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WELCOME! 
 
Welcome to the Western Howard County Youth Baseball-Softball League (WHCYBSL).  Volunteer 
coaches are the backbone of our league. Without you, our organization would not be able to provide 
a safe and enjoyable season for the children of Howard County. On behalf of the league, thank you 
for volunteering to be a coach.  
 

Know that the League’s mission is to provide children with the opportunity to enjoy a positive 
baseball experience, incorporating the core values of self-esteem, learning, fairness, fun and 
sportsmanship. Often, a coach is the first person outside of the family that a child looks up to. A 
good coach can start a player off to a long and happy experience playing sports and give them the 
self confidence to succeed in other areas of their life.  Coaching will require a fair amount of your 
time, attention and sometimes patience. The League greatly appreciates all your efforts and we are 
here to support you.  Please do not hesitate to contact your Age Group Coordinator (AGC), the 
Director of Baseball or any Board member for any guidance you may need. 
 

Please take the time to read the League’s Policy Guide and the other materials available in the 
handout section on the league web site. It includes information for you as a coach, but also details 
you may need to pass on to your team and their families. It is important you review your 
responsibilities as a coach and the next page of this guide provides a starter list. This list offers a 
good base, especially if you are new to the coaching experience, but is by no means all 
encompassing.  Please remember you are coaching in a recreation league and our first priority is to 
promote good sportsmanship and fun so we keep the kids coming back to “America’s Favorite 
Pastime!” 
 

To help prepare you for a coaching position, our League requires you to pass a background check.  
This is paid for by WHCYBSL and will be handled through Howard County Recreation and Parks.   
Our league also requires the completion of two educational courses. The first, the American Sports 
Education Program (ASEP), is offered free of charge by the Howard County Recreation and Parks 
department.  Coaches only have to take this course and pass the open-book test once.  The second 
is the free Concussion Awareness course found on the website www.nfhslearn.com . The course 
gives valuable information of the risks of concussions for youth players.    
 

We ask that you review basic first-aid techniques. Also, we request your attendance at our annual 
coaches meeting in March. Historically, we also host an end-of-the-year coaches’ picnic where we 
elect our board of directors for the next year. The picnic gives us the chance to celebrate the 
contributions of our volunteers. 
 
Finally, our league thrives thanks to our great volunteers. We are always seeking additional 
volunteers to help maintain our efforts so I encourage you to get involved. 
 

Again, thank you for contributing to the development of the youth in our county. Please do not 
hesitate to contact me, or any member of the Board of Directors, with suggestions to improve our 
support of you, the coach. You can find all of our contact information on our website:  
www.whcsports.com. 
 
Sincerely,  
Bob Henley 
WHCYBSL President
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2016-2017 WHCYBSL LEAGUE LEADERSHIP 

President   Bob Henley 

Vice President  Tracy Houghton 

Secretary  Tom Lease 

Treasurer  Bill Holtzman 

Director of Baseball  Darrin Stolba 

Director of Softball  Robyn Colosimo 

Travel Baseball Coordinator    Tim Finkelston 

Travel Softball Coordinator    Robyn Colosimo 

Rec Softball Coordinator         Robyn Colosimo 

Baseball 4-6 AGC  Susanne Anaker 

Baseball 6-8 AGC  Mike Oakes 

Baseball 9-10 AGC  Brian Schott 

Baseball 11-12 AGC  Gregg Goneconto 

Baseball 13-14 AGC  Scott Haythorn 

Baseball 15-18 AGC  Scott Haythorn 

Umpire Coordinator     Tim Krause 

Fields Coordinator     -- Open – 

Concessions and Events Coordinator   -- Open – 

Equipment Coordinator    Clint Reifsnider 

Sponsorship Coordinator    -- Open – 

Howard County Recreation and Parks    Brian Wyman 
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REVISION DESCRIPTION 

Revision Age Group 
Affected 

Change 

13.4 General, 6-8 
Updated League Leadership for 2015 

Added coach and kids pitch rules for 6-8 

13.3 General Update League Leadership for 2015 and modified bat restrictions. 

 13.2 General Updated League Leadership  for 2014 

   13.1 9-10, 11-12 
Updated pitching to state that no more than 6 pitches allowed by coach 
pitch. Rosters must be frozen prior to the first playoff game. 

13.0 4-6, 6-8 Renamed tee-ball division to 4-6. Renamed 7-8 division to 6-8. 

12.1 11-12 Updated for Fall Baseball. 11-12 will not track pitches. 3 inning limit per 
pitcher per day. 

12.0 

General Age Group 13-14 and 15-18 rules removed. 

6-8 Players may not bat more than once per inning. 

4-6, 6-8, 9-10 Use of double first base is encouraged. 

6-8, 9-10 Outfielders must start at least 25 feet behind the baseline. 

9-10 2 innings maximum for pitchers per day. 6 innings per week. Pitching 
week extends from Monday to Sunday. No pitch counting in 9-10. 

9-10, 11-12 
No max run limit in extra innings of playoff games. No extra innings 
games in regular season. No extra innings games for tee-ball and 6-8 
divisions.  

9-10, 11-12 Under certain conditions, pitchers may pitch twice in one day. 

9-10, 11-12 4 inning scheduled games allowed for doubleheaders. 

11-12 Pitch count guidelines added for games suspended by darkness, weather, 
or other causes and resumed the following calendar day. 
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OVERVIEW OF COACHES RESPONSIBILITIES 

Complete an Employee/Volunteer Disclosure Statement and the Coaches Code of Ethics and 
return to your Age Group Coordinator (AGC) before the season starts.  
 

Become familiar with the rules. Pay particular attention to the General Rules and rules pertaining to 
your specific age group. Refer to the Appendices for additional information. The current version of 
this guide is available via the league web site (http://www.whcsports.com/). Verify this copy against 
the online version before distributing. 
 

Prepare handouts to your players which should include:  
o Players Code of Ethics – to be completed and kept on file.  
o Parents Code of Ethics – to be completed and kept on file.  
o Team roster – including weather hot line phone numbers  
o Direct parents and players to the league’s website for the following information:  

o Copy of your age group and League rules 
o Directions to field locations/maps 
o Inclement weather hotline phone numbers 
o Team playing schedule/game results 
o WHCYBSL Board Member List 

 

Report all code of conduct violations via the Incident Form to your Age Group Coordinators.   
 

Distribute Picture Day forms, uniforms, and all league handouts before Opening Day. 
 

Remind players to bring water bottles and all necessary equipment to each practice or game.  
 

Bring your equipment bag, baseballs, and league rules to each game.  
 

Check equipment before each game for damage.  
 

Prepare the field for play before each game. A job box located at each field should have what you 
need to set the fields up for play, i.e. chalk, bases, hammers, rake, etc. The field permit is included in 
the Handouts section on the league web site. Report missing or depleted items to your AGC or the 
field coordinator.  The Home Team is responsible for preparing the field for play, though it is 
encouraged that visiting team coaches arrive early to assist.   
 

Provide batting order, including uniform number, to opposing coach. 
 

Remove all trash from the fields at the end of the game. Trash bags can be found in the job box.  
 

Winning team must report final game results to the AGC within 24 hours. Only scores reported in 
this manner will be considered officially reported. It is imperative that coaches following pitch count 
rules report their pitcher’s information as soon as possible. 
 

Report any serious injuries to your Age Group Coordinator after the game. 
 

Complete player evaluations before the tournament games start and return to your AGC. 
 

At season end, return all original equipment issued to you and the job box key to your Age Group 
Coordinator. Please clean all trash out of the equipment bag. Post-season awards will be withheld 
until your equipment, key and evaluations are turned in.



 

GENERAL LEAGUE RULES 
 
The rules of play for the 6-12 Baseball Age Groups will be those as written in the current Little 
League rules, amended as follows with specific amendments contained in the specific age league. 
Rules books may be purchased from Little League Baseball® via the web at 
http://www.littleleaguestore.net/equipment---supplies-rules.html 

The rules of play for the 13-18 Baseball Age Groups exist separately under the Handouts section of 
the league web site (www.whcsports.com).  

Amendments for all Age Groups: 
 
Alcohol & Tobacco. The use of alcohol or tobacco products is strictly prohibited. 

Bats.  The following bats are permitted to be used in official play:   Wood (either all wood or 
composite and wood) and all aluminum barrel with composite handle. Composite bats are 
permitted.  Bats stamped 1.15 are permitted.  The only type of bat that is prohibited is the 
doublewall bat.  Please see the WHC website (www.whcsports.com) for additional information on 
approved bats. 

Batting Order.  The entire team is to bat. Late arrivals (any player arriving after the start of the 
game) will be placed at the bottom of the order. When a player is injured, becomes ill or must leave 
the game site after the start of the game, the team will skip over the player when the player’s time at 
bat comes up without penalty. If the injured, ill or absent player returns the player is merely inserted 
into their original spot in the batting order and the game continues.  

Catcher’s sub  If the catcher (for the next inning) is or becomes a base runner with two outs, or 
less than 2 outs and a runner on third and 3 runs have scored in the inning, the last player that made 
an out shall be used as a substitute base runner. 

Coaches.  Only adult coaches (at least 18 years old) are permitted in the coaching boxes. When not 
in the coaching boxes they need to stay behind the fence. No one may stand behind the back stop. 
A coach who is ejected from a game is automatically suspended for the next game. 

Coach Ejection. A coach who is ejected from a game is automatically suspended for the next game 
and may be removed from the Manager (Head Coach) position by the Age Group Coordinator with 
the approval of the Baseball Committee. 

Coach’s Responsibilities. Coaches are responsible for the conduct of their entire staff, all parents, 
and all players on their team and be an example of “Good Sportsmanship”. Inappropriate behavior 
will not be tolerated and should be reported to the Age Group Coordinator and the Director of 
Baseball. If the umpire ejects someone from the game they must leave the field and must not be 
present at the game site for the remainder of that game or their respective team will risk forfeit of 
the game. Game site includes the immediate spectator area, including the areas of adjacent fields and 
concession area, where applicable. 

Eligible players. An eligible player is one properly registered through the Howard County 
Department of Recreations and Parks (as a contractor for WHCYBSL) and placed on a team 
according to the Bylaws of the WHCYBSL.  Exceptions must be approved by the Director of 



GENERAL LEAGUE RULES 

6 
 

Baseball.  Any team using an ineligible player shall forfeit each game in which that player 
participated.  

Equipment.  All male catchers must wear a cup. The traditional batting donut is permissible. 
Players must not wear jewelry, pins, rings, watches or other metallic items except for medical 
reasons. 

Fans. No one may stand behind the back stop. The umpire and coaches will be responsible for 
keeping the area behind home plate clear. Coaches are responsible for the behavior of their teams 
fans. 

Home Team.  The home team is listed as the second team on the schedule (i.e. Mets vs. Cubs, the 

Cubs are the home team). The home team is responsible for preparing the field prior to the 
game and securing all equipment after the game. The home team shall sit on the first base side.  

Incident Report. In the event there is a person (parent, coach, umpire, player, or fan) whose 
conduct is not in keeping within the conduct standards of WHCYBSL, an Incident Report may be 
written up by anyone and submitted to the appropriate Age Group Coordinator for action. 

Inclement Weather. In the event of inclement weather and the field weather line has not been 
updated, it will require the umpire or the mutual consent of the two coaches to cancel the game.  
Any field condition that establishes a condition in which player safety is jeopardized should result in 
game cancellation. Fields declared closed due to weather conditions will remain closed (until the 
inclement weather line states the field is open).  Coaches should not attempt to make the fields 
playable if the field has been declared closed. (See Appendix C for phone numbers) 

Injury. If a player on the field becomes injured during a play, the umpire shall immediately call time-
out and allow the injured player to be given the medical attention required.  The umpire shall award 
the number of bases to each runner that in his opinion they would have advanced safely had the 
injury not occurred.  An Accident Form should be filled out by the injured player's Manager and 
submitted to the Age Group coordinator within 24 hours of accident. (See Batting Order) 

Lightning. In the event of lightning or thunder, the umpire must suspend play immediately and all 
ball players, managers, coaches, and assistant coaches must promptly leave the playing field and take 
shelter, preferably in automobiles. Because electrical charges can linger in clouds after a 
thunderstorm has passed, experts agree that people should wait at least 30 minutes after the storm 
before resuming activities. Therefore, play may only resume if there has been no sighting of 
lightning or sound of thunder for 30 minutes. 

Mercy Rule.  The Mercy Rule has been removed. It is dependent upon the manager to do his best 
while respecting the game to prevent a lopsided final score. Games are for the development of 
players and should be continued. 

New Inning.  A new inning time is determined immediately after one of the following occurs in the 
previous bottom half-inning: 1) the third out is recorded, or 2) the Run Limit is reached or 3) in the 
4-6 and 6-8 division, each player on the offensive team has batted. Also, no new inning may start 15 
minutes before the scheduled start time of the next game on the same field. No new inning shall 
begin after 7:45 pm in April.  In May and through the remainder of the regular season, no new 
inning shall begin after 8:00 pm. For playoff games in June, no new inning shall begin after 8:15 pm. 
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Exceptions to this rule would exist when playing under the lights and there is no game scheduled on 
that field after the current game. 

Official Game.  A Game is official when the losing team has completed 4 at-bats. If a game is 
called before it has become a regulation game, but after one (1) or more innings have been played, it 
shall be resumed exactly where it left off. Note: All records, including pitching, shall be counted. If 
either team leads by eight (8) or more runs after three (3) innings, the game is official. 

Pitcher Eligibility. Any player playing down an age group is not eligible to pitch (i.e. an 11 year-old 
on April 30 is not permitted to pitch in the 9-10 Age Group). 
Any player, who has played the catcher’s position in four (4) or more innings, is ineligible to pitch on 
that calendar day. Playing Time restrictions limit 9-10 yr olds to catching a maximum of two (2) 
innings per game. 
 
Pre-Game Warm-up. If no game precedes, the visiting team may have the infield from 20 minutes 
before the start of the game until 10 minutes before the start of the game. The home team may have 
the infield from 10 minutes before the start of the game until the start of the game. The area around 
the batter’s box may not be used twenty (20) minutes before the start of the game until the start of 
the game to allow the home team to prepare the home plate area. The preparation of the field takes 
precedence over the pre-game warm-up. 

Protests. Protests will be accepted in writing (i.e. e-mail) by the Age Group Coordinator and 
reviewed and decided upon by the Baseball Committee within a week from the date the protest was 
received. Protests involving Alliance games shall be directed to Howard County Rec & Parks as well 
as the AGC. All precautions should be taken to prevent protests. When a protest situation is 
imminent, the potential offenders should be notified immediately. 

Run Limit. 4 runs per inning. There will be no run limit in extra innings of 9-10 and 11-12 division 
playoff games. 

Start time. Weekday games start at 6:00pm. Games may start at 5:45pm in April. 

Umpires. The coach should work with the umpire to help provide a fun environment for the 
players. The umpire is in charge of every game. If a coach wishes clarification of a rule interpretation 
or enforcement made during the game then the coach should calmly engage in a discussion with the 
umpire with the intent of making it a teaching moment for both the coach and the umpire. It is 
inappropriate behavior to try to override any judgment call made by the umpire. This includes 
comments on pitches, using a negative tone of voice,  like “Nice Pitch!”, or “That looked good!”, or 
something like “Throw the exact same pitch again” with the intent of getting the umpire’s attention. 
Let the umpire call the game. They are not professionals and they are trying the best they can. 
Remember our umpires in most cases are our community’s children and include players from the 
older age groups, so civil behavior and patience should be exemplified in all discussions with them. 
Any issue with an umpire must be brought to the Age Group Coordinator for review. The Umpire 
Coordinator may choose to observe the umpire’s next game, to correct possible mistakes.  If the 
coach or spectators of either team harass the umpire, the umpire has the right, without warning, to 
end the game and award the win to the opposing team as a forfeit.  In addition, the umpire is the 
only one who can call a stop to the game due to darkness. 
 

Be sure everyone is safe and has fun!!!!!!!!!!!!!!!!



 

 

Age Group 4-6 6-8 9-10 11-12 

General         
Batter’s Box Dimension - 6’ x 3’ 6’ x 3’ 6’ x 3’ 

Batter’s Box from Home Plate - 4” 4” 4” 

Catcher’s Mitt Required No No No Yes 

Distance between Bases 60’ 60’ 60’ 70’ 

Distance from Home to 2nd 84’ 10” 84’ 10” 84’ 10” 99’ 

Doubleheaders Allowed No No Yes Yes 

Innings 3 6 6 6 

Max Run Limit - Last Inning - Yes Yes Yes 

Max Run Limit – Extra Innings - - No No 

Max Run Limit (per inning) - 4 4 4 

Metal Cleats Allowed - No No No 

Number of Players in Field All 10 9 9 

Official Game (team at-bats) - 4* 4* 4* 

Playing Time Restrictions Yes Yes Yes Yes 

Playoffs No No Yes Yes 

Pitching     

Balks - No No Yes 

Bases Loaded Walk Scores Run - No No Yes 

Intentional Base on Balls No No No No 

Max Innings per game - 1 2 - 

Max Innings per week - 2 6 - 

Max Pitch Count - - - 85 

Pitching Distance - 40 46 50 

Warm-up Pitches - 4 4 4 

Warm-up Pitches (new pitcher) - 6 6 8 

Batting and Running     

Bat Size – Max Diameter 2 ¼” 2 ¼” 2 ¼” 2 5/8” 

Bat Size Differential none none none none 

Bunting No No Yes Yes 

Dropped 3rd Strike No No No Yes 

Infield Fly Rule No No No Yes 

Leading No No No Yes 

Sliding No Yes Yes Yes 

Sliding (head-first) No No No No 

Stealing No No Yes Yes 

Stealing Home No No No Yes 

* If either team leads by eight (8) or more runs after 3 innings, the game is official.



 

4-6 RULES AND INSTRUCTIONS 
 

TIPS  

Always have fun!  This is probably the child’s first exposure to baseball or even organized sports.  

Encourage the parents to participate as soon as possible, as you will definitely need the help during 
the course of the season.  First time coaches - don’t be afraid to ask for help, parents are very willing 
to pitch in.  

PURPOSE  

To introduce and instruct children from 4 to 6 years of age in the game of baseball.  By taking away 
the fear of the pitched ball, the younger child is able to learn the skills and fundamentals of baseball.  
This division should be light-hearted, fun and fast moving.  

EQUIPMENT  

Tee-ball bats, aluminum or wood.  

Safe-soft Tee-ball.  

Four batting helmets per team.  

Catcher’s equipment.  

Bases (Game could be played on a make-shift diamond, lined with bases 60' apart; if a diamond is 
not available).  

SKILLS TO DEVELOP  

Catching the ball with two hands.  

Keeping their eye on the ball when hitting it.  

Stepping and following through when throwing the baseball.  

Getting the glove down, bending the knees, and watching the ball into the glove when fielding a 
grounder.  

When to run from base to base and what happens when someone catches the ball in the air.  

Throwing the ball to second base when it goes to the outfield (will provide additional explanation as 
necessary).   



4-6 RULES AND REGULATIONS 

10 
 

GENERAL RULES  

Bases.  Bases are to be set at 60’. 

Bats.  2 ¼” barrel with no differential limitations. 

Bunting. Bunts are not permitted. Batters are not permitted to take a half-swing. If the umpire feels 
the batter is taking a half-swing, the batter may be called back to swing again. 

Foul Balls. Balls hit outside the first and third base lines are foul.  Also, balls hit within a 5 foot 
radius of home plate will constitute a foul.  Coaches should line the field in such a manner as to 
identify the 5 foot radius. 

Game Duration. Games shall not exceed 1 ½ hours or three (3) innings; no new inning to start 
after 80 minutes. 
 
Game Balls. Both the home team and the visiting team will supply one game ball. 

Infield Fly Rule.  None. 

Pitching.  After the first half of the season, coaches may choose to pitch to batters on their team.  
Coaches can pitch from less than 40 feet to their players.  A batter is allowed a maximum of 5 
pitches from their coach.  After five pitches, the tee shall be used. 
 
Playing Time.  Players may only play a maximum of 1 inning in the pitching or first base position 
in a game. All players shall be rotated to play the traditional 6 infield positions.  If a team has more 
than 6 players, the additional players shall play the outfield and shall be positioned a minimum of 10 
yards behind the infielders.  Infielders should be instructed not to obstruct the baseline. 

Rosters. Each team shall have a minimum of 6 players and a maximum of 10 players. 

Run Limit.  The entire team bats around once per inning. 

Scoring. Score is not to be kept, all games end in a tie. 

Sliding.  No head first sliding allowed. Feet first sliding is also discouraged. 

Stealing.  Stealing and leading are not permitted. Runners cannot leave the base until the ball is hit. 

Umpires. When a team is at bat, the coach of the hitting team will serve as umpire behind the plate.  
The coach can direct his batters as well as assist with the other team’s catcher. 

THE DEFENSIVE TEAM  

The Defensive Team consists of all players. Two coaches may be in the field to instruct and 
encourage.  They may not interfere with the game.  

Discourage the center fielder or other outfielders from stepping on second base (or any other base) 
for the force-out.  This keeps the older players from dominating the game.  Encourage the toss to 
the second baseman.  Infielders can make the force-out. The pitcher must throw the ball to first, and 
not run over to tag. Tagging is not necessary on force-out.  Children this age tend to get rough when 
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tagging is encouraged.  Tagging should only be done at the base by the baseman.  No tagging is 
allowed on the play at first.  The player will be awarded the base.   

If a thrown ball, going to first or third base, goes out of play, the runners will not advance.  
Likewise, base runners may not advance on an overthrow at second base. The play is stopped when 
the pitcher has possession of the ball and is on the pitcher’s mound.  If the ball is thrown back to 
the pitcher after running has stopped and the pitcher misses it, no runners may advance.  If the play 
is still in progress and the pitcher misses it, play is considered dead if the intent was to throw the ball 
to the pitcher.  Sometimes, the smaller players have difficulty throwing the ball a long distance.  If 
the attempt has been made to throw the ball towards the pitcher, even if the outfielder only 
managed to throw the ball a few feet, the play is dead.  The umpire needs to make these judgment 
calls. Defensive infielders shall not be positioned in the base paths.  Collisions often occur between 
runners and defensive infielders during a game.  Coaches should inform players of the obstruction 
rule when defensive players interfere with runners in the base path. 
 
The positions of pitcher and first baseman get the majority of the action.  Therefore, the same player 
may not play these positions more than one (1) inning each game.  

Example: First inning - Jim pitches, George is first baseman.  The remainder of the game Jim cannot 
pitch or play first base, George cannot play first base or pitch.  

THE OFFENSIVE TEAM  

The entire team is placed on the batting lineup and bats throughout the game. Batting order is to be 
changed each inning so no child bats in the same position as any prior inning.  The last batter in the 
lineup each inning, and anyone on base, should run around all the bases to home plate.  Offensive 
coach must announce the last batter when they come to bat.  

The batter is to assume proper batting stance in the batter’s box.  The batter may take one practice 
swing to adjust the tee height.  The catcher places the ball on the tee and the pitcher, after the cue 
from the umpire, pretends to pitch (by going through the complete pitching motion - but not 
actually throwing a ball).  The batter then hits the ball off of the tee using one correct swing, as if the 
ball was pitched.  

A batted ball must land 5 feet beyond home plate to be considered a fair ball, if close to this point 
encourage the catcher to get the ball a make the play.  

A player who has been forced out or tagged out is out, and leaves the playing field. This applies to 
any base, including first base.  

Any player who throws a bat should be pulled aside at an appropriate time.  It should not be the 
intent to embarrass the child, but to reinforce the severity and potential danger of this situation.  

The batter must wear a batting helmet to bat and it must be kept on while running bases. Base 
runners should remain within the base paths when running the bases.  If a base runner runs outside 
the base paths, the coach is to remind the player that such action would constitute an out. 
 

Only singles are allowed, and runners may advance only one base on a hit with the exceptions of the 
double and last batter rules below:  
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A batter may attempt to advance to second base for a double only if a hit ball carries over the infield 
on the fly.  All runners may also attempt to advance two bases.  

Players should be discouraged from sliding, and base runners are not to collide with fielders.  

A first and third base coach are allowed.  A coach is allowed at the batter’s box to help position the 
batter.  Players are not permitted to steal or lead off bases.  Base runners should run in base paths.  
If a defensive player is in the way or accidentally causes a collision with a base runner, the base 
runner shall be awarded the base to which he was running.  

If a base runner is hit by a batted ball, the base runner will continue to advance, and after the play 
the coach should reinforce that this would normally constitute an out.  

If two base runners end up on one base, coaches are to move the players to the appropriate bases 
and explain that two players may not occupy the same base at the same time.   

ADDITIONAL INFORMATION  

Why use a safe-soft Tee-ball?  

The safe-soft Tee-ball won’t be hit as hard and will make a softer impact on the body if the ball is 
missed, which results in fewer injuries.  

Why use a catcher and have equipment?  

The position of catcher seems to be the most sought after position.  The kids enjoy wearing the 
equipment.  They do not use a catcher’s mitt but use their own glove.  

Why not put the entire team on the infield?  

By placing too many players on the infield, the players don’t learn the different positions and there 
are too many players in a small area.  

Why no tagging going to first?  

It is hard enough to teach the kids to run fast to first and overrun first base properly.  A pitcher, 
who catches the ball and runs over to tag, scares the younger, more timid player, and generally tags 
in the middle of the runner’s back.  The purpose of Tee-ball is to instruct the proper skills of 
baseball.  The players need to learn to throw the ball and play as a team.  

Why can’t the same player pitch or play first?  

Some coaches need encouragement to use different players in the key positions.  It is highly 
recommended that once the players are familiar with the game, that they be given the opportunity to 
try each position.  This can be done by rotating them during the game, or making sure a player plays 
a different position each game.  No one should be at one position all season.  Remember this is 
instructional and fun!  

Why no swinging the bat from the hip or taking practice swings?  

Proper batting form should be taught.  Habits taught now will be taken into baseball and softball.



 

6-8 BASEBALL RULES AND REGULATIONS 

 
SKILLS TO DEVELOP  
 
The purpose of 6-8 baseball with coach and machine pitch is to develop the hitting skills of the 
player.  Improvement of the hitting skills has the added benefit of putting batted balls in play in 
order to develop defensive skills in the field. 

GENERAL RULES  

Children who are 6 years old as of the league’s age requirement date may be eligible to play in the 6-
8 Age Group. Any 6 year old child wishing to play in the 6-8 Age Group may be required to attend 
an evaluation session held prior to the start of the season.  

Ball is Dead. When the ball is in the infield (whether returning from the outfield or having never 
left the infield), runners cannot advance beyond the base they are advancing. A batted ball that 
enters the outfield and returns to the infield is considered “in the infield” once the ball makes 
contact with anything in the infield, including a player or the ground. (Note: A wild throw is 
considered “in the infield” for base running purposes.)  If a runner is standing on or near a base 
when the ball is considered “in the infield”, he can no longer advance to the next base.  The coach 
who is pitching shall make the determination as to when the “ball is dead.”  
 
Bases. Bases shall be set at 60 feet. Measurements shall be taken from the back of first and third 
base and the center of second base. The first and third base bags shall be entirely within the infield. 
Teams are encouraged to use the double first base. Half the base shall be entirely over fair territory 
and half shall be entirely over foul territory. 
 
Bats. 2 ¼” barrel with no differential between length and weight of the bat.  For example, a minus 
13 or -13 differential means there is a difference of 13 between the length of the bat, in inches, and 
the weight of the bat, in ounces (i.e., 28 inch bat weighing 15 ounces). 
 
Batter’s Box. The batter's box shall be rectangular, 6 feet by 3 feet. The inside line shall be parallel 
to and 4 inches away from the side of home plate. It shall extend forward 3 feet and back 3 feet 
from the center of home plate. 
 
Batting Order.  A batter may only bat once per inning. 
 
Batting Out of Turn. No out shall be called when failing to bat in his/her proper turn. Coaches 
should do their best to follow the lineup and in no instance should use this absence of a penalty to 
gain an advantage. 
 
Bat Throwing. Bat throwing is at the discretion of the umpire.  When called, the batter shall be 
warned first.  Any subsequent infraction by that player during the game shall result in the player 
being called out. 
 
Bunting. Bunts are not permitted. Batters are not permitted to take a half-swing. If the umpire feels 
the batter is taking a half-swing, the batter may be called back to swing again. 
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Coaches on Field. Managers and coaches may be on the field for instructional purposes, but shall 
not assist runners nor touch a live ball. At least one adult manager or coach must be in the dugout 
or bench area at all times. 
  
Dropped Third Strike. The batter is out and cannot attempt to reach first.  
 
Forfeit.  A team fielding less than 8 players will forfeit. A 15 minute grace period from the 
scheduled start of a game will be granted for those teams who have less than 8 players. However, the 
game should be played for instructional purposes if possible, and coaches are instructed to share 
players to ensure all fielding positions are covered. 
 
Game Balls. Prior to the game, both the home team and the visiting team will supply a game ball to 
the home plate umpire. 
 
Game Duration. Games will be 6 innings in duration. No new inning will start 15 minutes before 
the next scheduled game on the same field. No extra innings. 
 
HBP. A pitcher hitting 2 batters in one inning must be removed and cannot return to pitch during 
that game. The batter hit by the pitch will be awarded first base even if the bases are loaded.  
  
Infield Fly Rule.  None.  
  
Leading.  Stealing and leading are not permitted. A base runner may not leave the base until the ball 
has been hit.  

Pitchers Warm-ups.  Pitchers are allowed 4 warm-up pitches between innings and 6 warm up 
pitches for a new pitcher. Managers and coaches may warm up pitchers. No more than 2 minutes 
may elapse between innings.  
 
Pitching.  The first half of the regular season shall be coach and/or machine pitch. In the second 
half of the regular season, 2 innings of each game will be set aside for an introduction to kid pitch 
baseball. The intent of this rule is to provide some exposure to kid pitch baseball as preparation for 
the 9-10 age group. Please implement pitching into your practices early in the season  
Implementation of this rule will be at the direction of the 6-8 Age Group Coordinator.  A pitcher is 
limited to one (1) inning per game. Please refer to Appendix A to this Coach’s Guide for Machine 
Pitch Rules. 
 
Pitching Distance. Pitches, either from the coach or machine, shall be thrown from 40 feet.  The 
distance is measured from the front side of the pitcher’s plate or the front leg of the pitching 
machine to the rear point of home plate. 
 
Player at Bat.  During “machine pitch” a batter may receive up to six (6) pitches or three (3) 
swinging strikes. A batter will not be out on a third strike foul unless it is caught. A batter may only 
bat once per inning. See Appendix A for machine pitch rules. 
  
Players on Field.  10 players play the field. There will be 4 outfielders.  All outfielders must start 
each play at least 25 feet beyond the baseline and remain at least 25 feet beyond the baseline until 
the ball is hit. Outfielders are not allowed to make put outs at the bases.  
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Playing Time.  All players must sit one inning before any player sits out two innings. All players 
must sit out two innings before any player sits out three innings. A player may play a maximum of 2 
innings in the same position for a game. To ensure that all players receive quality playing time, 
coaches will follow a "2-inning differential" rule when creating game rosters.  Under this rule, no 
player may play the infield for more than two innings longer than any other player.  For example, a 
player cannot play the infield during 5 innings if another player has played the infield during only 2 
innings. The position of catcher is included as an infield position. Exceptions: Injuries, safety 
concerns, or disciplinary actions may prevent players from participating fully. 
Penalty: The coach shall for the: 

1. First Offense – receive a warning from the AGC. 
2. Second Offense – AGC discusses with Baseball Committee. May impose a penalty on the 

coach. 
3. Third Offense - AGC discusses with Baseball Committee. May impose a more serious 

penalty including a suspension of one or more games. 
 
Playoffs.  No playoffs. Enables more games for everyone in this Instructional League. 
 
Runner Leaves Early.  The base runner shall not leave the base before the pitched ball is hit. 
 
Sliding.  No head first sliding allowed. Base runners must slide if there is the clear possibility of a 
defensive play at the base. The decision as to whether there is a “clear possibility” of a defensive play 
is a judgment call of the umpire. If the umpire determines that there was or could have been a 
defensive play, the runner shall be called out. Any obvious attempt by the runner to “run over” or 
injure any fielder is grounds for ejection from the game.  
  
Stealing.  Stealing and leading are not permitted. A base runner may not leave the base until the ball 
has been hit.  

Umpire. The adult pitcher will serve as home-plate umpire and will call time-out when the ball is in 
the infield as defined above under “Ball is Dead.”  The first-base and third-base coaches will serve as 
umpires for their respective bases.  The outfield coach will serve an umpire at second base.  It is 
preferred that one adult stand behind the pitcher and another adult position themselves behind the 
catcher at all times. When the pitching machine is not in use, managers will agree upon who calls 
balls and strikes. 

Kids and Coach Pitch.  Towards the end of the spring season at the direction of the AGC teams 
should reserve 1 or 2 of the final innings of each game for kids pitch.  Kids pitch is not mandatory, 
however, it is strongly encouraged.  Coaches should discuss this with each other prior to the start of 
the game as to their expectation of available pitchers.  It’s okay if one-team kid pitches and the other 
uses machine pitch.   Coaches should designate and agree upon a parent or coach to call balls and 
strikes.  When kids pitch is in effect a pitcher CANNOT walk in a run.  After four balls to a batter 
with the bases loaded, the coach or assistant of the team hitting should come in and “coach” pitch 
the remaining count.  Strikes will remain with the batter.  No walks will be issued with coach pitch 
and ONLY swinging strikes will count against the batter.   
 
 



 

9 - 10 BASEBALL RULES AND REGULATIONS 
 

SKILLS TO DEVELOP  

9-10 baseball introduces full-time kid pitch baseball.  9-10 baseball also introduces nearly all the 
official rules of Little League baseball.  Rules implemented in 9-10 baseball are to benefit pitching 
skill development.  Teams in this age group will also be introduced to competition play through a 
limited playoff schedule.  
 
GENERAL RULES  

Children who are 8 years old as of the league’s age requirement date may be eligible to play in the 9-
10 Age Group. Any 8 year old child wishing to play in the 9-10 Age Group may be required to 
attend an evaluation session held prior to the start of the season.  

Bases.  Bases are to be set at 60 feet. Measurements shall be taken from the back of first and third 
base and the center of second base. The first and third base bags shall be entirely within the infield. 
Teams are encouraged to use the double first base. Half the base shall be entirely over fair territory 
and half shall be entirely over foul territory. 
 
Bats.  2 ¼” barrel with no differential limitations between length and weight. 
  
Batter’s Box. The batter's box shall be rectangular, 6 feet by 3 feet. The inside line shall be parallel 
to and 4 inches away from the side of home plate. It shall extend forward 3 feet and back 3 feet 
from the center of home plate. 
 
Bat Throwing.  Bat throwing is at the discretion of the umpire. When called, the batter will be 
warned first. Any subsequent infraction by that player during that game, the player will be called out.  
  
Coaches on Field. Except for base coaching and coach pitch, managers and coaches shall not be 
on the field for instructional purposes. At least one adult manager or coach must be in the dugout or 
bench area at all times. 
 
Dropped Third Strike. For a dropped third strike, the batter is out and cannot attempt to reach 
first. 
  
Forfeit.  A team fielding less than 8 players will forfeit. A 15 minute grace period from the 
scheduled start of a game will be granted for those teams who have less than 8 players. However, the 
game will be played for instructional purposes if possible, and coaches are instructed to share players 
to ensure all fielding positions are covered. 
  
Game Balls. Prior to the game, both the home team and the visiting team will supply a game ball to 
the home plate umpire. 
  
Game Duration. Games will be 6 innings in duration and no new inning will start 15 minutes 
before the next scheduled game on the same field. Games may be reduced to 4 innings if a 
doubleheader is scheduled. No extra innings games in the regular season. 
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HBP. A Pitcher hitting 2 batters in one inning or 3 batters in the game must be removed and 
cannot return to pitch during that game. If the bases are loaded when the HBP occurs, the runner 
from third base shall score. 
  
Infield Fly Rule.  None. On a sacrifice fly ball a runner may tag up and attempt to advance to the 
next base. 
 
Leading.  Leading is not permitted. Base runners shall not leave the base before the pitched ball 
crosses home plate. 
 
Pitching.  Pitchers once removed may not come back to pitch in that game. A coach may make 
only two visits to any one pitcher in one inning. The second trip to the same pitcher in the same 
inning will cause the need for the player to be removed as the pitcher. If the bases are loaded and 
the pitcher throws “Ball 4”, the coach will come in to throw at most six (6) pitches from 46 feet. 
The batter can swing at all six pitches. If a fair ball is not produced after the sixth pitch, the batter is 
out.  Foul tips DO NOT extend the Coach Pitch session in this instance beyond 6 total pitches, 
even if it occurs on the sixth pitch. 
 
Pitching Distance. The pitcher’s plate shall be set in the ground at 46 feet.  The distance is 
measured from the front side of the pitcher’s plate to the rear point of home plate. 
 
Pitching Innings. One (1) pitch in an inning constitutes an inning pitched. A maximum of two (2) 
innings per day is permitted with a maximum of 6 innings per week.  The pitcher’s “calendar week” 
runs from Monday to Sunday. It will be up to the coaches, if the player is on a Select Team, to 
coordinate pitching time and comply with the pitching rules to ensure the player’s arm health.  
 
Pitchers Warm-ups. Pitchers are allowed 4 warm-up pitches between innings and 6 warm up 
pitches for a new pitcher. Managers and coaches may warm up pitchers. No more than 2 minutes 
may elapse between innings. 
 
Players on Field.   Only 9 players play the field with free substitution except for pitching position.  
All outfielders must start each play at least 25 feet beyond the baseline and remain at least 25 feet 
beyond the baseline until the ball is hit. All outfielders must play in the outfield grass. 
  
Playing Time.  All players must sit one inning before any player sits out two innings. All players 
must sit out two innings before any player sits out three innings. Total maximum of 2 innings in the 
same position for a game for all fielders including pitchers. Exceptions: Injuries, safety concerns, or 
disciplinary actions may prevent players from participating fully but the opposing coach and 
scorekeeper must be notified. Communicate all exceptions to the AGC after the game. 
 
Penalty: The coach shall for the: 

1. First Offense – receive a warning from the AGC. 
2. Second Offense – AGC discusses with Baseball Committee. May impose a penalty on the 

coach. 
3. Third Offense - AGC discusses with Baseball Committee. May impose a more serious 

penalty including a suspension of one or more games. 
  
Playoffs.  Teams in this age group will participate in a playoff schedule.  Rosters must be frozen 
prior to the first playoff game. 
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Runner Leaves Early.  The base runner shall not leave the base before the pitched ball crosses 
home plate. 
 
Sliding.  No head first sliding allowed. Base runners must slide if there is the clear possibility of a 
defensive play at the base, other than attempting to reach first base from home plate. The decision 
as to whether there is a “clear possibility” of a defensive play is a judgment call of the umpire. If the 
umpire determines that there was or could have been a defensive play, the runner shall be called out. 
Any obvious attempt by the runner to “run over” or injure any fielder is grounds for ejection from 
the game. Base runner may head first slide in an attempt to return to the base. 
 
Stealing. Stealing second and third base is allowed. No stealing home. No leading allowed.  Base 
runners may not leave the base until the ball crosses home plate. A player may not steal home, nor 
can a player score during any steal attempts to include any overthrow that results from a stolen base 
attempt.  A runner stealing second may advance to third on an overthrow if third base is 
unoccupied.  If a runner is attempting to steal third and the catcher throws the ball away, the runner 
must remain at third.  He must earn the run.  On a play at third, other than an attempted steal, the 
runner can score on an error. A run cannot be scored on a ball pitched past the catcher.  If there is a 
runner on third base and the catcher misses the pitched ball, the runner must stay on third base. If a 
batter walked, he must remain on first base until the pitch to the next batter.  You cannot steal 
second base on a walk. A runner may be tagged out between third and home while leading off the 
base after a pitched ball.  

Strike Zone. The width of one baseball from the black edge of the home plate will constitute the 
outer edges of the strike zone.  A player’s armpit to the front of the knee will constitute the upper 
and lower bound of the strike zone, respectively. 



 

11-12 BASEBALL RULES AND REGULATIONS 

GENERAL RULES 

Balks.  One balk warning per pitcher. In either case, the balk or balk warning counts as a pitch 
delivered for purposes of pitch counting.  Umpires and coaches should bear in mind that the purpose 
of the balk rule is to prevent the pitcher from deliberately deceiving the base runner. If there is a doubt 
in the umpire's mind, the "intent" of the pitcher should govern. 
  

Bases.  Bases are to be set at 70 feet. Measurements shall be taken from the back of first and third base 
and the center of second base. The first and third base bags shall be entirely within the infield. 
 

Bats.  Maximum diameter is 2 5/8” with no differential limitations between length and height.   
  

Batter’s Box. The batter's box shall be rectangular, 6 feet by 3 feet. The inside line shall be parallel to 
and 4 inches away from the side of home plate. It shall extend forward 3 feet and back 3 feet from the 
center of home plate. 
 

Bat Throwing.  Bat throwing is at the discretion of the umpire. When called, the batter will be warned 
first. Any subsequent infraction by that player during that game, the player will be called out.  
  

Dropped Third Strike. A batter may attempt to reach first on a dropped third strike, if first base is 
unoccupied at the time the pitcher begins his motion (a runner attempting to steal second is still 
occupying first base).  Also, if there are 2 outs, regardless of who is on base, a runner may attempt to 
reach first on a dropped third strike. Note: When a batter becomes a runner because of the dropped 
third strike and starts for the bench or his/her position on the field, that batter may head for first base 
at any time before entering the bench until put out. 
   

Equipment. The catcher must wear a cup and a catcher’s mitt. 
  

Forfeit.  A team fielding less than 8 players will forfeit. A 15 minute grace period from the scheduled 
start of a game will be granted for those teams who have less than 8 players. However, a game will be 
played for instructional purposes if possible, and coaches are encouraged to share players to ensure all 
fielding positions are covered. 
 

Game Balls. Prior to the game, teams will supply a game ball to the home plate umpire. 
  

Game Duration. Games will be 6 innings in duration and no new inning will start 15 minutes before 
the next scheduled game on the same field. Games may be reduced to 4 innings if a doubleheader is 
scheduled. No extra innings games in the regular season. 
  

HBP. A Pitcher hitting 2 batters in one inning or 3 batters in the game must be removed and cannot 
return to pitch during that game.   
  

Infield Fly Rule.  In effect when verbally called by the umpire while the ball is in the air. When a 
batter pops up the ball to the infield with less than 2 outs and runners on either first and second or 
first, second, and third, if in the judgment of the umpire the ball can easily be caught by an infielder, the 
umpire may yell, “Infield fly batter is out” or something similar. When this is called, the batter is 
automatically out (regardless of if the ball is caught) and runners on base may advance at their own risk. 
If the infield fly rule is called, runners do not have to run if the ball is dropped because there is no force 
outs. REMEMBER: An umpire must call infield fly while the ball is in the air in order for it to be in 
effect. 
 

Leading.  Leading off the bases is permitted. 
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Penalty for Playing Time or Pitch Count Violations: 
The coach shall for the: 
1. First Offense – receive a warning from the AGC. 
2. Second Offense – AGC discusses with Baseball Committee. May impose a penalty on the coach. 
3. Third Offense - AGC discusses with Baseball Committee. May impose a more serious penalty 

including a suspension of one or more games. 
 

Pitching.  Pitch count limits will be used. See Appendix B. Pitchers once removed may not come 
back to pitch in that game. A coach may make only two visits to any one pitcher in one inning. The 
second trip to the same pitcher in the same inning will cause the need for the player to be removed as 
the pitcher.  
 

Pitch Counting. Prior to each game the managers will review ground rules and agree upon how pitch 
counts will be kept. 
 

Pitching Distance. The pitcher’s plate shall be set in the ground at 50 feet.  The distance is measured 
from the front side of the pitcher’s plate to the rear point of home plate. 
 

Pitching Innings. Pitchers are limited by the number of pitches delivered and not by innings pitched. 
See Appendix B. It will be up to the coaches, if the player is on a Select Team, to coordinate pitching 
time and comply with the pitching rules to ensure the player’s arm health.  
 

Pitchers Warm-ups. Pitchers are allowed 4 warm-up pitches between innings and 8 warm up pitches 
for a new pitcher. Managers and coaches may warm up pitchers. No more than 2 minutes may elapse 
between innings. Warm-up pitches will not count against pitch count limit. 
 

Players on Field.  Only 9 players play the field with free substitution except for pitching position. 
 

Playing Time.  All players must sit one inning before any player sits out two innings. All players must 
sit out two innings before any player sits out three innings. Exceptions: Injuries, safety concerns, or 
disciplinary actions may prevent players from participating fully but the opposing coach and 
scorekeeper must be notified. Communicate all exceptions to the AGC after the game. 
 

Playoffs.  Teams in this age group will participate in a playoff schedule.  Rosters must be frozen prior 
to the first playoff game. 
 

Sliding.  No head first sliding when advancing. Head first sliding is allowed when returning to a base. 
Base runners must slide if there is the clear possibility of a defensive play at the base. The decision as to 
whether there is a “clear possibility” of a defensive play is a judgment call of the umpire. If the umpire 
determines that there was or could have been a defensive play, the runner shall be called out. Any 
attempt by the runner to “run over” or injure any fielder is grounds for ejection from the game. 
 

Stealing.  Stealing of all bases is allowed. 
 

Strike Zone. The horizontal portion of the strike zone shall only include the portion of home plate. It 
shall not include the width of any baseballs off the plate. 
 

Tiebreaking Procedure.  In the case where two or more teams have identical records at the 
conclusion of the regular season, the following tiebreakers will be used in order to seed for the 
postseason tournament.  

a) Head-to-head match-up(s) during the regular season. 
b) AGC choice, strongly based on strength of schedule.



 

DID YOU KNOW? 
 
 
PER THE RULES OF LITTLE LEAGUE BASEBALL 
 
GENERAL 
 
- The black beveled edge is not considered part of home plate. 
 
- The strike zone is that space over home plate which is between the batter's armpits and the top of 
the knees when the batter assumes a natural stance. The umpire shall determine the strike zone 
according to the batter's usual stance when that batter swings at a pitch. 
 
- Obstruction is the act of a fielder who, while not in possession of the ball, impedes the progress of 
any runner. Obstruction shall be called on a defensive player who blocks off a base, base line or 
home plate from a base runner while not in possession of the ball. A fake tag is considered 
obstruction. 
 
BALL IN PLAY 
 
-The ball becomes dead and runners advance one base, or return to their bases, without liability to 
be put out, when a fair ball touches a runner or an umpire on fair territory before it touches an 
infielder including the pitcher, or touches an umpire before it has passed an infielder other than the 
pitcher. Runner hit by a fair batted ball is out; NOTE: If a fair ball goes through, or by an infielder 
and touches a runner immediately behind the infielder, or touches a runner after being deflected by 
an infielder, the ball is in play and the umpire shall not declare the runner out. In making such 
decision, the umpire must be convinced that the ball passed through, or by, the infielder and that no 
other infielder had the chance to make a play on the ball; runners advance, if forced. 
 
-Only one offensive time-out, for the purpose of a visit or conference, will be permitted each inning. 
 
-If the plate umpire interferes with the catcher's act of throwing (when the throw is in an attempt to 
retire a runner), runners return. If the catcher's throw gets the runner out, the out stands. 
 
- If a fielder after making a catch steps into a dead ball area, but does not fall, the ball is alive and in 
play and runners may advance at their own risk. 
 
- A fair fly shall be judged according to the relative position of the ball and the foul line, including 
the foul pole, and not as to whether the fielder is on fair or foul territory at the time such fielder 
touches the ball. 
 
- If a base is dislodged from its position during a play, any following runner on the same play shall 
be considered as touching or occupying the base if, in the umpire's judgment, that runner touches or 
occupies the dislodged bag or the point marked by the original location of the dislodged bag. 
 
- A catch is legal if the ball is finally held by any fielder, even though juggled, or held by another 
fielder before it touches the ground. Runners may leave their bases the instant the first fielder 
touches the ball. 
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BATTERS 
 
-The batter's legal position shall be with both feet within the batter's box. The lines defining the box 
are within the batter's box. 
 
-A batter is out when an infielder intentionally drops a fair fly ball or line drive before two are out 
(except if first base is unoccupied). The ball is dead and runner or runners shall return to their 
original base or bases. In this situation, the batter is not out if the infielder permits the ball to drop 
untouched to the ground, except when the Infield Fly rule applies. 
 
-A batter is out when hitting the ball with one or both feet on the ground entirely outside the 
batter's box or stepping from one batter's box to the other while the pitcher is ready and in position 
to pitch. 
 
- If the batter is touched by a pitched ball which the batter is not attempting to hit and the ball is 
outside the strike zone when it touches the batter, it shall be called a ball if that batter makes no 
attempt to avoid being touched. If the ball is in the strike zone when it touches the batter, it shall be 
called a strike, whether or not the batter tries to avoid the ball. 
 
-If the pitch touches the ground and bounces through the strike zone it is, a “ball." If such a pitch 
touches the batter, the batter shall be awarded first base. If the batter swings at such a pitch and 
misses, it is a strike. If the batter hits such a pitch, the ensuing action shall be the same as if the 
batter hit the ball in flight. 
 
BATTING OUT OF TURN 
 
- A batter shall be called out, on appeal, when failing to bat in his/her proper turn and another 
batter completes a time at bat in place of the proper batter. (1) The proper batter may take a position 
in the batter's box at any time before the improper batter becomes a runner or is put out, and any 
balls and strikes shall be counted in the proper batter's time at bat. 
 
- When an improper batter becomes a runner or is put out, and the defensive team appeals to the 
umpire before the first pitch to the next batter of either team, or before any play or attempted play, 
the umpire shall (1) declare the proper batter out; and (2) nullify any advance or score made because 
of a ball batted by the improper batter or because of the improper batter's advance to first base on a 
hit, an error, a base on balls, a hit batter or otherwise. 
NOTE: If a runner advances, while the improper batter is at bat, on a stolen base, illegal pitch, balk, 
wild pitch or passed ball, such advance is legal. 
 
- When an improper batter becomes a runner "or is put out, and a pitch is made to the next batter of 
either team before an appeal is made, the improper batter thereby becomes the proper batter, and 
the results of such time at bat become legal. 
 
- When the proper batter is called out for failing to bat in turn, the next batter shall be the batter 
whose name follows that of the proper batter thus called out. 
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- When an improper batter becomes a proper batter because no appeal is made before the next 
pitch, the next batter shall be the batter whose name follows that of such legalized improper batter. 
The instant an improper batter's actions are legalized, the batting order picks up with the name 
following that of the legalized improper batter. 
NOTE: No batter may bat more than once per inning in tee-ball and the 6-8 division. 
 
RUNNERS 
 
- A batter/runner cannot be tagged out after overrunning or oversliding first base if he or she 
returns immediately to the base, even if he or she is completely in fair territory. 
 
- Two runners may not occupy a base, but if, while the ball is alive, two runners are touching the 
base, the following runner shall be out when tagged. The preceding runner is entitled to the base. 
 
- A runner who is judged to have hindered a fielder who is attempting to make a play on a batted 
ball is out whether it was intentional or not. 
 
- Any runner is out when, in running or sliding for home plate, the runner fails to touch home and 
makes no attempt to return to the base. The fielder, while holding the ball in hand and touching 
home plate, appeals to the umpire for the decision. (NOTE: This rule applies only where the runner 
is on the way to the bench and a fielder would be required to chase the runner to tag him/her. It 
does not apply if the runner immediately makes an effort to touch the plate before being tagged. In 
that case, the runner must be tagged.). A runner forfeits his/her opportunity to return to home base 
when he/she enters the dugout or other dead ball area. 
 
- When a pitcher is in contact with the pitcher's plate and in possession of the ball and the catcher is 
in the catcher's box ready to receive delivery of the ball, base runners shall not leave their bases until 
the ball has been delivered and has reached the batter. NOTE: This does not apply to WHC 
Baseball Age Groups 11-12 and older. 
 
The violation by one base runner shall affect all other base runners - 
(a) when a base runner leaves the base before the pitched ball has reached the batter and the batter 
does not hit the ball, the runner is permitted to continue. If a play is made on the runner and the 
runner is out, the out stands. If the runner reaches safely the base to which the runner is advancing, 
that runner must be returned to the base occupied before the pitch was made, and no out results; 
(b) when a base runner leaves the base before the pitched ball has reached the batter and the batter 
hits the ball, the base runner or runners are permitted to continue. If a play is made and the 
runner(s) are put out, the out(s) will stand. If not put out, the runner(s) must return to the original 
base(s) or to the unoccupied base nearest the one that was left; In no event shall the batter advance 
beyond first base on a single or error, second base on a double or third base on a triple. The umpire-
in-chief shall determine the base value of the hit ball. 
(c) when any base runner leaves the base before the pitched ball has reached the batter and the 
batter bunts or hits a ball within the infield, no run shall be allowed to score. If three runners were 
on the bases and the batter reaches first base safely, each runner shall advance to the base beyond 
the one they occupied at the start of the play except the runner who occupied third base, that runner 
shall be removed from the base without a run being scored. 
 
If at the conclusion of the play there is an open base, paragraphs (a) and (b) will apply. 
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PITCHERS 
 
The Windup Position and the Set Position are the two legal pitching positions and either position 
may be used at any time. 
Pitchers shall take signs from the catcher while standing on the pitcher's plate. Pitchers may come 
off the pitcher's plate after taking their signs but may not step quickly onto the pitcher's plate and 
pitch. This may be judged a quick pitch by the umpire. When the pitcher comes off the pitcher's 
plate, the pitcher must drop the hands to the sides. 
 
(1) The Windup Position. The pitcher shall stand facing the batter with at least the pivot foot in 
contact with the pitcher's plate. From this position any natural movement associated with the 
delivery of the ball to the batter commits the pitcher to pitch without interruption or alteration. The 
pitcher may only raise either foot from the ground to deliver the ball to the batter and may take one 
step backward and one step forward with the free foot. 
 
From this position the pitcher may deliver the ball to the batter, step and throw to a base in an 
attempt to pick off a runner, or come off the pitcher's plate. In disengaging the pitcher's plate, the 
pitcher must step off with the pivot foot and not the free foot first. The pitcher may not go into a 
set or stretch position. If the pitcher does, it is an illegal pitch (a balk in 11-12 and above). 
 
When a pitcher holds the ball with both hands in front of the body, with the pivot foot in contact 
with the pitcher's plate, and the other foot free, that pitcher will be considered in a Windup Position. 
 
(2) The Set Position. A pitcher shall be considered in the Set Position when that pitcher stands 
facing the batter with the pivot foot in contact with and the other foot in front of the pitcher's plate, 
holding the ball in both hands in front of the body and coming to a complete stop. From such Set 
Position the pitcher may deliver the ball to the batter, throw to a base or step backward off the 
pitcher's plate with the pivot foot. Before assuming the Set Position, the pitcher may elect to make 
any natural preliminary motion such as that known as "the stretch." But if the pitcher so elects, that 
pitcher shall come to the Set Position before delivering the ball to that batter. 
NOTE: In Age Group 11-12 and below the pitcher need not come to a complete stop. In Age 
Group 13-14 and above: the pitcher must come to a complete and noticeable stop. 
 
(3) At anytime during the pitcher's preliminary movements and until the natural pitching motion 
commits that pitcher to the pitch, the pitcher may throw to any base provided the pitcher steps 
directly toward such base before making the throw. The pitcher shall step "ahead of the throw." A 
snap throw followed by the step toward the base is an illegal pitch (a balk in 11-12 and above). 
 
(4) If the pitcher makes an illegal pitch with the bases unoccupied, it shall be called a ball unless 
the batter reaches first base on a hit, an error, a base on balls, a hit batter or otherwise. A ball which 
slips out of the pitcher's hand and crosses the foul line shall be called a ball; otherwise it will be 
called "no pitch" without runners on base, and an illegal pitch (a balk in 11-12 and above) with 
runners on base. 
 
(5) If the pitcher removes the pivot foot from contact with the pitcher's plate by stepping 
backward with that foot, that pitcher thereby becomes an infielder and in the case of a wild throw 
from that position, it shall be considered the same as a wild throw by any other infielder. 
 
(6) 4-6: The pitcher shall keep both feet on the pitcher's plate until the ball is hit.



 

APPENDIX A 
 

2014 6-8 Baseball Machine Pitch Rules 
 

1. Only the manager or coach of each team may operate the pitching machine.  All coaches 
must undergo training from the 6-8 Age Group Coordinator in the operation and placement 
of the pitching machine prior to use in any game.  No players are allowed to operate the 
pitching machine. 

 
2. The managers or coaches of both teams must agree on adjustments to the pitching machine, 

e.g., speed of the pitch, and strike zone.  Baseballs will wear during the course of the game 
requiring adjustment to the machine.  Adjustments should be made between innings.  
Adjustments during an inning should be kept to a minimum.  A pitch low in the strike zone 
for a tall player will be high in the strike zone for a smaller player.  The strike zone is knees 
to chest.  

 
3. Pitching machine must be placed at 40 feet from home plate, measured from the front of the 

machine to the back tip of home plate. 
 
4. Pitching machine speed will be set at 30 MPH for the first half of the season.  Machine 

speed will be increase during the second half of the season to 35 MPH if teams have not 
moved to kid pitch. 

 
5. Hitters are given six (6) pitches to put the ball in play.  Three (3) strikes still apply.  If the 

sixth pitch is tipped foul, the batter will receive one additional pitch. Pitches that are clearly 
unhittable should not be counted against the six (6) pitches, and the coach should adjust the 
machine accordingly. 

 
6. Batted balls that hit the pitching machine are considered in play, unless the ball lands lodged 

against the pitching machine, and are therefore considered dead.  Runners currently on base 
are to remain at that base and the pitch is redone.   

 
7. Batted balls that strike the machine and cannot be fielded or otherwise go into foul territory 

will be ruled a dead ball – no pitch.  The pitch is taken over. 
 
8. If a thrown ball, during play, hits the pitching machine, the play is considered dead at that 

point.  No further play may continue and base runners may no longer advance to the next 
base.  If runners on base are more than half way to the next base, they will be awarded the 
next base at the time the dead play is called by the umpire. 

 
9. Players in the pitchers positions must remain three (3) feet to the side and/or behind the 

pitching machine.  No pitch shall be delivered with the pitcher in front of the pitching 
machine.



 

APPENDIX B 
 

2015 11-12 Pitch Count Rules 
 
The manager must remove the pitcher when the pitcher reaches the limit for his/her age group as 
noted below, but the pitcher may remain in the game at any other fielding position except catcher: 

League Age 11-12   85 pitches per day 
Exception: If a pitcher reaches the limit imposed while facing a batter, the pitcher may continue to 
pitch until that batter is put out, reaches base, the third out is made, or the run limit is reached to 
complete the half-inning. 
 
Pitchers must adhere to the following rest requirements: 
• If a player pitches 66 or more pitches in a day, four (4) calendar days of rest must be observed. 
• If a player pitches 51- 65 pitches in a day, three (3) calendar days of rest must be observed. 
• If a player pitches 36 - 50 pitches in a day, two (2) calendar days of rest must be observed. 
• If a player pitches 21- 35 pitches in a day, one (1) calendar days of rest must be observed. 
• If a player pitches 1-20 pitches in a day, no (0) calendar day of rest is required. 
 

Example: 
• If a player pitches 66 or more pitches on Monday, four (4) calendar days of rest must be observed 
and therefore, the player may next pitch on Saturday. 
• If a player pitches 51- 65 pitches on Monday, three (3) calendar days of rest must be observed and 
therefore, the player may next pitch on Friday. 
• If a player pitches 36 - 50 pitches on Monday, two (2) calendar days of rest must be observed and 
therefore, the player may next pitch on Thursday. 
• If a player pitches 21- 35 pitches on Monday, one (1) calendar day of rest must be observed and 
therefore, the player may next pitch on Wednesday. 
• If a player pitches 1-20 pitches on Monday, no (0) calendar day of rest is required and therefore, 
the player may pitch on Tuesday. 
 
Warm-up pitches will not count against pitch count limit. 
 
A pitcher who delivers 41 or more pitches in a game cannot play the position of catcher for the 
remainder of that day. 
 
Reminder: Any player, who has played the catcher’s position in four (4) or more innings, is ineligible 
to pitch on that calendar day. 
 
A player may be used as a pitcher in up to two games in a day: 
• If a player is eligible to pitch that day (has adhered to the rest requirements). 
• If a player pitches 20 or less pitches in the first game and the first game is a rec team game. 
• If a player pitches one (1) inning or less in the first game and the first game is a select team game. 
 
(Continued on next page)
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In a game suspended by darkness, weather, or other causes and resumed the following calendar day, 
the pitcher of record at the time the game was halted may continue to the extent of his/her 
eligibility, provided he/she delivered 40 or less pitches, and subject to each of these conditions: 

a. If the pitcher delivered 20 or less pitches before the game was suspended, that pitcher's 
pitch count will begin at zero for the continuation portion of the game; 

b. If the pitcher delivered between 21 and 40 pitches before the game was suspended, that 
pitcher's pitch count will begin with the number of pitches delivered in that game; 

 
In a game ("Game A") suspended by darkness, weather, or other causes and resumed more than one 
calendar day later, the provisions stated in the previous paragraph shall apply, unless the pitcher of 
record pitched in another game or games after Game A was halted. In that event, eligibility to pitch 
in the continuation portion of Game A shall be determined by the number of pitches delivered in 
the game or games after Game A was halted. 
 
The scorebook contains a column on each page to track the pitch count. The league will also 
provide paper pitch logs to help track the pitch counts. Additional forms may be downloaded from 
http://www.littleleague.org/Assets/forms_pubs/Pitching_Log.pdf. 
 
Both manager’s shall report final game results including pitcher’s name, uniform number, and 
number of pitches delivered using the WHCYBSL web site at www.whcsports.com as soon as 
possible. Only game results and pitch counts reported in this manner will be considered officially 
reported. Other methods to report pitch counts will be discussed among the managers. 
 



 

APPENDIX C 
 

INCLEMENT WEATHER NUMBERS 
 
 
410-313-4372   Alpha Ridge Park 
 
410-313-4453   Cedar Lane Park  
 
410-313-4454   Centennial Park  
 
410-313-4458   Dayton Oaks Elementary School Park 
 
410-795-8047   Freedom Park 
 
410-313-4456  Guilford Park 
 
410-313-4459   Hammond Park  
 
410-313-6827   Public School System (except Dayton Oaks) 
 
410-313-4455   Rockburn Park, Rockburn Branch Park  
 
410-313-4456   Savage Park 
 
410-313-4458   Schooley Mill Park 
 
410-313-4455   Waterloo Park  
 
410-313-4372  Western Regional Park 
 
 
Web site - www.whcsports.com  
 
Facebook - Western Howard County Youth Baseball Softball League 
 
Twitter - Follow @whcybsl 



 

APPENDIX D 
DIRECTIONS TO PLAYING FIELDS 

 
Alpha Ridge Park - 11685 East Old Frederick Road, Marriottsville, MD 21104. Take Route 
29 N to Interstate 70 W to right onto Marriottsville Road. Take Marriottsville Road. to 
Frederick Road. Left onto Frederick Road (also known as Route 99). Park is on left about 1.5 
miles. 
Bushy Park Elementary -14601 Carrs Mill Road, Glenwood, MD 21738. Take Route 40 to 
Interstate 70. Follow I-70 to Exit 76, Route 97 South (towards Olney). Travel 2 miles; 
school is on the right on the corner of Carrs Mill Rd. Or take Route 32 North to Ten Oaks 
Rd/Burntwoods Road exit. Travel through 2 traffic circles onto Burntwoods Road. Follow to 
Route 97. Turn right onto Route 97; school is approximately 2 miles on the left. 
Centennial Park East -Woodland Road, Columbia. (large corporate pavilion) Route 29 to  
Route 108 West. Follow Route 108 west through one traffic light to Woodland Road. Make  
right onto Woodland Road then make an immediate left. Follow road to park pavilion.   
Centennial Park North -Old Annapolis Road, Columbia. from Route 29: Route 29 to Route  
108 West. Follow Route 108 West and make right at first traffic light (Columbia Road).  
Follow Columbia Road to first intersection and make a left onto Old Annapolis Road. Follow  
Old Annapolis Road approximately 1 mile to park entrance on left.  
Centennial Park South -10,000 Route 108, Columbia. (picnic pavilions, boat dock, boat  
launch) from Route 29: Route 29 to Route 108 West. Follow Route 108 West to 2nd traffic  
light and make right into park.  
Centennial Park West -Centennial Lane, Columbia (ball fields, tennis center). Route 29 to  
Route 108 West. Follow Route 108 West to Centennial Lane. Make right onto Centennial  
Lane to the park entrance on right.  
Clarksville Elementary -12041 Route 108 Clarksville, MD 21029. From Route 29 travel  
West on Route 108 directly to the elementary school on Route 108 (left hand side of the  
road). From Western Howard County travel south on Route 32 to intersection with Route 
108. Make left turn onto Route 108 and drive approximately 1-1/2 miles to elementary  
school on right.  
Clarksville Middle -6535 Trotter Road, Clarksville, MD 21029. See Pointers Run  
Elementary.  
Cradlerock School -6700 Cradlerock Way, Columbia, MD 21045. Route 29 South to Exit  
18, Brokenland Pkwy towards Owen Brown. Make a left at the second light, onto Cradlerock  
Way, school is on the right. Formerly Dasher Green Elementary and Owen Brown Middle.  
Dayton Oaks Elementary and Park - 4691 Ten Oaks Road, Dayton, MD 21036. From Rte. 
29, take MD-32 west toward Clarksville. Turn left onto West Linden Church Rd. Travel a 
short distance and make a right onto Ten Oaks Rd. Make another right at 4-way stop to stay 
on Ten Oaks Rd. School will be on the right.  
Folly Quarter Middle -13500 Triadelphia Road, Ellicott City. From Rte. 29 take Rte. 32  
West towards Clarksville. Travel approximately 9.5 miles and turn left on Ten Oaks Rd and  
travel .4 miles school is on the left.  
Freedom Park -1400 Raincliffe Road, Sykesville, MD 21784. Rt. 32 north into Carroll 
County, take a right turn onto Raincliffe Rd. Go 1/4 of mile and turn right into Ball Park. 
Fulton Elementary -11600 Scaggsville Rd, Fulton, MD 20759. Travel Route 29 South to  
signal light at Route 216. Make a right onto Route 216 and follow 1/4 mile to school on  
right.  
Glenelg High-14025 Burntwoods Road, Glenelg, MD 21737. I-70 to Exit 80, Route 32  
exit. Make left turn at ramp in the direction of West Friendship. Travel south on Route 32  
approximately 2 miles to Burntwoods Road/Ten Oaks exit. Make a right turn at second circle 
and school is one mile on the left. OR From Route 29 take Route 32 West. Travel 
approximately 4-1/2 miles to Burntwoods Road/Ten Oaks exit. Through 2 circles, school is 
approximately 1 mile on the left.  
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Glenwood Community Center -2400 Rte. 97, Cooksville, MD 21723. Take Route 29 North  
to Interstate 70 West to Exit 76, Route 97 South. After crossing Frederick Road, Route 144. 
Travel about a mile and you'll see the center on the right in close proximity to the Glenwood 
Library.   
Glenwood Middle -26880 Route 97, Glenwood, MD 21738. Take Route 40 to Interstate 70.  
Follow Interstate 70 to Exit 76, Route 97 South (towards Olney). Travel 2-1/2 miles, school 
is on right alongside Glenwood Middle School. Or take Route 32 North to Ten Oaks Rd/ 
Burntwoods Road. Travel through 2 circles onto Burntwoods Road to Route 97. Right turn 
onto Route 97 school is approximately 2 miles on the left.  
Harpers' Choice Middle -5450 Beaverkill Road, Columbia, MD 21044. Route 29 to Route  
108 West. Turn left onto Harper's Farm Road. Go through first signal light and make a left 
turn at next light onto Beaverkill Road. Athletic Club will be on the right.  
Jeffers Hill Elementary -6000 Tamar Drive, Columbia, MD 21045. Route 29 South to  
Route 175 East. Route 175 East to Tamar Drive. Turn right onto Tamar Drive to Jeffers Hill 
Elementary on your left.  
Kiwanis-Wallas Park & Recreation Center -3300 Norbert's Way, Ellicott City. Take 
Route 29 North to Route 40 West to signal light at Route 144 make left. Take an immediate  
left on Norbert's Way into Kiwanis-Wallas Park. Follow road to dead end at recreation center 
building. From 695- take exit Rte. 40 West (toward Ellicott City) continue several miles,  
pass the Enchanted Forest on the right. Go through two lights and make left onto Rte. 144.  
Make an immediate left on Norbert's Way into Kiwanis Wallas Park. Building is at dead end  
past the ball fields.  
Lime Kiln Middle See Fulton Elementary. Make right into the Fulton Elementary School  
entrance; follow road past school. Entrance is on the left.  
Lisbon Elementary -15901 Frederick Road, Lisbon, MD 21765. Interstate 70 West to Exit 
73, Route 94 exit. Make left turn at the end of the ramp and travel down Route 94 South to 
the intersection of 94 and Route 144. Make a left onto Route 144 and travel approx. .5 mile 
to the school on the right.  
Longfellow Elementary -5470 Hesperus Drive, Columbia, MD 21044. From Route 29 take  
Columbia Town Center exit (Route 175 West), Little Pat Pkwy, Right onto Harper's Farm  
Road (across from HCC) Second signal light (Eliot's Oak Road) turn right. First stop sign  
(Hesperus Dr) turn light. School is on your left.  
Long Reach High -6101 Old Dobbin LN, Columbia, MD 21045. From 29 South, to 175 East,  
Left at traffic onto Dobbin Road, Continue to first light make left on to Old Dobbin Lane,  
school is on right.  
Manor Woods Elementary -11575 Frederick Road, Ellicott City, MD 21042. Route 29  
North to Route 40 West (toward Frederick). Take left turn onto Route 144 (Old Frederick  
Road). Follow 2 miles. School is on the left.  
Meadowbrook Park -5001 Meadowbrook Lane, Ellicott City, MD 21043. From Route 29,  
exit Route 100 East. Exit onto Long Gate Parkway (the first exit). At the end of the exit  
ramp, turn left. After passing the Park & Ride, turn left into the second parking lot. From I 
95, exit Route 100 West then exit 1A, Long Gate Parkway. At end of ramp, turn left. At the  
stop sign, turn right onto Long Gate Parkway. After passing the Park & Ride, turn left into  
second parking lot.   
Mount Hebron High -9440 Route 99 Ellicott City, MD 21043. Route 40 West to St. Johns  
Lane. Turn right, Take St. Johns Lane to Route 99. School is at the intersection of Route 99 
and St. Johns Lane.  
Mount View Middle -12101 Woodford Dr, Marriottsville, MD 21104. Route 29 to I 70 West,  
to Marriottsville Road West. Take Marriottsville to Frederick Rd/Route 99 turn left at signal  
light. School is on right about 3 miles.  
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Oakland Mills Middle -9540 Kilimanjaro Road, Columbia, MD 21045. Route 29 South to  
Route 175 East, to right on Thunderhill Road and follow to dead end at Santiago Rd (Near 
Oakland Mills Village Ctr). Make a left onto Santiago Rd and follow to the stop sign at  
Stevens Forest Rd. Make a left onto Stevens Forest Road, follow to light at Kilimanjaro Rd  
and turn left onto Kilimanjaro Road. Follow to Middle School.  
Oakland Mills High -9410 Kilimanjaro Road, Columbia, MD 21045. Same directions as  
Oakland Mills Middle School. High School is just beyond middle School, approx. 1/4 mile.  
Owen Brown Middle Now part of Cradlerock School. See Cradlerock School.  
Phelps Luck Elementary -5370 Oldstone Court, Columbia, MD 21045. Route 29 South to  
Route 108 East. Route 108 East to right on Phelps Luck Drive. Left on High Tor Hill to right  
on Oldstone Court to the school.  
Pointers Run Elementary -6600 Trotter Road, Clarksville, MD 21029. From Columbia take  
Route 29 south to Route 32 West toward Clarksville. Exit at Great Star Drive. Top of ramp  
at stop sign take left onto Great Star. Take left onto Guilford Road. Next light is Trotter Rd 
go left. School is on left. Or, from Rte. 29, take Rte. 108 west. Turn left at Great Star Dr.  
and follow to end. Turn left on Guilford Rd. Turn left at signal on S. Trotter Rd. The school is 
on the left.  
Reservoir High -11550 Scaggsville Road, Fulton, MD 20759. From Columbia, take Rte. 108  
west to Rte. 216 east. Make a left on Rte. 216 east. Follow 216 east for approximately 3 
miles. The school is on the left, past Fulton Elementary.  
River Hill High -12101 Route 108, Clarksville, MD 21029. Take Route 29 to Route 108  
West (towards Clarksville). Remain on Route 108 past Trotter Road (just past Clarksville  
Elementary). School is on the left.  
Rockburn Branch Park East Area -5400 Landing Road, Elkridge, 21075. Rte. 29 to  
Maryland 100 East toward Glen Burnie. Travel 4 miles and take the Maryland 103 exit. Go 
through the roundabout and continue on Maryland 103/Meadow Ridge Road. Pass through  
the next roundabout. At the first signal light, turn right on Montgomery Road. Proceed to  
next signal and turn left to remain on Montgomery Road. Travel about 1.7 miles and make a 
left onto Landing Road. The park entrance will be about .75 mile on the left.  
Rockburn Branch Park - West Area -6105 Rockburn Branch Park Road, Elkridge, 21075.  
From Rte. 29, take Rte. 100 east to Md. 103 exit. Go around the circle and cross over Rte. 
100; proceed through next circle. At the first signal light, make a right on Montgomery  
Road. Proceed to signal light and make a left to remain on Montgomery Road. Travel about 
a mile; make a left onto Rockburn Branch Park Road and proceed to park.  
Running Brook Elementary -5215 W. Running Road, Columbia, MD 21044. From Route  
29 take Columbia Town Center exit (Route 175 West) which will put you on Little Patuxent 
Parkway. Go to second signal light (West Running Brook Road) turn right. School will be on  
your right.  
Savage Park -8400 Fair Street, Savage, 20763. Route 29 S to Route 32 East. Route 32 to  
Route 1 S (toward Laurel). Once on Route 1 make right at first light (at Exxon Station) onto 
Howard St. Follow Howard St and bear left onto Baltimore Street. Follow Baltimore St  
through Savage to end and make right into park. (Picnic area is behind tennis courts.) OR 
From Route 1: Route 1 to North Laurel/Savage area (where Waste Water Treatment Plant  
and Storch Woods Apartments are). Turn onto Howard Street (at Exxon Station). Follow  
Howard Street and make left onto Baltimore Street. Follow Baltimore Street through Savage 
to end and make right into park. Picnic area is behind tennis courts.  
Schooley Mill Park (and Schooley Mill Park Activity Room) -12975 Hall Shop Road,  
Highland, MD 20777. Take Route 108 West past Route 216 intersection (Highland) to first 
left onto Hall Shop Road. Follow Hall Shop Road to park entrance on right. Or, take Route  
29 to Route 216 West. Follow Route 216 West to Hall Shop Road. Turn left onto Hall Shop  
Rd. Follow to park entrance on left. 
Stevens Forest Elementary -6045 Stevens Forest Road, Columbia, MD 21045. Route 29  
South to Exit 18 toward Owen Brown. Right at first light onto Broken Land Parkway. Left  
onto Stevens Forest Road (at light), school is one mile on the right.  
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Swansfield Elementary -5610 Cedar Lane, Columbia, MD 21044. From Route 29 take  
Columbia Town Center exit. (Route 175 West) to Little Patuxent Parkway. Make right turn at  
Cedar Lane. (The intersection across from the Howard County General Hospital.) School is 
on the left of Cedar Lane.  
Talbott Springs Elementary -9550 Basket Ring Road, Columbia, MD 21045. Route 29  
South to Route 175 East. Route 175 East to first signal light (Thunderhill Road). Make a  
right onto Thunderhill Road and go to White Acre Road, school is on the right.  
Thunder Hill Elementary -9397 Mellenbrook Road, Columbia, MD 21045 Route 29 South  
to Route 108 East. Route 108 to Mellenbrook. Right onto Mellenbrook Road to the school on 
your left.  
Triadelphia Ridge Elementary -13400 Triadelphia Rd, Glenelg, MD 21737. Take Route 32  
West from Clarksville. Take Burntwoods Rd/Ten Oaks Rd. exit. Follow circles to Ten Oaks 
Rd. Continue on Ten Oaks into Glenelg. Make a left (around circle) onto Triadelphia Road 
(Royal Farms is on the corner). Turn left (follow the sign) to stay on Triadelphia Rd. School 
is 1/10 mile on the left.  
Waterloo Elementary -5940 Waterloo Road, Columbia, MD 21045. From Route 29 South  
make a right onto Route 108 East. School is on the right approximately 2 miles down past  
the intersection. Columbia School for the Deaf is directly across the street from the  
elementary school.  
Waterloo Park -Old Water Road, Elkridge. Route 29 to Route 175 East. Follow Route 175  
East and make a left at light onto Route 108 (toward Ellicott City), before I-95. Once on  
Route 108 take first right onto Lark Brown Road. Follow Lark Brown Road to stop sign and  
make a right onto Old Waterloo Road. Waterloo Park is at end next to Deep Run Elementary 
School.  
West Friendship Elementary 12500 Frederick Road, West Friendship, MD 21794. Take  
Interstate 70 West to Route 32 exit. Turn left onto Route 32 South. At second light, turn left 
onto Rt 144. At the top of the hill, make a left into the school. Fields are in the back overtop 
the hill. Field #11 is furthest from the parking lot.  
Western Regional Park -14800 Carrs Mill Road, Woodbine MD, 21723. From I-70, exit 76, 
Route 97 South. After crossing Frederick Road, Route 144, go about 1.3 miles to Carrs Mill  
Rd and turn right. Proceed about .3 mile; entrance to the park will be on the right. Fields 1, 
2, and 3 are on the right at the 4-way stop. Fields 6 and 9 are in the back of the park. 
Wilde Lake High -5460 Trumpeter Road, Columbia, MD 21044. From Route 29 South, take  
Columbia Town Center exit (Route 175) to Little Patuxent Parkway. Bear right onto  
Governor Warfield Parkway. Go to second signal light (Twin Rivers Road) turn right. Make a  
left on Trumpeter Road (just before Interfaith Center). School is straight ahead.  
Wilde Lake Middle -10481 Cross Fox Lane, Columbia, MD 21044. Located next to Wilde  
Lake High School (see above directions). Follow road to the right. 


