RULES AND REGULATIONS, Umpire Version

Rule 3- If an interpretation of a rule or a situation is in question the President and
Rules Interpreter should be notified immediately for clarification. If there is a
question during a game, the umpire’s ruling shall be used.

Rule 8- The use of a player not officially on a team’s roster will cause said team
an automatic forfeit.

Rule 9- All teams are responsible for field maintenance, including clean-up,
repair and proper conduct. Judgment must be used in determining if a field in
playable due to rain. Puddles can be swept, but in no event can holes be dug or
mud swept onto the outfield or infield grass. Teams will be held financially
responsible for damage caused to fields.

Rule 10- All players must be fully uniformed (matching hats, jerseys, pants and
socks) by June 15. Managers and coaches on baselines need to bein
coaching attire( see rule 34 below). Managers and coaches on the bench need
to be in coaching attire. If they are not in proper attire they cannot make trips to
the mound, coach baselines or question umpires’ calls. The umpire can eject any
manager, coach or player in accordance with this rule.

Rule 34 — All teams must be in full uniform with matching pants and shirts.
Coaches must have matching team shirts and are allowed to wear coaching
shorts.

Rule 11- Bat sizes are in accordance with the National Federation. Only minus -
3 bats are allowed in league play. All wood and composite bats are also allowed
in league play.

Rule 12- The official baseballs used in this league are the Rawlings Pro Baseball
(R-100, R-200) or the Wilson HS-1010. No other balls are allowed in League play
unless approved by the executive committee.

Rule 13- The use of baseballs are to be shared by each team, each game,
regardless of who is the home team.

Rule 14- Mercy Rule: play is stopped under this rule when 1) a team has a lead
of 10 or more runs after the trailing team has batted at least 5 times 2) a team
has a lead of 15 or more runs after the trailing team has batted at least 3 times.

Rule 15- Lightning Rule: If an umpire sees lightning, future play is suspended
for 25 minutes. There can be two suspensions before a game is declared over.

Rule 16- We flip for home team in all single games. For doubleheaders, we flip
for the first game and change the home team for the second game.



Rule 17- Slide / Avoid contact rule: All players must try to avoid contact at all
four bases. Failure to do so will cause the player to be called out on the play and
ejected from the game. This is a judgment call by the umpire. Throws that sail
into the base path have to be judged individually with the sole interest in the
safety of the players involved. Fake tags are illegal and are cause for ejection.

Rule 18- All players must wear a double-flap helmet when batting and when on
base. Catchers must wear skull caps and throat protectors. Umpires may eject
players for refusal to wear such equipment. Managers are responsible for
catchers to wear protective gear while warming up pitchers.

Rule 19- The local rule for the designated hitter (DH): Use of the DH is optional.
The DH can be used for any position player, not just the pitcher. The DH can
never change his spot in the batting order. A DH can be substituted for without
affecting the fielder being DH'd for. If the DH enters the game defensively, the
use of the DH is lost for the rest of the game. Now, every fielder must have a
spot in the batting order. The fielder previously being DH’d for will occupy the
player’s spot, replaced in the field by the DH.

Rule 20- The local rule for the extra hitter (EH): Use of an EH is optional. An EH
is a player who is in the batting order in addition to the players in the field and the
DH. Use of an EH creates a 10-man batting order. You can use multiple EH’s,
therefore you can have a batting order longer than 10 if you desire. EH’s can go
into the game defensively with no affect on the batting order. The player being
replaced defensively simply becomes the EH.

Rule 21- The local speed-up rule (pinch runners): Use of the speed up rule is
optional. The speed-up rule can only be used for catchers and it can be used as
soon as the catcher reaches base. It is not mandatory for a catcher when there
are two outs. The replacement runner must be the last man to bat out in the
batting order. It cannot be a player not in the game.

Rule 23- Forfeit time is 20 minutes. If a team does not have enough players at
game time there is a 20-minute grace period for the players to show up. After 20
minutes the game is declared a forfeit, in the case of a doubleheader, both
games are declared forfeits. The team that forfeits is responsible for all of the
umpire fees. If a team has 9 players it cannot wait 20 minutes for other players to
show, the game starts on time as long as 9 players are present. Teams cannot
play with eight players — at any time.

Rule 25- Protests. Protests must be lodged at the time of incident with the home
plate umpire before the next pitch is thrown.

Rule 29- There is a two hour time limit at Baseball Heaven. Any inning that
starts before the time limit must be played to completion. There is no such thing



as a kill time. Games where 5 innings are completed are official. There is no
time limit for games played off the Baseball Heaven site.

Rule 31- When a manager, coach or player is ejected from the game, that
person must leave the bench area. The umpire will resume the game as the
ejected person is leaving the area. The ejected party will have ample time to
leave the field area without being threatened with a forfeit by the umpire. Ample
time is four minutes to pack a bag and take care. If the ejected party hangs
around or verbally abuses anyone the game is over and a forfeit is issued. A
coach cannot run the team from a distant area. Failure to comply will result in a
forfeit.




