
4 - Cal Ripken – 9 & 10 Year Old (Minor)  

4.1 TIME LIMIT: One (1) hour and twenty (20) minutes provided it is a regulation game, or six (6) innings. 

In case of a tie 1 additional inning will be played. If still tied at the end of the additional inning, the game 

will be declared a tie. The next inning starts as soon as the last out is made in the previous inning.  

4.2 PLAYER REQUIREMENTS: You must have eight (8) players present and in the starting line-up to start 

the game and nine (9) players present and in the line-up by the end of the 1st inning or you will forfeit 

that game to your opponent. If a batter has not arrived by the time it is his turn to bat, he should be 

moved to the last position in the batting order. If the player has not arrived by the time he is to bat, the 

coach can either scratch the player or take an out for teach time the player is due at the plate. It is the 

coach’s discretion to scratch the player and this cannot be done after the team starts batting for the 

second time. Any player (member of the team) can be added to the line-up as long as the team has not 

batted through the line-up once. In the first (1st) inning, if the ninth (9th) batter is due up and has not 

arrived, it will be an out.  

4.3 BATTING ORDER: All teams will bat round robin. If a child is sick before the game, leave him off of 

your line up and inform both the opposing coach and the press box. This player cannot enter that game. 

4.4 BATTER: If a batter slings his bat, a warning will be given to the team at bat. After the warning, any 

player on the warned team who slings his bat will be called out immediately, (No Runners Advance). The 

umpire will be the sole judge of as to whether the bat was slung or dropped.  

4.5 BUNTING: Will be allowed. The batter may square to bunt and pull the bat back to take a pitch, but 

he cannot square and then swing away. PENALTY: The batter is out, no runners advance and the batter 

may be ejected if his actions place the safety of a defensive player in jeopardy.  

4.6 PLAYERS: (a) If a player leaves the game because of illness or injury, the player will be scratched 

from the batting order; he will not be an out; (b) The coach must inform the score keeper, umpire, and 

opposing team coach immediately; (c) If the player leaves the game for any other reason, the player will 

be an out every time it is the player’s turn to bat; (d) If a player cannot complete his turn at bat, the 

coach from the defensive team will pick a replacement batter from the offensive team at least 6 

positions down in the line-up. The count on the batter remains; (e) A pinch runner can be used in case of 

illness or injury. The coach from the defensive team will pick a replacement runner from the offensive 

team.  

4.7 THE CATCHER: Must wear a face mask with throat protector, helmet, mitt, chest protector, shin 

guards, and a protective supporter with cup. Catchers shall wear masks with throat protectors during 

warm-ups and in the bullpen.  

4.8 DEFENSE: Four (4) outfielders will be allowed.  

4.9 BALKS: Balks will not be called for penalty purposes.  



4.10 IN-FIELD: The visiting team will take the field 15 minutes before the game time for a six (6) minute 

warm-up. If you are late taking the field, it will count against your warm-up time. In-field warm-ups for 

the second and later games will be limited to four (4) minutes per team and will not be permitted past 
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4.11 RUNS PER INNING: There will be a six (6) run per inning limit with the following exception: Any run 

scoring as a result of an over the fence homerun will be counted. Example: Your team has scored five (5) 

runs and has the bases loaded; the batter hits a homerun over the fence; all four (4) runs resulting from 

the homerun will count and you will be credited with 9 runs that inning. In this example, if the batter 

hits a hard shot to the fence (not over the fence) that results in an inside the park homerun, you will be 

only credited with six (6) run maximum.  

4.12 PITCHING RULE: Please refer to the appropriate pitching chart attached.  

4.13 GROUND RULE DOUBLE: Any batted ball that bounces over, rolls under, goes through the fence, 

between the foul line and the outer fence, will be called a ground rule double, as long as it is a fair ball. 


