WOLVES TOURNAMENT RULES 2026

1.       PITCHING MACHINE SETUP:
A.       Distance:
	* Baseball:  The pitching machine shall be set at a distance from Home Plate and shall be set at the same speed for each team.
*40-42’ at 35-38 MPH with a hack attack junior.  If weather occurs, a Louisville Slugger Blue Flame will be used with the settings for same velocity.
B.       Adjustments: Adjustments can be made for each batter.  If a pitch is high or low, the umpire operating the pitching machine will call no pitch and adjust the height of the pitching machine.
C.	An umpire will feed the pitching machine and also be in charge of being the umpire in the field.
2.       GAMES:
A.       Reminder:  There are NO on-deck batters.  Batters will remain in the dugout until their at-bat for their safety.
B.       Three (3) outs or five (5) runs scored will complete a half-inning.  This is applied to every half-inning that is played except for the 6th inning.  The 6th inning is unlimited runs
C.       A complete game is 6 innings (or 5 ½ if home team is leading).
D.      A called game is considered complete if 4 innings have been played (3 ½ if home team is leading)
	* Ten (10) run rule after the 4th inning (3 ½ if home team is leading)  
****if a run rule game does occur, the teams can play the 6 full innings or time limit.
E.       There is 70 minute time limit on games.  No inning may start after that time.
F.        All teams should be ready to play 30 minutes before start time of the game.
G:	Championship Game does not have a time limit.

3.       PLAYERS:
A.       A game may be started with 8 players however for defensive purposes, the pitchers position will be the position that a player will not be played at. 
B.       Late arrivals:  Players who are not present at the start of the game but are expected to arrive shall be listed at the end of the roster the opposing manager notified that the player is en route.  When the player does arrive, the manager shall notify the opposing manager and the player shall be inserted into the game.  If the player has not arrived by the time he or she is to bat, the position shall be skipped without penalty.  The manager shall try his or her best to fulfill the mandatory play requirements for the late-arriving player.
C. 	If a player leaves the game to injury or illness, they cannot re-enter the game however can be removed without penalty.  
4.       MANDATORY PLAY:
A.       Continuous batter order shall be used – i.e., all players bat in order.  All players should bat at least once per game with free defensive substitution.
B.       Each player present at the start of the game must participate for a minimum of six (6) CONSECUTIVE defensive outs.
	* There is no exception to this rule unless the game is shortened for any reason.
	* Note:  If a half-inning ends because of a run-rule limit and a defensive player has played that entire half-inning, the player is considered to have participated for 3 consecutive outs.
	* Note:  A substitute may NOT be removed from the game prior to completion of his/her mandatory play requirements.
	* At the beginning of the 4th inning, managers will be notified of players who have not yet entered the game to meet their mandatory play requirement of 6 consecutive defensive outs.  This notification does not eliminate the manager’s responsibility to ensure that all players meet their mandatory play requirement.
C. 	10 defensive positions are allowed. 6 infielders and 4 outfielders.
5.       MANAGER/COACHES:
A.       A maximum of one (1) Manager and five (5) adult coaches will be allowed.  No additional adults will be allowed in the dugout.  When their team is at bat, base coaches must position themselves in the coaching boxes located along first and third base.  Base coaches may not physically assist any runner.  Teams will be asked to cut down on coaches in the dugout if they have more than 6 total.
B.       One Coach on the defensive team can be on the field to help with the teaching portion of the game or except when performing their duties as a base coach or when retrieving a bat.
C.       Each team must have an adult in the dugout at all times.


6.       RULES OF THE GAME:
A.       Each batter will receive a maximum of five (5) pitches.  No balls will be called.  Three (3) swinging strikes or five (5) pitches (whichever comes first), and the batter is out.  No walks will be allowed for any reason.
	* A batter fouling off the fifth (5th) pitch will continue at bat until he/she hits a fair ball or strikes out.
B.       Pitcher’s Position:
	* A chalked box will be placed behind the pitching machine and will be a dead ball zone. No player may field, catch, or throw a ball for safety reasons in the area around the pitching machine.
	* The player occupying the pitching position will have a designated area behind the machine and may not leave the designated area until the ball leaves the machine.  The penalty for leaving too soon is the pitch will be called an illegal pitch, unless the batter hits a fair ball and reaches base safely.  In this case, the pitch will stand.  An illegal pitch will NOT count toward the batter’s five (5) allowed pitches.  They may play on the left or right of the circle.
	* The player occupying the pitching position must wear a helmet due to deflections of the pitching machine
C.       All batted balls that hit the pitching machine or a coach is a dead ball and one base will be awarded	* Base runners will be awarded one base.  
D.      Bunting will not be allowed.  
E.       There will be no base stealing.  Runners cannot leave the base until the ball is put in play. For the first offense, a player is given a warning.  If a runner repeatedly leaves early, he may be called out.  A manager who is coaching his/her players to leave early can be ejected.  Runners must slide or avoid contact with any flagrant contact resulting in an ejection. NO HEAD FIRST SLIDES ALLOWED except returning to a base.  If a runner slides head first into a base, the result will be an out.  
F.       Once a ball is put into play, the ball remains “live” until the ball reaches a player in the infield dirt NOTE:  The umpire should call “TIME” at this point if the play is stopped however, the play may continue if the play is still in motion.  If the infielder who is in possession of the ball throws the ball to finish the play and the ball goes past the defensive player, the offensive runner remains on that bases and NOT awarded an additional base.
	* At that time, any base runners who have advanced halfway or more to the next base are awarded that base.  Any base runners who have advanced less than halfway must return to the previous base.  This is a judgment call by the coach and the coach shall indicate if runners can remain on a base or must return.
G.      The catcher must have a pinch runner when he/she reaches base if there are two outs.  The pinch runner must be any player in the dugout who is not in the game defensively.  If there are no extra players, the player who made the most recent out shall be the pinch/courtesy runner.
H.      There is no “Infield Fly” rule in machine pitch.
I.        Runners may not advance on overthrows to 1B, 3B, or home plate.  Runners may continue to advance bases on a ball hit to the outfield until the ball is throw to the infield and at this point, the runners may continue progress to when the ball reentered the infield.
J.  	Bats must not exceed 2 5/8 barrel in diameter and must have the USA stamp.  



9/10U DIVISION
1. ELIGIBILITY 
a. Players cannot turn 11 before 5/1/2026 

2. EQUIPMENT 
a. USA bats only, No larger than  2 5/8 barrel. 
b. No metal spikes allowed

3. GAMES 
a. A game will be 6 innings. Mercy rule: 10 runs after 4 innings, 8 after 5 innings 
b. 5 runs max per inning except in final inning 
c. An inning may not be started after 1hr 45mins

4. SUBSTITUTIONS
a. 9 defensive players (3 outfielders) on defense. 
b. A pitcher removed from the game or the mound may not return as a pitcher in the same game 
c. Free substitution 
5. BASE RUNNING 
a. Runners may not leave the base until the ball crosses home plate or is hit by the batter 
b. Stealing will be allowed after the ball crosses home plate. Stealing of home is permitted at 1 per inning. No stealing with ball being thrown back to the pitcher.
c. Infield fly rule is in effect 
d. No dropped third strike 
e. No head first sliding, except returning to a base. Violators will be called out after 1 team warning 
f. A base runner must slide or “attempt” to avoid a fielder who has possession of the ball and is attempting to make a play on him. If in the umpire’s judgment, the contact was intentional or malicious the umpire will eject the player 
6. PITCHING 
a. A pitcher will be allowed to pitch 3 innings per day OR 60 pitches (up to 6 per weekend or 120 pitches) 
b. A pitcher must be pulled from the position for the remainder of the game after hitting 3 batters in a game 
c. A pitcher may not throw a curve ball, screwball or any other type of pitch resulting in a sharp rotating arm motion. One warning and the any such pitch will be called a ball 
d. Pitching distance is 46 feet 

7. BATTING 
a. Bat your entire roster. No penalty (out in batting order) for injuries. Drop the player from the batting order
b. Bunting is permitted 
c. The batter is out on a dropped third strike

TIEBREAKERS:
	1) Head to head	2) Runs Allowed	3) Run Differential(max 10 per game)	4) Coin Toss
	*if a 3-way tie has occurred, tiebreakers will begin with #2



