
Garden Grove Pony Baseball  

2024 Spring  

Foal Rules  

 

Defense  

● Everyone plays in the infield.  

● One kid at each infield position, a pitcher and all the others spread out in the infield.  

● Maximum of 3 innings or 50 min. Whichever comes first.  

● Rotate players every inning so that players get to experience all infield positions.  

Offense  

● Each player will stay at bat until the ball is put in play  

● Players will use batting tee all season.  

● Every player will remain on base, even if he/she is tagged/forced out.  

● Each player will bat every inning.  

● Once entire team has batted, team will switch from offense to defense.  

General Rules  

● There is no score  

● There are no standings  

● Act in the best interest of the players.  

● No striking out. Players will bat until ball is put in play.  

● Entire line up must bat, even if three outs are recorded.  

● All runners will remain on base, even if tagged or forced out.  

● Game should be played on 50 foot base pegs.  

● Line ups should be rotated each game so that kids have a chance to bat in different spots of 

the line up.  

● Have fun, teach the kids to enjoy the sport.  

 

Home team sets up field. (Chalk, water and drag as needed)  

Visiting team tears down field (if last game of the day) 



SHETLAND INTER-LEAGUE RULES 

 

ALL Leagues will respect their own general knowledge and playing rules and code of 

conduct for coaches, players and parents. All teams involved know the general rules for 

safety and general game play. The following are specific guidelines for inter-league 

play: 

1. 5 inning MAX to be played and no new inning after 1 hour 20 minutes played.  

2. Each half inning will end when an offensive team scores a maximum of 5 runs or 

the defense records 3 outs. 5th inning unlimited, each team will bat through the line up to max players 

on it.  

3. Only 10 players max on the field.  Offense coaches will stand on the foul line to assist kids in the 

outfield. No coaches or parents should be on the playing field. 

4. Machine pitch set up distance is 38ft from rubber. Settings are set to 4, 3, and 2. 

5. Every player should be rotated among all positions as much as possible. No player should sit more 

than 2 consecutive innings. A single player may not play 1st base and/or pitcher more than a combined 

three (3) innings. Outfielders must remain 15 feet behind the baseline until ball is hit. 

6. 5 pitches total, first 3 have to be are off the machine, the last 2 can be off the tee. 

7. If a ball is hit from the tee only 1 base is awarded on a hit for the batter and any runners on base. 

8. If a batted ball strikes the pitching machine and remains in fair territory, the ball is 

live and play is continued. However, if the ball strikes the pitching machine and 

rolls into foul territory, the ball is dead and the batter is awarded first base. If 

there are any base is occupied by a runner, they advance 1 base. 

9. Any runner occupying a base shall not exceed 5 feet in the base path and this 

will be judged by the umpire. 

10. The Coach-pitcher shall not give coaching instructions to the batter or runners after the ball is hit, in 

any way. (PENALTY: 1 warning then removal)  

11. First half of the season, we will be utilizing the tee. After April 1, 2024, tee will be removed from 

games. 

All leagues involved and agreeing to this are Garden Grove Pony, Santa Ana Pony, and Tustin Pony. 



 

 

INTERLEAGUE PINTO MP RULES 

 
 

 

GAME: 

1. Each team must have a minimum of eight (8) players to start a game. If after 15 minutes of 

the scheduled game time, one of the teams does not have enough players, the score is 

recorded as a forfeit of 1-0. You may elect to play the game for fun and even share 

players, but the outcome regardless of the score is still 1-0 as listed above.  

2. Managers must exchange lineups at the beginning of each game. If a player arrives late, you 

may add them to the bottom of the lineup but you must announce this to the scorekeeper 

who in turn reports it to their coach. 

3. Field dimensions shall include base paths that are 60 feet long (back set of pegs). The 

pitching machine should be set to throw pitches from 38 ft. from home plate at a speed of 

35-40 miles per hour. Slower speed 35 mph will be used the first half of the season but the 

goal is to finish the season at 40mph after April 1st. 

4. Games are limited to five (5) innings, but no inning may start after one (1) hour and twenty 

(20) minutes. No drop dead but if time does not allow for a game to be completed, the score 

will go back to the last completed inning. Time adherence is critical on Saturdays, when 

multiple games are scheduled. 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, call players out, or 

declare a forfeit after issuing one warning. 

5. Each half inning will end when the offensive team scores five (5) runs or the defensive 

team records three (3) outs, whichever comes first. 

6. Each team will be allowed to score unlimited runs in the last inning only (5th inning only). 

Their half inning at bat will end upon the completion of one of the following: 

1. The defensive team records three (3) outs. 

2. The offensive team bats their entire lineup. Each team will bat the same number of 

players in the last inning (i.e. if Team A has 12 players and Team B has 10 

players, Team B will bat once through the lineup and then 2 additional batters will 

hit in order). This only occurs if the defensive team does not record 3 outs. 

7. Time Outs: Time out must be called agreed to by the umpire before a coach may enter the 

playing field, including for injury. There shall be no more than two offensive time outs per 

inning, other than to check for injury or repair equipment. More than two time outs shall be 

considered delay of game and the umpire shall have discretion to issue pitch penalties and/or 

an out in accordance with the length of the delay. There shall be no more than two defensive 

time outs per inning, other than to check for injury or repair equipment. More than two time 

outs shall be considered delay of game and the umpire shall have discretion to award a 

runner a base(s) in accordance with the length of the delay. 

8. Mercy Rule: The game shall be mercy if the home team is leading by at least 10 runs after 

the first half of the 4th inning, or the visiting team is leading by 10 runs after 4 complete 

innings.  



 

 

 

SAFETY: 
1. PLAYERS ARE NOT ALLOWED TO USE THE PITCHING MACHINE. 

 

BATTING: 
The batter will receive a maximum of 5 pitches. However, if the batters swings and misses 

three good pitches, the batter will be deemed out. If the batter does not swing at the first 2 

pitches, the umpire shall call strikes beginning with the 3rd pitch. If the 5th pitch is fouled off 

the batter will get a 6th pitch. The 6th pitch will be the final pitch, if ball is fouled, batter will 

be called out. 

1. Any “bad pitch” caused by the machine (yes, it does happen) does not count in the pitch 

count (e.g. pitches neck high and shoe low), and shall be called, at the umpire’s discretion a 

“no pitch.”  

2. Bunting is not allowed. A batter must take a full swing. 

3. There is a minimum distance that a batted ball must travel in order to be a fair ball; this area 

will be marked with a 10-foot arc in front of home plate. (home plate is in fair territory so 

any batted ball that hits home plate first, is considered a fair ball unless it subsequently rolls 

untouched into foul territory prior to reaching first base or third base.) 

4. The Coach-pitcher feeding machine shall not give coaching instructions to the batter or 

runners after the ball is hit, in any way. (PENALTY: 1 warning then removal)  

 

BASE RUNNING: 

1. 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. 

2. No lead offs. Players cannot break contact with the base until the batter hits the ball. 

PENALTY…the first illegal lead off shall result in a warning to the team of the runner. The 

second illegal lead off by the team, the runner shall be called out. 

3. Base stealing is not allowed. 

4. A play is over once, at the discretion of the umpire, when an infielder has complete 

possession of the ball and has stopped forward progress of the lead runner. The umpire 

has complete discretion to determine when the play is dead. Timeout will not be granted if 

the play is still in progress. 

5. No hash marks will be used in the Machine Pitch Division. 

 

DEAD BALL: 

1. A batted ball that hits the pitching machine, generator, ball bucket or pitching coach is 

declared dead. The batter is awarded first base and all other runners advance one (1) 

base. 

2. A batted ball that hits a defensive coach, before a defensive player touches it, is 

declared dead. The batter is awarded one base and all other runners advance 1 base. 

3. If a ball goes out of play due to an overthrow or error each runner is awarded one base  

 

  



 

 

DEFENSE: 

1. Every player should be rotated among all positions as much as possible. Pinto Machine Pitch 

is an instructional league in which players should be exposed to every position. Note: some 

players need to be supervised at key positions for safety reasons. Do not sit out players for 

consecutive innings; there will be time a player will request to sit out for some reason.  

Please communicate with the parents if this happens. 

2. A single player may not play first base and/or pitcher more than a combined three (3) 

innings (how is this enforced) per game. 

3. Infielders may not play any closer to the batter than the pitcher, and may play no farther 

back than the grass line. The pitcher shall be positioned next to the pitching machine and 

not directly in front of the machine, with one foot in the circle until the ball is hit. 

4. Teams are limited to six (6) players in the infield: pitcher, catcher, first base, second base, 

third base and short stop. All players must play one inning in the infield before the fourth 

inning. 

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

center field and right field. If short players you may play with less outfielders. 

6. Outfielders are able to make plays in the infield. 

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

play, even if the grass line is actually greater or lesser than 15 feet from the baseline. 

8. Players should not sit out two (2) consecutive innings and no player shall sit out a second 

inning until all other players have sat out one inning. 

 

COACHING & UMPIRING: 

1. While at bat, a team shall have a pitching coach (to feed balls into the machine), a first base 

coach, a third-base coach and a batting coach (for batting safety). The 1st and 3rd base 

coaches shall remain in the presumed coaching box area next to their assigned bases. The 

pitching coach shall remain on the mound, and the batting coach shall remain in the 

presumed coaching box area against the screen. 

2. Base coaches are not permitted to step in fair territory or physically assist a base runner in 

any way (e.g. being pushed back to the base after over-running it). 

3. 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 an umpire feels the coach did not move, the batter or runner may be called out. 

 

 



 

Interleague Pinto KP Rules  

 

General Rules  

● Players will not sit consecutive innings. 

● Score will be kept in Pinto.  

● There will be standings in Pinto (Spring Only)  

● Game should last no more than 6 innings or new no inning after 1 hour and 30 minutes.  

● 5 runs max per inning for innings 1-5.   Unlimited runs for 6th inning ONLY batters are max kids per line 

up card.   

● Home Team Occupies 3rd base dugout.    

● Home team sets up field.  Visitors tear down.  

 

Offense   

● Entire line up bats. (12 players present = 12 kids in the line up)   

● Player must stay in contact with base until ball crosses plane of home plate.   

● Bat barrel must be 2 ⅝ inches or smaller.  USA Bats only. 

Defense  

● Only 9 fielders per inning.    

● Offense and defense after 3 outs have been recorded or opposing team scores 5 runs (6th inning is 

unlimited runs)    

● If a runner is tagged out or forced out, the runner must return to the dugout.  

● Only the umpire can kill a play. Ball is live until umpire indicates the play is dead.   

● Players should play a complete game every third game.  All players should be exposed to both infield 

and outfield positions. 

● No switching of defensive players in the middle of an inning unless a pitching change is being made.  

 

Pitching  

● Must use USA Smart Pitch guidelines  

● A pitcher can not return as a pitcher later in the same game.  (Once they are removed as a pitcher, they 

are done pitching for that game) 

● Any player playing down a level is ineligible to pitch or catch.  (League age 9 year are not allowed to 

pitch or catch)   

● 3 hit batters = removal of pitcher from game.  

 

Pinto Specific Rules 

March 2, 2024 - April 1, 2024  

● Home is closed on wild pitches and passed balls. The only way a player can advance home from 3rd 

base is on a base hit, bases loaded walk or an errant throw back to the pitcher from the catcher. 

April 1, 2024 – end of playoffs 

● Home is open on a passed ball or wild pitch only.  If the catcher makes a clean catch from pitcher and 

returns the ball to the pitcher, runner must stay at 3rd base.  (No cat and mouse tactics or getting into a 

pickle on purpose). Runner leads off after ball crosses plate at own risk and can be tagged out. 



● Stealing Second Base- with runner stealing second and catcher throws down to second base and ball 

stays on infield dirt, runner must remain at second.   If the ball goes into the outfield grass runner can 

advance to third and home. 

● Pinch runners for pitcher, catcher, and injured player with the last out from prior inning. 

● Same applies to a runner stealing third.  (see above)   

● Runners on 1st and 3rd- if runner at first attempts to steal second and draws a throw from catcher, 

runner from 3rd can advance home at own risk.   

 

These rules have been created to help our kids learn the game the right way.   Excessive base running does 

not teach the kids to play the game right.    

 

These are kids playing rec ball, not travel ball or All-Stars.  This should be a fun, yet learning experience for the 

kids. 



Interleague Rules 

Mustang 

General Rules 

• 5 run max per inning, unlimited final inning. Umpire must declare last inning (After 

April 1, 2024 all innings are open) CONFIRM AT HOME PLATE BEFORE GAME 

START 

• 6 innings or no new after 1:45 hours, whichever comes first. 

• Mercy: 10 after 4 innings    

• Major league rules apply 

• No slash bunting allowed 

• Runners for Pitcher and catcher WILL be last out 

• Dropped 3rd strike in effect 

 

Pitching 

• 1 balk warning per pitcher, USA Smart Pitch rules. 

 

Bronco 

General Rules 

• 5 run max per inning, unlimited final inning. Umpire must declare last inning (After 

April 1, 2024 all innings are open) CONFIRM AT HOME PLATE BEFORE GAME START 

• 7 innings or no new after 1 hours 45 minutes, whichever comes first 

• Mercy rule: 10 after 5,  

• Major league rules apply 

• No slash bunting allowed 

• Runners for Pitcher and catcher WILL be last out 

• Dropped 3rd strike in effect 

• Metal cleats not allowed on some fields, it is your responsibility to know visiting 

fields rules, applies to pitcher’s mound. 

 

Pitching   

• No warning for balks, use USA Smart Pitch rules. 

 


