
6 YEAR OLD ROOKIE RULES

1. Games will be 5 innings.  Umpire will declare start time to home team score keeper upon start of game.  No new inning will start after 50 minutes.  The new inning starts as soon as the last out is made in bottom of previous inning.

2. Each batter will receive 5 pitches or 3 swings to place the ball into fair territory from their own coach. If a foul ball is hit on the 5th pitch or 3rd strike, the player will continue to receive pitches until the ball enters fair territory or a 3rd strike occurs.  Upon the 3rd strike, the tee is placed on home plate. The player is then allowed as many swings as it takes to put the ball into fair territory and will not be considered an out until the ball is hit into fair territory and a play is made by the defensive team resulting in an out. (Fair territory is beyond the foul ark line located 8 feet in front of home plate and extending to both the 3rd base foul line and the 1st base foul line. If the ball lands on the foul line it is fair.)

3. An inning will be over when the defensive team registers 3 outs or the team batting scores 6 runs, whichever comes first.

4. The score for each game will be kept for the entire season, to determine a winning and a losing team. Team win/loss records will be kept to declare a regular season champion.

5. Ties (regular season):  if teams are tied after 5 complete innings or time limit expiration, the game is over.

6. Tournament (only):  If after 3 innings and teams are tied, the game will go into sudden death.  Teams will start with 2 outs and play until a 3rd out is made or the complete line up has batted.  The complete line up is defined by whichever team has more players.  So, if 1 team has 10 and the other 11, both will bat 11 in order.   Sudden death will start with batter #1 (top of lineup) and follow in sequence until the game is over (example:  If the 4th inning ends tied with batter #6, the 5th inning will resume with the next batter in lineup = batter #7)

7. All players on a team will play when on defense.  All players are required to play the infield at least 1 inning per game (P, C, 1B, 2B, SS, or 3B) during the regular season only.  All players will be placed in the batting order on offense and will hit in order.

8. All positions will be played: 1st, 2nd, 3rd, shortstop, pitcher, and catcher.  The catcher will wear a batting helmet (no catcher gear), stand at the backstop, and can advance to field of play once ball is hit into play.  All players not assigned to the infield positions will play in the outfield grass. The outfielder should be AT LEAST 10 feet into the outfield grass beyond the infield dirt and behind the line. 

9. No outfielder will be allowed to attempt to throw-out a player advancing to 1st base nor tag a base or baserunner to create a force out.  Outfielders can throw a ball (relay) to the infielder to make an out.

10. An overthrow to 1st base from an infield position is a “dead ball” and players may not advance extra bases, even if the player has advanced past the base.   A ball is considered overthrown when it is thrown from an infielder (catcher, pitcher, 3rd baseman, shortstop, or second baseman) and crosses the foul line or crosses into the outfield (defined by the grass).  If a ball is caught or hits the first baseman and stays fair, timeout must be called to stop play.  Overthrows to other bases are “live” and players may advance at their own risk until “time” is called. “Run-down” and double/triple play attempts between 3rd, 2nd, and 1st with any resulting overthrows to 1st or any other base are “live” with players advancing at their own risk until “time is called.  Once the ball becomes "dead", the umpire will determine if the baserunners advance based on their position relative to the halfway lines if not a forced advance situation.

11. The pitcher must wear a face guard.

12. A batter’s box will be outlined around home plate. The catcher is to be outside this box. The team on offense will be required to have a coach behind home plate to “shag” balls that may pass the catcher. This coach must stand beside the catcher at all times.

13. If a player throws the bat well beyond the batter’s box, the umpire will give one warning. The next and subsequent offense will result in an automatic out.

14. The coach pitcher will stand or kneel at any position needed to consistently throw strikes.  Once the batter has exceeded their 5 pitches the “pitching coach” must move to the fence or out of the field of play. The “pitching coach” is NOT to coach their baserunners from the mound.  Coaching the batter is acceptable.

15. Time is called by an infield player who is in control of the ball and standing in the infield dirt. Runners who have advanced more than halfway between bases (one foot on or past the designated chalk line) when time is called will be allowed to advance to the next base. Ties go to the runner.  Runners who have not reached the halfway point of the base path will be returned to the base they came from. Once time is called no further plays can be made. This is at the full discretion of the umpire.

16. White hash marks will be used between all bases (except 1st and home) to allow runners to advance bases or to go back to the previous base when time is called-Umpire will call this at his/her discretion.

17. Play with a ball provided by league or per league coordinator instruction.  Both teams use the same ball type.

18. Bat size must be in compliance with USA Baseball and have a USA Baseball T- ball stamp.
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Assistant Coaches	Head coaches choose at least 3 assistant coaches to be used on the field during games.
Must have a coach on 1st, 3rd, home plate, and pitcher’s mound. Assistant coaches’ names must be submitted to league coordinator PRIOR to start of season AND must have completed background check through Parks & Rec before season starts.

Weather	The league will communicate rainouts ahead of games if possible.  Otherwise, games will be cancelled and/or delayed by the Umpire.  Rainouts will be scheduled by League Coordinator, time permitting.
Conduct and Discipline	Any member of the SCYB Executive Committee or
umpire has the power to eject a coach from a game due to violation of the Scott County Parks and Recreation Physical/Verbal Abuse Policy.  Any head or assistant coach who is ejected from a game will be automatically suspended for one (1) game, with a possible appeal, if requested. Any coach ejected from a game may face additional discipline up to and including dismissal from the league by the SCYB Executive Committee.
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