SMASH MANAGER’S HANDBOOK

SECTION 1 – INFORMATION

I. Registration

Upon arrival at Big League Dreams Sports Park, participants MUST register with their team at the registration booth.  A valid photo ID must be brought to registration.  If a player is NOT registered, he/she may be ejected from the game.  Please have your team register at least one hour before the start of your first game to avoid any delays.  All questionable players will need to provide a copy of documented proof of ethnicity upon request (birth certificate, passport, etc.).  NO PHOTO ID AND/OR A COPY OF OFFICIAL DOCUMENTED PROOF OF ETHNICITY, NO PLAY!  It is the captain’s/manager’s responsibility to substantiate his/her team’s eligibility.  
II. Format – Round Robin

There will be pool play within each division where teams will play one game against the other teams in their pool.  Teams for each pool will be randomly chosen.  It is the manager’s responsibility to know their team’s game times and field.  (Subject to change without notice).

III. Playoffs

A.
Playoff Teams

The top teams from each division automatically make playoffs along with wildcard teams (number of wildcard teams depend on the number of teams entered in that divisions).  Tiebreakers will be decided upon:

1.
Head-to-head 

2. Run differential

3. Lower runs allowed

4. Higher runs scored

5. Coin toss 

1st round

Top teams -bye

Highest Ranked Team not in bye vs Lowest Ranked Team not in bye

2nd Highest Ranked Team not in bye vs 2nd Lowest Ranked Team not in bye

2nd round

Highest Ranked Team vs Lowest Ranked Team

2nd Highest Ranked Team vs 2nd Lowest Ranked Team

Etc…

**Subject to change without notice

B. Playoffs Player Eligibility

In order for a player to be eligible for playoffs, players must be on the original team roster (regardless if they played on Saturday or not).  Players’ photo ID’s and/or a copy of documented proof of ethnicity upon request (birth certificate, passport, etc.) will be checked if a team protests for player eligibility or in any case necessary.  If an ineligible player(s) plays in any playoff games, that team may possibly forfeit the game and their opponent will advance to the next round in the playoffs (tournament directors discretion).    

SECTION 2 – MANAGER’S RESPONSIBILITIES

Team managers are responsible for the following:

I. Each player’s registration on the roster

II. Initial final game scores on the game cards

III. Should know all the rules & regulations and inform his/her players and spectators

IV. Game Times & Fields – have team be ready to avoid forfeits; games WILL start on time

V. Conduct of his/her players & spectators – Good sportsmanship is expected of all managers, players, and spectators.  Note: Big League Dreams Sports Parks are a family oriented facility

VI. Turning in the line-up card prior to start of game (line-up card will be provided by the umpire).

SECTION 3 – PLAYER ELIGIBILITY

I. Player Eligibility

The players must be of Asian/Pacific Islander Decent where a maximum of three (3) non-descent players are allowed on the roster in all divisions.  This rule is on an “honor” system.  All questionable players should be prepared to provide a copy of an official documented proof of ethnicity upon protest by another team.  If ethnicity is not stated on the official document (ie birth certificate or passport), then a copy of that official document must still be provided along with a copy of their parent(s) official document with their ethnicity.  Once proof is submitted and approved, the player will not be required to prove ethnicity again throughout the tournament.  If more than three (3) non-descent players are found on a team, the first ineligible player on the team roster will be ejected and possible team disqualification from the entire tournament.  If a player is ejected from the tournament, a replacement player cannot be added to the roster.
II. Age Requirements

Participants must be at least 18 years of age.  If a player is under the age of 18, the team manager must inform us beforehand and have our approval.  The player must also have a valid ID & must present parental consent.  We have the right to refuse any player for any reason.

III. Player Participation

Players may participate on ONE men’s team and/or ONE coed team.  No player will be allowed to play on two men’s teams or two coed teams.  If a player(s) is found playing on two (2) men’s teams, that player(s) may possibly be ejected from the tournament and his/her team may possibly be disqualified from the entire tournament.  The Tournament Directors will make the final decision regarding player participation if needed.
IV. Roster

There is a 15-player maximum for each team.  Players must register at the booth with their team to be eligible for their roster in which they will receive a wristband.  If there are non-descent players on your roster, please mark which player(s) they are on the Roster Sheet.  Once a player is on the team roster, he/she may not drop from one team to play for another.  If teams have players arriving later in the day or on Sunday, it is the manager’s responsibility to add that player(s) to the roster during registration.  The player will still need to check-in at registration to receive his/her wristband.  At registration, participants will also sign the liability release form.  Players must be on the roster in order to be a legal player.      

Ineligible players are as follows:

1. Not on the team roster

2. Unable to provide a valid photo ID or a copy of official documented proof of ethnicity upon request (birth certificate, passport, etc.).  
3. Playing on two men’s or two coed teams

4. Any circumstances the Tournament Directors feel a player is ineligible

SECTION 4 – PROTESTS

There will be a $50 fee for any protests.  Once paid, the protest will be handled on the spot.  The team manager must protest immediately at the point in question.  Protests will not be allowed once both teams have left the field.  The umpire will stop the clock and call the Tournament Directors who will make a final decision before the game continues.  Please notify the Tournament Directors or Sports Office immediately if the umpire refuses any protests.

I.
Illegal Player Protest

A player not registered on the roster is an illegal player and will cause the team he/she participates to ejection from the game and possibly the entire tournament.  The Tournament Director will be contacted and check the player’s photo ID with the roster and/or a copy of official documented proof of ethinicity. 
II. Rule Interpretation Protest

No protests are allowed on a judgment call.  A protest on a rule interpretation must be made immediately before the next pitch.

SECTION 5 – LEAGUE PLAY RULES

Any rules not explained in the SMASH Tournament packet should refer to USSSA and SCMAF rulebooks.  SMASH is not a USSSA-sanctioned nor SCMAF-sanctioned event.  For more on USSSA, go to http://www.USSSA.com and http://www.scmaf.org.  The Tournament Directors will make decisions on any points in the rules or to revise any rules, as they deem necessary.  

I. The Playing Field

1. Please be sure you know what field your games will be played on.

2. On fields where the fence does not run completely to the fence in the outfield, an imaginary line exists which will be used as the out-of-play line and all appropriate base(s) will be awarded.  (These imaginary lines are parallel with the 1st & 3rd base lines).

3. Warm-ups are allowed ONLY in the designated areas.  SAFETY for all players and spectators.

4. When your team is up to bat, besides the batter, only one on-deck batter and two base coaches are allowed out of the dugout.  The remaining players are to remain in the dugout or behind the out-of-play fence.  Teams with excessive players out of the dugout will be charged with a “dead-ball” out.  This will be upon the umpire’s discretion.

II. Equipment

1. METAL SPIKED CLEATS ARE NOT ALLOWED!  Any player found using metal spikes will result to ejection from the game and possibly from the tournament.  

2. Game balls will be furnished but back-up balls must be provided by the home team.  Teams are responsible for shagging softballs that go out of play and/or over the homerun fence.  Men will be using 12” softballs and women will be using 11” softballs.  In the Co-ed Division, the ball will be switched depending on the batter if he/she is male or female 
3. The SMASH Tournament prohibits any use of equipment that is experimental in nature and has not received official approval from all softball associations.  The Tournament Directors reserves the right to allow or disallow any piece of equipment that it deems unsafe.

4. Please refer to the USSSA legal bats list (for more info on legal bats, go to http://www.usssa.com/usssa/usssa-general/LegalBats.asp.  Any player found using an illegal bat will result in a “dead-ball” out (umpire’s discretion), possible player ejection, and possible team disqualification from the tournament.  Multiple walled bats that meet all other standards for legality will be allowed in the tournament.  Bats made of or containing TIMETAL 15-3 or Teledyne 15-333 titanium are also not allowed.  No bats may exceed 1.20 BPF.  

III. The Game

1. Umpires

Umpires have absolute control of the game, but the tournament director will    

make the final decision on any disputes.

2. Home Team

Home team will be determined by coin flip at the beginning of each game (except in playoffs where the higher-ranked team will be the Home team).

3. Pitching rule
The pitched ball must have an arc of at least 4 feet from the release and no higher than 12 feet from the ground.  It must be delivered at a slow speed.  A strike is called from a strike zone mat.  A pitch that hits the plate is a strike.  Pump-faking a pitch is allowed.

4. Batter Count

At-bats will start with a 1-1 (one ball, one strike) count with one foul ball to give after two (2) strikes.

5. Minimum to Begin Play
Teams must be able to have eight (8) players on the field in order to start the game.  Ten (10) players are allowed on the field with up to two (2) extra hitters (twelve (12) batters in the batting lineup).

6. Positions

Players may alternate defensive positions at any time and unlimited amount of times only if they are in the batting lineup.

7. Homerun Rules

Men’s Upper- One (1) over-the-fence Homerun Equalizer


Men’s Lower - One (1) ONLY over-the-fence Homerun 

Coed Recreational - One (1) over-the-fence Homerun Equalizer
**Equalizer: once a team hits that # of over-the-fence homeruns, that team is not allowed anymore over-the-fence homeruns until the opposing team hits that # over-the-fence homeruns. If “extra” over-the-fence homeruns are hit, the batter will be ruled as a “dead-ball” out.  This rule will reset once the opposing team hits that # of over-the-fence homeruns.  Teammates must shag the homerun balls. 
8. Game Regulation

A regulation game will consist of 7 innings with a game time limit set for 55 minutes regardless of when the previous game ends.  No new inning may start after the time limit has expired unless the score is tied.

9. Extra Innings
A game that is tied after 7 innings or after the 55 minutes shall be continued by playing the next inning with the visiting team placing their last official batter from the 7th inning on 2nd base.  This also applies to the home team when they are up to bat.  Play will continue until the tie is broken or until the 9th inning.  No extra-inning game will continue past the 9th inning except in playoffs.  If a tie is not broken after the 9th inning (except in playoffs), the game will result in a tie.
10. Orange 1st Base

When running through 1st base, runners MUST touch the ORANGE BASE.  If the runner does not follow this rule, he/she will be ruled out.  If the runner is rounding 1st base, he/she may touch the white base (no need to touch the orange base).

11. Courtesy Runners

Courtesy Runners may be used only once per inning and a player may only courtesy run once per game.  If a player is used as a courtesy runner and is still on base when it is his/her at bat, that player’s at-bat will automatically be ruled as an out.

12. Run Limit

In the Men’s Upper division, unlimited runs are allowed per inning.  In all other divisions (Men’s & Co-ed Recreational & Just-for-FUN divisions), the following 7-run rule will be in effect for the first four (4) innings.  Unlimited runs will be allowed from the 5th inning on:

A. No team can score more than seven (7) runs in an inning.  Once seven (7) runs have been scored in one-bat, that half of the inning is over. 

B. Exception:  If a team is behind by more than seven (7) runs, that team  


may score as many runs as it takes to tie.

13. Outs

Three (3) outs per inning unless 7-run rule is in effect (except in Men’s Upper).
14. Slaughter Rule

The 10-run Slaughter Rule will be in effect after the 5th inning (or after the 4½ innings if the home team is ahead) in all games including playoffs – In Men’s Upper, 12-run slaughter rule after the 4th inning and 15-run slaughter rule after the 3rd inning will be in effect
15. Travesty Rule 
Teams cannot intentionally make errors or misplays to yield runs for the purpose of avoiding the Slaughter rule.  If, in the umpire’s judgment, a team is making a “travesty” out of the game, the violating team will be subject to a 7-0 forfeit), regardless of the score at the time in question.
16. Forfeit

Forfeit situations:  the team being awarded the forfeit has the option of taking a score of 7-0 or the score of the game at the time of the forfeit.

17. Females are allowed to play in the Men’s division.

IV. Coed Games

1. Minimum to Begin Play

Minimum of 3 males & 3 females on the field, but MUST start with at least eight (8) players.  Any number less than eight players at any time is a forfeit.

2. Batting Order

At least 2 females MUST be in any of the top 5 spots of the batting order

3. Male Batter ‘Walks’ before Female Batter 

If a male bats before a female and is walked, the male is awarded two (2) bases, and the female has the option to have her at-bat or take the walk to 1st base.  This is to avoid intentional walks to males to in order to face the female batter.

4. Batting Lineup

Up to twelve (12) hitters may be used in the batting lineup.  If an extra hitter (11th batter) is used, the player MUST be female, not male.  Teams may not have eight (8) males and only three (3) females in the batting lineup.(Note: Having extra female players is highly recommended to avoid forfeits in case of injury).

5. Courtesy runners  
Only once per inning; males-for-males & females-for-females.  Males can only courtesy run once per game.  Females may courtesy run unlimited times.   If a male player is used as a courtesy runner more than once a game in all divisions, he will be automatically be ruled as an out.  If a player is used as a courtesy runner and is still on base when it is his/her at bat, that player’s at-bat will automatically be ruled as an out.

6. Sliding

Any male who intentionally slides to take out a female player will automatically be ejected from the tournament (umpire’s discretion).

7. Scoring Line @ Home plate

A “scoring line” shall be placed in foul territory directly in line with home plate.  Runners crossing beyond the scoring line shall be, in effect, touching home plate.  A runner shall be called out if they touch or cross over home plate; runners may not go through the batter’s box.  At no time may the defensive player touch the runner at home plate or the runner will be safe.  A “commitment line” shall be marked in foul territory half way between 3rd base and home plate.  Once the runner is past this line, they cannot return to third and they can be “forced” out by the defense touching home plate while holding the ball.  
8. Defensive Positioning during Female At-Bats

When a female is batting, all four (4) outfielders must play on the outfield grass.  They can only come onto the infield after another member of their team has touched the ball.

9. Balls

11” softballs will be used for female batters & 12” softballs will be used for male batters.  Co-ed Just-for-Fun will use 16” mush-balls when males are at-bat; females will continue to use the 11” softballs.
SECTION 6 –ADVANCING DIVISIONS FOR CHAMPIONS
Champions of each division (except Just-for-FUN) must advance to the next level of play.
SECTION 7 – AWARDS

Tournament awards for both Men’s and Co-ed Divisions are as follows:

MEN’S UPPER

1st Place Champions – 

Championship Trophy 

SMASH Champion T-shirts 

Small Individual Medals



MVP Trophy


Runner-Up – 

Runner-Up Trophy

SMASH Runner-up T-shirts

MEN’S LOWER
1st Place Champions – 

Championship Trophy 

SMASH Champion T-shirts 



MVP Trophy


Runner-Up – 

Runner-Up Trophy

SMASH Runner-up T-shirts

CO-ED
1st Place Champions – 

Championship Trophy 

SMASH Champion T-shirts 



MVP Trophy (Male & Female)

Runner-Up – 

Runner-Up Trophy

SMASH Runner-up T-shirts
**Divisions subject to merge depending on the number of registered teams
SECTION 8 – UNIFORMS

Team uniforms are not mandatory but highly suggested.  

(as of 8/5/2011)

