JUNIOR DEPUTY

SPRING 2011 MINOR LEAGUE RULES

1. LEAGUE DEFINITION
The Junior Deputy Minor League is considered an instructional league with some competition added. It is designed to be a transitional league between the purely instructional Rookie League and the competitive Cal Ripken drafted league. The Minor League advances a more “real baseball” experience than the younger leagues. The Junior Deputy Minor League is for seven (7) and eight (8) year old players only. No players over 8 or under 7 are allowed to participate in the Minor League. Any player requesting an exception to this rule must be approved and recommended by the Commissioner of the Minor League, the Commissioner of the league to which the player is scheduled to participate, and the President of the Junior Deputy Board of Directors.

2.  TIME LIMIT
Games shall be six (6) innings in length or one hour and fifteen minutes. No new inning shall start after time has expired – determined at the time the third out is made (not when players take the field). The official time will be kept by a timer set by the Umpire at the scorer’s table. If after six (6) innings the score is tied, up to two (2) additional innings may be played until the tie is broken. If after the second extra inning the score is still tied, the game results in a tie. 

An official game is four (4) complete innings or three and one-half innings with the home team ahead. Any unofficial game interrupted by inclement weather, order of the umpire, or Park Officer of the Day will be considered suspended and will resume from the point of suspension. The Minor League Commissioner will announce the rescheduled game.

3. BATTING ORDER

Batting line-up will be round robin. All players will bat in order. Prior to the start of the game, the coach will provide a lineup card with the completed batting order to the opposing coach and scorekeeper. The lineup card will contain the player name AND uniform number.

4. THE PLAYERS  

Ten (10) players can be used defensively, including a catcher. The tenth player must be used in the outfield. Outfielders must have both feet in the outfield grass area. As no bunting is allowed, teams may not play their infield “in” – all infielders must have part of their feet on the infield dirt.  One player must play the pitcher position and must stand within four (4) feet of and behind the front leg of the pitching machine.

Players that sit out a defensive inning must play in the field the next inning. A team can play with as few as eight (8) players. A forfeit is called if a team has less than eight (8) players at the beginning of a game. If a team starts with eight (8) or more players, but due to injury has less than eight (8) players during the game, the game can continue with an out given for that player’s spot in the order. If a player leaves the game for any other reason than injury and causes the team to fall below eight (8) players, the game is a forfeit.
5. THE COACHES

Three coaches are allowed per team during the game. No more than two (2) coaches shall be allowed on the field defensively during the game and they must remain in the outfield. Offensively, a first base and third base coach and a batter’s coach are allowed. If used, the batter’s coach must be at least fifteen (15) feet, or two (2) fence lengths, from the batter prior to the ball being pitched (hereafter referred to as the Alberius Rule).

First and Third base coaches are not allowed to touch players while the ball is in play. Incidental contact will cause the umpire to issue a warning to the offending coach. Physically altering or assisting a player’s action will result in that player being called out. 

Umpire abuse will not be tolerated. Only the head coach or acting head coach may approach an umpire for the purpose of discussing or appealing a call. He must be in emotional control or risk being ejected from the game. Junior Deputy will not tolerate non-sportsmanlike conduct, and any ejection by a coach will require him/her to report to the Operations Committee for a Code of Conduct violation.

6. THE BATTER

All batters will wear a batting helmet when on the field of play, whether as an on deck hitter, a batter, or runner. The batter will receive five (5) strikes during each at bat. A “no pitch” will be called if the umpire deems the ball to be out of the strike zone, meaning in the dirt or above the shoulders. If the batter swings at a “no pitch” it is considered one of their 5 strikes (but is still considered a “no-pitch” for runners. See Rule #7). If the batter does not swing at a pitch in the strike zone it is also a strike. This is to teach the players to swing at pitches in the strike zone. On the fifth strike, if the batter hits a foul ball, he will receive another pitch. 
No at bat will end on a foul ball. 

The pitching machine will not be adjusted to a batter’s height or swing style. The batter will need to move forward or back in the batter’s box to find the correct pitch.

No bunting is allowed at any time during the at-bat. If the umpire determines that a bunt occurred, it will be considered a strike. If a batter slings his bat, a warning will be given to the team at bat. After one warning, any player on the warned team that slings their bat will be called out immediately and no runners will advance. The umpire will be the sole judge of whether the bat was dropped or slung. This call cannot be appealed. 

7. THE RUNNER

Stealing will be permitted. The runner may not leave the base until the ball has passed home plate. If a runner leaves his base prior to the ball passing home plate, play will be called dead and it will be as if no action had taken place. A second violation (per runner) of leaving the base early will result in an out. Runners may advance on the catcher’s passed ball.  A player may attempt the steal of only one base per pitched ball. Stealing home is not permitted. A runner may not steal any base if the umpire calls a “no-pitch”.

Delayed stealing is not permitted.  Also, a runner attempting a steal may not stop between bases; if he/she does so, then at risk for an out and cannot advance to next base.

Runners may advance on batted balls as long as the ball is deemed in play by the umpire. All base runners at this age should be taught to avoid a tag, or in other words, slide. A warning will be given to a runner who collides with a fielder who obviously had no intent of harm. Obvious intent to collide by not avoiding a tag will result in the base runner being called out and may result in an ejection from the game. This will be a judgment call by the umpire and therefore cannot be appealed. 

8. RUNS PER INNING
There will be a five (5) run per inning limit with the following exception: any run scoring from an “over the fence” home run will be counted. (Example: the team has scored four runs and has the bases loaded. The batter at the plate hits a home run over the fence. All four runs resulting from the home run will count and the team scores eight runs that inning. An inside the park home run results in only the maximum five runs.) An inning is considered complete when three (3) outs or the maximum allowed runs rule is met.

9. DEAD BALL

If a player is injured in the course of play, the umpire will call time out immediately upon his discovery of the injury and all play will cease. Runners will be awarded bases that in the judgment of the umpires the runners would have been reasonably expected to attain had the injury not occurred. This will be a judgment call by the umpire and therefore cannot be appealed. 

Play will stop if a batted ball hits the pitching machine or any apparatus attached to the pitching machine. The batter will be awarded first base. No runner may advance unless forced to advance.

10. END OF PLAY
Once an infielder possesses and controls the ball and the umpire deems play to be stopped; the umpire will call “time” and the runner’s will return to their bases and play will be reset for the next batter.  THE UMPIRE’S INTERPRETATION AND DECISION ON THE PLAY CANNOT BE PROTESTED OR APPEALED.

11. GROUND RULES

· The pitching machine will be 46 feet from home plate.

· Basepaths shall be 60 feet
· The pitching machine will be set 8/3 on the Ken Best Field and 7/3 on the Callahan Field (the objective of this speed is to provide a straight/non-lobbing ball trajectory.  The umpire and both coaches may, between completed innings, make adjustments to provide for such a trajectory.)
· The outfield fence is 150 feet from home plate, when possible.
· Each team will provide at least two (2) new game balls per game. The ball must be a “Rawlings LLB1or CAL1” ball.

· Junior Deputy ground crews will prepare and stripe the field prior to the first game of each day.
· A representative of the home team is required to keep the scorebook while a representative of the visiting team must keep the scoreboard. This representative must be an adult.

12. THE CATCHER

All catchers must wear catcher equipment, including a mask with throat protector, when behind the plate. The catcher must wear a protective supporter and hard cup.   After every non-hit pitched ball, the catcher must take some action with the baseball- either throw back to the pitcher (not the umpire) or to second or third if a steal play is on. The catcher is not to “hold” the ball by his side for retrieval by the coach or umpire. Since this is an instructional league, the catcher needs to learn an accurate throw back to the pitcher.

13. COURTESY RUNNER 

A courtesy runner may be used for the catcher at any time and must be used with two outs. This is to assure the catcher is prepared for the next inning defensively to keep from delaying play. The courtesy runner must be a player who has not played defensively the prior inning and will not bat in the next three batting positions. If playing with 10 players, the courtesy runner will be the player who made the last out.

14. GROUND RULE DOUBLES

Any batted ball that bounces over, rolls under, or goes through the fence will be called a ground rule double as long as it is a fair ball.

15. INFIELD FLY RULE

The infield fly rule is not in effect in the Minor League.

16. THE UMPIRE

Two umpires are scheduled to work each game. One umpire is required to start the game. The umpire will make an immediate and clearly spoken and/or gestured call after each offensive or defensive play. Only the head coach or acting head coach may appeal a decision and ask that a correct ruling is made. The coach must be in emotional control or risk being ejected from the game. Umpire abuse will not be tolerated. All decisions by the umpire are final.

17. JERSEYS

7-yr-olds will wear single-digit uniform numbers.  8-yr-olds will wear double-digit uniform numbers.

18. ALL-STAR TOURNAMENT PLAY – COACH SELECTION
At the midpoint of the regular season, any coaches with an interest in coaching an All-Star team will notify the Commissioner, and will also send him a brief bio of his playing and coaching history.  For each All-Star Team, the All-Start Committee will choose the Head Coach and one Assistant Coach.  The selected Head Coach will select the other Assistant Coach for that team.  Sportsmanship, along with coaching ability and knowledge, will be heavily weighted.  The Minor League standings will not have a direct impact on the selection process.

Strong consideration will be given to contributions to JD All-Star coaching in previous seasons.  Specifically, coaches who have won a regional the previous season will be given the right of first refusal by the All-Star Committee to coach that season’s All-Star team.
19. ALL-STAR TOURNAMENT PLAY – PLAYER SELECTION
All Minor League players are eligible for All-Star team selection.  Parents or Guardians of any player desiring to compete in post season play will be required to sign a commitment form.  The purpose of this commitment is to insure the players’ attendance throughout the post season, which generally runs through the end of July.

It is anticipated that each team will be comprised of 12 players:

· the All-Star Committee picks the first 8 players,

· the Head Coach picks the next 2 players,

· the Minor League Commissioner picks the final 2 players.
