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StaMo Pony Baseball  

Mustang Ground Rules 

 

 

Our Mission: 

To create an opportunity to educate, develop, and nurture the talents of the youth of our 

community. To demonstrate true sportsmanship and teamwork, to teach the all important 

lessons of leading by example. By doing so, we promote the building of positive 

relationships, exhibit pride and enhance community spirit both on and off the baseball 

field. 

 

Administrative Rules  

 

The goal of the Mustang League is to teach the fundamentals of the game of baseball. 

The league is competitive in nature, but it should be remembered that this is designed to 

be a teaching league. While winning is an admirable goal for players at this age, 

"Winning at all costs" should never be the attitude of the players, the coaches, or the 

parents. It is much more important to teach the required basic skills of the games so that 

these young players may successfully take their first steps of what will hopefully be a 

journey of many years of enjoyable, competitive youth league baseball and beyond. Any 

subject not covered under Sta-Mo Mustang Ground Rules please refer to the National 

Pony Rules and Major League Baseball Rules, in that order.  

 

1. “Mandatory Play Rule” is all players present and able to play will be listed in the 

team’s official batting order. Players will bat in this same order throughout the entire 

game. No player may sit out for 2 consecutive defensive innings. Repeated failure of any 

team to follow these guidelines may lead to review by the board of directors for possible 

disciplinary actions against the team manager. 

 

2.  No more than a total of 5 games and/or practices are allowed per calendar week.  

 

3.  A game shall be “called” at the end of 6 innings or 1 hour and 30 minutes. After 1 hr 

and 30 min, the game will be considered a complete game regardless of the number of 

innings played and no additional inning shall be started. Any inning started will be 

completed unless the run rule is in effect. If the score is tied at the end of the last 

completed inning, then the game will be declared a tie. 
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4. If the game is tied after 6 innings extra innings may be played as long as no inning 

begins after 1 hour 30 min. The League Championship game will be played as 6 

complete, with no time limit. If the Championship game is tied after 6 innings, extra 

innings will be played as necessary to resolve the tie.  

 

5. Each team will be allowed a maximum of five runs or three outs per inning. Exception 

in the 6th inning each team will be allowed unlimited runs or three outs. If a team is 

ahead by 15 or more runs after 3(3 and one-half innings if the home team is ahead), or if 

a team is ahead by 10 or more runs after 4 (4 and one-half innings if the home team is 

ahead), the game is over. 

 

6. If a game is terminated early because of rain or for any other reason, it shall be 

considered a complete game if 3 innings of play have been completed, or 2 and one-half 

innings if the home team is ahead. 

 

7. With 2 outs, the team at bat will use a courtesy runner for the catcher or pitcher of 

record. The catcher or pitcher of record is the player who occupied the catcher or pitcher 

position while the team was last on defense. The courtesy runner will be the player who 

made the previous out. The intent of this rule is to help avoid unnecessary delays in the 

game. A courtesy runner is not allowed after time expires. 

 

8. An injured or sick player may legally miss his turn at bat. The player is simply skipped 

and the batting order continues with the player listed next in the lineup. An injured or 

sick player is not subject to the "Mandatory Play" rule. 

 

9. The batter and all the base runners must wear approved protective headgear from the 

time they leave the dugout for their turn at bat until they return to the dugout. Any base 

runner that intentionally causes his headgear to come off will be called out. The ball 

remains live. Once continuous action has ceased, the ball is dead, and the offending 

runner is out.  

 

10. Teams can start a game with eight (8) players. If a team has not taken the field fifteen 

(15) minutes after the scheduled start time of a game, the game will be declared a 

suspended game and will not be rescheduled. The suspended game will then be ruled a 

forfeit by the commissioner. Umpires have no authority to forfeit a game only the 

commissioner has that authority. If the 9th player is not present for his/her first at bat, an 

out will be recorded for only the first at bat. 

 

11. Teams having eight (8) players to start a game will automatically be the visiting team. 

 

12. If a team's ninth player arrives late to the game, the manager of that team must make 

an announcement at the plate conference before the game begins and advise both the 
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plate umpire and the opposing team that he has a player that will be arriving late. When 

the player arrives, he will be announced to both the plate umpire and the opposing team 

and will be placed in the ninth or last spot in the batting order. The game will resume as if 

the player was there at the start of the game. 

 

13. If batting nine players a team drops below nine eligible players due to an ejection, an 

automatic out shall be declared in the batting order position, providing there is no eligible 

substitution. 

 

14. If a team drops below eight eligible due to any reason, the game will be declared a 

suspended game and will not be rescheduled. The suspended game will then be ruled a 

forfeit by the commissioner. 

 

15. There will be a tournament at the end of the season for the Mustang league. The team 

record during regular season play will determine the seeding of the teams for post-season 

tournament play. 

 

16. Bats must be approved for baseball and must not exceed 42 inches in length or 2 5/8 

inches in diameter. 

 

17. Managers are expected to check each player’s equipment prior to each game. Illegal 

equipment will be removed from the game by the umpire and the coach will be removed 

from the game.   

 

Offensive Rules 

 

1. A bat that is thrown or released in an unsafe manner is a hazard. If the umpire judges that a 

batter has released his bat in an unsafe manner, the player and the team manager will be given 

one warning. The warning will be noted by the player’s name in the official scorebook. If the 

umpire subsequently judges that the same batter has released the bat in an unsafe manner, the 

batter will be called out.  

 

2. Base runners may lead off of any base and may steal bases at the risk of being put out 

by the defense. 

 

3. When a fielder has control of the ball and a tag play is evident, runners must slide or seek to 

avoid contact with the fielder. Malicious contact shall supersede all obstruction penalties. Ruling: 

if contact occurs and there is no attempt to slide or avoid contact, the runner will be declared out. 

The runner will be ejected if the umpire judges the contact to be malicious or intentional. 

 

4. There will be no Slashing allowed. If a batter shows bunt, he may not swing at the pitch. He 

may either attempt to bunt the ball, or he may take the pitch for a called ball or strike. Ruling: 
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The batter is out, the ball is dead and all runners will return to the base occupied at the time of 

pitch.  

 

5. The “third strike not caught” rule is in effect. If the batter swings and misses or takes a called 

third strike, the batter is out if the catcher catches the ball without the call touching the ground 

first. 

 

 

Defensive Rules 

 

1. Pitching eligibility will be governed by the rules as follows 

 If a player pitches in more than 4 innings in any day, he cannot pitch the next day 

 A player may pitch no more than 6 innings in one day 

 A player may not pitch more than a total of 8 innings in two consecutive days 

 If a player pitches on two consecutive days, the player must rest the third day 

regardless of the total amount of innings pitched. 

 

2. Umpires will call time and will give a balk warning and explanation to the pitcher the first 4 

weeks of the season. Any base runner that is stealing when the balk is committed will be 

awarded his advance base. Any runner that is not stealing will not be awarded an advance base.  

 

3. After the first 4 weeks, pitchers will be called for all major violations, and all runners will 

advance. A warning will be given for minor violations that do not affect the outcome of a play. 

 

4. Players positioned in the infield must remain behind an imaginary line drawn perpendicularly 

from the front of the pitcher’s mound to the first and third base lines until the ball is hit.  

 

5. Teams may play with maximum of 9 fielders while on defense. A maximum of 6 players may 

be positioned in the infield and a maximum of 3 players may be positioned in the outfield. For 

the purpose of this rule, the outfield is defined as the area beginning 20 ft behind the base path.  


