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DASSA Playing Rules

If you are a new player in the Dallas Area Senior Softball Association League, you might find the following of value.  While most rules in the DASSA league are similar to regular softball, there are several unique rules that we have to increase the enjoyment of the game and to reduce the possibility of injury.  
1. Official Ball:   New 12-inch softball that has been approved by the Board of Directors.  The league will determine who will supply the new ball for each game.
2. Home Plate Mat:  The home plate is incorporated in the mat.  If a pitch hits any part of the mat (black or white) the pitch is a strike.  If a play is being made at home, the defensive player must have their foot on the white part of the mat.
3.  Bases:  65 feet between bases.  

4. Pitching Rubber:  50 feet from back point of home plate and extended 6 feet behind              

and including the rubber.  The pitcher may pitch from any position on the rubber or in the box, provided that he has at least one foot inside the box and behind the pitching screen.
5. Commitment Line:  All plays at home plate are forced plays.  A line, denoting 20 feet          from home plate shall be drawn across the third base line.  If a runner crosses that line, then he must continue towards the scoring plate once he passes the commitment line.  Runners that retreat toward 3rd base and re-cross the commitment line will be called out.
6.  Rain Dates:  If a game is unable to be played because of rain or bad weather conditions, games will be rescheduled by the DASSA President who will notify the managers affected.

7. Cancellation of Games:  All cancellations of games shall be handled by the DASSA President.  Managers wishing to reschedule any game must notify the DASSA President two weeks prior to that game’s scheduled date.  The DASSA President will make a best effort attempt to accommodate any request for rescheduling. 
8. Time Limit:  Game length is determined by time, not by number of innings. After a game goes 45 minutes, the umpire will tell the teams to finish the inning they are in and play one more full inning.  No game will go more than seven innings unless it is tied at the end of seven.

9. Five Run Inning Rule:  When a team has scored five runs in one inning, it must take the field.  An unlimited number of runs may be scored by either team in the last inning of play, which can be any inning depending upon the time.  When the 45-minute time frame expires, the umpire shall notify each team manager that the inning is to be finished and one more inning will be played with unlimited runs allowed.
10. Flip Flop Rule:  This rule only applies from the beginning of the 5th inning. Whenever a team leads by 12 runs they must take the field even if they have not completed their inning at bat.  The team behind then has their regular at bat and, if they score enough runs to tie or go ahead, the team in the field (the one that was leading) then returns to batting from the spot in the lineup they were in when the switch was made.  Runners must return to the bases they were on as well.  If the team that was behind does not score enough runs in their regular at bat, they get another three outs to try and accomplish this.  If they are still unsuccessful, the game is over.
11. Return of Ball to Pitcher:  After each pitch, the ball must be immediately returned from the catcher to the pitcher.  Any unnecessary throwing of the ball to other players while the batter is at the plate, except in the case of an appeal play, will be considered an act of delaying the game in which case the batter will be awarded first base and other base runners will automatically advance one base.
12. Release of Ball by Pitcher:  The pitcher must throw pitches at least in a 6-foot-high arc, but no higher than a 12-foot arc.  Any pitch that is delivered outside that range is considered an illegal pitch.  The umpire generally calls “illegal pitch” while the ball is in route to the plate, and it is automatically called a ball.  However; if the batter swings at it, it is not a ball.
13. Sliding:  Sliding is permitted at 2nd and 3rd base on any play.  A player may also slide or dive when returning to 1st base.  If a player overruns 2nd or 3rd base, he can be tagged out.
14. Tagging a Player:  Any player that is tagged before he reaches 2nd or 3rd base will be called out.  Additionally, a player can be tagged out running to 1st base, or home from 3rd base and/or returning to third base, before he reaches the commit line.
15. First Base Bag:  At first base, there are two bases – one that is white and is on the infield side of the line from home plate to first, and the other one is orange located outside the line from home to first.  The white base is for the first baseman, the orange base is for the batter going to first.  If there is a play at first and the batter steps on the white bag, he is out.  He must step on the orange bag.  However; if there is no play at first, the batter may step on either bag.
16. Scoring at Home Plate:  When a runner moves toward home plate, he cannot touch home plate but instead must pass home plate (and the mat) on the right whether there is a play at home or not.  If the runner touches home plate or the mat, he is automatically out whether there was a play at home or not.  Stepping on or across the home plate chalk line constitutes scoring.  The only way an out can be recorded at home base is on a force out (the ball caught before the runner meets the chalk line).  No tagging of the runner is allowed at home plate.
17. Intentional Physical Contact:  The base runner is out if the ball is jarred loose by intentional physical contact.  The judgment of the umpire is final.
18. Uniform:  There is no uniform requirement.
19. Selection of Umpires:  Umpires will be selected by the league involved.
20. Good Sportsmanship:  Each team player and coach shall conduct himself during a game according to good sportsmanship rules.  A coach or player shall be warned once by the umpire about excessive arguing or abusive language.  If there is a second incident, the coach or player will be removed from the game, and a written incident report will be submitted to the President of the DASSA by the umpire for further action by the Executive Committee.
21. Foul Third Strike:  If the batter has two strikes on them, and a foul ball is hit it will be considered a foul ball.  If the batter hits another foul ball, then that is counted as the third strike and the batter is out.
22. Courtesy Runner:  The courtesy runner will have to be the player that made the last out.  Unless the last out has been made by the batter that is unable to run for himself, then it will be the player in the line-up prior to an out made by the injured player.  A courtesy runner can only be substituted at first base unless an injured player reaches second base with his at bat, then a courtesy runner can be used at second base. (A courtesy runner is to be used ONLY when the batter is injured and cannot run. Otherwise, the batter must run for himself)
23. Substitute Runners:  Any injured batter may have a substitute runner at any time also from home to first. (See Rule #22 for the procedure to be followed)
24. Batting Order:  Any number of players on each team are allowed to bat.  The coach does not have to bat all of his players.  However; he is allowed to do so.  The batting order must be followed during the game.
25. Minimum Number of Players:  A team has to have eight of their roster players present at game time. If there are less than eight, it becomes a forfeit and the game will be played with pick-up players. If a team plays with eight players there will be no out taken for the 9th or 10th batter. 
26. Scorekeepers:  Scorekeeping will be done by the umpires unless, otherwise designated by the umpires.
27. Extra Innings:  In the event of extra innings, the batter will assume a full count, three balls and two strikes.  The batter will get one pitch.  If he does not swing at the pitch and it is a ball, he walks.  If he hits a foul ball, he is out.
28. Guest Players:  In the event of a team not having ten players, guest players will be allowed to play on the team to complete the roster of ten players.  The guest players must be members of DASSA and must bat at the bottom of the order.  If at any time during the game, a member of the team arrives, he must take the place of a guest player in the batting order, and the guest player will be excused from the game.  Fielding assignments will be at the discretion of the team manager.
29. Pitch Count:  The batter shall start with a 1-1 pitch count.
30. Hitting the Pitcher’s Screen:  If a batter hits a ball into the pitcher’s screen it will be a foul ball.    If it is hit into the screen with two strikes on the batter, then the batter is out.
31. Pitching Screen: The pitcher will be required to keep his plant foot behind the screen until the ball is released.
32. Home Run Rule:  A team is allowed two (2) home runs over the fence.  Any ball hit over the fence after that becomes a single or a walk, except in the last inning.  The home team cannot use a home run over the fence to win the game in the last inning.  If the home team has the bases loaded and they hit the ball over the fence, it becomes an out and the base runners cannot advance.
33. Hit and Sit Rule:  If a player hits a home run over the fence, he does not have to touch first base and the base runners do not have to advance to the next base.
34. Home Team:  Home Team is determined by the first team listed on the schedule.
35. Other Matters:  In all other matters the official rules of the DASSA will apply.
36. This is a new rule: A line is established ten feet from home plate on the first base side of home plate.  If a batter has a courtesy runner from home and the batter runs past the ten foot line the runner is automatically out.
