
60 Yard Dash
One (1) player from each team will participate in the 60 Yard 
Dash.

Each participant is timed running a distance of 60 Yards.

Time is started on the player’s first movement and stopped 
at the completion of 60 Yards.

The top four times will advance to the finals where they will 
race each other in a 60 Yard sprint to determine a winner.

Catcher’s Pop Time
One (1) player from each team will participate in the 
Catcher’s Pop Time

Each player will receive three throws in the Catcher’s 
Crouched Position from a person of their choice. Once the 
player receives the ball from behind home plate, they will 
then throw the ball to second base.

Time is started when the ball touches the player’s glove in 
the Catcher’s Crouched Position and is stopped when the 
ball is received at second base.

The top four times will advance to the finals where they will 
receive two throws apiece. The best time from the finals will 
determine a winner.



Pitcher Velocity
A minimum of one (1) and maximum of four (4) participants 
from each team will participate in the Pitcher Velocity. If a 
team has more than one (1) participant, the player with the 
highest velocity will be the score recorded for that team.

Each participant will get 3 attempts to pitch from their age 
group's respective pitching distance.

Every throw will have an "Exit Velocity" in Miles Per Hour 
(MPH)

The player with the highest MPH Velocity will determine a 
winner. If there is a tie after all participants, an additional 
round(s) will continue with 2 throws each until a winner is 
determined.

King of Swat
One (1) player from each team will participate in the Home 
Run Derby.

The player will receive pitches from the person of their 
choice. 



Each player will receive a one minute timed round to hit as 
many HR’s as they can. Time starts when the first pitch is 
thrown.

The top four homerun totals from Round 1 will advance to 
the Championship round. A player must hit a homerun to 
advance to the Championship Round.

Each player in the Championship Round will receive 45 
seconds to hit as many HR’s as they can. Time starts when 
the first pitch is thrown. 

CROWNING A CHAMPION
If a homerun is not hit in round 1, the player with the furthest 
ball hit will be crowned the winner.

The player with the most HR’s in the Championship Round 
will be crowned the winner. 

In the result of a tie in the Championship Round, the player 
with the most total homeruns from Rounds 1 and 2 will be 
crowned the winner. 

In the result of a tie of total homeruns from Rounds 1 & 2, 
each player remaining will have 5 swings. If a homerun is not 
hit, the player with the furthest ball hit will be crowned the 
winner.



Coaches Fungo
One (1) coach from each team will participate in the Coaches 
Fungo.

Each participant will have to hit a target at four (4) di�erent 
locations in the following order: 3B, SS, 2B, 1B.

If you miss a target, you must hit that target before advanc-
ing to the next. For example, if you hit 3B, hit SS, then miss 
2B, you must hit the 2B target before proceeding to 1B.

Once the target is hit at 1B, the time will stop.

In the case of a tie there will be a sudden death round with 
each tied coach hitting one (1) catcher’s pop-up at home 
plate. Each coach will stand in their appropriate batter’s box. 
The ball that lands closest to home plate will be crowned the 
champion.

Around The Horn
Eight (8) players from each team will participate in the 
Around The Horn competition.

As the ball travels “around the horn” each base must be 
tagged or touched by any part of the player’s body, as in a 
force-out.



Teams are timed on how quickly they can throw the ball 
“around the horn.”  Best team time wins the competition.

There will be backup balls placed at each base and outfield 
spot, in the case of overthrows.  When a ball is overthrown to 
a position, then the player has the option of going after the 
overthrown ball or picking up one of the backup balls (with a 
three second penalty assessed).

Teams will draw to determine the order of play right before 
the competition begins.  However, the teams participating in 
the championship game (later that evening) will always go 
first.

Each team will receive one timed round.

THE ORDER WILL BE AS FOLLOWS:
Catcher starts the time by throwing to third base.  Timer 
starts after the throw is released from the catcher’s hand.

Third baseman receives the throw, touches his bag and pro-
ceeds to throw to second base.

Second baseman receives the throw, touches his bag and 
proceeds to throw to first base.

First baseman receives the throw, touches his bag and pro
ceeds to throw back to the catcher.



The catcher receives the throw, touches home plate and pro-
ceeds to throw down to second base, with the shortstop cov-
ering the bag and receiving the throw.

The shortstop touches second base and then proceeds to 
throw to the right fielder.

The right fielder receives the throw, then touches the right 
field circle (area provided).  The right fielder then proceeds 
to throw back to second base, with the shortstop covering 
the bag again.

The shortstop receives the throw, touches second base and 
then proceeds to throw to the center fielder.

The center fielder receives the throw, touches the center field 
circle (area provided) and then proceeds to throw to third 
base.

The third baseman receives the throw, touches his bag and 
proceeds to throw to the left fielder.

The left fielder receives the throw, touches the left field circle 
(area provided) and then proceeds to throw home to the 
catcher.

Once the catcher gathers or receives the ball, he must touch 
home to stop the timer.


