MGSA 8U COACH PITCH RULES
Unless specifically stated, all league games shall be governed by the Official Guide of USA Softball with the following regulations governing local play/conditions. MGSA is allowed to adjust rules as necessary. Should there be a conflict between league and USA Softball rules, MGSA league rules will apply. Coach Pitch is played with slow pitch rules. 
Home team keeps the scorebook. Home team is listed last on the schedule. 
EQUIPMENT
1. Jerseys will be given to the players to wear at the games. No jewelry is allowed for safety purposes.
2. All batters, base runners, and players on deck must wear a batting helmet with a faceguard.
3. All defensive players must wear a fielder’s mask (infield and outfield).
4. For safety reasons, catchers will be required to wear full gear.
5. Players may wear cleats or tennis shoes. Metal cleats are not allowed. 
6. Bats used in games should have the USA Softball approved seal. Baseball and T-ball bats are not allowed. 
7. USA approved 11” ball will be used.
FIELD
1. Pitching distance is 35 feet and base distance is 60 feet.
2. An 8-foot circle will be drawn around the pitching rubber. If field 5 is used, the pitching area will be the middle of circle as no rubber can be added to this field.
LENGTH OF GAME 
1. All games are 5 innings, 60 minutes, or run rule. Run rule is 11 after 3, 6 after 4. 
2. There is a 5 run limit per half inning. If the home team is behind by six (6) or more runs at the beginning of the bottom of the last inning, the game shall be over, and the home team will not bat. If either team is behind and cannot catch up or go ahead when time expires, the game shall be over immediately. A new inning will not start with less than five minutes remaining of regular play.
3. If the game is tied at the end of the game, whether 5th inning or time limit, only one additional tie-breaker inning will be played.
4. In cases of inclement weather, umpires or an MGSA board member shall be the sole judge as to playing conditions. If lightning is seen in the area, fields must be cleared, and play will resume 30 minutes after the last lightning strike.
OFFENSIVE RULES
1. Coaches are responsible for the conduct of their players and fans.
2. Only eligible players, managers, coaches (3) and one bat/dugout person will be allowed in the dugout. A child serving as bat person will be required to wear a helmet when coming on the field.
3. Round Robin batting will use used in league play. If a runner become injured while running bases, that runner may be temporarily replaced by the last completed at bat. If a player is injured and cannot bat, that player will be skipped without penalty. If a player refuses to bat, then an out will be awarded for that player. 
4. PITCHING: Any coach from the offensive team will pitch. The coach must have one foot on the pitching rubber. The coach has 20 seconds after having possession of the ball to deliver the pitch to the batter. This coach may give advice and help the batter only. He/she may not coach the batter-runner or runners at ANY time. Coaches may not tell a batter to swing the bat, or not swing, after the ball has been released by the pitcher. Coaches, after receiving a warning from the umpire for coaching from the mound or violating the 20 sec possession rule may be removed from the position.
5. The batter will receive a maximum of five (5) pitches or three (3) swinging strikes, whichever occurs first. If the fifth pitch is hit foul, the batter will remain live as long as they continue to foul off pitches. There is no called strikes or walks.
6. After a batter hits the ball, coaches in pitching position shall remain motionless behind the pitcher’s mound or move quickly away from the playing action.
a. Unintentional interference of the pitching coach, such as a batted ball hitting the pitching coach, will be a dead ball and the batter is awarded 1st base. Other runners only advance if forced. This also applies to a batted ball deflected by the pitcher is touched by the coach.
b. Intentional interference of the pitching coach, whether being hit by a batted or thrown ball, will be ruled a dead ball and the runner closest to home will be called out, the batter-runner will be awarded 1st base (unless no runners are on base – then batter is the runner closest to home and therefore out, and other runners will advance only if forced. 
c. The home plate umpire will make the decision whether interference was intentional or unintentional. The umpire may choose to give the coach a warning, restrict the coach to the bench, or eject the coach for repeated violation of this rule. 
7. Umpire will call time when an infield player has possession of the ball in the circle. This rule does not preclude the umpire from calling or granting time in situations such as when a runner has slid into a base, requests time, no other runners are advancing, or there is an injured player. A player should not return the ball back to the pitching coach until time is called. 
8. The ball shall be dead immediately anytime the pitching coach touches a ball thrown to him/her at the end of a play (whether they catch it or not) and runners advancing will be awarded that base.
9. If a live ball strikes anyone or any equipment outside of the dugout, bases will be awarded by the umpire. Bats and other equipment should always be kept in the dugout.
10. Throwing or slinging the bat is not allowed for the safety of all players, coaches, and umpires. The player will be given a warning the first time this happens and will be called out if this happens again.
11. NO STEALING ALLOWED. Runners cannot lead off. Base runners may not leave a base until the batter swings (contact or not contact made). Base runner leaving too soon – 1st time is a warning and 2nd time player will be called out. 
12. No bunting. No dropped 3rd strike rule. There is no infield fly rule or look back rule.

DEFENSIVE RULES
1. The defensive team will have ten players (max) on the field, with four players in the outfield at the start of the pitch. Outfielders must be behind the base lines until the ball is pitched.
2. There will be no defensive coaches in the playing field. 
3. One defensive coach may be outside the dugout and must remain close to the fence between the on-deck circle and closest base. There is no reason for an offensive coach be any closer to home plate or the umpire than the dugout entrance. Should a coach move outside this area, the umpire may restrict him/her to the dugout. If subsequent coaches violate this rule, the umpire may prevent any defensive coaches from being outside the dugout. 
4. At the start of a pitch, one player shall be in the pitcher’s position on either side of and even with the pitching rubber with one foot on or in the 8-foot radius circle. 
5. At no time prior to the start of the pitch should an infielder be closer to the batter than the pitching rubber (imagine a line drawn across the field from foul line to foul line.
6. The pitcher may not move in front of the pitching rubber or the coach pitching towards home plate until the ball has reached the batter/home plate. Should the pitcher be in front of the pitcher’s mound prior to the ball reaching the batter, then no pitch shall be declared. If no runners are on base, a warning is issued to the defensive team. For a second offense, the batter is awarded first base. All other runners advance one base if forced.
7. There are four appeal plays: (1) batting out of order, (2) missing a base, (3) leaving a base before a caught fly ball is touched, (4) over-running 1st base and then making an attempt to go to 2nd base.
a. The first three appeal plays are live or dead ball appeals. The last is a live ball appeal by defensive players only. At the end of playing action, coaches may request time and then make a dead ball appeal.
b. All other situations are ‘requests for help.’ A player or coach may make a ‘request for help’ and it should be honored by the umpire.
c. The pitching coach may not make dead ball appeals.


