MINOR LEAGUE RULES

Revised 2009

Cedarburg Select Baseball

1. Team Rosters will be formed through the operation of a league tryout.  All players must live in the boundaries of the  Cedarburg School District and adjoining streets.

2. Minor League players will be students who have completed the 3rd or 4th grade.

Rescheduling Games
1. Games can only be rescheduled due to inclement weather or poor field conditions.
2. Canceling a game due to inclement weather or poor field conditions will be the decision of League Officials only.  If league officials are not available both coaches must use their best judgment. Games will not be played if conditions could cause injury.

3. Rescheduling cancelled games must go through the League scheduler.

Mercy Rule

1. For the Junior League, after four and one half innings of play, a losing coach may choose to end the game if they feel that their team has no chance to catch up.

Forfeit Rule

1. There will be no automatic forfeits.  If coaches have 8 or more players at a game, it must be played.  A coach has the option to play or forfeit with 6 or 7 players.  A team must forfeit if it has less than 6 players at the game.  The team with less than 9 players does not have to take an automatic out when the missing players turn to bat comes.

Time Limit for Games

1. There is a two and one half hour time limit on Saturday games except for extra inning games (no time limit).  There is no time limit on weekday games.

Bats

1. Players may use their own bats with the following provisions.  Barrel size must be no more than 2-1/4”.
Substitution Rule

1. The league rotational batting system allows for all players to have a batting order slot.  Three of the twelve players shall be “B” players and rotate batting slots with another player when that slot comes to bat.  Defensive substitutions are at will.  Each player must play at least 6 outs in the field per game.

2. If a player arrives late they can be inserted into the lineup as a “B” batter.  If they must leave early, the slot is left empty and is skipped.

Pass Balls
1. Players on third base cannot advance to home on a pass ball.  They can advance on a live ball thrown to a base.
Fielders in the Base Paths

1. All fielders must be positioned out of the base paths.  If a fielder interferes with a base runner, the base runner will be awarded the base they are running to.

2. If a fielder is making a defensive play, the base runner must run around the defensive player or the runner will be called out.

Courtesy Runner

1. A courtesy runner for a pitcher and or a catcher may be used at any time.  

Catchers

1. Catchers may not catch the ball before the ball crosses the plate. The catcher will receive one warning and that pitch will be called a ball.  On subsequent violations the batter will be awarded first base.

2. On a play at home the catcher must allow the runner access to part of the plate.

3. The catcher is required to wear full catchers gear and a protective cup while playing the catchers position.

4. Catchers are not allowed to taunt or intimidate the batter.  The catcher will be warned.  Subsequent violations will require the catcher to be ejected from the game.  

5. Catchers are limited to 4 innings maximum per game.

Outfielders
Teams are required to use 4 outfielders positioned in any manner on the outfield grass.
Blocking the Base and Home Plate

1. No player may block Home Plate or any base. If a defensive player is found to have been blocking any base, the offensive player will be awarded that base.

Sliding

1. A base runner must slide into home if the ball has crossed into the dirt part of the infield and is on the way to the plate.  If the player does not slide they are not out.  The ball is dead and the run does not count.  Play resumes with the next batter.

2. The only base where sliding is mandatory is home.

Player Rules

A player shall not commit any unsportsmanlike act to include, but not limited to:

A. Use of words or actions to incite spectator demonstrations.  Use of profanity, intimidation tactics, remarks reflecting unfavorably upon any person, taunting or baiting.

B. Use of any language intended to intimidate.

C. Behavior in any manner not in accordance with the spirit of fair play.

D. Fake tag without the ball.

Failure to follow the above rules will result in a warning from the umpire.  Once warned, the player will be ejected from the game if there is another offence.  The players coach must be informed of the warning when it is given.  Ejection from a game will result in an additional game suspension.
1. A player who intentionally throws any equipment will have to sit out the rest of that inning and one additional full inning.  A batter throwing a bat will receive one warning and subsequent violations will cause the batter to be called out.

2. All team members will wear uniforms and caps of the same color and style.  Caps and shoes are required equipment.  Metal spikes are not allowed.  Uniform jerseys must be tucked in and caps are to be worn with the bill facing forward.
3. Any offensive player on the field must keep their protective helmet on until they return to the dugout. A warning will be issued by the umpire, subsequent violations will cause the player to be called out.

4. At no time should a player try to bowl over an opponent in an attempt to dislodge the ball from a defensive player’s glove.  This will result in an automatic out.

5. All players are encouraged to wear a protective cup.  Catchers are required to wear one.
  Bunting
1. Bunting is allowed.  Players are prohibited from faking a bunt and then swinging away.  Violations will result in the batter being called out.

Stealing

1. There are no lead offs.  A base runner may leave the base (to steal) when a pitched ball crosses home plate.  If a base runner leaves the base prior to the ball crossing home plate, they will be given one warning and be directed to return to the original base.  Subsequent violations will result in that player being called out.
2. Delayed stealing is not allowed.

3. No Stealing of Home Base on a pass ball.
Definition of Stealing

1. A base runner may advance under the risk of being thrown out under the following conditions:

A. A player is on base and the pitch crosses the plate.

B.  A player is on base and the catcher misses the ball. (passed ball)

C. The ball thrown from the catcher is missed by the pitcher or another fielder.

The ball is considered dead when the pitcher receives the ball from the catcher or another fielder and is in the pitchers mound area.

Coaches Rules

Cedarburg Select Baseball Coaches shall be present at every game and practice or have an assistant coach present to run the practice or coach the game.

No game will be canceled or rescheduled due to the lack of the head coach.  No sanctioned practice using Select Baseball facilities or materials will occur unless the teams head or assistant coach is present.

1. Coaches shall be expected to model behavior for their players and fans.  The coaches shall not commit any unsportsmanlike act to include, but not limited to;
A. Use of words or actions to incite spectator demonstrations.  Use of profanity, intimidation tactics, remarks reflecting unfavorably upon any person, taunting or baiting.

B. Use of any language intended to intimidate.

C. Behavior in any manner not in accordance with the spirit of fair play.

2. Failure to follow the above rules will result in a warning from the umpire.  Once warned, the coach will be ejected from the game if there is another offence.  Ejection from a game will result in an automatic one game suspension.  A record of offensive action by a coach will be a reason for removal from the position of coach.

3. The coach is in charge of their team’s fans.  If fan behavior violates the spirit of Rule #1 above, the coach is responsible for asking the fans to alter their behavior.  If fan behavior is not altered the game will be forfeited.

4.  Coaches will be responsible for helping the umpires.  If a call is in violation of a rule, both head coaches and both umpires will confer to make a correct call.  If the call is a judgment call there is no appeal.  If a judgment call is in error, the call stands but both coaches and both umpires should meet after the inning is over to discuss whatever made the call an error.

Umpires
1. The Junior League will use Senior League players as umpires.

2. Umpiring crews will consist of one 7th grader in the field and one 8th grader behind the plate.

3. All umpires must attend a league sponsored umpire clinic.

4. Umpires will arrive ½ hour before the game, and lay down the foul lines and batters boxes.  Failure to do this may result in the suspension of the umpire.

5. All plate umpires need to wear their umpire shin guards, face mask and a padded chest protector.  Any defective equipment should be brought to the attention of the playing coaches as soon as possible.

6. Umpires are responsible for putting all of their equipment away after every game.
7.  No payment will occur until the umpires have one of the playing coaches sign the scorebook, and it is returned along with their ball and strike counters to the snack shack.  
8. A trained umpire will be in charge once the game begins.  If a coach, player or fan commits a violation of any of the sportsmanship rules, the umpire will stop the game, call both coaches and the other umpire to a conference and correct the matter.  If this action does not correct the problem, the offending coach or player can be ejected from the game, or the offending fan can be asked to leave the park (by the coach at the request of the umpire).  Failure to comply will result in a forfeited game.

Pitching Rules

1. For purposes of all league rules, a week begins on Monday and ends on Sunday.  A player is allowed to appear in the position of pitcher for no more than 2 innings per game and no more than 6 innings per week.  

2. One pitch constitutes an appearance on the mound and the player is charged with one complete inning whether they finish it or not.

3. Once a pitcher leaves the game or plays another position, they cannot return to pitch in that game.

4. A pitcher will receive 5 warm up pitches to begin an inning and 8 pitches when relieving in the middle of an inning.  A player who will be entering the game as a pitcher and is on base may receive a courtesy runner to allow for sufficient warm up.

5. The pitcher must have their foot in contact with the rubber.  The ball must be released prior to or simultaneously with the back foot leaving the rubber.

6. Pitchers will allow a batter (once in the batters box) adequate time to prepare to hit a pitched ball.  Quick pitching will not be allowed.  If a pitcher is found to be quick pitching, the umpire will call dead ball and call the pitch a ball.  The pitcher will be warned.  If the pitcher continues to quick pitch they must be removed. 

7. Following a pitch and a throw back from the catcher, the play is considered dead once the pitcher has caught the ball inside the mound area.  With the ball in the pitchers glove the runner cannot attempt to advance a base unless the pitcher throws to the base the runner is returning to. 
8. The strike zone is from the batters armpits to the bottom of their knees and includes the black edge of the plate.
9. There are no balks in the Minor League.

10. A coach is allowed one trip to the mound each inning per pitcher.  On the second trip he must bring in a new pitcher.  Crossing the base path with both feet to instruct the pitcher constitutes a trip to the mound.  Standing with the pitcher during their initial warm up does not constitute a visit.

11. Intentional breaking balls are not allowed.  A breaking ball is defined as a pitch intentionally thrown to break or curve.  If a pitcher throws a breaking ball, the umpire will immediately call a dead ball and the pitch will be called a ball.  The pitcher will be warned.  If the pitcher continues to throw intentional breaking balls they must be removed.

