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White Sheet Rules
MANAGER  
1. Each team is permitted one (1) manager and five (5) coaches in the dugout.  
2. All managers, coaches, and umpires must be at least 18 years of age.  
3. All coaches must complete all Northwestern NYO baseball requirements prior to the first team practice.  
1. Northwestern background check – Every 5 years  
2. Coaching education (one time requirement) – T-Ball exempt  
3. Abuse prevention Training (One time requirement) – T-Ball exempt  
CODE OF CONDUCT  
1. NO SMOKING or use of tobacco products of any kind are permitted in playing or dugout areas during games or practices.  
2. Each team is RESPONSIBLE FOR PICKING UP TRASH IN THE DUGOUT FOLLOWING GAMES AND PRACTICES.  
3. Unsportsmanlike conduct, foul language, fighting, throwing of equipment or rowdiness will not be tolerated and will lead to ejection and possible suspension from further games.  Remember games and competitions are for the kids and should be played at such. The ejected player’s position in the batting lineup would be skipped and does not count as an out.  
4. Any player, coach, or fan that was ejected may be brought to the board for hearing.  5. Cell phone use is not permitted on the playing field during games. This includes umpires and managers.  
DELAY/CANCELLED GAMES  
1. Rainouts will be determined as noted in the NYBL Inclement Weather Policy.  
2. Cancellation due to rain will be decided by the League President or Vice President (or designated official). All teams scheduled to play must show up to the field ready to play at their scheduled time, unless previously notified from the above name officials on the unfit conditions.  
3. A rain delay: At the time a rain delay is called, the game will be suspended. Game time will restart when play is resumed. The official time will be that of the Umpire-in-Chief or the official scorekeeper. Games delayed until a future date (suspended) will resume at the point of the original delay.  
4. If after 30 minutes, it is determined by officials it is unfit to play, the games will be canceled.  
5. An appointed member of the NYBL Board of Directors will reschedule the affected game(s) and will report that through the League Vice President to be communicated to the affected teams. 
GAME PLAY  
1. Only USA stamped bats are permitted. No USSSA bats are allowed.  
2. The Home team is responsible for providing 1 unused baseball for use as the game ball to start each game. NYBL provides 2 dozen new baseballs to each team to start the season.  
3. Bat boys must wear a helmet and remain behind the fence until the play is over.  
4. The home team will prepare and line the field (lining the baselines, add the circle around  the mound area, batter and catcher’s box measuring 4’x4’, and halfway lines -1st – 2nd –  3rd- home).  
5. The visiting team is responsible for raking the entire field and covering the mound and home plate.  
6. There will be no infield warm-up before the start of the game. All games of the night need to start promptly.  
7. A team will use ten (10) players on defense, four (4) as outfielders. A team may play with eight (8) players. If needed, teams can pull up a rookie player ideally an eight-year old.  They will bat last and play in the outfield.  
8. If a minimum of eight (8) players are not available within 10 minutes of the scheduled game start time, the game results in forfeiture. Forfeited games will be scored 6-0 for league standings.  
9. No inning shall start after 1 hour and 45 minutes of play from the actual game start time.  Game length is six innings unless the run rule occurs or time limit. The games are drop dead at two (2) hours for the season. The NW tourney will be also operated on the same time limit and rules except for the championship game, the championship game will go the full six innings, unless a run rule applies. The results (win/loss) of any game that goes to the drop dead of two hours will be the last completed inning. 
10. A game will be considered official at the completion of four (4) innings.  
11. Players present at games must play a minimum of six (6) defensive outs. Injury, sickness, and discipline are the only exceptions. Managers will report any discrepancy. In the event of a shortened game (I.e. run rule or weather). Any player not playing six (6) defensive outs must start the following game.  
12. The batting lineup will include all players on the team. A player that arrives late must be placed on the bottom of the batting order.  
13. The manager of the winning team will notify the Minor-League vice president of the game results after each game.  
  
RUN LIMITS  
1. No team may score more than five (5) runs in an inning with the exception of the sixth inning or after (in the event of extra innings) which is unlimited.  
2. A game will be called if the home team leads by 15 or more runs after 3 1/2 innings and/or either team leads by 10 or more runs after four or more completed innings.  
TIME OUT  
1. Only one (1) manager or coach may approach the field to address the players or umpires. 
2. During a time out, the team can meet in the infield for a maximum of one minute.  
3. A maximum of three defensive timeouts are allowed per team per game.
SUBSTITUTIONS  
1. Substitutions are free for all players and positions, including pitchers (pitch count would continue). If a player comes out, they may return for anyone in any position. Managers should encourage players to play more than one position and sit out every kid occasionally.  
2. If a player is injured during or must leave the game that player’s position in the batting lineup is skipped and does not count as an out.  
FIELD RULES  
1. Outfielders must remain in the outfield until a batted ball passes one of the four exterior infielders or touches an infield or outfield. They may enter the infield on any thrown ball.  
2. All players on offense must remain in the dugout except the batter, base runners, and on deck batter. The location of the on-deck batter is outside the fence or within the fenced in area of the dugout which is to the coach’s discretion. 
3. The batter cannot fake a bunt and then swing. This role is strictly enforced and will result in the batter being called out. (Due to safety reasons)  [image: https://lh7-rt.googleusercontent.com/docsz/AD_4nXfJalNXFjCQJk6PNHt9bC9Nw1OHBneNrpu9E_KoShw_ywLFpfOp3VyHoZzhl3_a1BA84VkP_etIJiTThOHQ7aVTAFFMi0I-WW0T7huL_2wS97OP82XWm6IL15kwxHRc_DyINsc0?key=Qr-ZZRY5rNrw3yzNtddpD5S5]
4. Slide rule is in effect at all times.  
5. The umpire will call timeout in the event of injury and whether the ball is live or not.  
6. The first and third baseman may not cross the halfway line until the pitch leaves the pitcher’s hand, coach’s hand, or pitching machine.  
7. The ball is dead when the pitcher has possession of the ball and has both feet in the circle or dirt pitching mound. Runners less than halfway between bases when the ball is dead are to return to the last base touched. If an attempt such as the ball leaves the pitcher’s hand or the pitcher completely leaves the circle is made to make a play on the advancing runner the ball becomes live again, and all runners may advance at their own risk. The position in or return of a runner is a judgment call by the umpire and may not be appealed.  
SLIDE RULE  
1. The slide rule will be used in the umpire’s judgment on any close play at any base except first.  
2. A runner is out if he or she does not slide or does not attempt to avoid contact with a fielder who has the ball and is waiting to make a tag.  
3. A player may not block the plate/bag unless he has the ball. (This rule is used to minimize the risk of injury).  
LIVE ARM RULES  
1. There will be no live arm pitching in games in Minor League games.  
2. Interleague games (Russiaville, Greentown, etc.) will also be pitching machine only.  
*The league will host a minimum of 2 Minor League only Pitching Clinics each season to provide pitching instruction and experience for players interested in pitching at the next level. The Minor League VP will be in charge of organizing these clinics. 
PITCHING MACHINE RULES  
1. A one wheeled JUGS pitching machine will be used and will be set at 46 mph.  
2. A coach will feed the pitching machine while his team is at bat.  
3. The coach should NOT rest his arm or feet against the pitching machine.  4. The machine will be adjusted to the discretion of the umpire for safety reasons or due to two consecutive balls. It should be adjusted at the top of an ending with both teams in agreement.  
5. The batter will receive three strikes per at bat. Umpires will determine if a pitch is a ball or a strike. The batter continues to bat until three strikes, or the ball is in play. Foul balls will not count as strikes but not as a third strike. There is no maximum number of pitches per at bat.  
6. There are no walks. If the pitch hits a batter, the pitch is a ball, and the batter does not advance to first base.  
7. The coach feeding the machine must stoop down for any thrown balls within the field, especially a throw from home to second base on an attempted steal. Runner(s) must return to the last base touched if throw is obstructed. Obstruction of a throw to first base on a batted ball will result in the batter being called out. The pitching coach is considered part of the field, and the ball remains live as long as the coach makes an attempt to avoid the throw. This is a judgment call and cannot be appealed.  
8. If a batted ball hits the pitching machine, it is considered live and in play. If a batted ball stays under the machine, a dead ball results and the runner(s) advance one base. If the ball strikes the machine and goes out of the playing field, the batter and runners will be allowed one base, and it is a dead ball. Players may advance bases as long as the ball stays in the playing field.  
9. The pitcher must play on the non-wheeled side of the pitching machine. The pitcher must have one (1) foot in the dirt behind the white line until the pitch leaves the machine.  
10. A base runner will not leave the base until the pitch crosses home plate of which steals are allowed at any time. If the catcher makes an attempt to throw the runner out on the steal, the play is live. Runner(s) may run bases at their own discretion. In other words, if the catcher does not try and make a play on the baserunner, the baserunner can only go one (1) base per pitch. If the catcher makes a play on the baserunner (throws the ball to the vase and not the pitcher), the ball is live for all runners for the entirety of the play and  until time is called out by the umpire.  
NYBL SEASON TOURNAMENT  
1. NYBL By-Laws use to determine the league standings by the regular season win/loss records of NW versus NW games only (interleague does not count towards NW league  standings). Trophies will be awarded to the first-place team.  
2. A single elimination in NYBL tournament follows the regular season.  1. Regular season White Sheet Rules for NYBL tournament games except the championship game will only be six (6) innings or run rule.  
3. No time limit on the championship game.
4. Tournament trophies will be awarded to first place team.  
5. The tournament brackets will be decided by league standings in seating for placement of teams. 
CITY TOURNAMENT  
1. The minor league vice president is the tournament Director for the games played at his or her park. In their absence, they will appoint an acting Director.  
2. Each manager will present a team roster to the tournament Director at each park in which they play. Roster will include names, ages, and uniform numbers.  
3. Immediately, after each game, the official scorekeeper shall write on the reverse side of the roster sheet the following information: Date of game, name of opponent, and score of game. The tournament Director will then sign the roster. The official score sheet and roster will be presented to the next park by the winning manager.  
4. Each league will supply two (2) umpires at their own park.  
5. The team must consist of regular season players; this is not an All-Star tournament.  6. If a team comes into the tournament, unable to fulfill the roster requirements, they may opt to select a player from the respective leagues T-ball program to meet the minimum roster requirement.  
7. A coin flip will determine the home team in city tournament play. DRAFT 
The end of regular-season league standings will be used to determine draft order for the next season if applicable.  
** If two teams are tied with the same record at the end of the season, we will look at a head-to head record as the 1st tiebreaker. In the event that is still a tie, the 2nd tie-breaker will be  determined by runs scored in the season, with the team who allowed the fewest runs taking the  higher position. The 3rd tie-breaker will be the team with the higher margin of victory for the season. If that is also a tie, the teams share position in the league, they get (co-champions perhaps) with a coin toss to determine the higher seed in the league tournament in draft order.**
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