RAMONA SPORTS ASSOCIATION, INC.

LOCAL LEAGUE RULES

2005-2006
The following Local League Rules will govern RSA league games.  For rules not described here, the league will be governed by the current year’s edition of the “Pony Baseball Rules and Regulations”.  For rules not described by either of these sources (e.g. the majority of baseball rules of play) play will be governed by the current year of the “Rules of Baseball Sporting News Edition”.  If any of the rules described by these sources are in conflict, these Local League Rules will prevail.

I. Equipment

A. All Divisions:

1. Medical Releases - The medical releases issued to team managers must be present at all games and practices.

2. Altering League Issued Equipment – The equipment issued by the league shall not be altered in any way, except for minor repairs.  Uniforms shall not be altered without prior approval by the Board of Directors.  Personal equipment can be used, provided that it conforms to the standard established by league issued equipment,

3. Jocks and Cups – All players are encouraged to wear a jockey strap and cup.

4. Catcher’s Gear – It is required that the catcher wear full protective catcher’s gear. This includes a facemask, chest protector, shin guards and a cup.  Additionally, any player warming up the pitcher must wear a catcher’s mask.
5. Helmets – Helmets must be worn by players while batting, running the bases, while on-deck, coaching first and third bases, or protecting the pitcher/catcher in the bullpen.  Helmets with protective facemasks are encouraged.  Chinstraps on helmets are encouraged.

6. Uniforms – Players must be in their full league issued uniform for games.  Managers and coaches are allowed to wear shorts, but a shirt and shoes are required.  Substitution for same color pants is acceptable, with or without belt.  

B. Shetland through Pony Divisions:

1. Cleats – Steel cleats are not allowed in the Shetland, Pinto, Mustang, Bronco and Pony division.  Screw on rubber cleats are allowed only in the Pony Division.

C. Colt Division:

1. Cleats – Steel cleats are allowed in the Colt Division.

II. Conduct

A. Managers Agreement – All managers and coaches must abide by the managers and coaches agreement.  Failure to do so may result in immediate removal as a manager or coach.  

B. Attendance – Players must attend a minimum of fifty percent (50%) of the team practices and games.  Failure to do so may lead to dismissal from the league without a refund.

C. In the judgment of the umpire, players who throw equipment in anger will be ejected from the game.  In the judgment of the umpire, players who unintentionally throw the bat will receive a warning.  The second occurrence is an out and the third occurrence will result in player ejection from the game.

D. In the judgment of the umpire or league officials, parents or spectators who act in poor sportsmanship may be asked to leave.  The manager of the team whose parents or spectators are acting in poor sportsmanship should make a reasonable effort to get the parents or visitors under control.

If in the judgment of the umpire the manager does not control the parents or spectators following a warning, the manager can be ejected and the game will continue with the coach acting as manager. If the coach cannot control the parents the umpire can call a forfeit of the game.

E. Penalties for Ejection – Managers, coaches or spectators who are ejected from the game must leave the immediate area and must not be in view or be heard at the field from which they were ejected.  Failure to do so will result in forfeiture of the game. Furthermore, managers, coaches, or players who are ejected will receive an automatic 1 game suspension, unless the suspension committee deems it inappropriate or excessive following an investigation.
F. Suspension Committee – The league suspension committee may proceed with whatever disciplinary actions it determines to be appropriate for manager and coach misconduct, up to and including suspensions from games and removal from participating in the league.  

G. Suspensions – Managers and coaches who have been suspended for a game, for whatever reason, may attend the game as a spectator only.  Any contact with his or her team is forbidden.

III. Minimum Playing Time

A. Minimum playing time rules apply to eligible players only.  Prior to the beginning of the game, a manager must notify the official scorekeeper of any players designated as ineligible due to injury, absence, or disciplinary reason.  This should be noted in the official scorebook. 
B. Pinto Division only. In addition to rule A and B, each player will play a minimum of 1 inning at one of the following infield positions (1st base, 2nd base, Short Stop, 3rd base, pitcher, or catcher). 

C. All Divisions:

1. Continuous batting order must contain all eligible players present at the game.

2. All eligible players must play in the field a minimum of half the innings determined by the even number of innings completed. 

3. Players, who are not present at the start of the game, but show up after the game has started, are placed at the end of the batting order.  In addition, they must play in the field a minimum of half the innings for which they are present.  If a player arrives after the team has batted through the order, the manager may add the player to the end of the batting order, but it is not mandatory that he play.
4. Any player who did not play the required time in an official game shortened because of a ten run rule, weather, or darkness, must start the next game and play the minimum required time before being removed from the game.

5. If a player did not play the minimum required time in an official game not shortened because of a ten run rule, weather, or darkness, it is a violation of the rule, with penalties described as follows:

a) The first violation will result in a warning given to the manager, and the player or players involved must start the next game and play the entire game.  The manager will need to provide an explanation to the league officials.

b) The second violation of this rule will result in the offending manager’s suspension for two (2) consecutive games and the player(s) involved must play the entire next game.

c) The third violation of this rule will result in the offending manager’s removal by the Board of Directors.  The player(s) involved must play the entire next game.

d) Suspensions for infractions of the minimum playing time rules will be imposed only after being discussed by the suspension committee.  Removal of a manager must be discussed by the Board of Directors.

IV. Rules of Play for Shetland Division

A. Scoring:

1. There will be an official scorebook for Shetland.

2. Home team will keep the official book and fill out the highlights sheet.

3. Follow the procedures for scoring outlined in the “Scorekeepers Guidelines”.  

4. No standings will be kept.  All players will receive participation trophies at the end of the season.

B. Specific Rules for Shetland:

1. Each team will bat through their line-up per inning.

2. Runs are recorded before the third out in an inning.  After the third out, runs can be recorded, but will not count toward the score.

3. When the third out is recorded, make a red line under the box to designate the end of the run count.

4. For the first half of the season, all players will hit off the tee.  The second half of the season, players may hit off the tee or “coach pitch”.  The pitching machine MAY NOT be used because the Shetland ball will not go through the pitching machine. 

5. Three strikes is an out.  Off the tee, each player has three swings to hit the ball fair before being called out.  For “coach pitch” each player has three pitches to hit the ball.  If a fair ball is not hit, then the batter has three more swings off the tee.  

i. Coach-pitcher must throw the ball over hand.  Kneeling is permitted, but coach-pitcher must stay within the pitcher circle.

6. Ten players shall be used defensively – the infield is to be set up using standard baseball positioning, pitcher, catcher, 1st base, 2nd base, 3rd base and shortstop.  There will be four players in the outfield.  

7. The outfielders must be at least 15 feet back from the edge of the base path.  

8. The batting tee is to be placed on a portion of home plate.  

9. Games shall be no more than 1 hour and 30 minutes in length. 

10. Two adult coaches may be stationed on the playing field to provide instruction to the defensive team. During the 2nd half of the season one coach may be stationed in the outfield only with the other coach serving as the pitcher (see Rule 4&5 above) .

11. Batters must use a tee-ball bat.

12. When the base runner is out on the field, the base runner must leave the field of play.

V. Rules of Play for Pinto Division

A. A pitching machine will be used.

1. The machine will be set at 38 miles per hour and be located 38 feet from home plate.

2. The speed, height and direction of the machine may be adjusted at any time the umpire judges that it is necessary to do so.  

3. The manager may request that the machine be adjusted, but the final decision is made by the umpire. 

4. The umpire can take a position behind or to the side of home plate.  The team up to bat must supply a manager, coach or parent to be the “feeder” whose job it is to place (feed) balls into the pitching machine, when the umpire instructs him to do so.  The feeder cannot coach.  

5. If the feeder, in the judgment of the umpire, interferes with a defensive play without making a reasonable effort to avoid doing so, the batter or base runner(s) can be called out.  If the feeder makes an effort to avoid such interference, then it is a live ball and play continues.

6. A batted ball that strikes the pitching machine or feeder is a live ball, but a batted ball that hits the machine or feeder and goes immediately into foul territory inside first and third baseline is a dead ball.  The batter is awarded first base and all runners advance one base.  If a player touches the ball before it goes foul, it is a live ball.  

7. The pitching machine shall not be used for batting practice prior to the start of the game.

B. The pitcher must be positioned to the side of or behind the pitching machine and not more than 10 feet from the machine.

C. Batters must not bunt or purposely “easy swing” at the ball.  If, in the judgment of the umpire, a batter is doing this intentionally, the ball is dead, the runner(s) will return to their bases and the pitch will be counted as a strike.  

D. The batting order will consist of all eligible players who are present at the game.

E. Teams are allowed 10 players in the field.  At least four of these players (3 outfielders and a “rover”) must be positioned no closer than 20 feet into the outfield as measured from the baselines.  This rule is to prevent teams from using the 10th player as an infielder.  

F. Teams shall be limited to no more than five runs in one inning for the first five innings.  If five runs are scored before three outs are recorded, the teams shall change sides.  This run limitation shall not apply to the sixth inning or any extra innings.  

G. Generally, each pitch by the machine is close enough for the batter to hit.  A strike will not be called unless the batter swings.  There are no walks in Pinto.  The batter must hit a fair ball within six pitches or will be called out on strikes (even if he/she does not swing at, or fouls off the sixth pitch).  The umpire should warn the batter and his manager after the fourth pitch that he only has two more pitches.  If the batter does not swing and the umpire rules that the pitch is so far out of the strike zone that the batter did not have a reasonable chance to hit it, the umpire can call “no pitch” and it does not count against the eight pitches.

H. A batter hit by a pitch will remain at bat and will not be awarded first base.  No runners can advance.  

I. Base runners are not allowed to lead off or steal bases.  Runners must stay in contact with their base until the ball is hit.  A runner that leaves the base before the ball is hit will be called out.

J. There is no “infield-fly” rule in Pinto.

K. Games shall be six innings.  If a game is tied after six innings, extra innings will be played as long as time permits (see section VIII subsection H).  If the score is still tied when time runs out, the game is over and shall be declared a tie.

L. The conclusion of a play is determined by the umpire when, the ball is in the possession of a defensive player in the infield and in his judgment, no base runners are attempting to advance.  At this time, the umpire should call “time” and the ball returned to the fielder.  

M. Appeals that a runner missed a base can be made after the conclusion of the play, but prior to the next pitch as follows:

1. The defensive manager or coach can call time and explain the situation to this/her team.

2. The feeder hands the ball to the pitcher and declares that the ball is live.  At this time any base runner may attempt to advance.

3. The pitcher declares that a runner missed a base and can either throw to or run over to and tag the base in question.

4. The umpire calls the runner either “out” or “safe”.

N. Teams are allowed a manager and no more than three coaches in the dug out during the games.

O. Umpires shall not permit more than one offensive timeout in each inning to allow a manager or coach to talk with a batter.

VI. Rules of Play for Mustang Division

A. The batting order will consist of all eligible players that are present at the game.

B. Defensive substitutions can be made such that players can enter and leave their defensive position as many times as the manager chooses, provided they meet all rules concerning minimum playing time.

C. Runners at first and second base may lead off and steal according to the official rules of baseball.

D. For runners at third base – once the pitcher is in contact with the pitching rubber while in possession of the baseball, the third base runner must immediately move into the zone that is marked by a chalk line and the third base bag, a retouch of third may be required and is determined by the Major League Baseball, Official Rules. The runner may take a primary lead that shall not pass the marked line, measuring 15 feet from the center of third base and extending down the third base line. The third base runner may attempt to steal home, once the pitcher releases the ball on a pitch home or attempts to throw or fakes (legal fake) a throw to any base. If the third base runner passes the marked 15 foot line before the ball leaves the pitcher’s hand, on a throw home the third base runner shall be called out by the plate or field umpire. Attempts by the pitcher to purposely halt a runner that has committed himself to running home will be left to the interpretation of the umpire.
E. The visiting team of the first Mustang game of the day is responsible for raising the flag.  The visiting team of the last Mustang game of the day is responsible for lowering the flag, folding it and putting it in the snack bar.

F. Teams are allowed a manager and no more than three coaches on the field or in the dugout during the games.

G. Games shall be six innings.  If a game is tied after six innings, extra innings will be played as long as time permits (see section VIII subsection H).  If the score is still tied when time runs out, the game is over and shall be declared a tie.

VII. Rules of Play for Bronco and Pony Divisions
A. The batting order will consist of all eligible players that are present at the game.

B. Defensive substitutions can be made such that players can enter and leave their defensive position as many times as the manager chooses, provided they meet all rules concerning minimum playing time.

C. Runners at first, second, and third base may lead off and steal according to the official rules of baseball.

D. A batter may advance to first base if the 3rd strike is not caught by the catcher unless first base is occupied and with less than two outs.

E. Teams are allowed a manager and no more than two coaches on the field or in the dugout during games.  

F. Games shall be seven innings.  If a game is tied after seven innings, extra innings will be played as long as time permits (see section VIII subsection H).  If the score is still tied when time runs out, the game is over and shall be declared a tie.

VIII. Rules of Play for All Divisions

A. Regulations concerning the number of innings pitched allowed per game or week will be according to the Pony Baseball Rules and Regulations and will be strictly enforced.  Violation of pitching eligibility rules will result in a one game suspension of the team’s manager and the offending pitcher will not be allowed to pitch the next game he is eligible to pitch.

B. If a player is removed from the pitcher’s position, this player is no longer eligible to pitch the remainder of the game (Shetland and Pinto divisions exempted).  

C. If a game is suspended for any reason, only players present at the original game are eligible to play in the resumed game.  If a player was ejected from the original game, he is not eligible to play in the resumed game.

D. Tie games will be recorded as such in league standings.  

E. The official scorekeeper is responsible for recording violation of pitching and minimum playing time rules.

F. The home team occupies the first base dugout, prepares the field for play, is responsible for returning the bases and other equipment to its proper storage place and provides the official scorekeeper.  

G. Base runners must slide or avoid contact with defensive players.  If a base runner does not attempt to slide and collides with a defensive player, he shall be called out by the umpire.  If in the judgment of the umpire, the collision was malicious, the base runner can be ejected from the game.

H. Games will be limited by time only such that no new inning shall start after 2 hours and 15 minutes for all divisions (except Shetland).  Once an inning is started it shall be played to its completion (1/2 inning if home team is leading or full inning if the game is tied or the visiting team is leading). If weather, darkness or other acts of nature do not allow the completion of the inning then the game will follow rule C above covering a suspended game to finish the inning started.  Games called because of the time limit will be considered complete games provided they meet the criteria defined in the Pony Baseball Rules and Regulations.  

I. Managers will notify their VP or the President in the event of forfeiture as soon as they know (at least 4 hours in advance) providing ample time to cancel umpires and opponent.  The opponent does not have to show up in uniform in order to accept the win.  

J. No player will be allowed to play with a cast.  Players need a medical release in order to resume play.

K. A manager or coach of record must be present at all games and practices.

L. The Pledge of Allegiance is to be recited before all games.

M. There will be no batting practice, i.e. use of a hitting stick after the start of the game.

N. Any player that is removed from the batting lineup for any reason will be an automatic out when their next turn to bat comes around. Following that at bat the lineup will be compressed and no further out(s) will be recorded (Shetland division exempted)

IX. Protests

A. If during a game, a manager feels that a rule infraction (not a judgment call) has occurred, he may declare that the game being played is under protest.  The protest must be in writing with the $10 fee turned into the VP within 48 hours of the protested game.  The fee is refundable if the protest is upheld.

B. All protests will be heard by the League Decisions Council.  The committee will determine whether or not there was a violation of the rules.  The committee will not overturn judgment calls by the umpire.  If the protest is upheld and it is the opinion of the committee that the protest significantly impacts the protesting teams chance of winning the game, no replay will be ordered, but the protest fee will be refunded.
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