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7-8 Girls Pitching Machine Rules
Forfeit #:  Minimum number to play is 7. Lineup is due 15 minutes before game time with all players present on lineup or a forfeit shall occur.   
Pitching:  All pitching will be done by an electrically powered pitching machine using an underhanded delivery from (40 feet at 35 mph-7-8G). Umpires will be behind the plate and machine. Umpires will make all adjustments to the machine.

Bases:  Bases will be 60 feet. Pitching distance is 40 feet.
Defense:  7-8G, ten (10)  defensive players shall be used in accordance with the following position: catcher, pitcher, 1B, 2B, 3B, SS and 4 outfielders. The extra player may be used following ASA rules. Players in pitchers position must be within six feet of the pitching plate but never any closer than 40 feet of home plate when the pitch is delivered. A line shall be drawn on the infield from baseline to baseline at 40 feet from home plate. All defensive players must stay behind the restrictive line until after the ball is delivered through the machine. Outfielders must remain in the grass area, and the pitcher must remain in the half circle. Free substitution is in effect.
Offense:  No base on balls allowed. Count remains 3 balls and 2 strikes until ball is hit or a strike out occurs. Teams will use a continuous batting order with everyone on the team present being in the batting lineup. 3 outs will constitute an inning.                  When a batted ball hits a pitching machine, the umpire feeding the machine, or the extension cord off the ground, it is considered a “DEAD BALL SINGLE” and batter/runner will be awarded first base with all runners moving forward if forced. If a batted ball hits a defensive player then hits the machine, the batter is awarded first base and all other runners move up one base, if forced. Ball is dead when ball hits machine. When a thrown ball hits the pitching machine or the extension cord off the ground, it is considered a “DEAD BALL” and played as if thrown out of bounds. Bunting is not allowed. A line shall be drawn in the infield at the same distance as the pitching distance. No infielder is allowed in front of the restrictive line until after the ball is delivered through the machine, outfielders remain in grass area, and the pitcher must remain in the half circle.
Courtesy Runner:  If a catcher is on base or reaches base with two outs, then a courtesy runner must be used. The courtesy runner must be the player who made the second out in the inning.

Stealing is not allowed in the Flea division

Length of Games : A regulation game shall consist of (7-8g 5 innings) 2 ½ to 3 innings if game is called due to weather, time limit, etc.) 
Mercy Rule: 12 runs after 4 innings mercy rule provided 45 minutes of play has occurred game will be called.
Equipment:  The ball to be used will be an ASA approved (11” core .47 (7-8G) optic yellow cover with red stitch Safety Ball. Catchers must wear a helmet with ear flaps, and mask with throat protector. Chest protectors are mandatory. 

Time Limit:  No new inning shall begin after and 1 hour and 15 minutes for 7-8 G. 
* All other rules not listed above will be covered by ASA *  
BALL TO OUTFIELD: A painted semi-circle will distinguish between the infield and outfield areas. Play is stopped (even on last batter) when the ball is returned to the infield and is touched by a defensive player.However, all runners are required to advance or retreat to base safely before ball becomes dead. Runners will be permitted to advance to next base if they were attempting such when ball was return to infield, but they must reach base safely. It is not an automatic advance. An outfielder may run the ball into the infield area to put this rule into effect. The first sentence says defensive player, not infielder. The ball's location is the key. When runners has advanced as far as possible without being put out, the umpire shall call "time" and ball is returned to umpire.  The purpose of the rule is to minimize the adverse effect of bad throws while also making runners responsible for their actions. Umpires are instructed not to call time merely because a fielder holds the ball up and requests it.  Remember:  A player requests time, but only an umpire may call time, and does so only after all possible play has stopped.
BALL HIT TO INFIELD: No advance on an overthrow on ball stopped in infield. Maximum advance on ball hit to infielder would be one base, whether or not there is an overthrow.  This rule pertains to a ball stopped before reaching the outfield. The way to state it is to just say any batter or runner may advance a maximum of one base on a batted ball that is stopped before reaching the outfield.  There is no need to worry about fielder's intentions, actions,or overthrows. Just allow the stated number of bases, if made, on this type play. A semi-circle drawn on the back of the infield will distinguish                          where the outfield begins.
