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Altoona Area Teener Baseball League 
P.O. BOX 1091 

ALTOONA, PA 16603 

 

 

Rules and Regulations 
 

GENERAL 

 

The bylaws and rules supercede anything that conflicts with those found in the Babe Ruth League rule book. There will be no 

rule changes after the season begins unless it is a unanimous vote by the Board of Directors. 

 

DUTIES OF MANAGERS 

 

PRE-SEASON 

 

1. Select the required number of players from the draft selection process and proceed with regularly scheduled practices. 

2. Instruct your players on the following League rules: 
a. Each player must sell booster tickets before s/he receives a uniform. 

b. Advise each player of the League rules as far as unruly conduct and unacceptable behavior while on the field or in the 

dugout. 

c. Advise players of the rules covering care of equipment and uniforms. 

d. Before the season begins, the managers must submit a completed roster and all ticket money for all of his players. The 

roster will contain name, address (including zip code), phone number, birth date, and age on April 30, of the current 

season. Uniform numbers will be added to the roster as the players receive their uniforms. The ticket money will be 

presented to the League in the form of a check or money order. Games may be forfeited until all ticket money is 

turned in to the League. 

 

AFTER THE SEASON BEGINS 

 
The winning team calls the game results into the Altoona Mirror PROMPTLY after each game. Teams must clean their 

dugouts after each game. Teams are responsible for chasing foul balls. The manager must attend all League meetings or have 

a responsible person substitute for him. Managers are responsible for the conduct of their players. Obscene language, obscene 

gestures, personal insults, and taunting are poor sportsmanship and are not tolerated in the Teener League. Umpires will eject 

players, coaches, managers, or fans for any of these infractions. Home team may use the batting cage until ½ hour before their 

game begins. The visiting team may use the batting cage from ½ hour before their game begins until game time. The 

groundskeeper will make every attempt to call the Executive Director at least an hour before a game is postponed or canceled. 

The Executive Director will call the Head Umpire, the Managers, the Announcers Coordinator, and the concession people. 

 

The only people permitted in the dugouts are the team players, the manager, two coaches, a scorekeeper, and a batboy/girl. 

 
A player must have attended 60% of their games to be eligible for any post-season play. 

 

A 15 minute grace period has been established for all games if the minimum number of players are not present. This grace 

period is from the regularly scheduled starting time. 

 

SLIDING (Avoid Contact) RULE  

(1) If a runner attempting to reach home plate or another base intentionally and maliciously runs into a defensive player in the 

area of home plate or a base, he will be called out and ejected from the game. 

  

(2) A runner attempting to score may not deviate from his direct pathway to the plate in order to initiate contact with the 

catcher (or other player covering home plate). If, in the judgment of the umpire, a runner attempting to score initiates contact 

with the catcher (or other player covering home plate) in such a manner, the umpire shall declare the runner out (even if the 

player covering home plate loses possession of the ball). In such circumstances, the umpire shall call the ball dead, and all 

other base runners shall return to the last base touched at the time of the collision. 

  



2 

Comment: The failure by the runner to make an effort to touch the plate, the runner’s lowering of the shoulder, or the 

runner’s pushing through with his hands, elbows or arms, would support a determination that the runner deviated from 

the pathway in order to initiate contact with the catcher in violation of this rule. If the runner slides into the plate in an 

appropriate manner, he shall not be adjudged to have violated the rule. A slide shall be deemed appropriate, in the case of 

a feet first slide, if the runner’s buttocks and legs should hit the ground before contact with the catcher. In the case of a 

head first slide, a runner shall be deemed to have slid appropriately if his body should hit the ground before contact with 

the catcher. 

  

(3) Unless the catcher is in possession of the ball, the catcher cannot block the pathway of the runner as he is attempting to 

score. If, in the judgment of the umpire, the catcher without possession of the ball blocks the pathway of the runner, the umpire 

shall call or signal the runner safe. Notwithstanding the above, it shall not be considered a violation of this rule if the catcher 

blocks the pathway of the runner in order to field a throw, and the umpire determines that the catcher could not have fielded the 

ball without blocking the pathway of the runner and that contact with the runner was unavoidable. 

 

* The term “catcher” in this rule is interpreted to be any player covering home plate. 

 

“HURRY UP” RULE 

1. A player must keep one foot in the batters box at all times once entering the box, except for foul balls or if a time-

out is granted by an umpire. Continually stepping out of the batters box may be justification for the umpire to call 

a strike on the batter whether a pitch is thrown or not. 
 

JEWELRY 

1. Earrings are not permitted. Earrings must be removed. 

 

BATTING HELMETS 

1. All players are required to wear a batting helmet with protective ear flaps when at bat or when a base runner at all 

games and practices. 

2. Any deliberate removal of the batting helmet will constitute an infraction and the player and both managers will 

receive a warning from the umpire. Any subsequent violation will result in any offending player being declared 

out immediately. 

 

BATS 

1. Any legal wooden baseball bat may be used. A player discovered to be using an illegal or altered bat will be 

ejected. “Using” begins as soon as the player steps into the batter’s box. Bamboo and composite bats are 

permitted. 

 

BASES 

1. If the base top should be dislodged from the base plate during live play, the base plate becomes the actual base for 

the rendering of the umpires’ decisions. The base runner must make and/or maintain contact with the base plate – 

NOT THE BASE TOP. 

 

CARE OF EQUIPMENT 

1. Equipment is provided by the League. Proper care of this equipment is essential. 
2. Any player throwing, or in any way abusing any equipment is subject to immediate ejection. (Any equipment 

means any equipment used during a Teener League game, whether owned by the League or not). 

3. Managers are responsible for collecting all uniforms and equipment at the end of the season. All uniforms and 

equipment will be stored at the Teener League field, in the team’s locker, during the off-season. Uniforms and/or 

equipment not collected will be billed to the manager. 

 

MANAGER / COACH / PLAYER / FAN CONDUCT 

1. The manager and coaches, by their conduct, sets the tone of the teams conduct. As leaders of the team, the 

manager and coaches must, at all times, set an example of mature, responsible leadership. A manager or coach 

may not approach an umpire after a game. 

2. All players are required to remain in the team bench area when not participating in the game. Players are to 
remain away from the stands and remain together as a team. 

3. All team members are to wear the entire baseball uniform at all times when at the playing field for a game. Shirts 

will be tucked in. All socks will match. Hats will be worn in the properly acceptable baseball fashion. 

4. Any prolonged altercation with an umpire will result in immediate ejection from the game. 
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5. When warming up at Seitz, ensure that you do not hit or throw in the direction of the houses, buildings, and 

mobile homes. Any damage done to private property is the responsibility of the Manager. 

 

 

EJECTION RULE 

 The following penalties apply to coaches, managers, and players ejected from a game: 

1. The person ejected from a game will sit out the remainder of that game and the next complete game. Any ejected 

person is expected to remove him/herself from the team bench area and no longer participate in the game in any 

manner. If any ejected person is found to be participating in the game in any manner, or if s/he does not remain 

silent, other than normal encouragement to the team, s/he will be asked to leave the property in so far as s/he 

cannot be seen or heard. If the ejected person does not comply, a forfeit may be awarded to the opposing team, at 

the sole discretion of the umpire. 

2. If the same person is ejected for a second time during the season, s/he will sit out the balance of that game and the 

next three complete games and leave the property immediately. 

3. Persons ejected a third time will be suspended for the balance of the season and must leave the property 

immediately. 

4. The Teener League Executive Board can review any suspension. 
5. Anyone ejected two or more times will not be eligible for awards. This can be reviewed by the Board of 

Directors. 

 

RULES FOR OFFICIAL PROTEST OF GAME 

1. The team manager, or acting manager, must notify the plate umpire and the other team manager immediately. 

2. The plate umpire must sign the score book of the protesting team. 

3. A written protest outlining the part of the rule book, or Teener League rule, that was violated must be submitted 

by the manager to the League President (or acting President) within 48 hours. 

4. In the event the protest will be heard, the plate umpire will be asked to submit a written statement, or be present at 

the protest meeting. 

5. A League Official and an impartial committee will hear the protest at the earliest time possible. 
6. Protests cannot be filed for judgement decisions of umpires. 

7. A $10.00 cash filing fee will be submitted with the protest and will be returned if the protest is upheld. 

 

SUBSTITUTIONS 

1. Any players may withdraw and re-enter the game once, provided that such player occupies the same spot in the 

batting order any time s/he is in the lineup. 

2. After any or all players have been withdrawn, they can re-enter the game immediately, with the exception of the 

pitcher (in the pitchers position). 

3. A substitute or player who replaces the pitcher, whose team is not at bat, shall pitch to the first opponent to bat 

against him/her until that batter is put out, reaches first base safely, or there is a third out. 

4. A courtesy runner may be substituted for the pitcher and/or catcher after there are two outs in any inning. A 

courtesy runner must be a player who is not currently in the line up. (Unless there are not sufficient players 
available in which case the opposing manager may select the courtesy runner). Likewise an “ejected player” 

cannot assume the duty of courtesy runner. The courtesy runner may enter the game as a player. 

5. There must be 9 players on the field at all times, except for Minor League which may finish with 8 if 

necessary. When the missing spot in the batting order is reached it is an out. 

 

“MERCY” RULE 

1. A game will be called any time after 5 innings, if a team is winning by 10 runs. 

2. A game will be called any time after 4 innings, if a team is winning by 15 runs. 

3. A game will be called any time after 3 innings, if a team is winning by 20 runs. 

 

 
PITCHING RULE 

1. A player removed from the pitching position may not return to the pitching position 

2. Minor League Pitching guidelines will be as follows:  95 Pitches Maximum Per Game 

(0 days rest 0-20 pitches), (1 days rest 21-35 pitches), (2 days rest 36-50 pitches), (3 days rest 51-65 pitches), (4 

days rest 66 +). 

3. Minor League players may not pitch in consecutive games if they throw 65 pitches or more in previous game.  

4. Major League Pitching guidelines will be as follows:  95 Pitches Maximum Per Game 

(0 days rest 0-30 pitches), (1 days rest 31-45 pitches), (2 days rest 46-60 pitches),(3 days rest 61-75 pitches), (4 

days rest 76+ pitches).  
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5. A manager who violates a pitching rule will be ejected and the pitcher must be removed from the                   

pitcher’s position or it will be a forfeit. 

 6.    All managers must report pitch counts after each game. 

7.   Pitchers should remain within the 18’ circle of the pitcher’s mound at all times during the game unless fielding a 

ball or backing up a play. If the pitcher leaves the mound to receive the ball from the catcher, the umpire will 
warn the pitcher to stay on the mound. Subsequent times if the pitcher leaves the 18’ circle designating the mound 

it will be called a ball on the batter. This applies during warmups also; a ball may be called on the next batter. 

 

  

CONTINUED GAMES 

1.    A games will only be continued if it has not reached 4 complete innings or if the game is tied after 4 complete 

innings. The game will be re-started exactly where it left off. Otherwise it is considered to be a complete game. 

 

END OF SEASON 

1. Managers are responsible for collecting uniforms and equipment and turning it in to League Officials promptly. 

All uniforms and equipment will be stored on Teener League property during the off-season. Managers will be 

billed for any uniforms or equipment not turned in. 
2. Provide the names of players and coaches who are eligible for trophies and other recognition. 

3. Players who fail to turn in their uniforms by the date set by the Teener League will be ineligible to play in the 

Teener League the following season and may not be eligible to play in the George B. Kelley Federation. 

 

EXTRA HITTER 

1. If the extra hitter is used in a major league game (optional), it must be used during the entire game. (Unless 

ejections, or in the umpire’s judgment, injuries do not permit it – in which case the injured or ejected batter’s 

position will be an out when reached in the lineup). If a team is using the extra hitter, it must be on the line-up 

card presented to the umpire and opposing manager before the game begins. 

2. The extra hitter will be used in all minor league games. The extra hitter must bat at least twice. If the game ends 

before the extra hitter gets two at bats it will be a forfeit if discovered. This applies to mercy rule games as well as 
completed entire games. The extra hitter may be put into the game as a player in which case the below rule 

applies. (Injuries, ejections, or insufficient number of players will void this rule for both teams). 

 

MUST PLAY RULE (Minor League) 

1. All players must play a minimum of two innings in the field and one at bat, except extra hitters who must have at 

least two at-bats. 

2. Minor league games will use 10 players including the extra hitter, assuming sufficient players are available. If an 

absence or injury limits a team to 9 players there is no penalty. The opposing team may then elect to also use only 

9 players. (Also see “SUBSTITUTIONS” Item 7, above). 

3. All available players must be on the lineup card presented to the scorer and opposing manager. A player may be 

added to the lineup card if s/he arrives late. 

4. A forfeit may be imposed if all players do not play, except a manager is only required to play as many players as 
the opposing team has available. In this case, if additional players are used, they do not have to meet the playing 

time requirement. 

5. A player may be held out of a game for disciplinary reasons if it is reported to the opposing coach and umpire 

before the game begins, or as soon as such player arrives at the game if the player is late arriving to the game. If 

disciplinary action is taken during a game, that must also be reported to the umpire and opposing manager if the 

player did not play the required amount of time. 

 

TIME LIMIT  

1. A time limit of two and a half (2 ½) hours has been established for all Minor League games except play-off 

games and games tied at the end of the time limit. A tied game may be played until the tie is broken – it does not 

have to go 7 innings. If the home team is losing, the home team gets to bat. This is not to be interpreted as 
“sudden death”. An inning may not begin after 2 ½ hours has passed except in the previously mentioned 

instances. 

2. An inning cannot start after 11pm if there is school the next day. The game will be continued if it has not reached 

the required number of innings to be considered a complete game. (See “Continued Games”, above.) 

 

 

Rev.  3/4/2020. 


