Playing Rules and Regulations

(6 and under)

Revised October 8, 2002
General Rules

1. Official ISA rules and regulations will govern play unless otherwise modified in the operating rules of PSYGSO.

2. The League Director will divide up the teams. Each team will have an equal number of 5 and 6-year-old players. All effort will be made to honor special requests as long as teams remain balanced.

3. All managers/coaches must have a copy of the rules in their possession at ALL GAMES.

4. Required officials for each game shall consist of one umpire.

5. Participation Rule. There will be 100% participation by all players on the team in all games.

6. Each team will keep score. Home team scorekeeper will be the official scorekeeper for the game.

7. Home team will supply tee for each game and receive one (1) game ball.

8. Play will start on time with late players added when they arrive. No forfeits.

9. If additional players show up, they may be placed in the game at the end of the batting order.

10. If a player becomes injured and is unable to continue to play, they will be skipped in the batting order and will NOT be counted as an out.

11. Trophies will not be provided for the 6 and under (T-Ball). All players will be given a participation item as determined by the President.

Ground Rules

1. Regulation game shall consist of six (6) innings or seventy (70) minutes. An inning will be terminated when three (3) outs have been made or when five (5) runs have been scored. 

2. An inning will not be started if seventy (70) minutes have passed since the game began. Home team will not bat if they are ahead when seventy (70) minutes have passed.

3. There will be an 8ft-radius circle drawn around the 35ft pitcher’s rubber. Adult pitchers must start their pitch from inside the circle.

4. A six foot semi-circle will be drawn in front of home plate from foul line to foul line. Any batted ball that stops or is fielded within the circle is a foul ball unless the ball is caught in the air. If a ball is caught in the air, it is an out. The line itself is inside the semi-circle and a ball lying on it shall be a foul.

5. The players may wear no jewelry.

6. There is no infield fly rule.

Defense

1. There will be a maximum of six (6) infielders (no catcher).

2. There will be no more than two (2) defensive coaches allowed on the field to help instruct. The coaches must stay well behind the players while the ball is in play (in the grass).

3. No coach or manager shall deliberately interfere with or assist a player in fielding or throwing the ball.

4. Infielders may play no closer than 3 feet in front of the baseline. Outfielders must play at least 3 feet behind the baseline.

5. Defensive players cannot block the base or baseline. Coaches are to make sure that players stay out of the baseline.

6. The player pitcher may stand anywhere around the 8ft circle, as long as 1 foot stays on or in the circle until the ball is hit.

7. All play will halt and bases will be awarded when any player has control of the ball in the circle or ahead of the lead runner, or the umpire calls time.

8. If the ball is hit to the pitcher in the circle, and the pitcher attempts no play, all forced base runners will advance 1 base.

9. If the ball is caught in the air inside the circle, the player can make an attempt to throw out a runner who left the base during a fly ball.

10. There will be no intentional rolling of the ball in an attempt to get the runner out. If in the judgment of the umpire the ball is intentionally rolled, then all runners shall be safe.

Offense

1. While on offense, a coach may be used at first and third base. A coach may physically assist the batter into position at the plate. After the first swing, the coach may issue verbal instructions only. Coaches cannot touch a base runner unless the coach calls time.

2. Batters will get a total of six (6) tries to hit the ball. They may hit off the tee or be pitched to by a coach in any combination. After six (6) tries the player will be out. THE COACHES SHOULD TRY TO MAKE AN ATTEMPT TO PITCH TO THE PLAYERS.

3. If a batted ball hits the adult pitcher, the ball is dead and the batter will bat over. That dead ball WILL NOT count as a one of the six tries to hit the ball.

4. When the batter hits more tee than the ball, as judged by the umpire, it will be a foul ball. When a batter misses the ball completely or hits the entire tee, it will be a strike. Each incident WILL count as one of the six tries to hit the ball.

5. After the ball is hit, the adult pitcher must exit the playing field away from the direction of the defensive play and outside the baselines.

6. The adult pitcher must remove the hitters bat and tee from the field of play, including the baselines, so as not to cause injury to the base runners.

7. The batter, base runners, and the on deck hitter must wear a batting helmet with a chinstrap.

8. Runners may advance to the next base if they are more than halfway to the next base when the umpire calls time. Lines will be drawn halfway between first and second base, second and third base, and third and home plate.
9. The batter running to first base will be allowed one base (at their risk) only on an overthrown ball at first base. All other runners can keep running (at their risk).

10. Runners will be allowed to “tag up” and run after the ball is caught (at their risk).

11. If a defensive player runs through the circle in an attempt to tag a runner, time should not be called.

12. Runners playing off base will be out.

13. Balls stuck in the fence or bounce over fence will be considered a ground rule double.

