QUEENS ALLIANCE PONY/JUNIOR DIVISION RULES

SECTION 1 – PLAYER ELIGIBILITY

ROSTERS
	
	1.1.1	All rosters must be submitted electronically. The roster must be provided to the MSAL Sports Commissioners by the first game of the season.  Instructions will be provided by the Sports Commissioners at the beginning of each season. 
	
	1.1.2	Teams may have up to 18 players on their official roster.

	1.1.3	Teams may replace players during the season if a player leaves the team for any reason (such as injury, academic ineligibility, etc.).  

	1.1.4	Roster changes must be submitted via the instructions provided by the Sports Commissioner at the beginning of the season. 

HEALTH and SAFETY
	1.2.1	It is the coach’s responsibility to ensure that players on their team are in good general health prior to participating in any league game.  
	1.2.2	Any player who exhibits signs, symptoms or behaviors consistent with a concussion (such as loss of consciousness, headache, dizziness, confusion, or balance problems) shall be immediately removed from the game and shall not return to play in that game.  
	1.2.3	A player or coach who is bleeding or has an open wound shall be prohibited from participating further in the game until appropriate treatment has been administered.  If medical care or treatment can be administered in a reasonable amount of time, the individual does not have to leave the game.  The length of time that is considered reasonable is the umpire’s judgment.
SECTION 2 – SPORTSMANSHIP
2.1	Sportsmanship is a core focus of the MSAL. Coaches are responsible for the behavior and sportsmanship of the players and supporters of the team. 
2.2	Abusive behavior of any kind by anyone affiliated with a team will not be tolerated. This includes cursing (at another player, coach, umpire, or spectator) and fighting. This behavior may lead to ejection of the abusive individual(s) from the field, removal from the premises by the N.Y.P.D., and/or the game being forfeited.
2.3	At the end of every game, both teams (including coaches) will line up at home plate and greet each other with an act of good sportsmanship by shaking hands.
2.4	Coaches are responsible for the conduct of their teams’ fans (parents, supporters, etc.).   
2.5	Players shall not engage in any “trash talk” with opponents, coaches, or fans before, during, or after a game.
2.6	Coaches should always model good sportsmanship and proper etiquette.  This includes the following:
2.6.1	No cursing or foul/inappropriate language shall be used at any time.
	2.6.2	During any disagreement with an umpire or opposing coach, the coach must maintain a respectful tone and manner (e.g. – no yelling at; making inappropriate gestures toward the umpire, etc.) until the matter is resolved.
	2.6.3	Coaches should not engage in any confrontational discussion with any opposing player(s) or fan(s).  If such an incident occurs where a player or fan attempts to engage an opposing coach in confrontational discussion, the coach must take the issue up with the other coach who in turn will address the issue with his/her fan(s) and/or player(s).
2.7	Coaches that are ejected from a game or have had complaints against them brought to the attention of their sports Commissioner may face further disciplinary action based on a review of the case by the League Committee.
2.8.1	If a coach and umpire both report an unsportsmanlike incident by a player, players, and/or coach, then the team and/or players that committed the infraction may face disciplinary action. This may include a league suspension, forfeiture of tournament eligibility, and game forfeiture (if it is a tournament game).
        	2.8.2	If an unsportsmanlike incident is reported twice against any one coach, that coach will be suspended at least one game (based on an inquiry of the League Committee).
SECTION 3 – GAME PRELIMINARIES
FIELD SPECIFICATIONS
	3.1.1	Teams are required to show up to their assigned field on the league assigned schedule unless the game is canceled or changed beforehand with the knowledge and approval of both coaches, umpire(s), and Sports Commissioner.
		3.1.2.2	If a team does not show up for their assigned game, this will result in a forfeit.
		3.1.2.3	All league games must be played on the field assigned by the league.  The only exception to this rule is if both teams agree upon an alternate site at least 24 hours before the scheduled game.  If this happens, both their sports Commissioner and the umpire assignor must be notified. 
	3.1.2	Each team should bring their own measuring tool to determine the proper distances prior to the game.

	3.1.3	Coaches & umpires should check the field conditions prior to the game to identify any potential hazards, and remedy them if necessary.  Any unusual field conditions should be discussed with the umpire at the pre-game home plate meeting, and ground rules must be set at that time.  
		EXAMPLE: If there is standing water in foul territory near the outfield foul line, the ball will be ruled dead if the ball enters the water and runners will advance one base.


3.2 PRE-GAME MEETING WITH UMPIRE
	3.2.1	Coaches will meet with the umpire to go over ground rules and exchange lineups.
	3.2.2	Each team must supply two new game balls to the umpire before the game begins.


3.3 SCOREKEEPING 

	3.3.1	Each team must have a competent scorekeeper at all games.  This may be a player, coach, or a team manager.

	3.3.2	Scorekeepers from each team should verify the score and pitch count after every inning with each other and with the umpire. 
	
	3.3.3	If a game is suspended, scorekeepers must note the exact situation when the game was stopped (record inning, score, team batting, player batting, number of outs, count, pitch counts, and runner(s) on base). 

3.4 STARTING THE GAME

3.4.1	A team must have a minimum of 8 players to begin a game.

	3.4.2	If another team member shows up after the game has begun, they will be placed in the #9 spot in the order.  

	
	3.4.3	If during the course of the game, a team is unable to field 9 players (e.g. due to an injury), the game will continue with that team taking an automatic out in the lineup spot where the player left the game. 

	3.4.4	A game becomes a forfeit when a team is unable field 8 or more players at any point.

3.5	ON DECK AREA
	3.5.1	The on deck “circle” (area) will be in an area deemed safe prior to the game by the coaches and the umpire.
3.5.2	There may only be one player on deck at a time.
3.5.3	The on deck batter must be wearing a helmet at all times.
	3.5.4	When a team is on defense, all equipment must be removed from their on deck area.








3.6 EXTRA HITTER

	3.6.1	Coaches have the option to include one or two Extra Hitters (EH) in their lineups.  This will allow for an extra player to play in the game (10 batters & 9 fielders, or 11 batters & 9 fielders).  
	
3.6.2	EH’s must be declared on the lineup sheet before the game begins.
	
	3.6.3	If the EH is switched by the coach to play a field position, that player does not move to a different spot in the batting order.  The player coming off the field becomes the EH, and bats in their same spot in the order.  Players never move to a different position in the batting order in a game.
	
	3.6.4	The EH position(s) must remain in effect for the entire game.  If a team begins with 10 or 11 hitters, they must continue to use 10 or 11 hitters throughout the game.

	3.6.5	If an injury occurs, and there are no subs available, an EH must move to a fielding position, and the injured player’s spot in the order will become an automatic out. 

3.7 RE-ENTRY
3.7.1	Once a player has been taken out of a game, they are not eligible to return.  
	3.7.2	The only exception to this rule is during the REGULAR SEASON, if an injury causes a team to only have 8 eligible players remaining, one player taken out of the game earlier may return to replace the injured player.  
3.8 BASE COACHING
	3.8.1	It is recommended that only adult coaches coach the bases.  However, we realize that sometimes this is not possible.  If this is the case, a coach may choose not to have a base coach at first and/or third base or have a player from the team coach a base.  
	3.8.2	Players who coach bases must wear a batting helmet and must stand no closer than 90 feet from home plate (the base distance or further).
	3.8.3	Only one coach or student/athlete may be in the coaching box at a time.  

3.9 TEAM BENCH
	3.9.1	Only coaches, players, and team managers (scorekeepers) may be on the team bench during the game.  All others (fans, family members, etc.) must remain in spectator locations throughout the game.  
	3.9.1.1 Parents, guardians, and/or other family members of players are not permitted to coach a base or be on the bench if they are not cleared by the school administration in advance. 
	3.9.2	Teams are responsible for cleaning up their bench area at the conclusion of each game.  Do not leave garbage in the bench areas after the game.  This could prevent the parks department from issuing permits to us in the future.

4.1 FOOTWEAR
	4.1.1	Players are encouraged to wear baseball cleats.  However, they must be molded plastic – no metal cleats are allowed.  
4.1.2	Any player found wearing metal cleats will be ejected from the game immediately – there will not be any warnings!
	4.1.3	If a second player (in the same game) is found wearing metal cleats, that player’s team will forfeit the game.

4.2 PLAYER UNIFORMS 

	4.2.1	Every player must be in full uniform during games.  A uniform includes:


· Team hat
· Team jersey
· Baseball pants (no jeans, shorts, etc.)
· Baseball socks
· Belt
· Molded plastic (non-metal) baseball cleats or sneakers (although cleats are not required, they are recommended).
· Protective cups are strongly recommended for male student-athletes.

	4.2.2	The umpire has the right to deny a player (or team) participation if not properly attired. 

	4.2.3	All uniforms are to be worn properly: 
· Caps are to be worn bill forward.
· Pants are to be worn waist high with the appropriate belt and socks.
· Jerseys are to be tucked inside the pants.	 

	4.3.4	Coaches should do their best to make sure their players’ uniforms are well maintained and must be collected at the end of the season. 
4.4 CATCHING GEAR 
	4.4.1	Catching gear must include the following:
· A helmet (skullcap) that protects both ears.
· A throat protector (may be part of the skullcap)
· Chest protector
· Shin Guards
· Catcher’s glove
· Protective Cup for student/athletes


4.5 HELMETS
	4.5.1	Players must use double-ear flapped helmets. 
	4.5.2	Helmets must be always worn by players hitting, running the bases, in the on-deck circle, and by players coaching first/third base.  
4.6	Each team must bring a home plate and a pitcher’s plate to each game.
4.7	Wearing of jewelry by a student-athlete is not permitted. Umpires will ask a student athlete to remove jewelry if it is visible.  If the player refuses, then the player will not be allowed to play in the game. 
4.8 	All teams must bring the league issued Automated External Defibrillator (AED) to every game. If a team does not bring the AED, they will be issued one warning in the season. The next game the team does not bring the AED, they will be given a forfeit loss. However, as long as one team still has the AED, the game can be played. Only the umpire will make this decision and only the umpire will share with the head coach if the game is considered a forfeit loss because on AED is not on one team’s bench.
SECTION 5 – LEAGUE GAME GUIDELINES

5.1	A league game is defined as any scheduled baseball contest played to completion with another school team in the league, which has an assigned umpire and is conducted under the rules listed below.
5.2	League games are 7 innings in length or 2.5 hours in time, whichever comes first.  If the home team is ahead after 6½ innings, the game is over. 
5.2.1	If weather conditions, darkness, or a permit issue forces a game to end before 6 innings have been played, then an official game is one in which 4 innings have been completed and one team is leading (or 2½ innings have been completed and the home team is ahead).

5.3 PROTESTS
	5.3.1	Protests may only be made if a rule is alleged to have been applied incorrectly, or not applied when it should have been.  Judgment calls by an umpire cannot be used as a basis for a protest.
	5.3.2	Protests must be announced at the time of the play/situation in question.  Announce the intent to protest to the umpire and opposing coach, finish the game and then follow the protest procedures.  When the umpire puts the baseball back in play after a disputed play, a coach loses the right to protest a game.
	5.3.3	The protesting coach must inform the umpire and the opposing coach immediately before play continues and communicate their reason for doing so.  The point at which the protest is entered will be noted by the umpire and each team, and play will resume.
	5.3.4	The protesting coach must produce a game summary report (within 24 hours) of why they are protesting the contest and submit it to their Sports Commissioner.
	5.3.5	The Queens Alliance committee will review the situation and make a final decision within 24 hours of receiving the protest.

SECTION 6 – UMPIRING
6.1	The Official Umpire Assignor hired by the league will designate all umpires. All regular season games will have one umpire assigned.  
6.2	NO SHOWS
	6.2.1	In the event that an umpire is not at the field at game time, please contact the umpire assignor, Sports Commissioner and/or the League Director immediately. 
	6.2.2	Start the game on a 15-minute delay and have the coach from each team umpire the game in a safe position from behind the pitcher’s mound while his/her team is on the field (playing defense). 
	6.2.3	This will only be considered an official game if both coaches agree before commencing the game.  We want our kids to play as many games as possible, and making up a game when an umpire does not show up may be difficult.
	6.2.4	Coaches will do their best to call the game fairly and will collaborate with the opposing coach if any dispute arises.
	6.2.5	Players will respect and abide by the calls of the coaches under these unique circumstances.
6.3	Umpires are expected to remain on the field until the game is complete.
	6.3.1	If a game ends due to the 10-run rule, and the coaches decide to continue the game, umpires are expected to continue to umpire until: 
		a) the field permit time expires, 							
		b) the coaches decide to end the game, or 						
		c) six innings are completed.
	6.3.2	The above only applies if both coaches want the game officiated by the umpire, otherwise the umpire may leave after the game is officially over.
6.4	PLAYER EJECTIONS
	6.4.1	The minimum penalty imposed on a student-athlete ejected from a league contest by an umpire will be a suspension from the current game and the next league contest.  
	6.4.2	The umpire and both coaches will notify their Sports Commissioner in their game reports as soon as possible after the contest if any player is ejected. The Queens Alliance may impose further sanctions if there is evidence that such action is justified. 
	6.4.3	Ejected players must remain on their team bench until the conclusion of the game due to student supervision requirements, however the ejected player may not participate in any baseball activities (warming up other players, etc.).
6.5	COACHING EJECTIONS
	6.5.1	Umpires are required to notify the Assigner, their Sports Commissioner, and the League Director of all ejections of coaches. 
	6.5.2	Any teacher/coach who is ejected from the contest must leave the playing area at once.
	6.5.3	If a certified replacement teacher/coach (Department of Education licensed teacher with current First Aid/AED and CPR certifications) is not available, the ejected teacher/coach's team will forfeit the contest.   
6.6	Umpires will speak only with the head coaches during a dispute on the field.

SECTION 7 – PLAYING RULES

7.1 INTENTIONAL WALK
7.1.1 There will be no Intentional Walks allowed.

7.2	SPEED UP RULE (avoids between-inning delays)
	7.2.1	With less than two outs, coaches have the option to substitute a player who is not in the game (may be a player who has not yet been in the game, or a player who has been taken out of the game) to run for the catcher and/or pitcher. 
	7.2.2	The runner must be a non-starter that is not currently in the game, and the same runner may not run for both the catcher and the pitcher.  
	7.2.3	If there are no available non-starters, then the coach will use the player who last batted out. 
7.2.4	With two outs, the speed up rule is mandatory.  

7.3	WARM-UPS (Between innings)
	7.3.1	Teams have 90 seconds to warm-up before the umpire begins play in between innings.  
7.3.2	Pitchers may throw no more than 5 warm-up pitches between innings.
	7.3.3	If time allows a catcher’s throw to second base and throwing “around the horn” is permitted (umpire’s discretion).
7.3.4	Coaches please remind your players to always hustle on and off the field.
7.4 PITCHING VISITS & CHANGES
	7.4.1	Coaches are allowed 3 total visits to the mound for their starting pitcher.  On the third visit, the starter must be removed, and a relief pitcher must enter.
	7.4.2	A coach may only visit a pitcher once in an inning.  If a coach makes a second visit during the same inning, the pitcher must be removed, and a relief pitcher must enter.
	7.4.3	Coaches are allowed 2 total visits to the mound for a relief pitcher.  On the second visit, the relief pitcher must be removed for another relief pitcher.
	7.4.4	The visit rule does not apply to injuries.  A coach visiting the mound to check on an injury must first let the umpire know that the visit is due to an injury or potential injury.
	7.4.5	Relief pitchers entering the game during an inning will be allowed 6 to 8 warm-up pitches (umpire’s discretion).  
	7.4.6	If a pitcher is injured while pitching, a substitute pitcher will be allowed as many warm-up pitches as he/she needs to get ready.
	7.4.7 	Relief pitchers entering the game during an inning must pitch a minimum of one complete plate appearance of a batter, except in the case of injury to the relief pitcher. 
7.5	STEALING/SLIDING
	7.5.1	For the safety of the players, sliding head-first into a base for the purpose of advancing is prohibited.

	7.5.2	A player may slide head-first when returning back to a base on a pickoff attempt.

7.5.3	Leading and stealing are permitted in the Queens Alliance

	7.5.4	On any close play at home plate, the batter/runner must slide or avoid contact with the catcher.  The umpire must use his/her discretion on plays that occur along the third-base line.  
		
	7.5.4.1	If a runner fails to slide or avoid contact on a play at the plate, the runner is called out, and will be ejected from the game.

	7.5.5	The cleats of a sliding base runner must be below knee-level (of the player covering the base). If a player raises his/her cleats above knee level when sliding, the runner will be called out.  If the umpire deems the slide to be intentionally dangerous, the player may be ejected.

	7.5.6	There are no “Take Out” slides allowed in the Queens Alliance.  A player must slide directly into a base.  Failing to slide directly into a base will result in the runner being called out.

7.6	INTERFERENCE

	7.6.1	A runner is declared out any time he or she interferes or contacts a defensive player making a play on the ball. This is true regardless of intent.  Result: the runner is called out, the ball is dead, and all other runners will be placed according to the umpire’s discretion.  

	7.6.2	A defensive player who is not making a play on a ball and interferes with a batter/runner may be called for interference.  Result: runner(s) will advance at the umpire’s discretion.

7.7	THROWING OF EQUIPMENT

	7.7.1	If, in the judgment of the umpire, a batter ‘throws’ the bat (regardless of intent) after swinging, the team will be granted a warning.  If, after the team warning, a player on the same team throws the bat after a swing, the umpire shall eject that player.

	7.7.2	If the umpire determines that a player throws any piece of equipment in an excessive, purposeful, and/or dangerous manner, the umpire will use their discretion and either warn the player/team, call the hitter/runner out, or eject the player.
		
	7.7.2.1	If a player is ejected under rule 7.7.2, they will also face a minimum of a one game suspension, and must be reported in the game report summary to their Sports Commissioner.

7.8	FAIR/FOUL BALLS

	7.8.1	A batted ball is fair if the ball touches first, second, or third base prior to a player touching the ball.

7.8.2	A batted ball that touches home plate and stays in fair territory is a fair ball.  

	7.8.3	A batted ball that touches home plate and rolls into foul territory is a foul ball if: 1) it is touched by a defensive player, or 2) stops rolling in foul territory.

	7.8.4	Coaches/Umpires will discuss grounds rules regarding obstructions (e.g. trees overhanging field of play) during the pre-game home plate meeting.  If these rules were not discussed prior to the game, the umpire shall use their discretion to make a final ruling. 

7.9	BATTER HIT BY A PITCHED BALL

	7.9.1	If a batter is struck by a pitched ball while within the confines of the batter’s box, the batter will be awarded first base.

	7.9.2	If the batter swings the bat, and is subsequently hit by the pitched ball, the ball is dead, the pitch is declared a strike and the batter does not advance to 1st base.
	
	7.9.3	If a batter who is leaning over the plate is hit by a pitched ball on any body part that is in the strike zone, the umpire will call the pitch a strike, and the batter will not be awarded first base. 




7.10	DEAD BALL AWARDS


1. If the defensive team throws a ball out of the field of play, the runners will advance TWO BASES. When such wild throw is the first play by an infielder, the umpire, in awarding such bases, shall be governed by the position of the runners at the time the ball was pitched; in all other cases, the umpire shall be governed by the position of the runners at the time the throw was made.  

2. If a ball, thrown by the pitcher from his/her position on the pitcher’s plate to a base to catch a runner, goes into dead ball territory, all runners will be awarded ONE BASE.

7.11	BALK RULES
	7.11.1	In order to teach our players the proper rules of the game, we must consistently enforce the balk rules without being overly stringent.  Please review the balk rules with your players during practice sessions.
	7.11.2	Each pitcher in a game will receive ONE balk warning without any penalty.
7.11.3	The second balk by a pitcher will result in the runner(s) advancing one base.
	7.11.4	With runners on first and third, or with the bases loaded, the pitcher may not fake a pickoff toward third base and then attempt to pick off a different runner.  Any fake move toward third base without the pitcher actually throwing the ball to third base will result in a balk – all runners advance one base.
	7.11.5 	This rule applies in the postseason tournament. In the championship game there are no warnings that apply. 
7.12	SUBSTITUTIONS
	7.12.1	Once a player has been removed from a game, they are not allowed to re-enter.
		7.12.1.1 This rule does not apply to “speed up” runners.  Speed up runners may be any player      who is not currently in the game, whether they have been taken out, or not yet been in the game.
	7.12.2	A player who is removed as pitcher but remains in the game at another position, may return as pitcher only once in that game. 
	7.12.3	The pitcher who is removed from pitching position cannot pitch again until one new batter has completed his/her turn at bat. 
7.13	DEAD BALL RULES
	7.13.1	If a batted ball lands in fair territory and travels into an area deemed unplayable by the umpire, the ball will be called dead, and runners will advance in accordance with the grounds rules set by the umpire & coaches prior to the game.
	7.13.2	If a ball bounces over or rolls underneath an outfield fence, or encounters any other obstruction, the nearest fielder should raise both hands in the air indicating the ball is unplayable.  The umpire will call time, declare a dead ball, verify the ball is not playable, and advance any runners accordingly.  A player should not touch the ball until the umpire has verified it to be unplayable.
	
7.14 PITCHER AND CATCHER LIMITATIONS 
        	7.14.1  For the health, safety, well-being, and physical development of pitchers, and because winning is secondary to the same, the following pitch counts and mandatory rest periods are in effect with the Queens Alliance based on total pitches thrown in a day, excluding warm-up pitches from the mound: 
	Required Rest
	Pitch Count

	0 or 1 days, subject to rule 7.14.5
	1 to 20

	1 day
	21 to 35

	2 days
	36 to 50

	3 days
	51 to 65

	4 days
	66+



		Example: a pitcher delivers 57 pitches on a Friday.  He must rest three full days 			(Saturday, Sunday, and Monday) and is next able to pitch on Tuesday.
        	7.14.2 The maximum number of pitches for any pitcher in any one game is 85 pitches for age 12 or younger and is 95 pitches for age 13 or older, except as allowed in rule 7.14.4. 
7.14.2.1 	For the purposes of pitch counts, age is based on a pitcher’s actual birthdate. 
7.14.2.2  	If a game is suspended, pitchers must rest according to 7.14.1 based on pitches thrown the day the game was suspended.  If the game resumes prior to the rest period ending, he may not pitch in the game resumption, however if the game resumes after the mandatory rest period, the pitcher may return to the mound and will have his pitch count reset to 0. 
Example: in a game on Wednesday, a pitcher delivered 71 pitches before a game was suspended.  The game resumes Friday.  The pitcher may not pitch as he is required to have had 4 days rest.
Example: in a game on a Monday, a pitcher delivered 52 pitches before a game was suspended.  The game resumes Friday.  The pitcher can pitch as he had three days rest (Tuesday, Wednesday, and Thursday), and his pitch count resets to 0.
7.14.3	Coaches are to indicate the ages of starting pitchers on lineup cards.  When a relief/closing pitcher enters, the coach must inform the other team of the age of the relief/closing pitcher. 
7.14.4	If a pitcher reaches his maximum number of pitches in the middle of an at-bat, he is permitted to exceed the maximum only to complete the at-bat, however if the half-inning ends mid-at-bat, he must be replaced for the next inning despite the same batter appearing at the plate. 

Example: a 12 year old pitcher finishes against the seventh batter in a line-up with 84 pitches, no runners on base, and one out.  For the next (eighth) batter, he begins with pitch 85 and is allowed to continue against the eighth batter only, eventually walking the batter after 3 balls, 2 strikes, and 4 fouls.  He must exit the game prior to the ninth batter as he has exceeded 85 pitches with the eighth batter.

Example: a 14 year old pitcher finishes against the third batter in a line-up with 93 pitches and two outs.  For the fourth (next) batter in the line-up, he starts with pitch 94, throws 1 ball and 1 strike, and is allowed to continue against the batter. He throws a further 2 balls and 1 strike, reaching 98 total pitches.  Prior to pitch 99, a base-runner is caught stealing for the third out, ending the half-inning.  The pitcher cannot pitch in the next inning as he exceeded his maximum, even though the fourth batter in the line-up returns to the plate.
7.14.5	A pitcher may not pitch more than two consecutive days without rest. 
	Example: a pitcher delivers 17 total pitches on Tuesday, and 20 total pitches on Wednesday.  He must rest Thursday even though he never reached the threshold for one day of rest in any individual game, and can next pitch on Friday.
7.14.6	Catching poses similar health and safety concerns as pitching when both are performed on the same day.  Coaches are to be mindful of the demands on their players who both pitch and catch on the same day.  The following sub-parts of rule 7.14.6 are recommendations only: 
7.14.6.1	A pitcher is recommended to not catch if he exceeds 40 pitches in a game (though if exceeding 40 while completing an at-bat in the same inning, he could catch if immediately removed after the at-bat or half-inning end, whichever comes first, in the same spirit of 7.14.4). 
7.14.6.2	A catcher is recommended to not pitch if he catches more than three innings.
7.14.7	Opposing coaches are required to confirm pitch counts with each other at the end of each half-inning. In the event of a discrepancy, the umpire shall make the determination of how many pitches were thrown. 
7.14.8	Coaches are responsible for monitoring their pitchers’ and catchers’ participation in other leagues to adhere to the rules contained in 7.14.
7.15 INFIELD FLY RULE
	7.15.1	An infield fly is a fair fly (not including a line-drive or an attempted bunt) which can be caught by an infielder with ordinary effort, (rule does not preclude outfielders from being allowed to attempt to make the catch) and provided the hit is made before there are two outs, and when runners are on first & second, or all bases are occupied.
	7.15.2	When it seems apparent that a batted ball will be an infield fly, the umpire immediately announces it for the benefit of the runners.  If the ball is near a baseline, the umpire shall declare, “infield fly, if fair.” 

TOBACCO
		The use of any tobacco product is strictly prohibited by anyone at any Queens Alliance game or practice.  This includes coaches, umpires, etc.
		Coaches and umpires are asked to help enforce this by asking anyone in the area of field to move away if they choose to use tobacco products.  Smoking is prohibited in all New York City Parks.
Bat Rule:

Intermediate (50-70) Division and Junior League:
It shall not be more than 34″ inches in length; nor more than 2⅝ inches in diameter, and if wood, not less than fifteen-sixteenths (15/16) inches in diameter (7/8 inch for bats less than 30″) at its smallest part. Wood bats taped or fitted with a sleeve may not exceed eighteen (18) inches from the small end.
NOTE 1: Solid one-piece wood barrel bats do not require a USA Baseball logo.
NOTE 2: Also, permitted for the Intermediate (50-70) Division and Junior League Division are bats meeting the BBCOR performance standard, and so labeled with a silkscreen or other permanent certification mark. The certification mark shall be rectangular, a minimum of a half-inch on each side and located on the barrel of the bat in any contrasting color. Aluminum/alloy and composite bats shall be marked as to their material makeup being aluminum/alloy or composite. This marking shall be silkscreen or other permanent certification mark, a minimum of one-half-inch on each side, and located on the barrel of the bat in any contrasting color.








 
 






 


	
  





