Machine-Pitch Baseball Rules

1. PLAYING FIELD
0. All persons on the SBO grounds (players, coaches, spectators) are subject to the Code of Conduct and the No Tolerance of Physical Violence policies of SBO
0. No foul language will be permitted.  Coaches are expected to inform the parents of their players of such.
0. Any player who engages in cussing, or inappropriate behaviors will be ejected and be asked to the leave the field. 
0. The umpire will have the authority to ask anyone to leave the field and the property 
0. There will be no arguing with the umpires or opposing coaches
0. The umpire in consultation with SBO staff will determine cancellation, due to weather, during a game or at the start of a game 
0. Any physical altercation of any kind, the local police department will be contacted, that person(s) will be immediately ejected from the SBO grounds and will be subject to the No Tolerance Policy of SBO; which could be up to a full suspension for the season, or years beyond.
0. Climbing fences or benches is not permitted at any time during games by players or others.
0. The Must Play Rule and Continuous Batting Order Rule are in effect (below)

1. BATTING: 
1. Bat Size Limit – All USA/USSSA bats are allowed (no BBCore) No bat barrel diameter restriction, no length limit, USA/USSSA Stamp required.  
0. Any illegal bat found will first be a warning; a second will be a suspension of the coach. (This carries over for the full year)
1. Each batter will be limited to 5 pitches (unless such pitches are deemed un-hittable). An “at bat” cannot end on a foul ball unless caught in the air, each pitch after the batter must swing as if it’s another 5th pitch.
1. All players on the team rosters will bat in order as established before the game. 
1. Must Bat Rule-All team members who are eligible and able to participate will be included in the batting order.
3. The batting order will stay the same for the entire game
1. If a player bats out of order, an out will be recorded, but player will be allowed to bat, if the “out of order” batter is still up the correct player can take over the count without penalty.
4. If a ball is hit by the “illegal” batter, runners may advance, but the “illegal” batter will be out upon reaching whichever bag they advance to.  All other runners can advance as normal. 
0. If the “illegal” batter constitutes the 3rd out, any runners that score will not be counted. 
1. If a player is unable to take or to complete their turn at bat due to injury, etc. their spot in the order will be skipped. The next player in the line-up will bat. No penalty will be assessed to their team if they are unable to bat or to complete their turn at bat. Any bases run or outs made during an incomplete turn at bat are legal.
1. If a player who previously was unable to bat due to illness or injury is able to take their next or subsequent turn at bat, they will be reinstated in the batting order.
1. If a batted fair ball hits any part of the pitching machine, ball bucket or coach (coach must make every attempt to move out of the way of the batted ball), without touching any defensive player, the ball is immediately dead.  The batter will be awarded first base.  All other runners return to the base they last occupied before the ball was hit, unless forced to advance as a result of the batter being awarded first base.  If a batted fair ball is first touched by a defensive player and then hits any part of the pitching machine, it is a live ball.  If a thrown ball hits any part of the pitching machine, it is a live ball.
1. The pitching machine may be adjusted at any point before, during, or after an at bat. (The distance of the machine to the plate shall not be changed. The height or direction of the machine may be adjusted via the screw, or the back of the machine)


1. EQUIPMENT
2. A protective approved batting helmet, covering the ears must be worn by any player who is on deck, at bat, or on the bases. 
2. All players playing the catchers position must have full catching gear including a “cup”.
2. All male players are encouraged to wear a “cup” at all times (Catchers a must).
2. Exposed jewelry such as earrings of any kind, wrist watches, bracelets, neck chains, rings, and nose jewelry cannot be worn during the game.
2. Any glove is permitted at any position.
2. Cleats are not required, however, soft/molded cleats maybe worn by players.  Metal cleats of any type shall not be worn by any player 

1. THE GAME
3. Games are 5 innings; unless any of the following occur:
0. Time Limit: Game time limit is 60 minutes (No NEW inning will start after 60 minutes of play).
0. The umpire(s) will be the official timekeeper for all games.
0. The umpire(s) will announce the starting time when the first regulation pitch is delivered.
0. The umpire(s) will announce when there is 5 minutes remaining in the time limit, and when the time limit expires.
0. A new inning starts immediately after the last out of the previous inning; and not at the first pitch of an inning starting.
0. If time permits, extra innings can be played to break a tie. If regulation time ends, or complete game ends with the score tied, it will remain a tie.
3.  Half-inning will end when one of the following occurs:
1. The defensive team records three outs
1. The batting team has batted their lineup (if one team has more players than another team, both teams will bat the same number of players)
1. If a team, with a higher number of players, loses a player due to illness or injury, the other team will adjust the number of batters that they can bat also, so that the same number of batter’s bat from each team
(i.e. Team 1 has 13 players; Team 2 has 12 players.  Team 2 will bat 13 players total.  If a Team 1 player is removed from the lineup due to injury or illness (they now have 12 players), Team 2 will also adjust their number of players who bat, to 12.
1. A team may only score 8 runs in any given inning.  
2. If after 8 runs are scored, the ½ inning will expire and the teams will change.


1. NUMBER OF PLAYERS IN THE LINE-UP:
4. Teams must have a minimum of 8 players at start of the game  
0. With each coach’s approval, you may “borrow” a player from the opposing team if you do not have 8 players to start the game.  The coach from the team that the player is being borrowed from will determine what player is to be borrowed. 
0. Late arriving team members must be added to the end of the batting order. A late-arriving player (or players) shall assume their defensive positions during the first dead ball occurrence following their arrival
4. A team will be allowed up to 10 fielders on defense; 4 outfielders, 6 infielders (including pitcher and catcher).
1. All players shall play their respective positions and may not “shift” (i.e. a pitcher or catcher cannot play as an infield rover)  
0.  The pitcher needs to play within 5’ of the mound/machine.
0. The coach has the discretion to have a catcher ‘play the position’ or not, based on their judgment for the skill/safety of the players.  If a catcher is not directly behind the plate, they must not be in the direct path of baserunners or anywhere else in the field of play besides behind or to the side of home plate.  
4. Must Play Rule-A player must not “sit the bench” for more than 2 innings in any given game, unless a special situation warrants such action, typically an injury. 
2. This allows all players to take part in the game.  At this age, and any division within the SBO league, it is most important players actively participate in all facets of the game.   
4. Coach-(Pitcher) must remain at the pitching machine during play and do their best to stay out of the way of the ball, infielders and throws.

1. SCOREKEEPING:
5. The home team is the official scorekeeper 
0. Teams must exchange batting order before the game begins and establish the official start time 
0. Coaches/scorekeepers are encouraged to verify score between each inning


1. BASE RUNNING:
6. Base runners must remain on base until ball is hit.
6. First base over runs must be to the foul side. A player may be tagged out if making an attempt towards second base.
6. A base runner cannot advance past second base on an overthrow at first base as long as no attempt is made to throw him out at second base.  If a play is attempted at second base, and another overthrow occurs the runner will not advance bases again.  If a play is made and they are out, that out stands.
6. Runners can advance only one base on a ball that goes out of the field of play (dugouts, over/under fences ect).  Players & Coaches should raise their hands when the ball is stuck under the fence.
6. Runners can advance only one base on any overthrown ball (home is closed for any advancement on a overthrown ball).
4. A player may not score unless they are batted in.
6. Base Running Lines: 
5. Base runners must run on the base lines at all times and judgment must be used if they are avoiding a fielder. Fielders must avoid playing defense in the baseline when making a play or not being a part of the play. Fielder interference will result in the base runner being safe at the base and/or awarded the next base if the runner was heading to the next base.  Fielders should also be encouraged to keep their foot on the edge of the bases out of the baselines to avoid interference.
6. Any base runner who doesn’t touch the base when passing must be sent back, if they are tagged or the base is tagged (in force situation only) before they get to the base the runner is out.
6. Play will stop when the lead runner is stopped, or ball is under control in the infield. 
7. Players running the bases must step beyond the line at the halfway point between the bases at the time or they will be sent back to the previous base. If a player in the field makes an attempt to get a base runner out, the fielder has extended the play and the base runner can proceed to the next base.
1. Other:

7. No bunting permitted.
7. No stealing of bases.
7. No “infield fly” rule.
7. All players must be in the dugout if they are not playing in the field, on deck or hitting.
7. Any disputed calls will be discussed between both head coaches and the umpire(s) away from other coaches/players. The umpire(s) call will be final. 
7. Home team, as defined by the schedule, will be placed in the first base dugout.  Visitors will be in the third base dugout. 
7. All other “normal” baseball rules apply
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