2010 Brian Krueger Memorial
In-House All-Star Tournament

July 7th – 11th
Lake In The Hills, IL
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Welcome!

Baseball is a game for all ages, and watching our children play the game that we all love makes baseball even more special.  Brian Krueger also loved playing baseball.  He had a quiet passion for the game that drove him to keep trying even when his failing health was hindering his youthful efforts.  Brian’s coaches would always remind him and his team to be “Baseball Ready”!  Are of you all ready to have some fun, and play baseball?

Welcome coaches, players, parents and friends to the 2010 Brian Krueger Memorial Baseball Tournament. Each year since 2006, The Lake in the Hills Youth Athletic Association holds this tournament to celebrate Brian’s life and raise awareness of pediatric brain cancer.  Fifty percent of the profits from this tournament are donated to the Midwest Children’s Brain Tumor Center to support the patients and families battling pediatric brain cancer.   Some of you may have known Brian or perhaps have participated in one of the first three tournaments.  Hopefully all of the coaches read Brian’s Story when you registered for the tournament.  

From age 8 to 11 Brian played baseball, in the Lake in the Hills Youth Athletic Association. Brian’s love for the game evolved when he was very young.  However, because of the debilitating effects of his illness and treatment, he did not play ball until he was eight years old.

Brian was diagnosed with pediatric brain cancer when he was four years old.  He underwent multiple surgeries, chemotherapy, and radiation.  He had to learn to walk and talk all over again.  And although quiet and shy, and partially deaf from his illness and treatments, he led by example. Brian was that inspirational player that every team should have.  You see, Brian just wanted to be like the other kids.  He inspired all who knew him with his courage, positive attitude, and hope.

Brian lost his battle with cancer on December 23, 2005.

During Brian’s illness, the Midwest Children’s Brain Tumor Center at Advocate Lutheran General Children’s Hospital provided medical treatment, as well as emotional and social support for Brian and our family.  Our family would like to help other children and their families as they struggle with this devastating disease.

Brian’s Legacy 

At Sunset Park there is a field dedicated to Brian’s memory.  He once made a catch on a fly ball hit to left field.  Routine for some, but not for him.  I held my breath as the ball went into Brian’s glove.  “Never any doubt Dad”, as the other parents yelled to me.  As Brian came back to the dugout, he had a big smile from ear to ear.  Brian made a difference in his short life, inspiring so many who watched and met him.  You can make a difference too, by making a donation to the Midwest Children’s Brain Tumor Center in Brian’s memory. You can help children like Brian and their families in their fight against brain cancer.

What Can You Do?

Donations in Brian’s memory can be made to:

The Midwest Children’s Brain Tumor Center

Advocate Lutheran General Children’s Hospital

1675 Dempster Street

Park Ridge, IL 60068

For more information about the Midwest Children’s Brain Tumor Center:

www.advocatehealth.com
847-723-KIDS {5437}

Note: Information will also be available at the fields during the tournament. 

I hope everyone enjoys the 5th Annual Brian Krueger Memorial Tournament.  See you at the diamonds and remember, be like Brian, “Play hard, never give up, and most of all have fun”.                             

Thank You For Participating,

Ken & Laurie Krueger (Brian’s Parents)
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Sunset Park   5200 Miller Rd., Lake In The Hills
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From Algonquin Road, take Lakewood Road north to Miller Road. Turn left onto Miller Road and drive west approx. ½ mile.

Park features full concessions, 2 picnic shelters and ample parking for the 8 fields at the complex.

LeRoy Guy Park   201 Lakewood Rd., Lake In The Hills
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From Algonquin Road, take Lakewood Road south approx. ¼ mile.
Park features full concessions, picnic shelter and parking for the 3 fields at the complex.
Tournament Overview & Rules

General Rules

· All coaches must check in at least 45 minutes prior to their first game at a designated tournament headquarters. At Sunset Park, this is at the pavilion adjacent to Sunset #7. At LeRoy Guy, this is at the pavilion adjacent to Guy #2 near the tennis courts.
· At check-in, each team must provide a completed roster, copies of their player’s birth certificates and proof of insurance. Each team is responsible for its own insurance.
· A player may not be a member of more than one team.
· No additions will be made to the team roster unless approved by the Tournament Director.
· The Tournament Director will have final say and determination on the playability of the fields based on weather conditions or other circumstances.
· The Tournament Director reserves the right, in the best interest of the tournament, to change the game schedule, time limit, match-ups and/or any other operational aspect of the event if poor weather conditions interfere with the established game schedule or time capacity.
· In the event of rain, a tournament official will notify each manager via cell phone. The tournament web site will be updated as soon as practical. http://www.lithyaa.org/Tournaments/bkmhome.aspx
· The tournament is closed to coolers with the exception of coolers used to store wet/cold towels for players. Our concession sales are a large part of the donation that we are able to make to the Midwest Children’s Brain Tumor Center. Please respect our wishes and help contribute to this wonderful cause.
· Cooking out in the parking lot or in the vicinity of the parks is not allowed.
· Refund policy:
· No refunds will be available after June 1st prior to the start of the tournament.
· A 50% refund will be awarded only if your team did not play a full game and the tournament is cancelled. Once your team has played a full game, no refunds will be awarded.
· Tournament officials will make every effort humanly possible to ensure games are played as scheduled.
Pre- & Post-Game Conduct and Spectators

· Teams will play at designated fields and timeslots as directed by the established tournament schedule.

· Proper, matching game attire must be worn by every player on the team roster. This includes:

· Matching uniforms including hat, jerseys, pants and socks

· Baseball glove/mitt, bat, helmet, baseball rubber cleats (no metal cleats are allowed)

· Athletic cup supporter

· All teams must be ready to play 20 minutes prior to the start of their scheduled game. Games may begin early if the field is prepared and both teams are ready to begin the game.

· There are to be no batting cages, batting apparatuses or swinging of bats outside the field confines before, during or after the game. This includes hitting sticks and soft toss. This is for safety reasons as the parks will be heavily congested with players, coaches, families and fans. Failure to comply with this rule may result in a forfeiture and possible disqualification.
· Spectators will not be allowed to sit directly behind the backstop at the discretion of the umpire.

· After completion of a game, please exit the dugouts quickly so that the field maintenance crews can begin preparing for the next scheduled game and the next game’s participants can get organized. Team meetings can be conducted away from the field after the dugouts are cleaned.

· Please refrain from eating in the dugouts. Please pick up all bottles and trash after your game and dispose of it in one of the provided trash cans.

Game Conduct and General Rules

· All manager and coaches are responsible for the conduct of their players, parents and fans. All conduct will be carried out in sportsman-like manner; serious offenses will result in disqualification and removal from the tournament grounds. Use of foul language, alcohol and noisemakers will not be tolerated.  Removal from the games will be left to the discretion of the umpire. Should any player, coach or fan be ejected from a game, they will be disqualified from participation for the remainder of the tournament and must leave the tournament confines.
· Tobacco products are not allowed on tournament grounds.
· Only adult coaches will be allowed to coach in the coaching box and must remain in the coaching area when coaching the base paths.
· For pool games, a coin flip prior to the game will determine the home team. For the playoffs and championship games, the home team will be the higher seed.
· The home team will be designated the official scorekeeper. Both teams are to keep separate books and confirm the score as the game progresses. 
· Protests will not be allowed. All decisions made by the umpire(s) will be final.
· Games are considered official after the completion of 4 ½ innings of play unless shortened due to mercy rule.
· No new inning may begin after 1 hour and 45 minutes in pool play and playoff games.
· If an inning is started before the expiration of the time limit and is still being played while the time limit expires (regardless of the team at-bat), that inning shall continue play until the home team has 3 outs or the home team has won via the mercy rule.
· A game tied at the end of the allotted time in pool play shall end in a tie.
· A game tied at the end of the allotted time in a playoff or Championship game (Sunday only) shall use the rules below for completion.
· Should any game (playoff/championship) be tied at the end of regulation, the following shall occur:
· The last batted out for the previous inning will begin the new inning on second base.
· Each subsequent batter will begin their at-bat with a 1-1 count (1 ball, 1 strike).
· If, in the judgment of the umpire, a team is attempting to delay the game in order to reach the game time limit, the following penalties may be assessed:
· 1st Offense: A warning will be given to the manager.
· 2nd Offense: An automatic out will be recorded in the offending team’s next at-bat.
· 3rd (and final) Offense: Game forfeit.
· If a game is called due to darkness, and it has reached official game status, the final score will be the score at the last completed inning.
· Game record forms will be provided at check-in. Additional forms will be available at the tournament headquarters. The game record form will be completed by the winning team and must be submitted to the tournament headquarters within 30 minutes of game completion. Failure to do so may result in a forfeiture. Each completed form must contain:
· Full team names, field game was played at and scheduled start time of game
· Final game score
· A record of all pitchers used and innings pitched
· Umpire signature
· Winning coach signature
· Losing coach signature
· Name of player receiving MVP medallion on winning team (pool play only)
· Name of player receiving MVP medallion on losing team (pool play only)
· A forfeited game will be recorded as a 8-0 shutout.
· Weather permitting, each team will play a minimum of 3 games.
· Any team forfeiting a pool game will automatically be disqualified from participating in the play-offs or Championship games and their first round opponent will receive a bye into the playoffs.
· A forfeiture in the play-offs or Championship rounds will result in elimination.
Game Medals and Trophies

· After each game in pool play, a MVP medallion will be provided to one player from each team. The recipient of this medallion will be determined by the opposing manager/coach. It is strongly suggested that no player receive multiple MVP medallions and that a new player is awarded after each game.
· Trophies will be awarded to 1st, 2nd, 3rd and 4th place finishers in each age level.
Tie-breakers

· Maximum run differential for a pool game is 8 runs.
· Tie-breakers for all seeds from pool play will be determined in the following order:
· Overall pool record
· Head-to-head result (if only 2 teams are tied after pool play)
· Total runs allowed
· Run differential (runs scored – runs allowed = run differential)
· Total runs scored
· Coin flip
8U Game Rules
Players and Coaches

1. A limit of three (3) team coaches in addition to a team manager and a team scorekeeper will be permitted in the dugout at any one time. Only two (2) base coaches will be allowed on the field at any time when a team is batting. The umpire will enforce this.
2. Players must be 8 years old or younger as of April 30, 2010. Ineligible players will cause their team to forfeit any and all games they participate in. A copy of each player’s birth certificate must be provided during check-in.
General

1. Games are six (6) innings long or within allotted time frame (see General Rules above), whichever occurs first.

2. Home team is determined by coin flip prior to the start of the game (pool games only).

3. Each team must be ready to play 20 minutes prior to the start of their scheduled games. There will be no infield practice allowed prior to games.
4. Warm-ups prior to each half inning will be allowed during pitcher warm-ups, but is solely allowed at the discretion of the umpire. Warm-ups will not be allowed after the 1 hour 45 minute mark, or if the game is in extra innings.

5. Bases will be fifty-five (55) feet apart.

6. The pitching rubber shall be forty (40) feet from home plate.

7. No bat greater than 2 ¼” in diameter shall be used.

8. No metal spikes are allowed.

9. The mercy rule is in effect when a team is up by 18 runs after the completion of 3 innings, 12 runs after the completion of 4 innings and by 10 runs after the completion of 5 innings.
10. There will be no dropped third strike called.

11. A throw from the catcher to the pitcher after a pitch is considered a dead ball and runners may not advance a base on an overthrow.

12. One batter (one at-bat) may be intentionally walked per game. The pitcher does not have to throw any pitches for this to occur. The manager must inform the umpire that he wants to intentionally walk the batter and the batter shall take first base.

13. Lineup cards must be provided by each team to the opposing team. It must include first and last name and uniform number for every player (no nicknames).

14. Distraction of pitchers is not allowed by players on the bench or coaches. Good sportsmanship is required.
15. The infield fly rule is in effect with runners on 1st and 2nd or 1st, 2nd and 3rd and less than two (2) outs. Runners can advance at their own risk (they must tag up if the ball is caught).
8U Game Rules cont’d
Base Running

1. Runners may take a leadoff alter the pitched ball has crossed home plate.
a. A warning shall be issued to a team if a runner leaves a base early on the first offense. If the runner stole a base the runner must return to the base he occupied prior to the pitch. The pitch shall be ruled as a “No Pitch” dead ball.
b. Any subsequent offenses shall result in the base runner being called out. The pitch shall be ruled as a “No Pitch” dead ball.
2. Runners will be allowed to steal bases or advance on a passed ball only when there are 2 outs in the inning.
a. Runners may only attempt to steal after the pitched ball has crossed home plate.
b. Runners may only advance to the base they are attempting to steal. They may not advance an extra base on an overthrow by the defense during a steal.
c. Runners may not steal home or advance home from 3rd base on a passed ball. Runners may only advance home on a ball put into play by the batter, on a bases-loaded walk or on a hit-by-pitch when the bases are loaded.
3. Base runners may advance at their own risk on an overthrow by the defense on a play that originates with a batted ball.
4. Runners must slide or otherwise attempt to avoid contact at any base where the defensive player has or is about to receive the ball to make a play. Runners do not have to slide if no play is being made at the base.
a. If there is contact, and in the umpire’s judgment, the contact interfered with the fielder making the play, the runner shall be called out. The ball is dead and no other runners may advance.
b. If there is contact away from the play, which, in the umpire’s judgment, was deliberate or malicious, the runner, if at fault, shall be called out. At the umpire’s discretion the runner may also be removed from the game.
c. If there is deliberate or malicious contact away from the play, which, in the umpire’s judgment was the fault of the fielder, the runner shall be awarded a minimum of one base. At the umpire’s discretion, additional bases may be awarded to the runner, and the fielder may be subject to removal from the game.
d. If there is incidental contact, which, in the umpire’s judgment was accidental and did not ultimately interfere with the play, no call shall be made.
5. Obstruction occurs when a defender blocks or impedes the path of the baserunner. If obstruction is observed by the umpire, the umpire can award the runner the base(s) he/she would have reached in the umpire’s judgment. If a player advances after being obstructed upon and is tagged out at a subsequent base then he will be ruled out.
6. Speed-up rule: Courtesy runners may be used for catchers and pitchers at any time. Courtesy runners are mandatory for all catchers when there are two (2) outs in the inning. Courtesy runners are also allowed if there is an injury to a player. An injured player who requires a courtesy runner must be removed from the game and cannot re-enter. The courtesy runner must be the last batted out.
8U Game Rules cont’d

Batting

1. Roster batting (continuous batting order) is in effect every game.

2. Bunting is allowed at any time.

3. Batters who show bunt must either bunt or take the pitch. The batter may not swing the bat at the ball. Batters will be called out whether they make contact with the ball or not on a fake bunt and swing.
4. Batters may not throw bats. The first infraction will result in a team warning. The second instance per team shall result in “no pitch” and the batter will be called out. A third infraction shall result in the player being removed from the game.

5. Late arrivals to a game will be placed at the end of the batting order.

6. If a player is injured and cannot bat for his designated spot in the order, he must leave the game and no out will be recorded. Exception: If there are only 8 players left in the lineup, an out will be recorded for the 9th spot. Also, if a player is ejected, an out will be recorded when his turn comes up, regardless of the amount of batters in the lineup still remaining.

Pitching and Defense
1. A pitcher can not pitch more than 2 innings per game, 3 innings per day and 7 for the entire tournament. One pitch thrown shall be considered an inning pitched.
2. Balks will not be called.
3. The pitcher must start and deliver the ball from the pitching rubber.
4. A pitcher removed from pitching cannot be brought back to pitch during the same game.
5. Pitchers in violation of the pitching rules shall be considered ineligible and an automatic forfeit will result for the violating team. A pitcher will be allowed eight (8) warm-up pitches in the first inning and five (5) warm-up pitches each of the following innings. New pitchers entering during an inning will be allowed eight (8) warm-up pitches.
6. The second trip to the field of play in the same inning must result in a pitcher substitution. Injuries to defensive players other then the pitcher shall not be considered unless there is strategic discussion.
7. Three (3) batters hit by the same pitcher in one (1) game will result in the pitcher being removed from the pitching position for the remainder of the game.
8. Teams are allowed free defensive substitutions to encourage maximum player participation. Announce before a game if a player must leave during a game.
9. Any infielder who fake tags a runner when no throw is made will receive a team warning. Subsequent occurrences will result in the fielder being removed from the game.
10. Pitchers may not wear white wristbands, a white batting or fielder’s glove or a white long sleeved undergarment (which may distract the batter).
Equipment

1. Metal spikes may not be worn.
2. Batters, on deck hitters and base runners must wear helmets.
3. Players may not wear jewelry.
4. For safety reasons, all players must wear a protective cup. Catchers must wear protective catcher’s equipment and a protective cup.
5. Only tournament provided baseball may be used during any game.
9U Game Rules

Rostered Players and Coaches

1. A limit of three (3) team coaches in addition to a team manager and a team scorekeeper will be permitted in the dugout at any one time. Only two (2) base coaches will be allowed on the field at any time when a team is batting.
2. All rostered players must be 9 years old or younger as of April 30, 2010. Ineligible players will cause their team to forfeit any and all games they participate in. A copy of each player’s birth certificate must be provided during check-in.
General

1. Games are six (6) innings long or within allotted time frame (see General Rules above), whichever occurs first.

2. Home team is determined by coin flip prior to the start of the game (pool games only).

3. Each team must be ready to play 20 minutes prior to the start of their scheduled games. There will be no infield practice allowed prior to games.
4. Warm-ups prior to each half inning will be allowed during pitcher warm-ups, but is solely allowed at the discretion of the umpire. Warm-ups will not be allowed after the 1 hour 45 minute mark, or if the game is in extra innings.

5. Bases will be sixty (60) feet apart.

6. The pitching rubber shall be forty-four (44) feet from home plate.

7. No bat greater than 2 ¼” in diameter shall be used.

8. No metal spikes are allowed.

9. The mercy rule is in effect when a team is up by 18 runs after the completion of 3 innings, 12 runs after the completion of 4 innings and by 10 runs after the completion of 5 innings.

10. There will be no dropped third strike called.

11. A throw from the catcher to the pitcher after a pitch is considered a dead ball and runners may not advance a base on an overthrow.

12. One batter (one at-bat) may be intentionally walked per game. The pitcher does not have to throw any pitches for this to occur. The manager must inform the umpire that he wants to intentionally walk the batter and the batter shall take first base.

13. Lineup cards must be provided by each team to the opposing team. It must include first and last name and uniform number for every player (no nicknames).

14. Distraction of pitchers is not allowed by players on the bench or coaches. Good sportsmanship is required.

15. The infield fly rule is in effect with runners on 1st and 2nd or 1st, 2nd and 3rd and less than two (2) outs. Runners can advance at their own risk (they must tag up if the ball is caught).

9U Game Rules cont’d
Base Running

1. Runners may take a leadoff alter the pitched ball has crossed home plate.
a. A warning shall be issued to a team if a runner leaves a base early on the first offense. If the runner stole a base the runner must return to the base he occupied prior to the pitch. The pitch shall be ruled as a “No Pitch” dead ball.
b. Any subsequent offenses shall result in the base runner being called out. The pitch shall be ruled as a “No Pitch” dead ball.
2. Runners will be allowed to steal bases or advance on a passed ball.
a. Runners may only attempt to steal after the pitched ball has crossed home plate.
b. Runners may only advance to the base they are attempting to steal. They may not advance an extra base on an overthrow by the defense during a steal.
c. Runners may not steal home or advance home from 3rd base on a passed ball. Runners may only advance home on a ball put into play by the batter, on a bases-loaded walk or on a hit-by-pitch when the bases are loaded.
3. Base runners may advance at their own risk on an overthrow by the defense on a play that originates with a batted ball.
4. Runners must slide or otherwise attempt to avoid contact at any base where the defensive player has or is about to receive the ball to make a play. Runners do not have to slide if no play is being made at the base.
a. If there is contact, and in the umpire’s judgment, the contact interfered with the fielder making the play, the runner shall be called out. The ball is dead and no other runners may advance.
b. If there is contact away from the play, which, in the umpire’s judgment, was deliberate or malicious, the runner, if at fault, shall be called out. At the umpire’s discretion the runner may also be removed from the game.
c. If there is deliberate or malicious contact away from the play, which, in the umpire’s judgment was the fault of the fielder, the runner shall be awarded a minimum of one base. At the umpire’s discretion, additional bases may be awarded to the runner, and the fielder may be subject to removal from the game.
d. If there is incidental contact, which, in the umpire’s judgment was accidental and did not ultimately interfere with the play, no call shall be made.
5. Obstruction occurs when a defender blocks or impedes the path of the baserunner. If obstruction is observed by the umpire, the umpire can award the runner the base(s) he/she would have reached in the umpire’s judgment. If a player advances after being obstructed upon and is tagged out at a subsequent base then he will be ruled out.
6. Speed-up rule: Courtesy runners may be used for catchers and pitchers at any time. Courtesy runners are mandatory for all catchers when there are two (2) outs in the inning. Courtesy runners are also allowed if there is an injury to a player. An injured player who requires a courtesy runner must be removed from the game and cannot re-enter. The courtesy runner must be the last batted out.
9U Game Rules cont’d

Batting

1. Roster batting (continuous batting order) is in effect every game.

2. Bunting is allowed at any time.

3. Batters who show bunt must either bunt or take the pitch. The batter may not swing the bat at the ball. Batters will be called out whether they make contact with the ball or not on a fake bunt and swing.

4. Batters may not throw bats. The first infraction will result in a team warning. The second instance per team shall result in “no pitch” and the batter will be called out. A third infraction shall result in the player being removed from the game.

5. Late arrivals to a game will be placed at the end of the batting order.

6. If a player is injured and cannot bat for his designated spot in the order, he must leave the game and no out will be recorded. Exception: If there are only 8 players left in the lineup, an out will be recorded for the 9th spot. Also, if a player is ejected, an out will be recorded when his turn comes up, regardless of the amount of batters in the lineup still remaining.

Pitching and Defense

1. A pitcher can not pitch more than 2 innings per game, 3 innings per day and 7 for the entire tournament. One pitch thrown is considered an inning pitched.
2. Balks will not be called.
3. The pitcher must start and deliver the ball from the pitching rubber.
4. A pitcher removed from pitching cannot be brought back to pitch during the same game.
5. Pitchers in violation of the pitching rules shall be considered ineligible and an automatic forfeit will result for the violating team. A pitcher will be allowed eight (8) warm-up pitches in the first inning and five (5) warm-up pitches each of the following innings. New pitchers entering during an inning will be allowed eight (8) warm-up pitches.
6. The second trip to the field of play in the same inning must result in a pitcher substitution. Injuries to defensive players other then the pitcher shall not be considered unless there is strategic discussion.
7. Three (3) batters hit by the same pitcher in one (1) game will result in the pitcher being removed from the pitching position for the remainder of the game.
8. Teams are allowed free defensive substitutions to encourage maximum player participation. Announce before a game if a player must leave during a game.
9. Any infielder who fake tags a runner when no throw is made will receive a team warning. Subsequent occurrences will result in the fielder being removed from the game.
10. Pitchers may not wear white wristbands, a white batting or fielder’s glove or a white long sleeved undergarment (which may distract the batter).
Equipment

1. Metal spikes may not be worn.
2. Batters, on deck hitters and base runners must wear helmets.
3. Players may not wear jewelry.
4. For safety reasons, all players must wear a protective cup. Catchers must wear protective catcher’s equipment and a protective cup.
5. Only tournament provided baseball may be used during any game.
10U Game Rules

Rostered Players and Coaches

1. A limit of three (3) team coaches in addition to a team manager and a team scorekeeper will be permitted in the dugout at any one time. Only two (2) base coaches will be allowed on the field at any time when a team is batting.
2. All rostered players must be 10 years old or younger as of April 30, 2010. Ineligible players will cause their team to forfeit any and all games they participate in. A copy of each player’s birth certificate must be provided during check-in.
General

1. Games are six (6) innings long or within allotted time frame (see General Rules above), whichever occurs first.

2. Home team is determined by coin flip prior to the start of the game (pool games only).

3. Each team must be ready to play 20 minutes prior to the start of their scheduled games. There will be no infield practice allowed prior to games.
4. Warm-ups prior to each half inning will be allowed during pitcher warm-ups, but is solely allowed at the discretion of the umpire. Warm-ups will not be allowed after the 1 hour 45 minute mark, or if the game is in extra innings.

5. Bases will be sixty (60) feet apart.

6. The pitching rubber shall be forty-four (44) feet from home plate.

7. No bat greater than 2 ¼” in diameter shall be used.

8. No metal spikes are allowed.

9. The mercy rule is in effect when a team is up by 18 runs after the completion of 3 innings, 12 runs after the completion of 4 innings and by 10 runs after the completion of 5 innings.

10. There will be no dropped third strike called.

11. A throw from the catcher to the pitcher after a pitch is considered a dead ball and runners may not advance a base on an overthrow.

12. One batter (one at-bat) may be intentionally walked per game. The pitcher does not have to throw any pitches for this to occur. The manager must inform the umpire that he wants to intentionally walk the batter and the batter shall take first base.

13. Lineup cards must be provided by each team to the opposing team. It must include first and last name and uniform number for every player (no nicknames).

14. Distraction of pitchers is not allowed by players on the bench or coaches. Good sportsmanship is required.

15. The infield fly rule is in effect with runners on 1st and 2nd or 1st, 2nd and 3rd and less than two (2) outs. Runners can advance at their own risk (they must tag up if the ball is caught).

10U Game Rules cont’d
Base Running

1. Runners may take a leadoff alter the pitched ball has crossed home plate.
c. A warning shall be issued to a team if a runner leaves a base early on the first offense. If the runner stole a base the runner must return to the base he occupied prior to the pitch. The pitch shall be ruled as a “No Pitch” dead ball.
d. Any subsequent offenses shall result in the base runner being called out. The pitch shall be ruled as a “No Pitch” dead ball.
2. Runners will be allowed to steal bases or advance on a passed ball.
d. Runners may only attempt to steal after the pitched ball has crossed home plate.
e. Runners may only advance to the base they are attempting to steal. They may not advance an extra base on an overthrow by the defense during a steal.
f. Runners may not steal home or advance home from 3rd base on a passed ball. Runners may only advance home on a ball put into play by the batter, on a bases-loaded walk or on a hit-by-pitch when the bases are loaded.
3. Base runners may advance at their own risk on an overthrow by the defense on a play that originates with a batted ball.
4. Runners must slide or otherwise attempt to avoid contact at any base where the defensive player has or is about to receive the ball to make a play. Runners do not have to slide if no play is being made at the base.
e. If there is contact, and in the umpire’s judgment, the contact interfered with the fielder making the play, the runner shall be called out. The ball is dead and no other runners may advance.
f. If there is contact away from the play, which, in the umpire’s judgment, was deliberate or malicious, the runner, if at fault, shall be called out. At the umpire’s discretion the runner may also be removed from the game.
g. If there is deliberate or malicious contact away from the play, which, in the umpire’s judgment was the fault of the fielder, the runner shall be awarded a minimum of one base. At the umpire’s discretion, additional bases may be awarded to the runner, and the fielder may be subject to removal from the game.
h. If there is incidental contact, which, in the umpire’s judgment was accidental and did not ultimately interfere with the play, no call shall be made.
5. Obstruction occurs when a defender blocks or impedes the path of the baserunner. If obstruction is observed by the umpire, the umpire can award the runner the base(s) he/she would have reached in the umpire’s judgment. If a player advances after being obstructed upon and is tagged out at a subsequent base then he will be ruled out.
6. Speed-up rule: Courtesy runners may be used for catchers and pitchers at any time. Courtesy runners are mandatory for all catchers when there are two (2) outs in the inning. Courtesy runners are also allowed if there is an injury to a player. An injured player who requires a courtesy runner must be removed from the game and cannot re-enter. The courtesy runner must be the last batted out.
10U Game Rules cont’d

Batting

1. Roster batting (continuous batting order) is in effect every game.

2. Bunting is allowed at any time.

3. Batters who show bunt must either bunt or take the pitch. The batter may not swing the bat at the ball. Batters will be called out whether they make contact with the ball or not on a fake bunt and swing.
4. Batters may not throw bats. The first infraction will result in a team warning. The second instance per team shall result in “no pitch” and the batter will be called out. A third infraction shall result in the player being removed from the game.

5. Late arrivals to a game will be placed at the end of the batting order.

6. If a player is injured and cannot bat for his designated spot in the order, he must leave the game and no out will be recorded. Exception: If there are only 8 players left in the lineup, an out will be recorded for the 9th spot. Also, if a player is ejected, an out will be recorded when his turn comes up, regardless of the amount of batters in the lineup still remaining.

Pitching and Defense

1. A pitcher can not pitch more than 2 innings per game, 3 innings per day and 7 for the entire tournament. One pitch thrown is considered an inning pitched.
2. Balks will not be called.
3. The pitcher must start and deliver the ball from the pitching rubber.
4. A pitcher removed from pitching cannot be brought back to pitch during the same game.
5. Pitchers in violation of the pitching rules shall be considered ineligible and an automatic forfeit will result for the violating team. A pitcher will be allowed eight (8) warm-up pitches in the first inning and five (5) warm-up pitches each of the following innings. New pitchers entering during an inning will be allowed eight (8) warm-up pitches.
6. The second trip to the field of play in the same inning must result in a pitcher substitution. Injuries to defensive players other then the pitcher shall not be considered unless there is strategic discussion.
7. Three (3) batters hit by the same pitcher in one (1) game will result in the pitcher being removed from the pitching position for the remainder of the game.
8. Teams are allowed free defensive substitutions to encourage maximum player participation. Announce before a game if a player must leave during a game.
9. Any infielder who fake tags a runner when no throw is made will receive a team warning. Subsequent occurrences will result in the fielder being removed from the game.
10. Pitchers may not wear white wristbands, a white batting or fielder’s glove or a white long sleeved undergarment (which may distract the batter).
Equipment

1. Metal spikes may not be worn.
2. Batters, on deck hitters and base runners must wear helmets.
3. Players may not wear jewelry.
4. For safety reasons, all players must wear a protective cup. Catchers must wear protective catcher’s equipment and a protective cup.
5. Only tournament provided baseball may be used during any game.
11U Game Rules

Rostered Players and Coaches

1. A limit of three (3) team coaches in addition to a team manager and a team scorekeeper will be permitted in the dugout at any one time. Only two (2) base coaches will be allowed on the field at any time when a team is batting.
2. All rostered players must be 11 years old or younger as of April 30, 2010. Ineligible players will cause their team to forfeit any and all games they participate in. A copy of each player’s birth certificate must be provided during check-in.
General

1. Games are seven (7) innings long and are official after 5 innings (4 ½ if home team is leading) or within allotted time frame (see General Rules above), whichever occurs first.

2. Home team is determined by coin flip prior to the start of the game (pool games only).

3. Each team must be ready to play 20 minutes prior to the start of their scheduled games. There will be no infield practice allowed prior to games.
4. Warm-ups prior to each half inning will be allowed during pitcher warm-ups, but is solely allowed at the discretion of the umpire. Warm-ups will not be allowed after the 1 hour 45 minute mark, or if the game is in extra innings.

5. Bases will be seventy (70) feet apart.

6. The pitching rubber shall be forty-eight (48) feet from home plate.

7. Bats must be Little League or Senior League approved with the following restrictions: 2 ¼” barrel -13oz (13 drop), 2 5/8” barrel -10oz. (10 drop) and 2 ¾” barrel -9oz. (9 drop).
8. No metal spikes are allowed.

9. The mercy rule is in effect when a team is up by 18 runs after the completion of 3 innings, 12 runs after the completion of 4 innings and by 10 runs after the completion of 5 innings.

10. Dropped 3rd strike is in effect.

11. A throw from the catcher to the pitcher after a pitch is a live ball.

12. One batter (one at-bat) may be intentionally walked per game. The pitcher does not have to throw any pitches for this to occur. The manager must inform the umpire that he wants to intentionally walk the batter and the batter shall take first base.

13. Lineup cards must be provided by each team to the opposing team. It must include first and last name and uniform number for every player (no nicknames).

14. Distraction of pitchers is not allowed by players on the bench or coaches. Good sportsmanship is required.

15. The infield fly rule is in effect with runners on 1st and 2nd or 1st, 2nd and 3rd and less than two (2) outs. Runners can advance at their own risk (they must tag up if the ball is caught).

11U Game Rules cont’d
Base Running

1. Lead-offs and stealing are allowed.
2. Runners must slide or otherwise attempt to avoid contact at any base where the defensive player has or is about to receive the ball to make a play. Runners do not have to slide if no play is being made at the base.
a. If there is contact, and in the umpire’s judgment, the contact interfered with the fielder making the play, the runner shall be called out. The ball is dead and no other runners may advance.
b. If there is contact away from the play, which, in the umpire’s judgment, was deliberate or malicious, the runner, if at fault, shall be called out. At the umpire’s discretion the runner may also be removed from the game.
c. If there is deliberate or malicious contact away from the play, which, in the umpire’s judgment was the fault of the fielder, the runner shall be awarded a minimum of one base. At the umpire’s discretion, additional bases may be awarded to the runner, and the fielder may be subject to removal from the game.
d. If there is incidental contact, which, in the umpire’s judgment was accidental and did not ultimately interfere with the play, no call shall be made.
3. Obstruction occurs when a defender blocks or impedes the path of the baserunner. If obstruction is observed by the umpire, the umpire can award the runner the base(s) he/she would have reached in the umpire’s judgment. If a player advances after being obstructed upon and is tagged out at a subsequent base then he will be ruled out.
4. Speed-up rule: Courtesy runners may be used for catchers and pitchers at any time. Courtesy runners are mandatory for all catchers when there are two (2) outs in the inning. Courtesy runners are also allowed if there is an injury to a player. An injured player who requires a courtesy runner must be removed from the game and cannot re-enter. The courtesy runner must be the last batted out.
11U Game Rules cont’d

Batting

1. Roster batting (continuous batting order) is in effect every game.

2. Bunting is allowed at any time.

3. Batters who show bunt must either bunt or take the pitch. The batter may not swing the bat at the ball. Batters will be called out whether they make contact with the ball or not on a fake bunt and swing.

4. Batters may not throw bats. The first infraction will result in a team warning. The second instance per team shall result in “no pitch” and the batter will be called out. A third infraction shall result in the player being removed from the game.

5. Late arrivals to a game will be placed at the end of the batting order.

6. If a player is injured and cannot bat for his designated spot in the order, he must leave the game and no out will be recorded. Exception: If there are only 8 players left in the lineup, an out will be recorded for the 9th spot. Also, if a player is ejected, an out will be recorded when his turn comes up, regardless of the amount of batters in the lineup still remaining.

Pitching and Defense

1. A pitcher can not pitch more than 3 innings per game, 4 innings per day and 9 for the entire tournament. One pitch thrown is considered an inning pitched.
2. The umpire will enforce balks at his discretion. Each pitcher will get one (1) warning before a balk is enforced.
3. The pitcher must start and deliver the ball from the pitching rubber.
4. A pitcher removed from pitching cannot be brought back to pitch during the same game.
5. Pitchers in violation of the pitching rules shall be considered ineligible and an automatic forfeit will result for the violating team. A pitcher will be allowed eight (8) warm-up pitches in the first inning and five (5) warm-up pitches each of the following innings. New pitchers entering during an inning will be allowed eight (8) warm-up pitches.
6. The second trip to the field of play in the same inning must result in a pitcher substitution. Injuries to defensive players other then the pitcher shall not be considered unless there is strategic discussion.
7. Three (3) batters hit by the same pitcher in one (1) game will result in the pitcher being removed from the pitching position for the remainder of the game.
8. Teams are allowed free defensive substitutions to encourage maximum player participation. Announce before a game if a player must leave during a game.
9. Any infielder who fake tags a runner when no throw is made will receive a team warning. Subsequent occurrences will result in the fielder being removed from the game.
10. Pitchers may not wear white wristbands, a white batting or fielder’s glove or a white long sleeved undergarment (which may distract the batter).
Equipment

1. Metal spikes may not be worn.
2. Batters, on deck hitters and base runners must wear helmets.
3. Players may not wear jewelry.
4. For safety reasons, all players must wear a protective cup. Catchers must wear protective catcher’s equipment and a protective cup.
5. Only tournament provided baseball may be used during any game.
12U Game Rules

Rostered Players and Coaches

1. A limit of three (3) team coaches in addition to a team manager and a team scorekeeper will be permitted in the dugout at any one time. Only two (2) base coaches will be allowed on the field at any time when a team is batting.
2. All rostered players must be 12 years old or younger as of April 30, 2010. Ineligible players will cause their team to forfeit any and all games they participate in. A copy of each player’s birth certificate must be provided during check-in.
General

1. Games are seven (7) innings long and are official after 5 innings (4 ½ if home team is leading) or within allotted time frame (see General Rules above), whichever occurs first.

2. Home team is determined by coin flip prior to the start of the game (pool games only).

3. Each team must be ready to play 20 minutes prior to the start of their scheduled games. There will be no infield practice allowed prior to games.
4. Warm-ups prior to each half inning will be allowed during pitcher warm-ups, but is solely allowed at the discretion of the umpire. Warm-ups will not be allowed after the 1 hour 45 minute mark, or if the game is in extra innings.

5. Bases will be seventy (70) feet apart.

6. The pitching rubber shall be forty-eight (48) feet from home plate.

7. Bats must be Little League or Senior League approved with the following restrictions: 2 ¼” barrel -13oz (13 drop), 2 5/8” barrel -10oz. (10 drop) and 2 ¾” barrel -9oz. (9 drop).

8. No metal spikes are allowed.

9. The mercy rule is in effect when a team is up by 18 runs after the completion of 3 innings, 12 runs after the completion of 4 innings and by 10 runs after the completion of 5 innings.

10. Dropped 3rd strike is in effect.

11. A throw from the catcher to the pitcher after a pitch is a live ball.

12. One batter (one at-bat) may be intentionally walked per game. The pitcher does not have to throw any pitches for this to occur. The manager must inform the umpire that he wants to intentionally walk the batter and the batter shall take first base.

13. Lineup cards must be provided by each team to the opposing team. It must include first and last name and uniform number for every player (no nicknames).

14. Distraction of pitchers is not allowed by players on the bench or coaches. Good sportsmanship is required.

15. The infield fly rule is in effect with runners on 1st and 2nd or 1st, 2nd and 3rd and less than two (2) outs. Runners can advance at their own risk (they must tag up if the ball is caught).

12U Game Rules cont’d
Base Running

1. Lead-offs and stealing are allowed.
2. Runners must slide or otherwise attempt to avoid contact at any base where the defensive player has or is about to receive the ball to make a play. Runners do not have to slide if no play is being made at the base.
a. If there is contact, and in the umpire’s judgment, the contact interfered with the fielder making the play, the runner shall be called out. The ball is dead and no other runners may advance.
b. If there is contact away from the play, which, in the umpire’s judgment, was deliberate or malicious, the runner, if at fault, shall be called out. At the umpire’s discretion the runner may also be removed from the game.
c. If there is deliberate or malicious contact away from the play, which, in the umpire’s judgment was the fault of the fielder, the runner shall be awarded a minimum of one base. At the umpire’s discretion, additional bases may be awarded to the runner, and the fielder may be subject to removal from the game.
d. If there is incidental contact, which, in the umpire’s judgment was accidental and did not ultimately interfere with the play, no call shall be made.
3. Obstruction occurs when a defender blocks or impedes the path of the baserunner. If obstruction is observed by the umpire, the umpire can award the runner the base(s) he/she would have reached in the umpire’s judgment. If a player advances after being obstructed upon and is tagged out at a subsequent base then he will be ruled out.
4. Speed-up rule: Courtesy runners may be used for catchers and pitchers at any time. Courtesy runners are mandatory for all catchers when there are two (2) outs in the inning. Courtesy runners are also allowed if there is an injury to a player. An injured player who requires a courtesy runner must be removed from the game and cannot re-enter. The courtesy runner must be the last batted out.
12U Game Rules cont’d

Batting

1. Roster batting (continuous batting order) is in effect every game.

2. Bunting is allowed at any time.

3. Batters who show bunt must either bunt or take the pitch. The batter may not swing the bat at the ball. Batters will be called out whether they make contact with the ball or not on a fake bunt and swing.

4. Batters may not throw bats. The first infraction will result in a team warning. The second instance per team shall result in “no pitch” and the batter will be called out. A third infraction shall result in the player being removed from the game.

5. Late arrivals to a game will be placed at the end of the batting order.

6. If a player is injured and cannot bat for his designated spot in the order, he must leave the game and no out will be recorded. Exception: If there are only 8 players left in the lineup, an out will be recorded for the 9th spot. Also, if a player is ejected, an out will be recorded when his turn comes up, regardless of the amount of batters in the lineup still remaining.

Pitching and Defense

1. A pitcher can not pitch more than 3 innings per game, 4 innings per day and 9 for the entire tournament. One pitch thrown is considered an inning pitched.
2. The umpire will enforce balks at his discretion. Each pitcher will get one (1) warning before a balk is enforced.
3. The pitcher must start and deliver the ball from the pitching rubber.
4. A pitcher removed from pitching cannot be brought back to pitch during the same game.
5. Pitchers in violation of the pitching rules shall be considered ineligible and an automatic forfeit will result for the violating team. A pitcher will be allowed eight (8) warm-up pitches in the first inning and five (5) warm-up pitches each of the following innings. New pitchers entering during an inning will be allowed eight (8) warm-up pitches.
6. The second trip to the field of play in the same inning must result in a pitcher substitution. Injuries to defensive players other then the pitcher shall not be considered unless there is strategic discussion.
7. Three (3) batters hit by the same pitcher in one (1) game will result in the pitcher being removed from the pitching position for the remainder of the game.
8. Teams are allowed free defensive substitutions to encourage maximum player participation. Announce before a game if a player must leave during a game.
9. Any infielder who fake tags a runner when no throw is made will receive a team warning. Subsequent occurrences will result in the fielder being removed from the game.
10. Pitchers may not wear white wristbands, a white batting or fielder’s glove or a white long sleeved undergarment (which may distract the batter).
Equipment

1. Metal spikes may not be worn.
2. Batters, on deck hitters and base runners must wear helmets.
3. Players may not wear jewelry.
4. For safety reasons, all players must wear a protective cup. Catchers must wear protective catcher’s equipment and a protective cup.
5. Only tournament provided baseball may be used during any game.
Tournament T-Shirt Order Form

Official Brian Krueger Memorial logo on front, all teams participating in the tournament in 2010 listed on the back of the shirt. Shirt is 100% pre-shrunk cotton 5.5oz.
[image: image5.jpg]



Pre-orders for shirts must be returned to the Tournament Director by June 25th for special pricing. Shirts will be available at the tournament site as well. Shirts pre-ordered will be available for pick-up at check-in prior to your first game of the tournament.

Pre-order price per shirt: $15.00

Price at tournament (in-stock): $20.00

For orders that require shipping after the tournament: $25.00 (includes $10.00 shipping fee)

	Size
	YM
	YL
	YXL
	AS
	AM
	AL
	AXL

	Qty.
	
	
	
	
	
	
	


Please make all checks payable to: LITH YAA
Mail checks and order form to:

Tom Johnson


2821 Geneva Lane


Lake In The Hills, IL 60156

Order form and payment must be received by June 25th to get shirts in time for the tournament at pre-order pricing.

Team Name





#





Player Name





Birthdate





Manager





Contact #





Coach





Contact #





To be completed by team





Coverage Dates





Approved





Tournament Officials only










     


