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Lancer Classic Baseball 
Tournament 

11U Tournament Rules 
 
 

(1) Pre-Game Rules 
(a) Each team must have a completed roster with each parents’ signature releasing the 

Lancer Classic of Liability and accepting rules that apply to the game and 
standards of conduct. 

(b) Each team must have an up-to-date copy of Insurance on file with the 
Tournament. 

(c) Each team must present these two items before the start of their first game. 
(d) Each team will report to the Tournament Official, usually located at the 

concession stand at each park, before their first game of the tournament.  The 
Tournament official will make sure that rosters and insurance forms are on file, 
and each team will be given three (3) commemorative Lancer Classic Baseballs.  
These baseballs can be used for the first three seeding games of the tournament, 
or can be replaced with any new RS-T Stamped Grade B or better Leather 
Baseball if any team wishes to keep the “Lancer Classic” baseball. 
 

(2) Game Play - General Rules  
(a) Both the home and opposing teams Head Coach will meet 5 minutes prior to 

game time for Ground Rules.   
(b) All Seeding games begin with a coin flip to determine home / away.  All Sunday 

games home / away are determined by the higher seeding. 
(c) Game will be six (6) innings in length with a one hour and fifty-five minute time 

limit.  No inning may begin after one hour and 55 minutes has passed from first 
pitch.  All games, with the only exception being final Sunday Championship 
Games, will have this limit.  The umpire is deemed to be the official time keeper, 
time limit rulings cannot be protested. 

(d) Any rule not specifically addressed in the amended rules will automatically be 
referred to the Little League rulebook. 

(e) Any protests or rules in question must be addressed immediately, during the game 
with a Tournament Official. A protest is null if made after a pitch has been 
thrown. 

(f) Questions regarding rules, game play must be addressed at Ground Rules, where 
the umpire becomes the judge and interpreter 

(g) A ten-run mercy rule is in effect after 4 complete innings if the home team is 
winning and every complete inning after that. 

(h) If a team is winning by 15 or more runs after three complete innings, the game is 
considered a mercy. 

(i) Head-to-Head, runs allowed, run differential, runs scored, and coin flip will be 
used as tiebreakers  
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(j) Coaches must text their final score (win or lose) to 716-870-2106 with both team 
names and field played on. 

(k) Final Score and Pitching Innings must be recorded on a scorebook or on the 
Lancer Classic Recording sheet.  These sheets must be SIGNED by the opposing 
coach or the opposing umpire.  In the event of a disputed score, the Tournament 
will ask to see the signed scorebook or sheet.  It is the coaches responsibility to 
make sure that both teams have the same recorded score. 

(l) All game updates, standings and score will be posted immediately to 
ww.LancerClassic.com, which serves as Tournament Central. 

(m)It is the coaches’ responsibility to ensure that scores on www.LancerClassic.com 
are recorded accurately.  This website serves as tournament central and official 
score and record keeper for the seeding round (Not the viewing boards).  We are 
not perfect!  Mistakes can happen.  Coaches must check that their score was 
recorded correctly after each game. 

(n) All Scores are final at the conclusion of all seeding games.  
(o) Once Sunday Seeds are released, based on recorded website scores, it is FINAL.  

Score corrections must be made before Sunday brackets are released. 
(3) Equipment Rules 

(a) All bats must have a USA Baseball Stamp on its neck.  
 

 
 
 
 

(b) All players must PRESENT the stamp to the umpire before each at bat.  This 
should allow the umpire a quick glance to ensure the safety stamp is affixed. 

(c) Any player who uses an illegal bat during an at bat will immediately be called out 
at the time of appeal.   

(d) Per NFHS Rules, if a player is caught using an illegal bat, there will be one team 
warning AND the Head Coach will be restricted to the bench area. 

(e) If a team is caught using an illegal bat on a second occasion in any given game, 
the offending player AND the Head Coach will be ejected from the game. 
 

 
(4) Offensive Rules 

(a) Teams may choose to bat…. 
 ((1)) the ten (9) defensive players and an Extra Hitter (EH) to form a 10 man 
lineup.   
-- OR -- 
 ((2)) Teams may choose to bat their entire lineup and substitute freely.  

  
(b) If a team only has nine (9) players, an out will NOT be recorded in the 10th slot.  

However, to negate any offensive advantage, the opposing team may choose to 
legally bat nine (9) players. 
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(c) A player removed from the game may reenter the game only once, in his original 
place in the batting order.  A player who did NOT start the game may not re-enter 
after he is removed. 

(d) If at any time a legal substitution cannot be made for a player who cannot take his 
at bat, that slot in the batting order will become an out.  

(e) This is a no-contact tournament.  At no time is it permissible to “run” a position 
player.  Runners are required to avoid contact by sliding, reversing course, or 
giving themselves up.  Leaping over a crouched player is not allowed. 

(f) Catcher / Pitcher Speed Up Rule. A Courtesy Runner may be used for the 
pitcher or catcher any time in the tournament when the offensive team has two 
outs.  The courtesy runner must be a bench player if a bench player is available.  
If no bench player is available, then the courtesy runner must be the player in the 
batting order who made the 2nd out of the inning. 

(g) The speed up rule should not slow down the game.  The courtesy runner must be 
ready to take the batters place immediately.  The umpires will not delay the game 
to allow a courtesy runner onto the field.  If the courtesy runner is not prepared to 
run, the pitcher / catcher will continue as the runner until such the courtesy runner 
is ready to enter the game. 
 

(5) Defensive Rules 
(a) At no time can a team over shift any player to create a fifth infield position. 
(b) Fully “Blocking” a plate or bag with possession of the ball is allowed, however, if 

any player blocks, the outside edge of the player or body part that is blocking the 
plate/base, becomes the outside edge of the plate or base. 

(c) Both the dropped third strike and infield fly rules are in effect. 
 

(6) Pitching Rules 
(a) No Pitcher can pitch for more than six (6) innings in any game. No Pitcher may 

pitch for more than six (6) innings in any tournament day. A pitcher is also 
restricted to twelve (12) innings during the tournament. 

(b) A Pitcher who has been removed from the mound may not reenter the game as a 
pitcher.  He may, however, play any other position on the field. 

(c) Pitchers must be dressed in full uniform and may not wear wristbands or 
undershirts which are not of like color to their uniform.  

(d) There is no hits batsmen rule.  A pitcher is not required to be pulled from the 
mound upon any number of hit batsmen. 

(e) All scores and pitchers names / innings logged must be logged in the teams’ 
scorebook or Official Score Sheet.  That book MUST be signed by the umpire 
or Official Scorekeeper and Opposing coach/ scorekeeper.   

(f) Failure to produce a signed accounting of proper score and pitchers reports during 
a protest will result in a loss of the protest. 
 

(7) Tie Breakers 
(a) Division Standings will proceed as follows; 

(1) Record 
(2) Head-to-Head standing  
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(a) Head to Head will only be used when ONLY two teams are tied.   
(b) Head to Head will also be used if three teams are tied, but one team 

has beaten both teams that are tied in the division.  (ex.  Team A, 
Team B, Team C all are 2-1, Team A has beaten both Team B and 
Team C, lost to Team D, Team A would get the higher ranking based 
on Head to Head) 

(3) Runs allowed  
(4) Runs differential (Runs Scored minus runs allowed) 
(5) Runs Scored 
 

(8) Standards of Conduct 
(a) This Tournament is a zero-tolerance tournament.  Any coach, parent, or spectator 

who is ejected from the game is also ejected from the Park and must leave 
immediately. 

(b)  Any spectator ejected from the Park is ineligible to return to the Park for the 
remainder of the Tournament, or until the Tournament Committee has reviewed 
the incident.  

(c) Any coach or player ejected from a game must be approved for return by both the 
Umpires Association AND the Tournament Director. 

(d) There is no alcohol allowed at the Tournament or any place within the Parks the 
tournament is held.  Any consumption of alcohol on grounds affiliated with the 
Tournament will lead to immediate ejection from the Tournament.   

(e) Teams that have had ADULTS ejected from games for poor sportsmanship or 
behavior, including alcohol consumption, will have TEN RUNS added to their 
RUNS ALLOWED total on the final tally for Sunday Seeding.   

(f) In the case of repeated ejections or warnings for Alcohol, Tournament Officials 
may count the offending teams’ games as forfeit. 

(g) Malicious Contact, deemed to be non-accidental by the umpire, by any player will 
lead to an automatic tournament ejection.   

(h) Foul Language, particularly by adults, will not be tolerated.  Please keep in mind 
that these players are not adults.  There will be no warning of ejection when a 
player, spectator or coach uses foul language directed at any other person 
involved in the Tournament. 

 
 
(7)________ Standings, Games and Rain 

• All teams must be available to start a game any time between 8AM and 11PM on 
Saturday and Sunday, and between nine and 11PM  on Friday. 

• All games are considered complete after four complete innings. 
• Seeding games can only finish in a tie if the time limit has expired.  Teams that reach 

extra innings before the time limit has elapsed are required to play extra innings until the 
time limit is reached. 

• In case games are not completed, finished game standings will apply to final standings. 
• Games will be considered “In Delay” until the field reaches its point of saturation, when 

Tournament Staff will call games and begin the rescheduling process.  Games are in 
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delay until it is determined that fields are saturated to the point where above normal and 
time-consuming maintenance must be performed. 

• Tournament Officials will determine which games will be continued once play resumes. 
• All Games must be started no later than 11PM on Saturday in order to count to Sunday 

Standings 
• In case of rain or weather that halts the tournament with games left to be played, teams 

will advance into tiers using their winning percentage and runs allowed per games 
played, Run differential, and runs scored per games played. 

• In the event of a complete Sunday Rainout, teams in the Platinum (Tournament 
Championship) Bracket, will be asked to return on Monday to finish the Tournament.  
Please be aware that EVERY effort, including long delays and use of Field Lights, will 
be made to complete the Tournament Championship Bracket. 

• In the case of a complete Sunday rainout, participants in the Gold, Silver and Bronze 
Brackets will be awarded Tier Championships based on their seeding in the bracket. 

• Monday Games may be played beginning at nine (9) A.M 
• In the case of a complete Tournament Sunday Cancellation, the top two remaining seeds 

in each bracket should report to the Tournament Official for presentation of trophies and 
awards. 

 


