders (minimum of 6 to start game)		All players in lineup
Stealing All Bases					3 innings per pitcher max


PURPOSE:
	To lead and organize an activity where children have fun playing softball.

SCHEDULE:
1. Player / Coach Arrival
a. A game cannot start until each team has at least six players and an Official Coach (or another certified adult designated as Acting Coach).
b. Acting Coaches must be approved by the League Coordinator prior to the game.
c. Teams have a 10-minute grace period after the scheduled start time for players and coaches to arrive. Game must begin immediately when six players and one coach are present.  If a team does not have six players and a coach at the end of the 10-minute grace period, the game will be considered a forfeit for standings purposes, but coaches are encouraged to play a scrimmage and make it a fun experience for everyone who showed up on either team.
d. Players who arrive late must be added to the end of the lineup and can immediately enter the field.
2. Umpire Arrival
a. If umpires do not arrive in time, coaches need to contact the League Coordinator.
b. If umpires do not arrive, both coaches can agree on an another adult to act as umpire for the game.  This adult should be treated with the same respect as the official umpire.  As long as both coaches agree on the use of the alternate umpire, the results of the game will be considered official.
3. Game Timing
a. Goal is to start game as close to the scheduled time as possible to maximize innings.
b. No new inning will start after 1 hour 45 minutes from the scheduled (not actual) game start time.  (Clarification: This means no new “top” of an inning may start.)
i. Example: If the scheduled start time was 6:00, and the top of the 5th inning ends at 7:46, the bottom of the 5th inning may start.
c. The start of the next inning is when the third out occurs in the previous inning.
i. Example: If the scheduled game start time was 6:00, and the third out of the bottom of the 5th inning occurs at 7:44, the top of the 6th inning may start.)
d. Hard Stop: Games must immediately stop 2 hours after the scheduled start time even if the inning has not been completed.
i. The score reverts to the previous completed inning, unless the home team has taken the lead in the bottom half of the incomplete inning.
ii. Example: Bottom of 4th inning ends at 7:44 with Away Team winning 1-0.  Top of 5th inning ends at 7:54 with same score.  Home Team immediately scores two runs in the bottom of the 5th inning but the inning is not completed before the 8:00 hard stop.  Home Team wins 2-1. 
e. The umpire shall keep the official time.
4. Official Games
a. An “official game” is at least three innings.
b. However, if the home team is winning, they do not need to come to bat in the bottom of the 3rd inning.
c. If a game runs out of time before it is an official game, it will need to be rescheduled by the League Coordinator.
5. Scheduling
a. Practices and games are scheduled by the softball committee and cannot be rescheduled by coaches.

UMPIRES, RULES:
1. The umpire is in complete control of the game.
2. The umpire’s judgment is final and binding.
3. If the field has not been closed, the umpire has the final say on weather delays and calling the game.
4. Any situation not covered by these rules is left to the umpire’s best judgment and knowledge.
5. Complaints about judgment calls (ball/strike, safe/out) are not allowed by either coaches or fans.
6. If there is a question about the application of a rule, both coaches may respectfully approach the umpire for clarification after the play is over.
7. All league games are played according to the same rules.  Coaches or umpires may not modify rules by game.
8. We have ZERO TOLERANCE for bad behavior by coaches, spectators, or players. This league is governed by the Randolph Recreation Yellow Card Rule, which can be found on the Randolph Recreation website.



COACHES
1. The coaches’ primary function is to keep the team organized and moving in order to maximize the number of innings played.
2. Coaches must verify the score with the umpire and other team after each half-inning.
a. Coaches are strongly encouraged to keep a scorebook during the game.
3. The only coaches allowed on the field are first and third base coaches for the team at-bat.
4. Coaches may make two mound visits per pitcher.  Pitcher must be removed on the third visit.
5. Coaches must report game scores to the League Coordinator as soon as possible.

PLAYERS
1. A team must have at least six players and one Official Coach to begin a game.
2. Players should wear their team jersey and appropriate pants and footwear.  Shorts are strongly discouraged.
3. All players are in the batting lineup, even if they are not playing in the field.  The batting lineup does not change through the game.  Any players arriving late must be added to the end of the lineup (not inserted in their original intended place).

PITCHERS
1. A pitcher may pitch in a maximum of three innings in a single game.  There is no pitch count limit. One pitch in an inning is considered an inning pitched.  Mid-inning pitching changes should be avoided whenever possible.
a. If a playoff game goes to extra innings, pitchers are allowed to pitch in a maximum of four innings in the game.
2. Pitching distance is 35 feet. No exceptions. The pitcher must start with at least one foot on the pitching rubber. In the act of delivering the ball, the pitcher shall not take more than one step, which must be forward, toward the batter. The ball must be released as the pivot foot comes off the pitching rubber.
3. If a pitcher walks two consecutive batters in the same inning, the coach of the offensive team will come in to pitch for only one batter.
a. A hit-by-pitch will be considered a walk for the purposes of this rule.
b. When coach is pitching, no balls are counted.
c. When coach is pitching, both swinging and called strikes are counted.
d. Batter may only strike out or put the ball in play when the coach is pitching. (No walks, no HBP)
e. When coach is pitching, player from defensive team must stand to the side of the coach, no closer to home plate than the pitching rubber, with at least one foot in the pitching circle.




FIELDERS
1. Positions:
a. Pitcher: Must start with at least one foot on the pitching rubber 35 feet from home plate
b. Catcher: Required to wear all protective gear.
c. Infielders: Maximum of four.  Must start play on infield.  Cannot start play closer than 40 feet to home plate.  Players may charge if batter shows bunt.
d. Outfielders: Maximum of four.  Must start play in outfield.
2. All players at all defensive positions must wear an approved Fielder’s Mask at all times when on the field during games. 
3. When ball is live, defensive team may end the play by having any player control the ball inside the pitcher’s circle.
a. “Control” is defined as the ball held securely in the fielder’s glove or hand.
b. If there is no circle, the player must be within 8’ of the pitching plate, at the umpire’s estimation.
c. When the play is over, all runners on bases must remain on those bases; runners between bases must either advance to the next base or retreat to her previous base. If the fielder with the ball in the pitcher’s circle throws the ball to a base in an attempt to put a runner out, the runner cannot get up and run to the next base even on an overthrow. INTENT: To encourage fielders to throw to the bases, but to prevent runners from scoring due to a succession of throwing errors. After the ball is controlled by a fielder in the pitcher’s circle, no matter what follows, the runners must remain on their current bases or, if between bases, the next base they reach.

BATTERS
1. All players present are in the batting order, even if there are more batters than fielding positions.
a. A batter may be skipped in case of injury and then return to her original spot in the lineup when available.
b. If a player arrives late, she is added to the end of the lineup, even if that spot in the order has already come up earlier in the game. 
2. An inning is over when 3 outs are recorded or when 10 batters have come to the plate.  The maximum of 10 applies no matter how may total players are in the lineup.
a. When the 10th batter is up, the offensive coach shall inform the defensive coach and the umpire that the 10th batter is now up. The team at-bat will be considered to have two outs, and, safe or out, the inning concludes with the 10th batter’s at-bat.
3. Bunting is allowed, but no fake bunting (showing bunt and then pulling the bat back and swinging away).
a. If the batter squares to bunt, the infielders may immediately charge.
b. The batter may show bunt and then pull the bat back to take a pitch, but if she shows bunt, pulls back, and then makes any attempt to hit the ball, she shall be called out.
c. If a player has two strikes and bunts the ball foul, the batter is out. 
4. No throwing the bat. One warning per team; if a bat is thrown a second time, the batter shall be called out. The batter must drop bat before she reaches first base.
5. Players may only use aluminum bats – no bats with barrels made of composite material are allowed.
a. Bats with composite handles and aluminum barrels are allowed.  If a bat with a composite handle is going to be used in a game it should be checked in with the umpire and other team before the game.
b. If a batter uses a bat with a composite barrel, she shall be called out. If she uses a composite bat again, she will be ejected from the game.
6. Batters must wear an approved batting helmet with face guard at all times when batting and running the bases.
7. Batters who are hit by a pitch must take first base, even if the pitch bounces.


BASERUNNERS
1. A runner may leave the base (either stealing or to take a lead) as the pitcher releases the ball. If, in the opinion of the umpire, the player leaves early, she will receive a warning from the umpire.  Thereafter, if that player or any subsequent player on that team leaves early, she will be called out.
a. Runners on 1st or 2nd base can begin running as soon as the pitcher releases the ball.
b. Runners on 3rd base may take a lead when the pitcher releases the ball, but cannot begin running toward home until the ball has reached home plate.
c. In other words, runners can steal home on a passed ball, but cannot get a running start before the pitch gets to the plate.
2. A baserunner cannot run more than three feet from a direct line between the bases to try to avoid a tag. However, a runner may run outside the 3-foot line to avoid a fielder attempting to field a batted ball. 
3. If a batted ball hits a base runner in fair territory, the runner is not out if she is behind the deepest infielder who can make a play on the ball.
4. If ball is overthrown in an attempt to pick off a runner or throw out a stealing runner, the ball is live and runners may advance.
5. The baserunner must either slide or avoid contacting the fielder when there is a play at the base she is reaching. If the runner does not slide and makes contact with a fielder who is attempting to make a play, the umpire may call the runner out if, in his or her opinion, the runner interfered with the fielder’s ability to make the play. 
6. If a fielder has control of the ball within the chalk circle (or within 8’ of the pitching plate if there is no circle), the play is over. A runner standing on a base can no longer advance; a runner between bases must either immediately return to her previous base or advance to the next base.
7. Courtesy runners may be used for an injured player or, when there are two outs, for the catcher so she can put on equipment for start of next inning. The courtesy runner must be the player who last made an out as a batter.
8. Overthrows: 
a. If an overthrow remains on the field, the ball is live and runners may advance at their own risk until the ball is controlled by a fielder in the pitcher’s circle.
b. If an overthrow leaves the field of play, the batter and runners may advance one base beyond the base they are running toward.
i. Example: Runner on 1st Base.  Ball hit back to pitcher.  Pitcher overthrows 1st base, throws ball into stands.  Runners placed on 2nd and 3rd.
ii. Example: Runner on 1st base.  Ball hit to left field.  Runner rounds second, batter rounds first.  Left Fielder throws ball into stands.  Runner scores, batter moves to 3rd base.
9.  The Infield Fly Rule is NOT used.
10.  Batters may NOT attempt to take first base in the event of a dropped third strike.


LEAGUE STANDINGS
1. For the purposes of playoff seeding, standings will be determined using the following points system:
a. Win = 3 points
b. Tie = 2 points
c. Loss = 1 point
d. Forfeit = 0 points
2. Ties in the standings will use the following tie-breakers (in order):
a. Head-to-Head Won-Loss Record
b. Head-to-Head Run Differential
c. Total Runs Allowed for Season
d. Coin Toss
1

