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OUR LEAGUE 
 

Mission:  To provide a fun, Christ-centered athletic experience that is family 

friendly 

 

Divisions:  4K-5K   Tee ball 

1st – 3rd Grade  Coach Pitch 

4th – 7th Grade  Machine Pitch 

 

Teams: Consist of a Coach, Assistant Coach(es), Team Parent(s) and players  

assigned by draft based upon skill evaluation scores.  All Coaches must be 

approved by the League Director.  

 

Practices & Games: 

 The League Director will prepare the schedule for games and practices.  

The schedule will provide 1 practice per week, and 1 game on Saturdays.  

Only scheduled practices on approved fields are authorized.   

NO EXTRA PRACTICES. 

 

        PRACTICES   GAMES 

 Tee Ball      At 6:00pm for 1 hour 9 or 10am for 1 hour 

 Coach Pitch      At 6:00pm for 1 hour 8:30 or 10:30 for 1 ½ hours 

 Machine Pitch      At 6:00pm for 1 ½ hours 8:30 or 10:30 for 1 ½ hours 

 

Calendar: First Practice    April 24 or April 26 

First Game  Saturday, May 5 

Picture Day  TBD 

Other Games  During practice time - TBD 

Last Game  Saturday, June 2 

 

FCS Conflicts:  Softball (field 7): Thursday, Apr 26 

   Softball (field 7): Thursday, May 3 

   Baseball Playoffs (Field 8, 9, 10): Apr 30-May 12  

   Softball Playoffs (Field 7): May 11-15 
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GAME DAY: SUMMARY 
Players and coaches line-up on the base lines of their game field, 10 minutes before the game begins.  

The Home Team lines up on the first-base line and the Visiting Team on the third-base line.   

 

Player introductions will start, calling out each player’s name on each team, followed by a salute to our 

flag for the National Anthem.  Players will stand facing the flag with hat removed and right hand over 

their heart.  After that one of the umpires will gather the teams for prayer and then play ball! 

 

The Visiting Team bats first.  Game time is structured to be approximately 60 minutes for Tee ball and 

90 minutes for Coach and Machine pitch.  The “Baseball Charge” (organ progression) will sound 15 

minutes before the end of play, signaling NOT to begin another inning.  Play out the current inning to 

completion, and then the game is over.   

 

Win or lose, the coach is responsible for leading his team in responding respectfully to the umpires, 

opposing coaches, players, and parents.  After the game, players line-up single file behind their coach.  

They approach the opposing team with right hands extended.  Players shake the hands of their 

opponents and say, “Good game!”  

 

Instruct your players that when you win, you praise God.  When you lose, you praise God. 

 

After your game, assemble your players off the field in a post-game huddle for snacks (organized by your 

Team Parent) and for distribution of the Game Day Recognition Awards.   

 

 

GAME FIELD LOCATIONS 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

KK11  

KK33  
KK44  

KK22  

FFiieelldd  55  
FFiieelldd  66  

FFiieelldd  77  

FFiieelldd  88  

GGaattee  EEnnttrraannccee  

GGaattee  EEnnttrraannccee  
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GAME DAY:   UMPIRES 
If there are two or more umpires, one shall be designated Umpire-in-chief and the other, Field 

Umpire.  The Umpire-in-Chief stands behind the catcher. This umpire usually is called the plate 

umpire.  

 

The duties of the Umpire-in-Chief are to: 

(1) Take full charge of, and be responsible for, the proper conduct of the game; 

(2) Call and count balls and strikes; 

(3) Call and declare fair balls and fouls except those commonly called by the Field Umpire; 

(4) Make all decisions on the batter; 

(5) Make all decisions except those commonly reserved for the Field Umpire; 

(6) Report to Kent problems with players, coaches, or parents. 

 

A Field Umpire’s duties are to: 

(1) Make all decisions on the bases except those specifically reserved to the Umpire-in-

Chief; 

(2) Uphold the Umpire-in-Chief’s call of “Time” 

(3) Aid the Umpire-in-Chief in enforcing the rules;  
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GAME DAY: WINNING & LOSING 
"Whether therefore ye eat, or drink, or whatsoever ye do, do all to the glory of God." [1 Cor 10:31] 

 

We want to demonstrate Christ-like attitudes and actions while at the same time playing 

competitively on the athletic field.  It is important that we strive to do our best but not for the 

purpose of our own gratification.  We do our best because Jesus Christ is observing our every 

thought, word, and deed and measuring them according to His standard.   

 

Sports are a wonderful tool to teach players the virtues of the Christian life – especially in how 

they respond to adversity.  Winning and losing are natural parts of competition and in life.  

Everyone must know how to represent Jesus when they win (by avoiding arrogance and not 

taunting the opponent), as well as when they lose (by not hanging their head or disrespecting 

the winning team).  This mindset is summarized in FCS’s Athletic Philosophy: “We would rather 

lose with dignity than win in a manner that would mar our testimony or dishonor our Lord.” 

 

This philosophy is easily applied during the end of game handshake and during your post-

game huddle.  During your end of game handshake, make sure your players know how to 

conduct themselves.  You should see players shaking hands or high-fiving each other and saying 

something like, “Good job!”  Any behavior or comments to the contrary or that violate the 

above stated philosophy ought to be addressed immediately. 

 

Your post-game huddle should also reflect this philosophy.  It is OK to say that you won or lost 

the game, but don’t allow that reality to influence your response.  Remain positive and upbeat 

no matter the outcome.  The Lord recognizes our efforts, faithfully doing our best, not the end 

result (winning or losing).  You, too, are to model this during your Game Day Recognition.   

 

Responses to choose from when you lose a game: 

1. Praise the Lord to someone else – During his time of tragic loss, Job’s response was, 

“The LORD gave, and the LORD hath taken away; blessed be the name of the LORD.”  

Quote this to your players. 

2. Find the good and praise it – Admit loss and discuss the mistakes, but don’t wallow in it.  

Focus on the good that happened during the game.  The Bible says we are to think on 

things that are true, and good, and praise worthy (Philippians 4:8).  This can be done 

when you follow the instructions in distributing your Game Day Recognition awards.   

3. Hope in the Lord – Encourage your players not to give up.  God is not finished with you 

yet.  The Bible says, “He which hath begun a good work in you will perform it until the 

day of Jesus Christ.” Share this with your team. 
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FFBBTT  BBaasseebbaallll  
  

FIELD PREP K-Field 3 K-Field 4 

Ages  4K-5K 

Play Tee Ball 

Lines to paint Foul lines, Base lines, Simulated dugout, 

Batter’s arc (10 ft radius), Pitcher’s mound (6 ft radius),  

On-Deck circles (5 ft diameter), “Playing Line” (1st to 3rd base) 

Base Lines 50 feet 

Home to 2nd  70 feet* 

Bat Sizes 24-26 inches 

Each Dugout 1 bat, 5 helmets, 7 practice balls 

Home Plate Batting Tee & 1 new ball 

Rules Bat around every inning / no strikes & no outs 

Game Length 60 minutes 
 

 

FIELD PREP Field – 5 Field – 6 Field – 7 Field – 8 

Ages 1st – 3rd Grade 4th – 7th Grade 

Play Coach Pitch Machine Pitch 

Lines to paint 

(except Field 8) 

Batter’s Box, Foul lines, Base lines,  

Batter’s arc (10 ft radius), Pitcher’s 

mound (6 ft radius), On-Deck circles 

(5 ft diameter),  

“Playing Line” (1st to 3rd base) 

Batter’s Box, Foul lines, Base 

lines, Batter’s arc (10 ft radius), 

Pitcher’s mound (6 ft radius), 

On-Deck circles (5 ft diameter) 

Base Lines 60 feet 70 feet 

Home to 2nd 85 feet* 99 feet* 

Pitching 38 feet* Machine: 38-46 ft / Pitcher: 50 ft * 

Bat Sizes 26-28 inches 29-31 inches 

Each Dugout 1 bat, 5 helmets,  

7 practice balls 

1 bat, 5 helmets,  

7 practice balls, Catcher’s gear 

Home Plate 1 new ball 

Portable backstop on Field 5 

1 new ball 

Portable backstop on Field 8 

Rules Bat around each inning Bat around each game 

Home run Foul Line (175 ft) / Center (225 ft) * Foul Line (225 ft) / Center (275 ft) * 

Game Length 90 minutes 90 minutes 

* = Distances are measured from the back of home plate 
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TEE BALL BASICS 
 

Tee Ball is played on a 50 foot square field.  The number of defensive players on the 

field at any one time often exceeds the traditional 9 in baseball and softball.   

 

The field is divided into fair and foul territory.  Foul territory includes the area outside 

the foul lines, and a 10-foot arc out from the batting tee.  On-deck circles provide the 

next batter defined space to warm up as they wait their turn.  The “Playing Line” is a 

painted line from 1st base to 3rd base.  No fielder can cross this line until the ball is hit. 

 

 

Here is a field diagram: 
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TEE BALL RULES: 4K – 5K DIVISION 
1. This is to be a Christ-centered, athletic experience.  This is rule #1 and every rule in 

its stated meaning and application must reflect this characteristic of our league. 

2. All batters sit in the dugout area or on the bench in their batting order. 

3. A batter’s helmet must be worn when a player is on deck, at bat, or on base. 

4. All batters will hit off a batting tee placed on home plate.  A coach from the batting 

team is responsible for removal of the tee prior to any play at home plate. 

5. Batter continues to swing until they hit a fair ball.  No bunting is allowed.  

6. There are no walks and no strikes. 

7. A batted ball must travel 10 feet or it is a foul ball.  An arc is painted on the field. 

8. Each batter is awarded one base per hit.  Optional rule change after half the games 

are played: Batters that hit the ball into the outfield are awarded two bases per hit. 

9. All batters get on base and remain on base, they return to the dugout area or bench 

by running the bases. Even when the defense makes a play, no one is called out.   

10. Base runners must remain on base until the ball is hit.  There is no stealing of bases. 

11. Once each team bats continuously through their batting order, their at-bat half of 

the inning is over.  This is the bat-around rule. 

12. Pinch runners will only be used when there is an in-game injury that prevents the 

batter from running. 

13. Last batter rule: When the last batter comes to the plate, the offensive team notifies 

the defensive team that their last batter is at the plate.  The last batter’s fair ball is 

played like a home run – clearing all bases to prepare for the next team’s at-bat. 

14. No fielder can cross the “Playing Line” (line painted from 1st Base to 3rd Base - refer 

to diagram) until the ball is hit. 

15. Rotate the defensive players’ positions each inning of every game (NOTE: No player 

can play in the outfield more than two consecutive innings per game).  Using the 

“Batting Order & Position Rotation” from can help you with this. 

16. Coaches are the umpires for their own games. 

17. Keeping score or “winning” have no place in Tee Ball. 

18. Once a game (or practice) is stopped for lightning it cannot resume until 30 minutes 

after the last cloud to ground lightning strike. 

 

 

 

 

 

 

 



30 

 

COACH PITCH RULES: 1ST – 3RD GRADE DIVISION 
1. This is to be a Christ-centered, athletic experience.  This is rule #1 and every rule in 

its stated meaning and application must reflect this characteristic of our league. 

2. All batters sit in the dugout or on the bench in their batting order. 

3. A batter’s helmet must be worn when a player is on deck, at bat, or on base. 

4. The batting team’s coach will pitch.  He will throw overhanded and from a kneeling 

or standing position, between 38-46 feet in front of home plate. 

5. There are no walks.  Each batter will receive either 6 pitches or 3 strikes, whichever 

comes first.  If the sixth pitch results in a foul tip, one more pitch is thrown. 

6. No bunting is allowed.  

7. If a batter throws a bat, the TEAM is given a warning.  If another batter on the same 

team throws their bat, the BATTER is out.  Each team will have 1 warning per game. 

8. Base runners must remain on base until the ball is hit – no stealing bases. 

9. A base runner is out when: 

a. A hit ball is caught by a fielder before it hits the ground. 

b. A fielder with the ball tags the runner or touches the base before the runner 

arrives (a force-out). 

c. A fielder tags the runner when they are not safely standing on a base. 

d. Passing another runner or arriving at a base already occupied with a runner. 

e. Running more than 3 feet outside the baseline to avoid being tagged. 

f. Interfering with a defensive player fielding a ball. 

g. Contacting or being contacted by a hit ball before a fielder can make a play. 

h. Striking out at bat (including failure to hit a fair ball on pitch #7) 

i. On appeal, they were found to fail to touch each base in order. 

j. Throwing a bat, after the first warning (refer to #7 above). 

k. Sliding head first 

10. If a batted ball hits a coach or umpire and remains in fair territory the ball is in play.  

If not, the ball is dead and the batter is awarded first base and all runners advance 

one base. 

11. The Coach will not interfere with hit balls, only as a safety precaution for a player. In 

the event of a safety stop, base runners must retreat and the ball will be re-pitched. 

12. When the offense has accumulated 3 outs, the bases are cleared.  Play continues 

until the end of the offense’s at-bat portion of the inning is over.   

13. Once each team bats continuously through their batting order, their at-bat half of 

the inning is over.  This is the bat-around rule. 

14. Last batter rule: The offensive team notifies the defensive team that their last batter 

is at the plate.  Their at-bat half of the inning is over when the last batter is either 

out at first or the ball is in the hands of a defender on home plate. 

15. Pinch runners will be used when there is an in-game injury that prevents the batter 

from running, or when the catcher is on base and 2 outs have been called. 
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16. Protective catcher gear is provided and must be worn at all times. 

17. When the first throw of an infielder to First or Third base is overthrown and the ball 

is out of play (as ruled by the umpire), “Time” is called and all base runners advance 

2 bases from their position at the time of the pitch.  If other throws go out of play, 

“Time” is called and the award is 2 bases from the time of the throw. 

18. Once the ball is raised into the air by the pitcher-player inside the pitcher’s circle, 

“Time!” can be called and base runners must return to their base.  The pitcher-

player then hands the ball to the coach to pitch to the next batter. 

NOTE: The pitching coach is not to be involved in the play.  

19. Rotate the defensive players’ positions each inning of every game (NOTE: No player 

can play in the outfield more than two consecutive innings per game).  Using the 

“Batting Order & Position Rotation” from can help you with this. 

20. Your team can keep score. 

21. A protest based on a play which involves an umpire’s judgment shall not be 

permitted.  When a protest involves the interpretation of a rule, contact Kent either 

after the game or before your next practice.   

22. Once a game (or practice) is stopped for lightning it cannot resume until 30 minutes 

after the last cloud to ground lightning strike. 
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MACHINE PITCH RULES: 4TH – 7TH GRADE DIVISION 
1. This is to be a Christ-centered, athletic experience.  This is rule #1 and every rule in 

its stated meaning and application must reflect this characteristic of our league. 

2. All batters sit in the dugout in their batting order. 

3. A batter’s helmet must be worn when a player is on deck, at bat, or on base. 

4. The batting team’s coach will feed the baseballs into the pitching machine.   

5. Balls and strikes will be counted.  If the machine throws 3 consecutive pitches 

outside the strike zone, the umpire shall declare the third pitch a no pitch and allow 

time to adjust the machine. 

6. Bunting is allowed.  

7. If a batter throws a bat, the TEAM is given a warning.  If another batter on the same 

team throws their bat, the BATTER is out.  Each team will have 1 warning per game. 

8. There is no stealing of bases.  Base runners must remain on base until the ball is hit. 

9. A base runner is out when: 

a. A hit ball is caught by a fielder before it hits the ground. 

b. A fielder with the ball tags the runner or touches the base before the runner 

arrives (a force-out). 

c. A fielder tags the runner when not safely standing on a base. 

d. Passing another runner or arriving at a base already occupied with a runner. 

e. Running more than 3 feet outside the baseline to avoid being tagged. 

f. Interfering with a defensive player fielding a ball. 

g. Contacting or being contacted by a hit ball before a fielder can make a play. 

h. Striking out at bat. 

i. On appeal, they were found to fail to touch each base in order. 

j. .”Not touching a base and a fielder tags the base while holding the ball. 

k. Throwing a bat, after the first warning (refer to #7 above). 

l. Sliding head first 

10. If a batted ball hits a coach or umpire and remains in fair territory the ball is in play.  

If not, the ball is dead and the batter is awarded first base and all runners advance 

one base. 

11. The Coach will not interfere with hit balls, only as a safety precaution for a player. In 

the event of a safety stop, base runners must retreat and the ball will be re-pitched.   

12. When the offense has accumulated 3 outs, their at-bat portion of the inning is over.   

13. Once the game begins, the first batter of each subsequent inning is the name from 

the batting order that follows the last batter of the previous inning.  The first batter 

of each subsequent game is the name from the batting order that follows the last 

batter of the previous game. 

14. Teams are limited to one continuous completion of the batting order per inning.  

When the last batter scores or is out, that team’s at-bat half of the inning is over. 

15. Pinch runners will be used when there is an in-game injury that prevents the batter 

from running, or when the catcher is on base and 2 outs have been called. 
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16. Protective catcher gear is provided and must be worn at all times.  Encourage the 

catcher’s parents to purchase him a cup to wear. 

17. When the first throw of an infielder to First or Third base is overthrown and the ball 

is out of play (as ruled by the umpire), “Time” is called and all base runners advance 

2 bases from their position at the time of the pitch.  If other throws go out of play, 

“Time” is called and the award is 2 bases from the time of the throw. 

18. Once the ball is raised into the air by the pitcher-player inside the pitcher’s circle, 

“Time!” can be called and base runners must return to their base.  The pitcher-

player then hands the ball to the coach to pitch to the next batter. 

NOTE: The pitching coach is not to be involved in the play. 

19. Your team can keep score. 

20. A protest based on a play which involves an umpire’s judgment shall not be 

permitted.  When a protest involves the interpretation of a rule, contact Kent either 

after the game or before your next practice.   

21. Suggestion: discover which players are comfortable playing positions such as 

catcher, first base, or third base.  Verify with the parents their child’s selection and 

develop those players in those positions. 

22. Once a game (or practice) is stopped for lightning it cannot resume until 30 minutes 

after the last cloud to ground lightning strike. 
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GAME DAY: BATTING ORDER & POSITION ROTATION 
Organize your batting order however you wish.  Just make sure that the batting order remains 

the same throughout your season.  One of our rules of play is that you “rotate the defensive 

players’ positions each inning of every game.”  In addition, “no player can play in the outfield 

more than one inning per game.”   

 

The application of this rule throughout your season will: 

• Fulfill rule #1 by treating all players with respect 

• Demonstrate a love for others (serving your players and their needs) rather than a love 

for yourself (using your players’ positions to achieve a win)  

• Provide every player equal opportunity to play every position 

• Build morale and teamwork  

• Increase the skill development of the whole team  

• Offer competitive play within each division 

• Help coaches to be free from the accusation of “playing favorites”  

 

This a tool to help you.  It is called the “Batting Order & Position Rotation Guide.”  Here is how 

to use it. 

Step #1: Before your game write-in the batting order.  Instruct your players to sit 

in this order in the dugout during the whole game.  You may even want 

to post the form in the dugout for all to see the order they are to sit.  

Step #2: Beginning with the 1st inning column, number the players in order.  Using 

each number and the corresponding position diagram, assign your 

players a defensive position (refer to Example: Game #1).  The number 10 

or greater is a general in-field position – put them where you want them.  

By assigning more than nine players a number you are playing your whole 

team on defense and no one has to sit out.  

Step #3: Beginning with the 2nd inning column, drop down one player and begin 

your numbering sequence.  When you reach the bottom of the column, 

continue numbering at the top of the same column.  This is what will help 

you rotate every player through every position throughout your season.   

Step #4: Continue this numbering sequence with any remaining innings to 

complete your game’s lineup. 

Step #5: Begin the next game with the same list of names.  Number the batting 

order from where you left off the first game (see Example: Game #2a). 

Step #6: If a player arrives late, draw a line through their position number.  Assign 

their position number to another player.  Adjust for the missing player 

one inning at a time.  When the player arrives, add them back into the 

lineup (refer to Example #2b). 
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 BATTING ORDER & POSITION GUIDE 

EXAMPLE:  

Game #1 

ORDER & POSITION  

BY INNINGS 

Batting Order 1 2 3 4 5 

Chelsea Smith 1 10 9 8 7 
Aadyn Peterson 2 1 10 9 8 
Luke Williamson 3 2 1 10 9 
Derrick Granger 4 3 2 1 10 
Christy Lyles 5 4 3 2 1 
David Wright 6 5 4 3 2 
Steven Miles 7 6 5 4 3 
Matthew McCoy 8 7 6 5 4 
Billy Timmons 9 8 7 6 5 
Tony Pickens 10 9 8 7 6 
      

      

      

      

 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 9 

 7 

 1 

 3 

 2  4 

 6 

 8  5 

 10+ 
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 BATTING ORDER & POSITION GUIDE 

EXAMPLE:  

Game #2a 

ORDER & POSITION  

BY INNINGS 

Batting Order 1 2 3 4 5 

Chelsea Smith 6 5 4 3 2 
Aadyn Peterson 7 6 5 4 3 
Luke Williamson 8 7 6 5 4 
Derrick Granger 9 8 7 6 5 
Christy Lyles 10 9 8 7 6 
David Wright 1 10 9 8 7 
Steven Miles 2 1 10 9 8 
Matthew McCoy 3 2 1 10 9 
Billy Timmons 4 3 2 1 10 
Tony Pickens 5 4 3 2 1 
      

      

      

      

 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 9 

 7 

 1 

 3 

 2  4 

 6 

 8  5 

 10+ 
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 BATTING ORDER & POSITION GUIDE 

EXAMPLE:  

Game #2b 

ORDER & POSITION  

BY INNINGS 

Batting Order 1 2 3 4 5 

Chelsea Smith 6 5 4 3 2 
Aadyn Peterson 7 6 5 4 3 
Luke Williamson 8 7 6 5 4 
Derrick Granger 9 8 7 6 5 
Christy Lyles 10 9 8 7 6 
David Wright 1 10 9 8 7 
Steven Miles 2 1 10 9 8 
Matthew McCoy 3 2 1 10 9 
Billy Timmons 4 3 2 1 10 
Tony Pickens 5 4 3 2 1 
      

      

      

      

 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 9 

 7 

 1 

 3 

 2  4 

 6 

 8  5 

 10+ 

8888    
7777    
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GAME DAY: RECOGNITION AWARDS 

At the end of each game, assemble your team and publically praise each player’s performance 

in one of the below categories.  Explain to the players and the parents the actions you observed 

that summarize their game performance.  Make it an enjoyable and rewarding experience for 

every player – don’t rush through this.   Vary the category that you select for the players each 

week – you can keep track of each week’s recognition category on your Batting Order & 

Position Rotation Guide (refer to the blank forms in the back of the manual).   

 

Each of the below categories are assigned to a full-color decal that you will hand to each player.  

As players collect Game Day Recognition Award decals, they can apply them to their team 

pennant.  Here is how you can explain the different categories: 

 

 

 

 

 

 

OFFENSE – [Baseball & Bat] I’ll be watching for how well you bat and run the bases. 

DEFENSE – [Baseball & Glove] I’ll be watching for how well you catch and throw the ball to 

another in an effort to prevent the other team from scoring a run.  

SPORTSMANSHIP – [Baseball] I’ll be watching for how well you work together as a team and 

how well you respect your teammates, opponents, the u and the coaches.  I’ll also be watching 

how well you play fair and follow the rules.  

EFFORT – [Baseball & “Hustle”] I’ll be watching for you trying your best at all times.   

CHRISTLIKENESS – [Cross] I’ll be watching for how you imitate Jesus through your words, 

attitude, and actions toward others.  It’s about choosing to do what is right even when you 

don’t feel like it.  

 

Clearly state a category they excelled in that day and give them the appropriate decal.  Here are 

a few examples of how to do that: 

• “Hey team, the things that each of you did today all worked together for a great team 

experience!  You did a tremendous job and I want to recognize one way that each of 

you did your best today ….” 

• “While I was watching you play today, I couldn’t help by reflect on how much you have 

improved from last week!  I was so excited to see your effort, that I have chosen one 

thing to recognize each of you for ….” 

• “I hope that each of you enjoyed your game today.  One thing I enjoyed seeing is how 

you have begun to apply all the things we’ve been practicing!  All during the game I 

made some notes about specific changes in your play, such as ….” 

 

 

 


