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A. GAMES

1.
Starting Times

	Saturday Sunday
	1:20
	2:30
	3:40
	4:50
	6:00
	7:10
	8:20
	9:30

	Weekday
	
	
	
	
	6:20
	7:30
	8:40
	9:50


2.         Legal Lineup
A legal lineup consists of a minimum of 8 players. (There are three exceptions listed below.)  Both teams must have a legal lineup at game start time or the umpire shall declare a forfeit in favor of the team with a legal lineup. Where neither team has a legal lineup, a double forfeit is declared and will be recorded as a tie.  If the number of players for either team drops below 8 at any point during the game, the team may enter a guest player, otherwise the umpire shall declare the game ended resulting in a forfeit in favor of the team with the legal lineup.  Forfeits are not rescheduled.  A manager may elect to forfeit in advance by calling the league prior to the game.
EXCEPTION #1: Monday through Friday - The first game scheduled for a field is allowed a ten (10) minute grace period.  The grace period is taken from that game’s playing time so that all succeeding games may start on time.

EXCEPTION #2: The 8 players may consist of seven (7) rostered players and one guest player.  Guest Player (defined): Any person 15 or older.  They may or may not be a roster member of another FCCSL team.

EXCEPTION #3:  For doubleheaders where the first game results in a forfeit, the second game shall start before the scheduled start time if possible.   The second game may start when both teams have a legal lineup, but must start when both teams have at least nine (9) players.
Rules for using a Guest
	a
	Opposing team manager must be notified of the guest player.

	b
	Should a rostered player become available during the game, the guest player is allowed to continue as a player.

	c
	A guest player may be entered into the game at any time to bring a lineup up to the minimum.  Only one player in a lineup may be a guest player.


3.     Pre-game warm-up is allowed in out-of-play areas immediately adjacent to the assigned field.  Warm-ups must not interfere with games currently in progress.   Time permitting, both teams may conduct brief pre-game infield warm-up practice. (Visiting team first) 

4.   The starting batting order, consisting of each player's full name (first and last) shall be exchanged with the opposing team prior to the first pitch of the game.

5.   The official game time is kept by the home plate umpire.  Managers may request the time remaining during the game.

6.    Games delayed for weather, or light failure lose that time from the game slot.  Games delayed 15 minutes or longer shall be declared postponed by the umpire and will be rescheduled for a later date.

7.    Field use is restricted to the teams assigned on the schedule.

B.   GROUND RULES
1. All Fields:
Where the umpire rules interference by (1) a fielder from another game in progress or (2) anyone in the playing field who is not participating in the game, the umpire may award bases and position the runners as they deem appropriate.

2. Ossian Hall:

A ball hit fair, travelling over the temporary outfield fence on Field #1 is scored as a ground rule double. 

C.   PARTICIPATION 

1.    All players (except guest players) must be on the official roster held by the League before they can participate as a player in a game.

2.   The HOME team shall maintain the official scorebook.  If the home team can not do this, the umpire may delegate this responsibility by noting such delegation in the book kept as official. In the absence of an official account of the game, no protests are permitted.

3.    A player is considered to be 'ACTIVE' when they are assigned to a specific slot in the batting order. Only active players, designated runners, and courtesy runners can participate on the field of play.

4.    Batting order:
	
	Minimum
	Maximum

	Coed
	8
	12

	Fellowship
	8
	16


All players in the batting order must be present at game start time.  Any 10 of those (or less) may play defensive positions. A batter not playing defense is considered to be a extra players (EP).  Six EPs are permitted for fellowship and two for COED (one male, one female).

COED:    A minimum of number of women must play defensive positions in the field depending on the size of the lineup:    

	Lineup Size
	Minimum # Females in Lineup
	Minimum # Females on Defense

	8
	2
	2

	9
	2
	2

	10
	3
	3

	11
	3
	3

	12
	4
	3


5.    A pitcher may be removed from that position and return to pitch in the same game.

6.    All substitutions must be announced to the umpire and the opposing team at the point the player enters into the game. 

7.    Substitution players may enter the game by replacing someone in the batting order.  A starter may re-enter the game one time in the original position in the batting order.  A player used as a substitute and subsequently removed is not eligible for the remainder of the game.

EXCEPTION:  When an injury causes the batting order to drop below legal minimum, any player not previously ejected may be reused to raise the total back to 8.

8.    Late arriving players on the roster may be added to the end of the original batting order until the maximum of 11 batters has been reached. Late arrivals may enter into defensive positions during an inning once time has been granted.

9.    A designated runner is defined as a player who enters the game on offense as a replacement runner for one of the batters each time the batter reaches base safely. Once the umpire has concluded the play and called time out, the designated runner shall replace the batter at the base reached. The designated runner will only participate in this manner, never batting, nor entering the field on defense. The designated runner is indicated by recording both the batter’s and the runner’s names in the same batting order slot on the original lineup as exchanged. The designated runner runs for that one specific batter only. They are not considered as a normal line-up substitute, nor are they eligible to be one. Only one designated runner per team is permitted in a game. 

10.   A courtesy runner is permitted for any batter reaching base safely after at least one offensive out has been scored.  The courtesy runner must be the player in the lineup making the last out.  In some cases the last out may be from the previous inning.  If the player making the last out is on base the player having made the prior out may become the courtesy runner.  A designated runner is not eligible to be a courtesy runner in the same game.  A courtesy runner or a replaced runner may not run for a courtesy runner.  The replaced runner is not removed from the lineup.

11.   Bleeding players must be removed from participation until the exposed bleeding is stopped, and all visible blood is removed or covered. Bleeding players, whether starters or substitutes, may re-enter after corrective action is complete.

12.   FCCSL POST SEASON TOURNAMENT

A player must be on the legal roster and have played in three (3) or more regular season games for the team to become eligible for participation in the FCCSL Post Season Tournament.
13.   Line-up Compression - In the event a player in the line-up must leave the game for any reason including injury the line-up may be compressed so that the player is eliminated from the game.  The player my not re-enter the game for any reason except the bleeding player rule (#11 above).  The game is carried on without the removed player and there is no penalty when the player's batting position comes up.
D.   GAME ENDING SITUATIONS

1. No New Inning Rule:  No new inning may be started within five (5) minutes of the next game's scheduled start time.  No new inning may start after 10:55pm.

2.    Drop Dead Rule:  The game is over when the start time for the next game is reached. If the home team is behind at game termination the score reverts back to the last complete inning.

3.    All regular season games shall be played to an official conclusion.  These are:

A) Complete Game:  The game is not tied, and the losing team has completed a minimum of seven (7) times at bat.

B) Timed Out:  The No New Inning Rule or the Drop Dead Rule time constraints are fulfilled.

C) Interrupted:  Due to injury, weather, or conditions precluding the safe completion of the game, and the losing team has completed a minimum of FOUR (4) innings.  Games terminated by interruption revert back to the last complete inning.

4.    Games tied at the end of seven innings shall continue until they are resolved as COMPLETE or TIMED OUT.  Games which are terminated due to time revert back to the last complete inning unless the home team is ahead at game termination.  If the score is tied and a minimum of 4 innings was completed, the game will be recorded as an official game and count as a tie in the standings.  A tie will also be recorded for interrupted games where no team has established a lead and a minimum 4 innings was completed.

5.    Visible Streak Lightning (Cloud to ground) shall cause immediate suspension of play for a game under way, or cause a delay in the start of any new game, until such lightning is no longer visible.  Managers must bring such conditions to the immediate attention of the umpire, by withdrawing their team from further play, if necessary.

6. Games suspended before becoming an official game will be re-scheduled and played as a completely new game.

7. For games where no official umpire is present the managers may agree to one of two options before the start of the game:
Option 1:  Contact the league to reschedule the game (recommended)

Option 2:  Choose someone to act as the umpire

For option 2 the game result counts as any other league game.  If the official umpire arrives late they will assume the umpire's duties for the remainder of the game and the surrogate will be retired.

E.    EQUIPMENT 

1.    The use of safety equipment at any position is permitted and encouraged to prevent injuries.

2.    The HOME team is responsible for supplying all softballs used in a game.  Only balls provided by the League are allowed. One ball for each game must be new, all others must be judged usable by the umpire. Any ball hit out-of-play should be diligently retrieved by the team on offense and returned to the umpire for further use. The visiting team is never expected to supply softballs for game use.  At the end of the game all softballs are to be returned to the home team.

3.    All bats used in a game must comply with ASA Equipment Standards. The umpire may reject a bat which they determine violates those standards.  Continued use of a rejected bat in the same game may result in a forfeit or more severe individual or team penalties including possible team removal from the League.

4.    Catcher's gear (chest protector, mask, helmet, shin guards) is not required, but is allowed. 

5.    All participants must wear shoes (No bare feet).

The following footwear are prohibited:

Metal baseball or softball cleats, sandals, open shoes, track spikes, golf (spiked) shoes, post-mount (detachable) cleated football or soccer shoes.

6.   Uniforms are not required for League play.  Teams are encouraged to be similarly attired.  All clothing must be appropriate for mixed social public appearance.  Failure to comply may result in ejection, and possible game forfeiture.

F.    PITCHING AND OTHER RULES
1. The pitcher must deliver the pitch such that the trajectory to the plate exceeds a minimum height of 6 feet from the ground, and is less than a maximum height of 12 feet from the ground.  (The ASA pitching rule for slow pitch does not apply.)  
2. The pitcher must deliver the ball to home plate in one continuous forward motion, delivered forward, over the pitching-plate, with at least one foot in contact with that pitching-plate when the ball is released.  The pitcher may start one step behind the pitchers plate as long as at least one foot is in contact at the point of release of the pitch.
3. Intentional walks by directed placement are allowed; the pitcher must notify the home plate umpire of the intention (there is no requirement to deliver 4 pitches out of the strike zone).  Excessive use of the intentional walk is discouraged since it fosters ill will among teams, and goes contrary to the spirit of sportsmanship we desire.

4. Runners may not leave the base until the pitch crosses home plate.  There is no stealing. An out is declared for each infraction, with a dead ball situation resulting.

5. There is no limit for home runs. 

6. The count begins at one ball and one strike.  After two strikes are registered the second foul ball declared by the umpire will count as strike three and the batter is out.  A game extended due to a tie has no additional speed up rules. Normal play continues until the game is won, or the time limit is reached. 

7. There is no run limit per inning or game (slaughter rule).

G.    SPORTSMANSHIP

1.     Alcohol is forbidden at all FCCSL games by both county and state law. Any participant found consuming an alcoholic beverage at or around any FCCSL game site, while identifiably representing a team in the League, will cause that team's immediate expulsion from the League for the balance of that calendar year.  Infractions could also lead to civil prosecution of offending individuals by county authorities.

2.    “INTRUSION” is defined as “coverage of a position by anyone other than the designated fielder”. Intrusion is allowed, but discouraged at all levels of play. 

3.    Misconduct of any type is not tolerated by the League.  Violations should be referred to the League President who will review all such complaints. The President is empowered to take whatever action deemed necessary (including possible expulsion) to maintain sportsmanship and control of the League.

4.    Umpires are assigned to cover League games through a contractual agreement between the League and the umpire association.  It is the responsibility of the umpire to:

(A)  Use the team managers as conduits for all game related discussion and player control.

(B)  Respond to all reasonable questions raised by either manager in a timely and courteous fashion.

(C)  Legibly sign the official scorebook at the request of either manager. 

5.    The difference between 'good-natured kidding' and 'excessive verbal taunting' is a thin line.  Taunting is contrary to the nature and spirit of the League.  Continued taunting of the umpire or another player by an individual may result in ejection of the offender and possible forfeiture of the game. Should the offender be the entire team the penalty may be a temporary suspension for that team, or possible permanent expulsion of the team from the League.

6.   The use of intimidating force (gestures, language, intentional contact, etc.) by any player or team, directed at another player, team, or official, is unsportsmanlike play, leading to suspension and review by the League president, which may result in permanent expulsion.  Physical acts of aggression may result in immediate expulsion of the offender(s) from the League for the balance of that calendar year, and could also lead to a permanent ban from the League.

7.    Unsportsmanlike conduct during a League game is cause for the umpire to immediately eject the offending player(s) from the game. Ejection applies to all other games scheduled for that team for the same day.  The umpire must inform the offending player and both managers of the basis for such ejection,  and must note such in the official scorebook. Ejection is from the game, the field, and the park - ejection means GO HOME.  Compliance must be with all deliberate haste and is the responsibility of the offending manager. Time lost due to delay is charged to the time allocated for that game.  Failure to comply may result in:

(a)    Forfeiture of the game by the team with the non-complying player

(b)   Team expulsion from the League for the remainder of the season.

H.    PROTESTS
1. League games are intended to be resolved through play.  If a game is protested the manager must notify the league by telephone within 24 hours, and submit all required documentation in writing to the League president within 72 hours after the completion of the game.  Each protest must be accompanied with a filing fee of $25.00 as a check made to “FCCSL”.  The fee will be returned if the protest is upheld.  The protest documentation should contain:

·  Game number

·  Umpires name

·  Incident specifically protested including rule, facts, and your view of the error

·  Photocopy of your scorebook account of the game, showing both teams game record at the point   of protest.

2. Protest resolution will be handled by the FCCSL president. After a full examination of all details concerning the incident in question, the findings and resolution will be made public to both teams and any other interested party. All resolutions are FINAL.  If the resolution alters the original game's outcome, the game will be rescheduled as a totally new game.

3. Tournament protests must be settled at the time of occurrence, by compromise between the two involved team managers, so that the game may be played to an official completion.

4. In general, only interpretation of playing rules, player eligibility, participation or substitution rules, and field conditions can be protested.  Formal filing will only be accepted on such criteria, not on umpire judgement calls.  An umpire's demeanor may not be protested, but confrontational umpires should be reported immediately after game completion to the League president.  Corrective action will be taken through contractual procedures established between the League and the umpire association.

5. All protests must be stated publicly to the umpire before the next pitch is thrown.  The official   scorebook should be used to record details of the protest.

(a)    Field conditions, and roster protests must be filed prior to the first pitch of the game.

(b)    Protests involving player eligibility must be made when the player first enters the game.

(c)    Deterioration of the field conditions affecting safety can be protested at any time
6.
Protests involving unsafe playing conditions determined by the manager must be made immediately when the situation compromises the safety of their players. The protesting manager must notify the home plate umpire, and follow by removing their team from the field. The game shall be considered suspended: both managers must file a written summary of the game to the League president within 24 hours of the suspension.   The game's final outcome will be determined by the League president's findings.  However, if the protest is found to be unsubstantiated, the resolution may result in a forfeit awarded to the opposing team. In addition there may be further sanctions made against the protesting team.

7.   Protests involving alcohol consumption or unsportsmanlike behavior by players or teams must be made in writing to the League president with specific details. Include witness names and phone numbers.

8.   Appeal of a FCCSL decision or resulting penalty can be directed to the Fairfax County Athletic Council, through the Recreation Department.  Appeals may result in more severe penalties; the appealing team assumes all risks. Appeal decisions will be honored and enforced by the League.





End of FCCSL playing rules
