
 
2015 Father’s Day Invitational Tournament Rules 

Pinto (8U) Machine Pitch Division 
 

I. GENERAL INFORMATION 

Please keep in mind that this is intended to be a FUN tournament for the players and their 
families. Redondo Sunset has a zero tolerance policy. Confrontational actions by coaches, 
players or family members will not be tolerated and will result in game forfeiture and or 
removal from the tournament. We do have paid umpires but umpire abuse will not be 
tolerated in any fashion. Good sportsmanship is always expected from players, spectators, 
and coaches. 

Location:	  	  
Alta	  Vista	  Park	  
REDONDO	  SUNSET	  PONY	  BASEBALL	  
740	  Julia	  Ave.	  
Redondo	  Beach,	  CA	  90277	  
	  
PONY League rules will be in effect with the following adaptations, exceptions and 
clarifications.  

1. Proof of league insurance - this must be current and cover the team/league registering. 

2. Signed medical release form for each and every child (usually the leagues regular 
registration form). 

3. Copy of a birth certificate for each player – (this may be from any country, if not 
available, some sort of government paperwork is required, i.e. passport or medical 
paperwork from a doctor). Not required for Friendly Tournament 

4. Both Managers will meet with the umpire prior to each game. 

5. All players are to remain in the dugout during the game unless playing a defensive or 
offensive position. The on-deck batter may be outside the dugout. Players and (4) 
coaches only are permitted in the dugout. 



6. Playing fields: Distance between bases – 50 feet (15.24cm); pitching distance - 38 feet 
(11.58). 

7. No jewelry shall be worn by any players, except for medical identification. Jewelry is 
defined as “any ornaments for personal adornment, including but not limited to: 
necklaces, earrings, bracelets, including those made of base metals, glass, plastic, rubber, 
cloth, leather or the like.” Sweatbands are allowed. 

8. No food, beverages (except water), sunflower seeds, or tobacco will be allowed on the 
field or in the dugouts during games or practice. 

9. Cell phones, pagers, or any other types of communication devices cannot be used on 
the field of play. 

10. Home team shall be the official score keeper of the game. However, it is 
recommended that both teams keep a scorebook. 

 

II. SPECIAL RULES 

1. Age (8U) Birthdate from 5/1/2006 to 4/30/2008.  

2. Roster Size: No less than 9 or more than 12 players may be on the roster. Once a 
teamʼs roster is submitted it will be the roster of names used for the duration of the 
tournament. Under exceptional circumstances, we will allow more than 12 players, but 
the Tournament Director must approve the request no later than June 16, 2015. 

3. Home Team: A coin toss prior to game time will determine the home team. Dugout 
selection is as follows: 3rd base is home and 1st base is guests. Please follow this seating 
chart accordingly. Try to find the other coach earlier in the day to do the coin toss.  

4. Lineup: All batters must bat the entire game in rotation. Line-up cards are due 15 
minutes prior to the scheduled start of the game. 

5. Game Limits: 6 Innings; No new inning -1:40 Drop dead – 1:55 hours. If drop dead is 
called and the visiting team has the lead, the score reverts back to the last complete 
inning. If it appears to the umpire that a team is purposely delaying the game to reach 
drop dead status, the umpire can speed up the game by calling players out or declaring a 
forfeit after issuing one warning.  

6. Equipment: All players must wear a protective cup. All Catchers must wear full 
protective gear: protective cup, shin guards, chest protector and helmet with face 
protector. Catchers must be in the correct position behind the plate while the ball is being 
pitched. The game will be stopped until this rule is adhered to. 

Bats must be Pony approved. Bats manufactured specifically for use in tee ball/coach 
pitch play are not permitted. No bat will be permitted if the diameter of the bat is greater 



than 2 5/8”. 

A regulation hardball will be used for all play. 

A JUGS one wheel pitching machine will be used at 38 feet and will be set to 40 mph. 

7. Coaching: Defensive Team: Two (2) adult coaches from the defensive team will be 
permitted outside the dugout in outfield foul territory (grass area – not on the infield dirt) 
only. No coaching will be permitted in the infield area. This area extends from dugout to 
dugout. The defensive team shall position an adult coach near the backstop to assist in 
collecting and storing pitched balls in a ball bucket. His/her sole purpose is to assist with 
the pitched balls and keep the game moving along. This defensive coach shall not provide 
any instruction to the defensive players or to the batter. All other defensive coaches shall 
remain in the dugout. 

Defensive catchers should not throw pitched balls back to the mound area.  

Offensive Team: 2 offensive coaches are permitted, one in each coaching box at 1st and 
3rd base. 1 offensive coach will operate the pitching machine and is not permitted to 
provide any instruction to the players. (PENALTY: 1 warning then removal). 

8. Hitting: A batter shall be declared out after failing to hit a fair ball after 6 pitches are 
delivered. The batter is out if there are 3 strikes before the 6th pitch. Missed swings are 
counted as strikes as are foul balls and foul tips. A batter is not out on a foul ball or a foul 
tip (unless it’s a caught third strike foul tip) regardless if it is the 6th pitch. However, if a 
defensive player catches a foul ball it is an out.  

Bunting is not allowed. A batter must take a full swing - PENALTY: Dead ball, strike 
called. 

If a batted ball hits the machine or equipment and remains fair - the ball is in play. If the 
batted ball hits the machine or equipment and goes foul - then the ball is dead, the batter 
is awarded first base and all runners advance 1 base. 

 

III. PLAYING RULES 

1. Teams are limited to six (6) players in the infield: pitcher, catcher, first base, second 
base, third base and short stop. 

2. The pitcher shall take a position 3 feet back and 3 feet left or right of the machine. 
Chalk lines will identify these positions. 

3. Teams are limited to four (4) players in the outfield: left field, left center, right center 
and right field. 

4. Outfielders must remain at least fifteen (15) feet behind the baseline until a ball is put 



in play. 

5. Outfielders may participate in infield play. 

6. When the ball is put in play, the pitching coach will often need to duck to become 
inconspicuous, especially on plays in the infield. Players can neither see over a tall adult, 
nor should they be required to throw a ball over the pitching coach’s head to the intended 
target. If a live thrown ball hits the coach pitcher or in the umpires judgment the coach 
interferes in the fielder’s attempt to make a play the ball is dead and the lead runner is 
out. (This includes failing to get out of the way). If a batted ball hits the coach operating 
the pitching machine, the ball is dead. The pitch is a foul strike and no runners may 
advance. 

7. If at any time during the game a throw from a defensive player accidentally hits the 
pitching machine, the ball is dead and the runners advance one base. 

8. The pitching machine may at times throw bad pitches. It is up to the umpire to call a 
“NO PITCH” if he/she feels the batter could not hit the ball due to it being wild. This 
pitch does not count toward the 6 total. 

9. Players are NOT ALLOWED to operate the pitching machine in any manner. 

10. Base stealing is not allowed. Runners must remain in contact with the base until the 
ball is hit or crosses home plate. PENALTY: If a runner is off base and the ball is hit, the 
runner is out and the ball is in play. If the ball is not hit, the ball is dead and the runner 
must return to base. 

11. When the ball is in possession of an infielder and in the umpire’s/coaches judgment, 
all play on the runners has ceased, the umpire/coach shall call “Time”. The ball is then 
dead and shall be returned to the pitching coach or defensive pitcher. 

12. One base on an overthrow does not apply. You may advance until the ball is dead as 
described in the above paragraph (11). 

13. Batted balls into the outfield, a runner can run more than 1 base, until the ball is back 
into the infield in control by a player, fair or foul territory applies. 

14. If a runner interferes with a defensive player’s attempt to initially field a batted ball, 
the runner is out. 

15. A runner not in contact with a base will be called out if a batted ball hits him prior to 
a defensive player fielding the ball. If a thrown ball hits a runner, the ball is still live and 
the runner may continue to advance. 

16. A runner who over-runs first base may not be tagged out. A runner who rounds first 
base towards second base does so at his own risk and may be tagged out. 

17. A runner who over-runs second base or third base may be tagged out. 



18. A runner who runs more than five (5) feet out of the base path is out. If there is not a 
play being made on that runner then a runner is not out for going more than 5 ft. out of 
the base path. 

19. There is no infield fly rule. 

20. Each half inning will end upon the completion of one of the following: 1. The 
defensive team records three (3) outs. 2. The offensive teams scores five (5) runs. Except 
the last / 6th inning is unlimited runs. Exception: On homerun over the fence - all runs 
will count. 

21. Mercy Rule: If the visiting team is leading by at least 10 runs at the end of 4 or more 
complete innings, the game shall be declared complete and the visiting team shall be 
declared the winner. If the home team is leading by at least 10 runs after the visiting team 
has completed batting in the 4th inning or later, the game shall be declared complete and 
the home team shall be declared the winner. 

22. UNLIMITED INNING DETERMINATION: Only the 6th inning or the last declared 
inning, is the last inning of play and will be an unlimited inning.  In order to have an 
unlimited inning prior to the 6th inning, due to time, both managers and the umpire 
MUST make the declaration prior to the beginning of the final inning.  If unlimited is not 
declared then the unlimited rule does not come into play and the 5 run limit rule will be in 
effect. The unlimited rule is automatically in effect for the 6th inning and does not need to 
be declared. No inning before the 5th inning can be declared the LAST inning. 

23. Tie Breaker Determination: 
Win-loss record  
Head-to-head record  
Least runs allowed  
Coin toss  
 

IV. ADDITIONAL SHETLAND (6U) MACHINE PITCH RULES  

1. FIELD:  
Pitching Distance: 38 feet (Machine Pitch)  
Distance between bases: 50 Feet  
A 2-foot vertical line will be drawn halfway between each base to assist the umpire in 
determining where to place the runner when a batted ball is dead.  
Ten foot horizontal lines will be drawn 15 feet from the base lines and second base to 
determine where the outfield begins and the infield ends.  
 
2. EQUIPMENT:  
The Louisville Slugger Blue Flame  
Ball, Diamond Flexi Ball-Level 5.  
 
3. TOURNAMENT PITCHING:  



Pitching Machine ONLY. 
Settings may be adjusted by the Tournament Director to achieve a good strike pitch.  
The player fielding the pitcher’s position shall take a position five (5) feet to the rear of 
the pitching machine and 3 feet to the left or right. A two (2) foot line will be drawn at 
this position. The player must keep at least one foot on this line until the start of the pitch. 
If the other foot is free it will be on the side of the line extending away from the pitching 
machine. If a batted ball strikes the coach pitcher, the ball is dead, the pitch counts as a 
strike and no runners shall advance. If a batted ball strikes the pitching machine and 
remains in fair territory, the ball is in play. If a batted ball strikes the pitching machine 
and goes into foul territory, the ball is dead, the batter is awarded first base and all 
runners advance one base. The coach who is feeding the pitching machine shall not give 
coaching instructions to batters after they hit the ball or to base runners. They may not in 
any way interfere with the defensive players.  
 
4. PLAYING RULES:  
Game length shall be five (5) innings, unless the score is tied. In this event the game will 
be played to its conclusion.  
All players listed on the Affidavit will bat. Once the batting order is submitted to the 
scorekeeper it will not be changed, except for injury, illness or ejection.  
A batted ball becomes dead when an infielder has possession and control of the ball in the 
infield (see 1-E for where the infield begins) or at a base and holds the ball over their 
head.  
Defensive and Offensive Substitutions:  
(PENALTY): The coach pitcher shall be warned once and if a second infraction occurs 
the coach pitcher must be removed for the remainder of the game and a new coach 
pitcher put in his/her place.  
1)  Minimum of nine players shall be used defensively with a maximum of ten. There 
will be free defensive substitutions.  
2)  There shall be a maximum of four outfielders, stationed not less than 15 feet behind 
the baseline when the coach pitches the ball.  
E. Offensive coaches will be stationed in the coach’s boxes and as a coach feeding the 
pitching machine. The fourth coach will be in the dugout or designated area. One 
defensive coach will be behind the catcher or designated area as directed by the umpire in 
consultation with the Tournament Director. The other defensive coaches must remain in 
the dugout or designated area (not along the fair/foul lines).  
 
5. BATTERS:  
Are not permitted to bunt. (Penalty: The batter shall be called back to the plate, the swing 
is a foul-strike, the ball is dead and no runners may advance). The batter is out if failing 
to hit a fair ball after a maximum of five (5) pitches or after 3 strikes from the coach 
pitcher feeding the machine. A batter is not out on a foul ball unless it is the fifth pitch.  
 
6. RUNNERS:  
A. Runners are not permitted to steal or lead-off, and shall remain in contact with the 
base until the ball crosses the plate. (Penalty: PONY Rule Book 9G).  



B. On a batted ball runners may advance until an infielder has control of the ball in the 
infield (see 1-E for where the infield begins) or at a base and holds the ball up. Once the 
ball becomes dead and in the judgment of the umpire the runner has not gone entirely 
beyond the halfway point between the bases, the runner will be required to return to the 
base in which they are coming from.  
 
 
7. MERCY RULES:  
If the visiting team is leading by at least 10 runs at the end of 4 or more complete innings, 
the game shall be declared complete and the visiting team shall be declared the winner. If 
the home team is leading by at least 10 runs after the visiting team has completed batting 
in the 4th inning or later, the game shall be declared complete and the home team shall be 
declared the winner. Maximum five (5) runs per half inning. (1) No maximum runs apply 
in the 5th and all subsequent innings.  
 
8. Tie Breaker Determination: 
Win-loss record  
Head-to-head record  
Least runs allowed  
Coin toss  
 

 

Disclaimer to all rules: there will be issues and situations that test the 
integrity of the above listed rules during the Tournament. Please note that 
the REDONDO SUNSET PONY Baseball Tournament director and/or 
committee reserve the right to change or modify any of the above items at 
any time to better serve the tournament as a whole.  

	  
 

	  


