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 Dear Umpires, 

 

 We would like to thank you for choosing to work at one of the toughest 

jobs you will ever have. Every decision you make, half of the people watch-

ing will feel you were wrong. For this reason we have developed this rule-

book to help you understand and learn each leagues set of rules. Please 

carry this with you throughout the season. 

 

 The A.A.Y.O. Board of Directors has committed to support you and your  

decisions 100%. That is not to say you can do what ever you like. We have 

developed a code of conduct that we expect each A.A.Y.O. umpire to fol-

low.  Please read it carefully and understand it. If there is any conflict with 

these umpire codes you will be held accountable. A.A.Y.O. umpires and 

field maintenance crews are the only paid employees of the A.A.Y.O. 

Therefore each umpire must conduct themselves in a professional manor at 

all times. 

 

 The A.A.Y.O. Board of Directors has also committed to pay you in a 

timely manor. It will be your responsibility to make sure all your games are 

reported in a timely manner. Every two weeks the Treasurer will issue pay 

checks to all A.A.Y.O. employees via U.S. Mail.  If you do not receive your 

paycheck please contact us as soon as possible. 

 

 This is a very important job you are undertaking. You are the person we 

rely on to control the games. Remember to stay calm, be assertive and in 

control at all times.   

 

 Once again, thank you for your hard work and dedication to our  

  Organization.                   

                        
     Dan Black                       Richard Klein          John Gotter  Ted Niedbalec 

     Commissioner                Vice Commissioner          Director of Umpires 
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A.A.Y.O. Umpires Code of Conduct 
 
Requirements: 

 

1. Arrive at least 15 minute prior to the scheduled start of the                                     

game. 
2. Wear the A.A.Y.O. umpire shirt and hat or other approved uniform.  

3. Each umpire’s appearance must look professional. 

4. Wear approved A.A.Y.O. protective equipment or suitable substitute. 
5. Conduct a meeting between both team managers 10 minutes prior to 

the scheduled start of the game. This meeting is to go over league 

specific rules and field ground rules. 
6. Conduct him or herself in a professional manner at all times. 

7. Absolutely NO horseplay will be tolerated. 

8. If more than one umpire is present, discussion should take place be-
tween both umpires as to their roles and responsibilities prior to the 

start of the game. 

9. Do not get emotionally involved in the game or the score. 

10. Do not take any criticism as a personal attack. 

11. Read and understand all A.A.Y.O. General Rules and Polices and the 

league specific rules that apply. 
12. Report each game worked and be accurate. 

13. If a coach/player/fan is ejected from a game, the following is required: 

 

After the game immediately write down on paper your recollection of the 

events that transpired during the game – (details) 
 

Contact the Director of Umpires as soon as possible.  

 

Be prepared to tell your side of the situation to a review/disciplinary board. 
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A.A.Y.O. Umpires Code of Conduct 

 

Scheduling: 
 

1.  Every attempt will be made to accommodate an umpires personal schedule 

2. A full season schedule will be produced prior to the start of the season 

3. If scheduling conflicts arise, see section III  

4. There maybe times when an umpire is called at the last minute 

 

If a situation arises that an umpire can not appear for their regularly  

scheduled game an umpire must: 
 

1. Contact the Director of Umpires for a list of possible replacements. 

2. Confirm a replacement and inform the Director of Umpires of this change 

as soon as possible (Prior to the game – not after) 
3. If a replacement can not be found or there was a last minute situation, call 

the Director of Umpires immediately 

 

If an Umpire is a “no show, no call”: 
 

1.  First occurrence: The next scheduled game will be forfeited and assigned 

to someone else 

2. Second occurrence:  The remaining balance of that Umpire’s games will be 
forfeited and assigned to someone else. 

 

Playoff scheduling will be assigned on the basis of Umpires: 
 

1.  Reliability 
2. Ability (feedback from coaches) 

3. Availability 

 

Note: There are NO time limits on playoff games! 
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 Objectives, General Policies and Rules 

2010 
 

 Players, volunteers, and spectators safety at all times and in all 

things is mandatory. 

 Place emphasis on teaching the rules, how the game is played, 

and teamwork. 

 Promote sportsmanship and good character among players on 

your team as well as other teams.  

 Smoking or drinking alcoholic beverages by managers, 

coaches, or other adult volunteers during a practice or game is 

prohibited. 

 No vehicles are permitted on any field area. 

 Make games and practices an enjoyable experience, as well as 

a learning experience.  Think of the positive aspects and be 

sure to give your players plenty of encouragement. 

 The basic overall concept is total participation for all of the 

players in a congenial environment under adult supervision.  

The leadership is to be positive, tempered by patience. 

 Each manager is to schedule a meeting with the team members 

parents to explain briefly their philosophy, answer parents 

concerns, inform of league rules, hand out uniforms, and give 

players an opportunity to meet each other. 

 Always remember that we teach more by our actions! 
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I. SERIOUS INJURY SITUATION 
If a player is injured with their parent not present: 

 Administer First Aid 

 Contact paramedics if necessary 

 

II. FIELD CONDITIONS 

Both managers are responsible for preparing the field of play and 

raking the field after the game. 

Before a practice or a game managers and coaches should survey the 

field for any damage, holes, stones, glass, and/ or other foreign  

objects. 

 

III. WEATHER 
 

The umpire, along with the complete and immediate cooperation of the man-

agers and/or coaches, will decide if a game or practice will start because of 

weather or playing conditions . This is to be decided at the scheduled start 

time, at the field. If questionable conditions exist managers and coaches 

MUST come together with the umpire to ensure the safety of the children.  

No game or practice should be held during threatening weather or unsafe 

conditions. 

Village of Algonquin 

Lightning Prediction System 

 

The Village has installed a lightning prediction system at Presidential Park, 
and the Lions/Armstrong Memorial Pool at Snapper Field. Snapper Field has 

its own base unit and sensors, which will also operate the unit located at  

Presidential Park, will be activated daily from 7 a.m. to 8 p.m.  
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How It Works 

The system detects conditions that could trigger lightning.  When a poten-
tially dangerous weather situation is approaching, a Warning Signal (one 

long 15 second horn blast) will sound and strobe lights will activate. The 

strobe lights are mounted on the prediction system cluster located on the 
roof of a building at each site. If the strobe lights are activated, a potentially 

dangerous weather situation exists. When the dangerous weather conditions 

have ceased, the All Clear Signal (three short horn blasts, two seconds apart) 
will sound, and the strobe lights will deactivate.  

Procedures  
When the Warning Signal sounds, all activities in affected park(s)) will end 
immediately and patrons must leave the park. It is recommended that park 

patrons seek shelter in their cars or a building. Patrons should avoid; areas 

that are higher than the surrounding landscapes and a tree for shelter. They 
should keep away from metal objects such as but not limited to bicycles, 

golf clubs, umbrellas, etc. All park patrons must wait until the Lightning 

Prediction System performs an All Clear Signal before returning to the park 
and resuming their activities.  

Caution  

Although the Lightning Prediction System helps assess the weather condi-
tions, weather can be highly unpredictable. Neither the signal nor the sys-

tem is intended to guarantee that conditions are safe. If the weather ap-

pears to you to be threatening and no warning signal is heard or seen, use 

good judgment and leave the park. Do not wait for the warning signal to 

activate, as the system can malfunction.  If you are at a park without a light-
ning protection system, continue to follow judgment and your organization’s 

rules for inclement weather. Please be aware that lightning can strike even 

on a sunny day. Therefore, anytime lightning is observed, the best course of 
action is to seek shelter immediately. When planning outdoor activities it is 

advisable to check the weather forecast. 
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AAYO Lightening Policy 

 

AAYO has adopted the IHSA Lightning Safety Guidelines. This guideline 

will be in full effect at any site not equipped with a lightning detection 

system. 

 

IHSA Lightning Safety Guidelines 
A combination of the 30 second flash-to-bang count to suspend play and the 30

-minute delay after the last lightning flash to resume activity is commonly 
referred to as the "30-30 Rule." AAYO FOLLOWS THE 30/30 RULE! 

Lightning is one of the most consistent and underrated causes of weather-

related deaths or injury in the United States. Nearly all lightning-related inju-
ries occur between the months of May and September and between the hours of 

10:00 a.m. and 7:00 p.m. Therefore the greatest concern for injuries in an out-

door contest appears to be during that time. 

Advance Planning 

Local Managers should have a documented plan in place, designated people 

who are responsible for monitoring the weather and a qualified person 
(typically the manager and/or officials) to make the decision to suspend play. 

Monitoring Weather 

Local Managers during the contest should be aware of any potential thunder-
storms that may form during the competition; and if an evacuation is needed, 

managers should also know how long it would take teams to get to their safest 

location. 

Lightning Awareness 

Generally speaking, it is felt that anytime lightning can be seen, or thunder 
heard, risk is already present. Once that occurs, the flash to bang method 

should be utilized. 

Flash to Bang Method -- Criteria for Suspending Play 

If the local management does not have commercial weather warning equipment 

at the site or an efficient method of making accurate, timely decision on loca-

tion, the "Flash to Bang" method is recommended by the National Severe 
Storms Laboratory (NSSL). The easiest and most convenient way to estimate 

how far away lightning is occurring is to use the flash to bang method. Simply 

count the seconds from the time the lightning is sighted to when the clap of 
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thunder is heard. Divide that number by 5 to obtain how far away in miles the 
lightning is occurring. For example, if the lightning flash is seen and then 15 

second later the bang of thunder is heard, the lightning is 3 miles away. It is 

important that local manager monitor not only how far away the lightning is but 
also how fast it is approaching. The National Severe Storms Laboratory recom-

mends that by the time the Flash to Bang count reaches 30 seconds, all individu-

als should have left the site and reached a safe structure. 

Evacuation Plan 

Safe Areas: All personnel, athletes and spectators should be clearly informed of 

available safe structures or shelters in the event a thunderstorm approaches. A 
safe structure is any fully enclosed building frequently used by people. In ab-

sence of that, athletes and spectators should go to any vehicle with a hard metal 

roof. Roll up the windows and do not touch the sides of the vehicle. If no safe 
structure or vehicle is available find a thick grove of small trees surrounded by 

taller trees or a dry ditch. Assume a crouched position on the ground with only 

the balls of your feet touching the ground. Wrap your arms around your knees 
and lower your head. Minimize contact to the ground since lightning often trav-

els through the ground. 

Avoid: Tall trees or objects like light poles or flagpoles, individual trees, stand-

ing pools of water and open fields. Also avoid being the highest object on the 

field. Do not take shelter under a single tall tree. Avoid bathrooms and using the 

land-line telephone. A cellular phone or portable phone is a safe alternative. 

Resuming Activity 

The NSSL recommends that everyone should ideally wait at least 30 minutes 

after the last flash of lightning or sound of thunder before returning to the field 
or activity 

Please remember the ultimate reason why we are contributing our 

time and efforts. Children rely on us for our better judgment. Their 

safety is most important. 

Sincerely, 

Dan Black 

Commissioner 
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BASEBALL RULES 

 

1.  LENGTH OF GAMES 

 

Minors, Major: Games consist of Six (6) innings, and will be considered 

a complete game after 4 innings (3 ½ if home team is ahead). A complete 

½ inning will be three (3) outs or seven (7) runs scored.  

Jr.. Mustang a complete 1/2 inning will be three (3) outs or five (5).runs 

scored. 

 

Pony: Games consist of Seven (7) innings and will be considered a com-

plete game after 5 innings (4 ½ if home team is ahead). 

A complete ½ inning will be three (3) outs. 

 

No new inning shall start after 2 hours from the start of the game.  Note:  

An inning is considered to be started as soon as the last out of the previ-

ous inning has been made. If an inning cannot be completed due to dark-

ness, the score goes back to previous completed inning unless the home 

team is ahead and the top half of the inning is completed. 

 

2.  SLAUGHTER RULE 

 Minors, Major: (15) Fifteen runs after 4 complete innings and (8) Eight 

runs after 5 complete innings  

 Jr. Mustang, (13) runs after (4) completed innings and (7) runs after five 

completed innings.  

Pony: (15) Fifteen runs after 4 complete innings and (10) ten runs after 5 

complete innings will constitute a win for the leading team.  The home 

team gets the opportunity to bat in the bottom of the inning when the 

slaughter rule is in effect.  The game may continue upon the agreement 

http://www.nssl.noaa.gov/mag/holleetal.html
http://www.nssl.noaa.gov/mag/holleetal.html
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of both managers (if the time limit has not been reached or if time per-

mits); however the official game is over. 

 

3.  SPEED UP RULE  

 

Any New Pitcher entering the game will receive 7 warm-up pitches.  

Any Returning Pitcher will receive 4 warm-up pitches. 

 

Each team will have 15 minutes from the regular start time to obtain the 

minimum number of player before the umpire will consider the game a 

forfeit.  The teams may agree to play; however the forfeit will stand 

even if additional players arrive. 

 

4.  NUMBER OF PLAYERS 

Jr. Mustang, Minors, Major, Pony : The defensive team will consist of 

nine (9) players in the field.  A minimum of seven (7) players are re-

quired to start a game. 

 

5.  SUBSTITUTE PLAYERS 

Borrowing a player from another League team at the same level is pro-

hibited. 
Players registered in a Boys League one level below the team request-

ing  can play provided: 

 

Should the ninth player, originally scheduled to be absent attend the 

game, the play-up/substitute player will be allowed to play in said 

game. 

Play-up player will not be eligible to play in the pitcher or catcher posi-

tions at any time. 

Parents must have completed a waiver on file with their league director. 

Must bat in the last position in the lineup. 

Will be considered one of the minimum players. 

Must be in uniform. 
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6.  INJURY REDUCTION 

Jr. Mustang, Minors, Major, Pony: After a game has started,  play will 

continue even if illness or injury reduce the number of players below 

the minimum to have started the game. 

 
7.  MINIMUM PLAYING TIME 

Jr. Mustang, Minors, Major, Pony: No player shall sit out more that 

one (1) inning in a row.  A player can not sit out a second time until 

every other teammate has sat out one (1) inning. 

                _________________________________ 

Jr. Mustang and Minors: No player shall play the same defensive posi-

tion for more than three (3) innings in any one (1) game, including 

pitchers and catchers.  Players must play both infield and outfield. 

Major: All players may play the same defensive position for no more 

than three (3) innings in any one (1) game. 

Pony: All players may play the same defensive position for no more 

than four (4) innings in any one (1) game. 

 

              ____________________________________ 
Jr. Mustang, Minors, Major :All players should be allowed to try all 

positions through out the season. 
 

8.  DUGOUTS 

Home team will use the third (3rd) base dugout. 

 

9.  PRE-GAME MEETING 

10-minute prior to scheduled game time, the head coach/managers 

must meet with the umpire to discuss the game rules. 
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10.  SCORE KEEPING 

The home team will keep the official score and should verify the score 

after each completed inning with the visiting team’s scorekeeper.   

Defensive changes do not have to be conveyed to opposition scorekeeper. 

11.  FIELD DIMENSIONS  

Jr. Mustang: Pitching rubber 40 feet from home plate. Bases will be 60 

feet apart. 

Minors: Pitching rubber 44 feet from home plate. Bases will be 65 feet 

apart. 

Major: Pitching rubber 50 feet from home plate. Bases will be 70 feet 

apart. 

Pony: Pitching rubber 54 feet from home plate. Bases will be 80 feet apart. 

 

12. UNIFORMS 

To play in the game, a player must wear a complete uniform.  Jerseys 

should be tucked in and no clothing of any kind should be worn over the 

uniform.  No jewelry of any kind can be worn during the game. 

 

13. PITCHING 

The pitching week is defined as Monday – Sunday. 

 

Jr. Mustang:  A new player will pitch in every inning of play.  A pitcher 

will deliver a maximum of 4 pitches to the batter.  If a pitcher delivers 4 

called balls during an at bat, a walk would be awarded. During an at bat, if 

there is a runner on first and second, a walk or hit batter would not occur. 

No base runner can advance to 3rd by means of a walk or hit batter. If a 

pitcher records 3 strikes during the at bat, a strike out would be recorded.  

If a walk or strike out does not occur during the 4 pitches from the player, 

or if the ball is not put in play, the coach will deliver a maximum of 3 
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pitches to the batter, exceeded if only a foul ball occurs on the 7th pitch. 

If the ball is not put into play the player is out.  A players ball & 

strike count is not carried over from kid to coach pitch. Strike zone 

is defined as a ball that crosses the front of plate, from the top of the 

knees to the top of the letters, and is extended to the width of 2 base-

balls on each side of the plate. A player may reenter the game as 

a pitcher after all the other players in the line up have been given a 

chance to pitch.  

Minors: A player may pitch a maximum of three (3) innings per game, 

for a maximum total of six (6) innings in any seven-day period. A 

player may not pitch more than 2 consecutive days under any circum-

stances including but not limited to playoffs and rainouts.  

Majors: A player may pitch a maximum of three (3) innings per game, 

for a maximum total of six (6) innings in any seven-day period. If a 

pitcher pitches in two (2) or less innings, the pitcher may pitch on con-

secutive days.  If a pitcher pitches in three (3) innings, three (3) calen-

dar days of rest are mandatory. A pitcher may not pitch more than two 

(2) consecutive days under any circumstances. 

Pony: A player may pitch a maximum of four (4) innings per game, for 

a maximum total of eleven (11) innings in any seven-day period. If a 

pitcher pitches in two (2) or less innings, the pitcher may pitch on con-

secutive days. 

If a pitcher pitches in three (3) innings, three (3) calendar days of rest 

are mandatory. 

If a pitcher pitches in four (4) innings, four (4) calendar days of rest are 

mandatory.  

Example: 

If a player pitched  and is still eligible, that player can pitch again on: 

 in 3 innings on: 
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Sunday     Thursday 

Monday     Friday 

Tuesday     Saturday 

 

Wednesday    Sunday 

Thursday     Monday 

Friday     Tuesday 

Saturday     Wednesday 

. 

                 ____________________________ 

 

Delivery of a single pitch constitutes having pitched an inning. If 

pitcher is removed from the game or moved to another position, they 

cannot return to pitch in that game. This applies to all leagues. 

            _________________________________ 

  

 

All players should be encouraged to pitch. 

_________________________________________ 

 

 

 

Jr. Mustang: A pitcher will be re-assigned to another defensive position 

or removed from the game after hitting two (2) batters in any one (1) 

inning . 

Minors, Major, Pony: A pitcher will be re-assigned to another defensive 

position or removed from the game after hitting two (2) batters in any 

one (1) inning 

                 

Minors, Majors: Curveball pitches will not be permitted. If and umpire 

notices a curveball pitched, that pitch will be considered a dead ball. The 

pitch will then be called a ball.  
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           __________________________________ 

Majors, Pony: A balk in any situation will be called after one (1) warn-

ing. One (1) warning will be issued per pitcher/per game before a balk 

is called. 

            ___________________________________ 

 

A manager is allowed one (1) trip to the mound in any inning.  On the 

second trip to the mound in one (1) inning, the pitcher must be re-

moved. 

Any manager or coach instructing his pitcher during the time that his 

team is taking the field and warming up prior to the beginning of play 

for the ½ inning, shall not be charged with a trip to the mound. 

Managers, coaches or players may warm up a pitcher, but the player 

must wear a mask. 

Number of warm-up pitches between innings or for a new pitcher will 

be seven (7). 

 

14.BATS 

Official baseball bats must be used and must be stated on the bat.  

Jr. Mustang: Big Barrel Bats are NOT allowed. 

Minors, Majors, Pony: Big Barrel bats are allowed. 

 

15. THROWING OF THE BAT 

Each player will receive one (1) warning for throwing the bat.  A sec-

ond warning will be an automatic out, which will result in a dead ball 

situation. 

 

16. BATTING ROTATION.  

All players will bat in a continuous rotation including those players 

who are presently sitting out and not playing a defensive position.  

Any additions (i.e. late arriving player) to the lineup must be an-

nounced to the umpire, opposing team, and scorekeeper. The additions 
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shall be placed at the bottom of the batting order.  Batting out of order rule 

will apply.. If a player has to leave the game for a medical or other reason, the 

manager of the batting team shall announce to the umpire and other manager 

that the batter is no longer playing. The next correct batter would be next to 

bat. In the event a manager does not announce the change, batting out of order 

rules would apply. 

 

BATTING OUT OR ORDER RULE: 

The defensive team must inform the umpire of the incorrect batter prior to the 

next pitch being thrown or any pickoff attempt. If that does not take place the 

play will stand. 

 

If neither team notices the incorrect batter is up and the at bat has  not been 

concluded, the correct batter will come up and assume any count that is in 

place. 

 

If the incorrect batter makes on out, the out will stand and the next correct 

player would be up even if it is the same batter. 

 

If the incorrect batter reaches the base safely and if any runners advance all 

runners will be put back to their original bases and any runs that score will be 

taken off the board. In this case, the incorrect batter will be declared an out 

and the correct batter with then bat. 

 

17.  BUNTING 

Jr. Mustang: Bunting is not permitted. 

 Minors: Bunting is permitted. 

Major, Pony: Bunting is permitted.  

 

18.  DROP THIRD STRIKE 

Jr. Mustang, Minors: The drop 3rd strike rule is not in effect. 

Majors, Pony: Drop 3rd strike rule applies. 
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The drop 3rd strike rule states that a batter may advance to 1st on a drop 

3rd strike if 1st base is unoccupied  or if 1st base is occupied and there are 

2 outs. 

 

19. INFIELD FLY RULE 

Jr. Mustang: Infield fly rule will not be called. 

Minors, Major, Pony: Infield fly rule will  be called.  
 
20. COURTSEY RUNNERS 

Courtesy runners may be substituted for the pitcher and/or catcher after 

two (2) outs only if the player will pitch or catch the next inning.  The 

courtesy runner must be the last batted out. 

 

21.  LEAD-OFFS/RUNNING WITH THE PITCH 

Jr. Mustang, Minors: No leadoffs. 

Players may not leave a base until the ball crosses over home plate. 

The umpire can declare runners who are caught leaving the base early, out.  

Each team will be given one “team” warning before a base runner is called 

out. 

Major, Pony:  Lead-offs are permitted 

 

22.BASE RUNNING/STEALING 

Jr. Mustang: NO STEALING!!!!   

When a ball is hit to the outfield, runners may advance to the next base 

until the ball crosses the baseline or is caught by a defensive player on the 

infield dirt. The runner (s) can advance to the next base at their own risk, 

only if the lead runner is half way.  

Minors: A base runner may steal only one (1) base per batter and only on 

the first or second pitch to each batter. A runner may advance (1) base on 

an over throw. 
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Minors, A double-steal with runners at 1st base and 2nd base is allowed on 

the 1st or 2nd pitch. After stealing, he is eligible to steal another base 
when a new batter comes to bat, again only on the first or second 
pitch.  Runners stealing illegally will be sent back to their  

original base by the umpire. If the runner attempts to go back to the 
original base on his own, the runner may be played upon by the 
defense and called out if tagged.  Should an error occur when at-
tempting a put out (overthrow, dropped ball, etc.), the runner, or 
other base runners, MAY ADVANCE to the next base.  

A runner on 3rd base can advance to home on a batted ball, walk, hit bats-

man, or on an overthrow on a steal, a passed ball to catcher, and an over 

throw back to the pitcher, again only on the 1st or 2nd pitch.  

Jr. Mustang: Stealing home in not allowed 

Minors, Majors,  A runner on 3rd base can advance to home on a 
batted ball, walk, hit batsman, overthrow, or overthrow on an at-
tempted pick off. Should runners illegally advance to another base, 
the umpire will return that runner to the previous base as long as 
the runner does not attempt to return on his own. If that happens, 
the runner may be played upon and could be tagged out.  The run-
ner many not advance once the pitcher has possession of the ball 
and the pitcher is on the pitching mound.  

Majors: Lead-offs are allowed. 

Base runners may attempt to steal on any pitch 

Base runners may steal both 2nd & 3rd base during the same batter. 

Base runners attempting to steal 2nd base may advance to 3rd base on an 

overthrow, but must stop at 3rd.   

 

Double steals are allowed in the Majors Divisions 
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Pony: Lead-offs are allowed. 

No suicide stealing of home is allowed.  A runner may not attempt 

to steal home once the pitcher has come to a set position. 

Base coaches cannot touch the runner or the runner will be called out. 

The pitcher, catcher, or other player must have the ball in order to block 

the plate or any other base.  

      _________________________________________ 

 

All Leagues: All managers are encouraged to make sure their players 

understand that first base is a “runners” base. 

All first basemen should be properly instructed how to play the bag so 

as to avoid collisions.  Runners “digging” for first base should not have 

to alter their run due to the location of the first baseman. 

 

23.SLIDING 

Sliding is encouraged but is not mandatory.  If the player chooses not to 

slide, an umpire has the right to call that runner out if unnecessary force 

was used when running into an opposing player. 

Players must slide feet first to avoid a collision except when returning 

to a base. 

Headfirst slides into an advancing base will be considered an automatic 

out.  Players should be warned about the possible injury of headfirst 

sliding. 
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24.SAFETY 

Base runners and batters (at bat or on deck) must wear helmets. 

Catchers must wear catchers helmet and the complete set of catcher’s 

equipment, including catcher glove. 

All players are required to wear a protective cup. 

Rubber spikes only are required. 

Head first sliding is not allowed. The runner will be call out if this occurs 

Batters will not be allowed to fake bunt and swing for the safety of the 

infielders. 

Players below Mustang level may use their own glove when playing catch-

ing position. 

 

The manager should advise the League Coordinator of any player whose 

lack of coordination or physical impairment might make them susceptible to 

injury. 

During warm ups, players should be spaced away from each other and away 

from the spectator area so that no one is injured by missed or wild throws. 

While batting, only the batter and the player on deck should have a bat.  All 

other players should remain on the bench. 

Spectators may only handle equipment that is property of the league when 

given permission by the manager.  This should only be done while instruct-

ing a player or within the scope of assisting the manager during a game. 

All equipment is to be kept off the playing field and behind the dugout 

fence when not in use. 
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Softball Rules 
 

1.   LENGTH OF GAMES 

 
Note: An inning is considered to be started as soon as the last out of the 

previous inning has been made. The umpire will start the game timer as 

soon as the first warm-up pitch is made in the top of the first inning 
. 

Pony Tail and Minors 

 
Games consist of six (6) innings and will be considered a complete game 

after 4 innings (3 ½ if home team is ahead). 

 

 Ponytail Softball: A complete ½ inning will be three (3) outs or six (6) 

runs.  

Minors Softball:  A complete 1/2 inning will be three (3) outs or seven (7) 

runs. 

No new inning shall start after 2 hours from the start of the game.  
 

Majors 

 
Games consist of Seven (7) innings and will be considered a complete 

game after 4 innings (3 ½ if home team is ahead). 

 

A complete ½ inning will be three (3) outs. 

 

No new inning shall start after 2 hours from the start of the game. 
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2.   SLAUGHTER RULE 

 

Pony Tail and Minors 

 
Minors: A 15 run lead after four (4) complete innings and eight (8) runs 

after five (5) complete innings will constitute a win for the leading team.  

Ponytail: A 13 run lead after four (4) complete innings and seven (7) runs 

after five (5) completed innings will constitute a win for the leading 

team. 
 

Majors 

A 15 run lead after four (4) complete innings and ten (10) runs after five 

(5) complete innings will constitute a win for the leading team. 

 

The home team gets the opportunity to bat in the bottom of the inning 

when the slaughter rule is in effect. The game may continue upon the 

agreement of both managers (if the time limit has not been reached or 

time permits); however the official game is over. 

   

3.    NUMBER OF PLAYERS 

 

Ponytail 
The defensive team will consist of ten (10) players in the field.  A mini-

mum of seven (7) players is required to start a game. 

Four (4) outfielders must begin the in the grass until the ball crosses 

home plate. Short center may cover second base.  
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Minors and Majors 
The defensive team will consist of nine (9) players in the field. A minimum 

of seven (7) players is required to start a game. 
 

 

4.    INJURY REDUCTION 
 

After a game has started,  play will continue even if illness or injury reduce 

the number of players below the minimum to have started the game. 

 

5.  MINIMUM PLAYING TIME 
No player shall sit out more that one (1) inning in a row.  A player cannot 

sit out a second time until every other teammate has sat out one (1) inning. 

 

Each player MUST play a minimum of three (3) defensive innings. 

 

Ponytail & Girl Minors: No player shall play the same defensive posi-
tion for more than three (3) innings in any one (1) game, including 
pitchers and catchers. Players must play both infield and outfield. 
Girl Majors: No player shall play the same defensive position for 
more than four (4) innings in any one (1) game, including pitch-
ers and catchers. Players must play both infield and outfield. 
 
Ponytail & Girl Minors:  All players should be allowed to try all posi-
tions through out the season. 
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6.   PLAY-UP PLAYERS 

Play-up player request needs to be arranged with League Coordinator. 

Players registered in Instructional Softball (ONLY) can play for any Pony-

tail team provided:  

Players registered in Pony Tail Softball (ONLY) can play for any Minor 

team provided:  

Players registered in Minors Softball (ONLY) can play for any Major team 

provided: 

Play-up players are not eligible to play in the pitcher or catcher positions 

at any time. 

Parents must have completed a waver and have it on file with their 

leaguedirector. 

Must bat in the last position in the lineup. 

Will be considered one of the minimum players. 

Must be in uniform (from lower league they play in). 

7.  DUGOUTS 
Home team will use the third (3rd) base dugout. 

8.   PRE-GAME MEETING 
10-minute prior to scheduled game time, the head coach/managers must 

meet with the umpire to discuss the game rules.  If applicable, the home 

team manager will sign the umpire time sheet at this time. 

9.   SCORE KEEPING 

The home team will keep the official score and should verify the score 

after each completed inning with the visiting team’s scorekeeper. 

The winning manager will call the score to the league coordinator for it to 

be considered an official game. 
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10.    FIELD DIMENSIONS  
 

Pony Tail 

 
Pitching rubber will be 35 feet from home plate. 

Bases will be 60 feet apart. 

 

Minors and Majors 

 
Pitching rubber will be 40 feet from home plate. 

Bases will be 60 feet apart. 
 

 

 

11.   SOFTBALL 
 

Pony Tail 

 
The game is played with eleven (11) inch softball. 

 

Minors and Majors 

 
The game is played with twelve (12) inch softball. 
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12.BATS 

 
Official softball bats must be used and must be stated on the bat. 

 

13.  UNIFORMS 

 
To play in the game, a player must wear a uniform.  Jerseys should be 

tucked in and no clothing of any kind should be worn over the uniform.   

Jewelry, of any kind, is not allowed to be worn 

 

 

14.   AUTHORITY OF UMPIRE 
 

The umpire has the authority to ask any player, parent, coach, manager, 

or fan to leave the premises if there is excessive harassment during the 

game. The umpire has the authority to stop play until said person has left 

the premises.  If they do not leave the umpire can declare a forfeit for the 

team that is involved. 

Any disputes should be discussed with the league coordinator and if it is 

still not resolved, it then will be discussed with the A.A.Y.O.  Board of 

Directors. 

15.  PLAYERS/COACHES BEHAVIOR 
 

Throwing of equipment (in anger) is not permitted.  The offender will be 

ejected to the bench and if behavior continues will be removed from the 

premises. 

If a player or coach is ejected from a game, a formal review of the situa-

tion will be conducted and further suspension or removal from the league 

will be considered. 
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16.   THROWING OF THE BAT 

 
Each player will receive one (1) warning for throwing the bat.  A second 

warning will be an automatic out, which will result in a dead ball situa-

tion. 

 
17.   BATTING ROTATION 
 

All players will bat in a continuous rotation including those players who 

are presently sitting out and not playing a defensive position.  Any addi-

tions (i.e. late arriving player) to the lineup must be announced to the 

umpire, opposing team, and scorekeeper.  The additions shall be placed 

at the bottom of the batting order. Batting out of order rule will apply. 

Please see page 18-19 in handbook for the rule. 

 
18.   BUNTING 

 
Bunting is permitted. If the batter does not pull the bat back, it will be 

considered and attempt and will be called a strike by the umpire. 

 
19.    DROP THIRD STRIKE 
 

Pony Tail and Minors 
Batters may not advance on a dropped third strike. 

 

Majors 

 
Batters may advance on a dropped third strike. 
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20.   INFIELD FLY RULE 
 

Pony Tail and Minors 

 
Infield fly rule will not be called. 

 

Majors 

 
Infield fly rule will be called 
 

21.  PITCHING 
 

Number of warm-up pitches for starting pitcher or for a new pitcher will 

be seven (7), returning pitcher will get four (4). 

 

Pitchers must use the “windmill” motion for all pitches. Failure to do 

so will result in a non-pitch. Both feet must be on or touching the rub-

ber to start the pitch motion and one foot must stay in contact with the 

ground until the ball is released. Failure to do so will be declared a non-

pitch. A step backward once the pitch motion begins is not permitted.  

 

A manager is allowed one (1) trip to the mound in any inning (Timeout).  

On the second trip (Timeout) to the mound in one (1) inning, the pitcher 

must be removed. 

Pony Tail and Minors 

 
A pitcher will pitch no more than three (3) innings per game. Innings 

pitched do not have to be continual and one (1) pitch  

Constitutes an inning. 
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 Majors 
A pitcher will pitch no more than four (4) innings per game. Innings 

pitched do not have to be continual and one (1) pitch constitutes an inning. 

 

 

22.  Hit By Pitch    

 If a batter is hit by pitch, ball is considered dead and batter is awarded 1st 

base.  

If a pitcher hits three (3) batters in a game, a pitching change must be 

made immediately. That pitcher then becomes ineligible to return to the 

pitching position for the remainder of the game.  

This does not apply to Major Softball 

23.   BASE STEALING 

Pony Tail 

A base runner is allowed to steal one base per batter, but only on the 1st or 

2nd pitch. The runner must wait until the ball crosses the plate. Stealing 

home is not allowed. Runner can only steal 1 base per batter. A runner on 

3rd base can only advance to home on a batted ball or walk.  

The runner may be played upon by the defense and called out if tagged.  

Should an error occur when attempting a put out (overthrow, dropped ball, 

etc.), the runner, or other base runners, MAY NOT ADVANCE additional 

bases. 

One base maximum per attempted steal. 

During an attempted steal, no other runners may advance under any cir-

cumstances (No double steals).  Any runner caught off base, (attempting 

steal when not allowed) is in jeopardy and can be tagged out. 
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 Should runners illegally advance to another base, they must return to the 

original base and are considered to be in jeopardy and can be tagged out. 

Lead offs are not permitted.  

Minors 

A base runner may steal only once the ball has crossed the plate. 

The runner may be played upon by the defense and called out if tagged. 

Should an error occur when attempting a put out (overthrow, dropped 

ball, etc.), the runner, or other base runners, MAY NOT ADVANCE 

additional bases.  

Runners may only steal 1 base per batter. No stealing home. 

One base maximum per attempted steal. 

During an attempted steal, no other runners may advance under any cir-

cumstances (No double steals).  Any runner caught off base, (attempting 

steal when not allowed) is in jeopardy and can be tagged out. 

Should runners illegally advance to another base, they must return to the 

original base and are considered to be in jeopardy and can be tagged out. 

Lead offs are not permitted.  

Majors 

No suicide stealing of home is allowed. 

Base coaches cannot touch the runner or the runner will be called out. 

The pitcher, catcher, or other player must have the ball in order to block 

the plate or any other base. 

Running with the pitch is allowed once the ball leaves the pitchers hand. 
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 The umpire will declare runners who are caught leaving the base early, 

out. 

Lead offs are not permitted. 

 

24.   BASE ADVANCEMENT 

 

Majors 

 
A runner may choose to advance to the next base, at his or her own risk, 

if an error occurs (overthrow, dropped ball, etc.). The runner may be 

played upon by the defense and called out if tagged. The runner must 

remain within the base path. 
 

 

25.  SLIDING 
Sliding is encouraged but is not mandatory.  If the player chooses not to 

slide, an umpire has the right to call that runner out if unnecessary force 

was used when running into an opposing player. Head first sliding into an 

advancing base will be considered an out. 

26.  PINCH RUNNERS 
Pinch runners may be substituted for the pitcher and/or CATCHER 

after two (2) outs. The pinch runner must be the last batter called 

out. 

27.   LOOK-BACK 

When the pitcher has the ball in the pitching circle or near the mound 

area if no  

circle is striped, she may “Look-back” any runner who is not on base.  

Once the look-back occurs, the runner must make a decision immediately 

to advance to the next base or return to the closest base.  Taunting of the 

pitcher by the runner will result in the runner being called out by the 

umpire. 
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 28.  SAFETY 

Base runners and batters (at bat or on deck) must wear helmets. 

Catchers must wear catcherôs helmet and the complete set of 
catcherôs equipment. 

No jewelry is to be worn during games or practices. 

Rubber spikes only. 

Head first sliding is not allowed. 

While batting, only the batter and the player on deck should have a bat.  

All other players should remain on the bench. 

Spectators may only handle equipment that is property of the league when 

given permission by the manager.  This should only be done while in-

structing a player or within the scope of assisting the manager during a 

game. 

All equipment is to be kept off the playing field and behind the dugout 

fence when not in use 

If equipment breaks, notify the league coordinator who will coordinate the 

replacement of the broken equipment. 
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