	T-Ball Rules
	2nd/3rd Coach Pitch Rules

	Players on Field
Minimum:8
Maximum: 10
	Players on Field
Minimum:8
Maximum: 9

	No Forfeits (No score kept) – If one team doesn’t have enough players to play they may combine teams to play or reschedule 
	Forfeit if:
A. Less than 8 players
B. No adult present to coach
C. Use of ineligible player
*If forfeited, PenMet recommends a scrimmage to be played to give kids that showed up a chance to play

	No new inning after 50 minutes.
Pre K: No outs kept – Teams bat thru order
K/1st: Outs recorded, but entire lineup still bats.
Must end at 60 minutes regardless
	6 innings
No new inning after 50 minutes
Must end at 60 minutes regardless

	No score kept
	Score is kept

	6 infielders including catcher
4 outfielders
	No catcher
5 infielders
4 outfielders

	Equal fielding opportunity
Entire lineup hits
	Each attending player should play at least 3 innings on defense (unless mercy rule or shortened game due to weather
Every attending player included in lineup

	Home team occupies 3rd base dugout
Home team supplies baseballs
Visitors hit first
No metal cleats
Helmets required for batters and baserunners
	Home team occupies 3rd base dugout
Visitors hit first
No metal cleats
Helmets required for batters and baserunners

	Play ends when pitcher has possession
	No infield fly rule

	Pre-K: Runners cannot advance on overthrows/errors
1st/2nd: May attempt to advance one base at a time on misplays – Any additional misplay is “dead” with no advancement
	Must bat in continuous lineup
Late arriving player is inserted at bottom of the order.


	Entire lineup hits in continuous order as shown on lineup.
*May start innings at different parts in lineup
K/1st: First 2 games use tee – then 3rd game optional coach pitch

	No bunting - Any bunt attempt will be a swinging strike, and on strike three, the batter is out

	For players hitting off tee:
1. Coach adjusts the tee
2. Two (2) practice swings allowed
3. The umpire sets the ball on the tee
4. All batters swing until they hit a playable ball; beyond the 10 ft. arc.
	The half-inning ends when:
A. Entire lineup has batted
B. 3 outs are recorded

	For Coach Pitch:
1. Coach should be ready and proceed to the mound when play is stopped. (Player informs coach ahead of at bat he wants coach pitch)
2. The coach may pitch the ball from any distance and in any manner. (Overhand or underhand).
3. Must hit off tee after 3 swings or 5 pitches
	Balls/Strikes:
1. Batter out after 3 swinging strikes or 6 total pitches
2. Umpire keeps track of count
3. Foul balls count as swinging strikes 1 and 2. (Cannot strikeout on a foul)
4. No walks or hit by pitch
5. Hit by pitch doesn’t count toward 6 pitch at bat

	Play Begins when:
The coach or umpire places the ball on the stand or gives it to the coach/pitcher and starts play by stating "play ball."

	Coach Pitching:
1. Can be a coach or parent volunteer
2. Youth player must be within 6 feet of pitching mound, but not in front.
3. Coach cannot field the ball – If ball hits coach then batter is awarded first base and runners advance 1 base
4. Overhand/Underhand allowed


	50 foot basepaths
10 foot playable arc in front of tee
Ball that stays in the arc is counted as a strike 
	Play ends when:
1. Batter touches home plate
2. Ball is directed to the pitcher (runners advance to next base if more than halfway, or back if not yet halfway)
3. Ball goes out of play – baserunners are awarded one base from time of throw

	
	60 foot basepaths
40 foot pitching distance

	
	Feet first sliding only
-Illegal slide results in baserunner being out

	A batter throwing the bat in an unsafe matter will be given one warning, on the next incident, the batter will be out.
	On Field Coaches:
Hitting team permitted 1st & 3rd base coaches along with designated coach pitcher
Defensive team allowed one coach on field to assist with positioning



