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2022 AAA SOFTBALL INTERLOCK RULES  
Interlock: 9 Teams  

 Issaquah (3 Teams)  
 Sammamish (3 Teams)  
 Eastlake (3 Teams)  

14 Game Season (6 Regular Season Games, 8 Pool Play Games, Playoff Games - Single Elimination 
Tournament – Gold and Silver Division) 

1. All game shall be played according to the 2022 Little League rule book. If an interlock rule conflicts 
with the Little League rule book the rule book shall prevail.  

2. All games must be played and start at the scheduled time. If a game is unable to played on the 
scheduled date and time, see Rule #3 and #7. 

3. POSTPONED OR SUSPENDED GAMES:  

The home team determines If games are cancelled due to weather or the field is playable.  If a game is 
cancelled for weather or determines field is not playable, the home team will: 

a. Notify the visiting team at least 1 hour prior to the game.  
b. Notify the Umpire in Charge (UIC) at least 1 hour prior to the game.   

i. EASTLAKE UIC:  Chris Hoppe – chief-umpire@eastlakell.org  
ii. ISSAQUAH UIC:  Jay Clark –  jay@theclarkcrew.com 
iii. SAMMAMISH UIC:  Shawn Winchester - shwinche@microsoft.com 

 
c. Coordinate with the visiting team to reschedule the game at the next available field time.  

• Regular season and Pool play games are required to be made up or resumed if less than twelve (12) 
games will be played. Division Vice Presidents will monitor games played to ensure that the twelve (12) 
game minimum is achieved. Exceptions must be approved by Division Vice President as “unreasonable 
circumstances”.  

• Managers may reschedule a game through the division Vice President and League field scheduler. The 
League Umpire-in-Chief must be notified of the new date. All game schedules including changes must be 
sent to Janice Christensen at softballjan@comcast.net and the VP's of reach respective league. Please 
include dates, times and location.   

EASTLAKE  

 VP:    Lori Stock  email:  chief-umpire@eastlakell.org  
 Scheduler:   Lori Stock  email:  vp-softball@eastlakell.org 

ISSAQUAH  

 VP:    Curt Hamilton  email:  softball_commissioner@issaquahlittleleague.org 
 Scheduler:  Terry Dodd  email:  terry98008@gmail.com 
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SAMMAMISH  

 VP: Karl Bowman – kbowman@uscutter.com 
 Scheduler:  Eric Obert – ericober@amazon.com 

• See Rule #7 for requirements of Fielders  

4.  UMPIRES:  The home team provides both the plate umpire and the field umpire.  Minors may be 
umpires.  Pursuant to 9.03(d) of the Official Rules, if both umpires are minors then an adult Game 
Coordinator must be provided by the home team. 
 
5. The HOME TEAM shall: 

 Furnish 2 game balls. (See Rule #6) 
 Keep the official score book.  
 Provide at least 1 home plate umpire. (See Rule #4) 
 Be responsible for preparing the field.  

6. GAME BALLS - 11” soft compression will be used throughout the season.  

7. FIELDERS  

a. The defensive team may place a 10th player in a true outfield position (LF, LC, RC and RF). A 
‘rover’ position is not permitted.  

b. A game can be started and played with (8) defensive players without forfeiture.  If a player is 
injured, ill or ejected, and no player is eligible for re-entry to field (8) players, a game can be 
played with less than (8) players on each team.  This will not be grounds for automatic 
forfeiture, but shall be referred to the Interleague VP’s for a decision. 

c. If a manager knows in advance that they will be short players, then the game can be 
rescheduled 24 hours before the scheduled game time (See Rule #3 on how to reschedule a 
game). If the game is called a forfeit, the game can be played as a practice game. If a game is not 
rescheduled 24 hours before scheduled game time, then the game is a forfeit. 

8. MANDATORY PLAY  

Mandatory Defensive Playing Time:  The manager must ensure that all of his/her players play at least (6) 
defensive outs, not sit out more than (2) consecutive innings, and (3) defensive outs at an infield 
position (catcher, pitcher, fist/second/third base and short stop) per game.   Coaches are encouraged to 
play players equal playing time throughout the season.  
 

• When a violation of the mandatory play rule occurs the offended player(s) shall start the next 
scheduled game on defense, play any previous requirement not completed as well as the 
requirement for this game prior to being removed.  

• Violations to this rule, the penalty for the Manager will follow the Mandatory Play Little 
League Official Regulations and Playing Rules for Softball 
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• If the game is shortened for whatever reason, less than (5) innings, the Mandatory Play 
violation requirements still apply for the next scheduled game, however, this is not considered a 
violation towards the Manager, unless the requirements are not met in the next scheduled 
game. 

9. CONTINUOUS BATTING ORDER / PLAYER SUBSTITUTIONS  

a. A continuous batting order shall be used which includes all players on the roster present for 
the game. Players arriving after submissions of the line-ups to the umpire shall be placed in the 
order after the last player named in the batting order. If a player becomes injured, ill or must 
leave the game site after the start of the game, the team will skip over his/her spot in the order 
without penalty. If the injured, ill or absent player returns they will be reinserted into their 
original spot in the batting order and the game continues.  

b. A player may be entered and/or re-entered defensively into the game anytime (see Pitcher 
restrictions, Rule #19, for exception) 

10. RUN LIMIT - The inning or half inning will end when the offensive team scores 5 runs or the 
defensive team 3 outs. No more than 5 runs will be recorded per half inning. The 5 run limit will not 
apply in the last inning. When the game time limit is approaching the two managers and umpire shall 
agree which inning will be the last. Coaches are expected to follow common sense sportsmanship and 
not run up the score unnecessarily when the run limit is removed.    

11. TIME LIMIT  

a. Games will be five (5) innings.  

b. However, no new inning shall start after 1 hour 40 minutes from the time the game was 
officially scheduled to start. All games must end at 1 hour 55 minutes with a hard stop. 
(Regardless of where you are at in the game). Time limits must be strictly adhered to.  

c. The game winner shall be determined as that team leading after the last full inning of play. If 
no winner determined by these times, the game shall be recorded as a tie. No suspended games 
due to a tie.  

d. Exception: Playoff games will have no time limit unless specified when the seeding and 
tournament schedule is sent to the Managers.  

12. TIE-BREAKER * If Time Allows or in Playoff Play (extra inning rules)  

* ILL Tie Breaker / Extra Innings Rule  

1. Tie-Game – When the completion of five innings and the score is tied, the following tie-breaker will be 
played to determine a winning team:  

a. The extra inning (6th AAA) and each half inning thereafter, the offensive team shall begin its 
turn at bat with the player who is scheduled to bat last in the respective half inning being placed 
on second base. There will be zero (0) outs to begin the inning.  

Example: If the number five batter is the lead-off batter, the number four batter in the batting 
order will be placed on second base. 
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13. MERCY RULE – If after four (4) innings, three and one-half (3-1/2) if the home team ahead, one team 
has a lead of ten (10) runs or more, the manager of the team with the least runs shall concede the 
victory to the least runs shall concede the victory to the opponent. If the visiting team has a lead of ten 
(10) runs or more, the home team must bat in its half of the inning.  

14. INFIELD FLY RULE:  The infield fly rule will not be applied. 

15. BATTER (SAFETY):  No player other than the At-Bat-Hitter is allowed to have a bat in his or her hands 
inside or outside of the playing field fences. No "on-deck" batter is allowed. The player must go directly 
from the dugout to the batter's box.  

16. BATTER:  Batter must keep one foot in the batter’s box during their at-bat.  

Summary:  

Local League Option: After entering the batter’s box, the batter must remain in the box with at least one 
foot throughout the at bat.  

Exceptions:  

1. On a swing, slap, or check swing 
2. When forced out of the box by a pitch.  
3. When the catcher does not catch the pitched ball 
4. When a play has been attempted, i.e. When there is a runner on third and a play is 

attempted at the plate.  
5. When time has been called 
6. When the pitcher leaves the 8 foot radius circle of the catcher leaves the catcher’s box. 
7. On a three ball count pitch that is a strike that the batter thinks is a ball. 

PENALTY:  

If the batter leaves the batter’s box or delays play and none of the exceptions apply, the umpire 
shall warn the batter. After one warning on a batter, the umpire shall call a strike. Any number 
of strikes can be called on each batter.  

No pitch has to be thrown, the ball is dead, and no runners may advance.  

NOTE: The batter may return their position in the batter’s box and assume the new count at any 
time during the at-bat, unless such enforced penalty is the third strike. 

17. BATTER: No bunting is allowed.  

18. BATTER: No dropped third strike rule.  A batter is out when a 3rd strike is caught or not caught by the 
catcher 

19. PITCHING (PLAYER PITCHING) 

a. Unless otherwise noted, pitching shall be conducted in accordance with the Little League 
Official Regulations and Playing Rules for Softball. There is no limit to the number of pitchers a 
team may use in a game.  
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b. Managers or Coaches must not warm up a pitcher at home plate, bull pen, or anywhere else 
at any time. A substitute player not playing the field is encouraged to warm-up the pitcher. A 
catcher’s mask must be worn. 

c. Pitchers may only pitch a maximum of two (2) innings or 6 defensive outs per game. If the 
game goes beyond a 5th inning (extra innings) any pitcher that has already pitched their 
maximum 2 innings may pitch one (1) additional extra inning or 3 defensive outs.  

d. A pitcher can return as a pitcher any time during the game but only once in the same inning, 
and not if they have been substituted out or pitched their maximum number of innings.  

e. Pitchers will pitch from a 35’ pitching plate.  

20. MODIFIED COACH PITCH: 

a. Modified coach pitch for the entire season. (Playoffs included) 

b. The player pitcher will be able to take the count to 4 balls (there are no walks) at which time 
the coach/manager will come in and finish the count with a maximum of 5 pitches. The strikes 
remain in the count when the coach pitcher enters.  For example, if the count reaches 4 balls 
and there are 2 strikes, then the 2 strikes remain on the batter when the coach/manager comes 
in to pitch.  If the batter misses a pitch from the coach pitch on the first pitch, then that is 3 
strikes and the batter is out.   

c. Only a strike can be called when the batter swings and misses or fouls the pitch during the 
coach /manager pitching.  However, If the batter does not swing on 5th pitch regardless of how 
many strikes in the count, the batter is out.  If the 5th pitch is fouled, the batter will continue 
until the batter hits the ball in fair play or strikes out.  

d. If a coach hits a batter with the pitch the batter is not allowed to take 1st and still counts as 
one of the 5 pitches.  

e. If the adult pitcher is hit by a batted ball the ball is dead and the batter is awarded a single 
and all runners advance 1 base. If the umpire judges that the adult coach intentionally interferes 
with a batter or thrown ball, the play is dead and the umpire will treat the situation as offensive 
interference.  

f. When a coach comes into pitch, they must pitch and complete their pitching motion Starting 
from the pitching plate at 35’. The player pitcher should be positioned on either side of the 
coach pitcher in the circle. All throws from the catcher should be made to the player pitcher, not 
the coach pitcher, who will hand the ball to the coach pitcher.  

g. No Stealing when coach is pitching - Base runners must be advanced by a batted ball. There 
will be no base ‘stealing’ – base runners can’t advance from a wild pitch, passed ball, or when 
the ball is being returned to the pitcher from the catcher.  

21. RUNNER:  No head first Slides: Except when a base runner is returning to a base, headfirst slides are 
not allowed. Runner will be called out. 
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22. DOUBLE FIRST BASE:  If the game is played at a field with a Double First Base (Base with two sides, 
White base with an Orange or Green base in foul territory), the rules per The Runner rules 7.15 will be 
utilized. 
 

23. STEALING / RUNNERS (players pitching):   

a. Stealing Is only allowed from 2nd to 3rd base (includes advancing on a passed ball or wild 
pitch).  

EXCEPTION:  When Pool Play games begin, stealing 1st to 2nd base will be allowed. No steals 
from 3B to home still applies as described below.  

b. Hard stop at 3B.  A runner may not advance from Third to Home unless the ball is put into 
play by the batter or the runner on Third is forced or awarded Home by another base award 
(HBP, overthrow into dead ball territory, INT, etc.). A base runner may not advance from Third 
to Home on a passed ball or wild pitch or on a play on another runner. No advancing bases on 
an overthrow due to a stealing situation (catcher to fielder) or fielder throwing to pitcher.  

c. Overthrows to the player pitcher, while in the pitcher circle are dead balls. No runners may 
advance.  

d. One base is allowed on a fielding overthrow except from 3rd to home.  

24. When the pitcher is in possession of the ball and the catcher is in the catcher’s box ready to receive 
the delivery of the ball, base runners shall not leave their bases until the ball has been delivered and has 
reached the batter. LL Rule 7.13 (page 107). It will be the umpire/coaches discretion to send players 
back to their base. “Dancing” on a base will not be allowed, as the runner should either try to steal or go 
back to their base. The offensive coach at the mound should receive the ball from the pitcher only when 
the play is deemed over.  
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AAA 2022 Season – Pool Play Games, Playoff Seeding and Tiebreakers 
 
The first (6) games will be considered Regular Season Games and will not be used for seeding 
implications in the Playoff Tournament. The final (8) Regular Season games will be considered “Pool Play 
Games”.  Each Team will play each other once during the Pool Play Games.  The results of these games 
will decide the seeding and the Playoff Division your team plays.  (24) hours after each game the Home 
team shall email all VP’s the score of the game with the date, home and visiting team name and score. 

PLAYOFF DIVISIONS: 

 GOLD:  Seeds #1 to #4 
 SILVER:  Seeds #5 to #9 

Each Division will play a single elimination tournament with consolation games. 

Seeding will be based on the overall Win-Loss record (#1 seed is the best overall record).  In the situation 
where teams have the same Win-Loss record, the following tiebreakers criterion will be used to 
determine each teams seed in the playoffs. 

1) WIN – LOSS RECORD 

The tie breakers are used in order to advance or seed ONE team at a time. Each time a tie is broken to 
advance one team, leaving a tie between two or more teams, the situation reverts to criterion #2. 
(Head-to-Head results). 

2) RESULTS OF HEAD-TO-HEAD COMPETITION 

Example: Three teams are tied with identical records for the first place at the end of pool play. Teams A, 
B and C played against each other once in pool play. Team A won all of its games against Team B and 
Team C during pool play. Result – Team A advances, which then creates a two-way tie between Team B 
and Team C. That tie then is broken by reverting to criterion #2. 

3) FEWEST RUNS ALLOWED 

If the results of the head-to-head match-up(s) of the teams that are involved in the tie cannot break the 
tie (because no team defeated each of the other teams in the tie each time they played, or because no 
team has defeated all of the other teams involved in the tie, or because the teams involved in the tie did 
not play one another during pool play), then the tie is broken using criterion #3. The remaining teams’ 
tie is broken by reverting to criterion #2. 

4) RUN DIFFERENTIAL (MAXIMUM OF 6 PER GAME) 

In the event a tie is created by virtue of a forfeited game, and the tie cannot be broken by criterion #2, 
the order of criterions #3 and #4 will be reversed and applied to the tie. Since the number of runs which 
might have been scored during the game may have affected the fewest runs allowed standing (and the 
awarding of the forfeit gives the “winning team” no additional runs given up), this order will better 
adjust for that event. 

5) COIN FLIP 
*The score of any forfeited game will be recorded as 6-0.  


