
2016 Jeffersontown Baseball Fall Rules 
 
General Rules         

- Rain/Weather line: 502-329-0244. 
- Age eligibility determined based on age as of May 1, 2017 for baseball and December 31, 

2016 for softball. In the fall, players should be playing in the age group they qualify for during 
the SPRING 2017 SEASON. 

- No alcohol, coolers or pets allowed in the park. 
- No tobacco of any kind is allowed in the dugout or on the field of play. 
- No Standings or End of Season Tournament will be offered. The spirit of all fall programs is 

player and team development. 
- No full infield before games – each team can conduct ½ field warm-ups prior to the start of 

each game.  
- All leagues will be scheduled and guaranteed 8 games. 
- Swinging of bats will only be allowed in the batting cages or on the fields. 
- On-deck batters will be allowed but must be positioned on the side of the field behind the 

batter – EXCEPT ON SKYVIEW FIELD 1 AND VETERANS FIELD 8. 
- Warming up pitchers: Skyview Fields 1,3, 4 and Veterans Field 8 - this may be done inside the 

fence in foul territory down the right field or left field line as appropriate. Note: The catcher 
must wear a helmet, a safety player must stand behind the pitcher with a helmet and glove to 
protect the pitcher. All other fields –a pitcher must warm-up outside the field of play.     

- Maximum two (2) coaches allowed outside the dugout at any time. Note: 8U and above – one 
(1) coach is allowed outside the dugout while on defense to call pitches and defense. 

- No hitting of baseballs into any fence (soft toss). Waffle-type balls are allowed.  
- Players and coaches only in the dug-outs – no bat boys/girls.  
- No protest will be heard in the fall. 
- All teams and fans are responsible for removing trash from the dugout and stands at the 

conclusion of each game. 
- All teams are to clear the dugout and field immediately after shaking hands with the 

opponent and hold post game meetings outside the field area. 
- In 8U – 12U Rec: Only small barrel 1.15 BPF certified bats are allowed. 
- In Middle School - Only approved USSSA 1.15BPF and Drop 3 BBCOR big barrel and small 

barrel bats are allowed (no more than 2 ¾ inches in diameter).  
- All games will be played under Official Baseball Rules and USSSA Sanctioned Rules. 

with the following local modifications: 
 
Time Limit / Game Duration – ALL FALL LEAGUES 

- 4U/5U T-Ball, 5U/6U Coach Pitch, 7U/8UMP – six (6) innings or game ends in drop dead 
format at one hour fifteen minutes (1:15). 

- 9U/10U  – six (6) innings or game ends in drop dead format at one hour twenty minutes (1:20). 
- 11U/12U - six (6) innings or game ends in drop dead format at one hour forty minutes (1:40).  
- 13U/JV, 15U/Varsity and High School Varsity - seven (7) innings or game ends in drop dead 

format one hour fifty minutes (1:50).  
- Games will end in a tie during fall season. No extra innings will be played once regulation time 

has expired or innings regulation innings have been played. 
- Suspended Games – games called due to rain, weather, light failure, or other acts of God and 

cannot be resumed will be considered complete after four (4) innings. Note: Suspended games 
will be at the discretion of Jeffersontown Baseball. If Home Team is winning games will be 
considered complete after 3 ½ innings. 

 
 



 
Mercy Rules 
 
               LENGTH OF GAME              RUN DIFFERENTIAL                  START INNING 
                           6 innings                                 12 runs                                  3rd Inning 
                           6 innings                                   8 runs                                  4th Inning 
                           7 innings                                 12 runs                                  3rd Inning 
                           7 innings                                 10 runs                                  4th Inning 
                           7 innings                                  8 runs                                   5th inning 

 
In enforcing this rule, the home team shall not bat if they are winning and the mercy requirement is 
met prior to the bottom half of the listed inning. Likewise, if the home team is batting and meets the 
mercy requirement in the bottom half of a listed inning the home team shall cease batting at that 
moment and the game will end. 

 

Playing Rules (USSSA rules with the following local modifications) 
- Batting Order/Substitutions: 

1. We want roster batting in the fall! Bat entire roster and free defensive substitutions. When 
batting the entire roster teams will not be penalized if they have to drop a player due 
to injury or other circumstance as long as you have at least 9 players remaining in 
the lineup. 

 
- Speed-up Rule – At any time, the offensive team may use a courtesy runner for the pitcher 

and catcher of INTENT (meaning that player is going to the pitcher or catcher position 
the next half inning on defense). The courtesy runner must be a player not presently in the 
line-up. If no players not presently in the line-up are available, the courtesy runner shall be the 
player making the last batted out. The re-entry status of the courtesy runner, pitcher, and 
catcher shall not be affected by this rule. If at any time, a courtesy runner is determined to be 
ineligible, a proper replacement pursuant to these rules (if available) will be used without 
penalty. 

- No metal cleats except for Skyview Field 1 games. Please note that pitchers 

must wear molded cleats or tennis shoes when pitching from a portable mound in 
warm-ups. 

- Ejection of a player, coach or fan requires that they leave the ballpark and they become 
ineligible for their teams next scheduled game. 

- Field Dimensions: 4U/5U/6U(50), 7U/8U – (46-60), 9U/10U- (46-65), 11U/12U – (50-70),     
MS JV, 13U  – (54-80), MS Varsity, 13U-15U and above – (60-90) 

- Balks – In 9U/10U Recreation Age divisions pitchers will be allowed complete leniency in 
regards to balks. If a pitcher is doing something to cause a clear disadvantage to the batter, 
the coach must remove the pitcher from the game and work with them at the next practice. 

- Balks (In 11U – 15U Rec Leagues) – Balks will be called after 1 warning on the same pitcher. 
Pitchers will be called for all major violations and warned for minor violations that do not affect 
the outcome of a play.  

- Trips to the Mound – When a team is charged with a 2nd trip to the mound in the same inning, 
to the same pitcher, the pitcher must be removed from the pitching position for the remainder 
of the game. The pitcher may play another defensive position. 

- A player removed from the pitching position (starting or subsequent relief pitcher) may not 
return to the pitching position for the remainder of the game. 

 
 
 



 
4U / 5U  TBALL  Specific Rules of Play 
Field Dimensions: Bases 50’, Infield Circle 30’ radius, Foul Circle 6’ radius  
 
1. Each team will furnish one umpire for each of its games.  

2. There will be no official score kept during the game, and there will be no league standings.  

3. Time Limit: Time Limit: Each game is scheduled for one hour and fifteen minutes drop dead or six 
innings, whichever comes first (1:15). It shall be the responsibility of the managers to start the game 
within five minutes of the scheduled time and to keep the official time of the game.  
4. Equipment: Bat length shall not exceed 28”. Maximum 2 ¼” barrel bat. The ball will be a soft 
baseball. Helmets with a mask are recommended (not required) to be worn by all batters and 
base-runners in Tee Ball.  

5. The ball will be batted from a tee. There will be no strikeouts or bunting (batter must take a full 
swing). If the batter hits the ball without taking a full swing, the ball shall be declared dead, all runners 
must return to their bases, and the batter shall resume his/her turn at bat. Note: Batters that show 
proficiency in practice may receive three pitches from a coach pitcher, then hit from tee if 
unsuccessful.  

6. All players will bat in the first inning. Upon completion of the first inning, each team will bat until 
three players have been put out or until all players have completed their turn at bat, whichever comes 
first. If the final batter in an inning is put out, the out will be considered to be the third out for the 
purpose of determining whether any preceding runners have scored.  

7. On defense, only nine players will play each inning (five infielders and four outfielders). Use of a 
catcher is not permitted. Each player shall play a minimum of two defensive innings per game.  

8. All five infielders (1B, 2B, SS, 3B, and P) must be positioned behind the infield circle until the ball is 
hit. If a violation occurs on a play in which the batter and all base-runners advance at least one base, 
the violation will be ignored. Otherwise, all runners will be returned to their original bases and the 
batter will resume his/her turn at bat.  
9. All four outfielders (LF, LC, RC, RF – no short-fielders) must be positioned behind the outfield side 
of the base-paths while the ball is in play. If a violation occurs on a play in which the batter and all 
base-runners advance at least one base, the violation will be ignored. Otherwise, all runners will be 
returned to their original bases and the batter will resume his/her turn at bat.  

10. If a batted ball comes to rest inside the foul circle, it is a foul ball.  

11. The bat must hit at least part of the ball. If the batter propels the ball by striking the tee only, it is a 
foul ball.  

12. After hitting a fair ball, the batter must make an attempt to place the bat in the bat box before 
passing the far end of the box. An attempt will be considered to have been made as long as any 
portion of the bat is placed in the box (even though the bat may roll out of the box), provided the 
batter has not slung the bat. Once the bat has been dropped, it cannot be picked up. Penalty: The 
ball is dead, the batter is out, and all runners must return to the bases they occupied at the time the 
ball was hit.  

13. There will be no stealing. The base-runners’ foot must be on the base when the ball is hit. 
Penalty: The ball is dead, the runner is out, no bases may be run by the batter or other runners.  

14. No more than two coaches are allowed on the field while their team is playing defense, and both 
coaches must remain on the outfield side of the base-paths while the ball is in play. On offense, a 
coach may be used with the batter (also to receive pitches) in addition to the first base and third base 
coaches. Note: A fourth coach may be utilized on offense as a coach pitcher when pitching to 
proficient hitters. The ball shall be pitched by the coach pitcher, who will pitch over handed from one 
knee at a distance of approximately 20’.  

 

 



 
4U / 5U  TBALL  Specific Rules of Play (continued) 
 

15. If an offensive coach touches a runner in any way while the ball is in play, the runner shall be 
called out, the ball is dead, and all other runners shall return to the last bases they had legally 
touched at the time of the interference.  

16. If a defensive coach touches a fielder in an effort to aid in positioning the fielder while the ball is in 
play, the ball shall become dead and the umpire shall award such bases as in his judgment would 
have been attained had it not been for the interference. The minimum award for each runner shall be 
one base beyond the last base he/she had legally touched at the time of the interference.  

17. When the ball is held overhead by any defensive player, with no play being attempted, time shall 
be called by the umpire. Any runner who has reached the half way mark when time is called will be 
awarded the next base. Any runner who has not reached the half way mark will be sent back to the 
previous base.  

18. When two runners occupy the same base, it must be determined which runner is entitled to the 
base. Unless it is a force situation, the lead runner is entitled to the base and the following runner 
may be put out by being tagged. If force situations, the lead runner may be put out by tagging either 
the runner or the base to which he/she is forced.  

19. Following any overthrow during an attempted play, no runners may advance further than two 
bases from the last base they had touched at the time of the overthrow. Exception: If an overthrow 
occurs during an attempted play on the batter/runner before he/she reaches first base, the 
batter/runner may not advance further than first base on the play; other runners would be eligible to 
advance up to two bases from their positions at the time of the overthrow.  
 
 
5U / 6U  COACH PITCH Specific Rules of Play 
Field Dimensions: Bases 60’, Infield Circle 30’ radius, Foul Circle 6’ radius  
 

- There will be no official score kept during the game, and there will be no league standings. 
- Equipment: Bat length shall not exceed 28”. Maximum 2 ¼” barrel bat. The ball will be a soft 

baseball. Helmets with a mask are recommended (not required) to be worn by all batters 
and base-runners in Coach Pitch. 

- Each batter will be given a maximum of 5 pitches by the offensive coach to put the ball in play. 
If the batter received 3 strikes or does not swing at a hittable 5th pitch they will be called out. 

- There will be no bunting (batter must take a full swing). If the batter hits the ball without taking 
a full swing, the ball shall be declared dead, all runners must return to their bases, and the 
batter shall resume his/her turn at bat. Each team will bat until three players have been put out 
or until 6 runs have been scored, whichever comes first.  

- On defense, nine defensive players will play each inning (one pitcher, infielders and four 
outfielders). There will be no catcher for this age group.  An offensive coach will be positioned 
there to set the kids up and to get the balls back to the coach that is pitching.  This will speed 
the game up. 

- All five infielders (1B, 2B, SS, 3B, and P) must be positioned behind the infield circle until the 
ball is hit. If a violation occurs on a play in which the batter and all base-runners advance at 
least one base, the violation will be ignored. Otherwise, all runners will be returned to their 
original bases and the batter will resume his/her turn at bat. 

- All four outfielders (LF, LC, RC, RF – no short-fielders) must be positioned behind the outfield 
side of the base-paths while the ball is in play. If a violation occurs on a play in which the batter 
and all base-runners advance at least one base, the violation will be ignored. Otherwise, all 
runners will be returned to their original bases and the batter will resume his/her turn at bat. 



- There will be no stealing. The base-runners’ foot must be on the base when the ball is hit. 
Penalty: The ball is dead, the runner is out, no bases may be run by the batter or other runners. 
5U / 6U  COACH PITCH Specific Rules of Play (continued) 
 

- No more than two coaches are allowed on the field while their team is playing defense, and 
both coaches must remain on the outfield side of the base-paths while the ball is in play. On 
offense, a coach may be used with the batter (also to receive pitches) in addition to the first 
base and third base coaches. Note: A fourth coach may be utilized on offense as a coach 
pitcher when pitching to proficient hitters. The ball shall be pitched by the coach pitcher, who 
will pitch over handed from one knee at a distance of approximately 20’. 

- When an attempt to get the ball to the circle (pitcher) is made the ball will be declared dead. 
Any runner who has reached the half way mark when time is called will be awarded the next 
base. Any runner who has not reached the half way mark will be sent back to the previous 
base. (NOTE: the purpose and spirit of this rule is to get players and coaches used to 
the Circle Ball Rule format for next spring) – the spirit of this rule is to teach players to 
get the ball to the circle quickly – not for coaches to advance runners and take 
advantage of the players development – please use complete sportsmanship and do not 
get competitive when coaching bases this fall). 

- When two runners occupy the same base, it must be determined which runner is entitled to the 
base. Unless it is a force situation, the lead runner is entitled to the base and the following 
runner may be put out by being tagged. If force situations, the lead runner may be put out by 
tagging either the runner or the base to which he/she is forced. 

 
 
 
7U/8U Machine Pitch Specific Rules of Play 
 
Field Dimensions: Bases 60’, Machine Distance 46’, Machine Speed 40 MPH 

- Visiting Team sets the pitching machine up on first game of the day. Home Team puts 
the machine up on the last game of the day. 

- Maximum Bat Barrel 2 ¼” for Recreation League 
- Official Cal Ripken rules will apply, except as follows: 
- Substitutions: Unlimited substitution on defense is allowed at all times. All players on the team 

roster will bat. 
- Positioning: The game will be played with ten players on defense. When ten players are being 

utilized on defense, at least four players must be positioned in the outfield grass/area (LF, LC, 
RC, RF – no short-fielders) until the ball leaves the pitching machine. In the event ten players 
are not available, the game can be played with eight players. A forfeit will be declared if a team 
does not have at least eight players on the field at the official starting time, or becomes unable 
to field eight players at any time during the game. 

- Time Limit: Each game is scheduled for one hour and fifteen minutes drop dead or six innings, 
whichever comes first.  

- Run Limit: Each team will bat until three outs are made or six runs are scored, whichever 
comes first. No more than six runs can be scored during each team’s turn at bat. If a team 
trails by more than six runs at the expiration of the time limit while an inning is in progress, they 
will be allowed to complete their turn at bat even though it is impossible for them to tie the 
score or win the game. 

- There is no mercy rule in Machine Pitch. 
- A batter is not eligible to run on a dropped third strike. 
- The infield fly rule does not apply. 
- Equipment: The ball shall be a regulation baseball. All catchers will play in full gear. Catcher’s 

masks must include throat guard. Helmets with a mask are required to be worn by all 



batters and base-runners in Machine Pitch. A batter may use any regulation baseball, or tee 
ball bat. Maximum 2 ¼” barrel bat marked BPF 1.15. 
7U/8U Machine Pitch Specific Rules of Play (continued) 
 

- Machine Speed: The ball will be pitched by a machine, operated by a coach from the offensive 
team. The machine operator is not allowed to instruct runners, only the batter. Machine speed 
will be set at 41 MPH for baseball. 

- The batter will receive five hittable pitches. Un-hittable pitches will not count against the batters 
pitch count. If a batter swings at an un-hittable pitch and does not make contact, the pitch will 
be ruled un-hittable. If the batter makes contact with the un-hittable pitch the result of the play 
will be official. The fifth pitch will be the final pitch unless fouled or deemed un-hittable by the 
umpire. There will be no called balls or strikes. The batter may be called out by any applicable 
baseball rule (e.g., three strikes, you are out). There will be no walks or bases awarded for a 
hit batter. Bunts and fake bunts are allowed. If the batter bunts foul on the third strike or final 
pitch, he/she will be declared out. Once the batter “shows” bunt, they may not pull back and 
offer a full swing. 

- A batted ball which strikes the pitching machine or machine operator without first touching a 
defensive player, or in the opinion of the umpire comes to rest to close to the pitching machine 
to be safely fielded, shall become instantly dead. The batter shall be awarded first base. Other 
runners shall advance only if forced to advance due to the batter being awarded first base. 

- A thrown ball which strikes the pitching machine during an attempted play is a live ball and 
remains in play. 

- Adjustments to the pitching machine can be made only at the beginning of an inning and with 
the agreement of both managers, unless at other times it becomes obvious that an adjustment 
is necessary in order for the machine to throw strikes. 

- The defensive team shall position a player immediately to either side of the pitching machine 
inside the circle, even with or slightly behind the pitching rubber/line. Said player may move 
forward once the pitch is delivered. 

- The catcher must be in full gear (including throat guard) and in the normal catching position, 
immediately behind the plate. 

- A batter may use any regulation baseball, softball, or tee ball bat. Maximum 2 ¼” barrel bat. 
- Base Stealing: Base stealing is not permitted. If the runner leaves the base before the ball is 

contacted by the batter, the umpire will instruct the runner or runners to return to their original 
base (delayed dead ball). All runners advancing to home plate must be batted in. 

- Time Called: There will be a 10’ radius circle around the pitching machine. When the ball is 
controlled by any player within the circle (one foot in circle), with no play being attempted, time 
shall be called by the umpire. Any runner who has reached the hash mark (both feet) when 
time is called will be awarded the next base. Any runner who has not reached the hash mark 
will be sent back to the previous base. If, in the judgment of the umpire, a defensive player 
attempts to throw the ball to a player within the circle and the ball comes to rest beneath the 
machine, time shall be called. Runners will be awarded the next base or sent back depending 
on whether they had reached the hash mark when time was called. 

- At any time, the offensive team may use a courtesy runner for the catcher of record the 
previous inning on defense. The courtesy runner shall be the player making the last batted out 
or a substitute player not in the batting order (if applicable). If at any time, a courtesy runner is 
determined to be ineligible, a proper replacement pursuant to these rules (if available) will be 
used without penalty. 

 
 
 
 
 



9U/10U Baseball Specific Rules of Play 
 

- No leadoffs – base runner may advance to 2nd and 3rd base once the ball crosses home 
plate. 

- Base runners may only steal second base and third base. 
- Runners MAY NOT advance from third (3rd) base to home on passed balls, wild pitches, 

overthrows to pitcher, dropped/missed third (3rd) strikes by the catcher. Base Runners that 
advance home have to return to 3rd base without penalty. 

- Runners at 3rd base can only advance home by the offense – walk, base hit, etc. 
- Dropped/missed third (3rd) strike by the catcher rule IS NOT in play. 
- Infield Fly IS in effect. 
- Offense may score a maximum of 6 runs per inning. 
- Pitchers may only pitch a rolling 6 innings in 2 consecutive games. 

 
 

Batting Cage Assignments 
 

ALL Cages at SKYVIEW PARK are reserved one (1) hour before your assigned game time as 
follows: 
  
Field 1: Home Team – Cage 8 
            Visitor Team – Cage 1 
 
Field 2: Home Team – Cage 3 
            Visitor Team – Cage 4  
 
Field 3: Home Team – Cage 6 
            Visitor Team – Cage 2 
 
Field 4: Home Team – Cage 5 
            Visitor Team – Cage 7 
 
Field 5: Teams will be allowed to set up batting screens/nets for pre-game hitting. They must use the 

area outside the right field fence (Visitor Team), or Field 6 (Home Team).  
 
Field 7: Teams will be allowed to set-up batting screens/nets for pre-game hitting. They must use the                
             area outside the right field fence (Visitor Team), or the lower area below the Concession  
             building (Home Team).   
 
Field 8: Teams will be allowed to set-up batting screens/nets for pre-game hitting. They must use the                
             area outside the left field fence next to the Concession building.   
 
Batting cage rules and the park legends are posted near the batting cages. Please review these with 
your teams. Also, please pay strict attention to your cage assignments so that we can avoid any 
potential conflicts. Please utilize the Home/Visitor indicator on schedule is for cage assignment.  
 
 
Jeffsersontown Baseball and Softball Field Legend 
 
Fields 1-6: located at Skyview Park (2700 Watterson Trail, Jeffersontown, KY 40299) 
Field 7: located at D.H. Ruckriegel Field (10800 Old Taylorsville Road, Jeffersontown, KY 40299)  
Field 8: located at Veterans Park (10617 Taylorsville Road, Jeffersontown, KY 40299) 


