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2020 CCALL Machine Pitch Division Rules 
 

The pitching machine concept has been added to demonstrate the positive playing 
effects which will directly affect players at this younger level.  Fear of actually being hit 
by a pitched ball is eliminated and makes the game safer, more fun, and improves 
playing confidence and ability of all participants.  The 2020 Little League Official 
Regulations and Playing Rules book is the principle reference for all rules, policies, and 
regulations for CCALL Machine Pitch Division play not covered here.  The following 
rules will supplement and be adhered to: 
 
1. The machine pitch division is the next step up from t-ball but should be treated as 

instruction by nature is not completely about win or lose.  There are no team stats 
kept, there are no winners or losers, only teaching the players the fundamentals of 
the game.  
 

2. The home team supplies the pitching machine.  Mechanical pitching machines will 
be set in the 6th hole for the foot pin, 3rd hole for the arm pin, and 3rd hole for block 
pin positions.  If modification is necessary due to spring tension, both managers 
must agree to settings. 

 
3. There is no game or play protesting allowed.  There will be no division standings 

kept.  The purpose of Machine Pitch is to show good sportsmanship, teamwork and 
the enjoyment of the game. 

 
4. No game can be forfeited for any reason.  If a team is short-handed, players from 

the opposing team can be used. 
 
5. Player Roster:  The defensive team is allowed up to six players in the infield (in the 

appropriate positions) and four players in the outfield.  The players in the outfield 
must play in the grass or at least ten feet behind the base paths if there is no defined 
grass line. 

 
6. Game Length:  The game shall be six innings or the two-hour time limit.  Teams 

should try to play the full six innings if time permits.  No inning is to start after 2 
hours and all games will be called after 2 hours and 15 minutes.  Per Little League 
definition (pg. 58 of Rule Book), an inning starts the moment the third out is made 
completing the preceding inning.  The bottom of the last inning shall be played 
regardless of score.  If both coaches feel that the players are not learning or 
enjoying the game, then they may agree to end the game prior to the time limit. 

 
7. Field Dimensions:  The base path shall be 60 feet in length.  The pitching machine 

shall be placed 46 feet from the back of home plate.  The pitcher shall remain within 
three feet of and behind the machine.  If weather or equipment problems do not 
allow for the machine to be placed at this distance, the two team managers may 
move the pitching machine closer or use coach pitch so the game takes place. 
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8. Batting Line Up:  Each team will bat using a continuous batting order.  If a player is 
injured, becomes ill, or must leave the game site after the start of the game, the 
team will skip over him when his time at bat comes up without penalty.  If the injured, 
ill or absent player returns, he is merely inserted into their original spot in the order 
and the game continues.  Also, if a player arrives late to a game site, if the manager 
chooses to enter him in the lineup, he would be added to the end of the current 
lineup. 
 

9. The side is retired in the half-inning when three (3) offensive players are legally put 
out or when the offensive team scores five (5) runs. The offensive team will continue 
to bat their lineup until either of the conditions are met.  CCALL voted NOT to use 
the option of suspending the 5 run rule in the last half inning for either team.  (Rule 
5.07 modified for CCALL). RUN RULE WILL NOT BE USED DURING PLAYOFFS 

 
10. The “Ten Run Rule” (4.10 (e)) shall not be utilized unless both coaches agree to end 

the game prior to the time limit.  The focus should be on the players having the 
opportunity to play and learn the game.  If both coaches feel that the players are not 
learning or enjoying the game, then they may agree to end the game prior to the 
time limit. THIS RULE WILL BE APPLIED TO ALL PLAYOFF GAMES 

 
11. Strike Zone:  A pitch that bounces before the plate and is hit by the player will be 

declared in play.  A ball that bounces before the plate and is not hit by the player is 
declared NO pitch. A player hit by a pitched ball is NOT awarded first base. 

 
12. Turn At Bat:  Each player will be given six declared good pitches to hit.  If after this 

time the player has not placed a ball into play, the player is declared out.  If the 
batter fouls off the sixth pitch, the batter remains in the box until player misses a 
pitch (player is out) or puts the ball in play.  Each batter will be given 6 pitches 
unless they swing at 3 pitches for a strike out prior to the six pitches. 

 
13. Base stealing is not allowed.  
 
14. Sliding into a base is allowed.  Headfirst sliding advancing or returning to base is 

prohibited.  One warning per player shall be given, with next infraction resulting in an 
out being called. 

 
15. Bunting is allowed.  The pitcher must remain behind the pitching machine until the 

ball is bunted.  Batters are not permitted to fake bunt.  If batter shows bunt the bat 
must be held in that position until ball crosses the plate.  Fake bunt will result in the 
declaration of a good pitch 
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16. All hits that are hit to any place in the infield which is considered to the dirt area prior 

to the outfield grass, the defensive fielder will be given one chance to make a play. If 
the defensive player overthrows any base for which he/she is trying to make a play 
all play stops the play is considered dead.  Runners only get the base for which they 
are running too. There will be no additional bases awarded.  If an outfielder throws 
the ball towards the infield with the intent to get it the pitching position time shall be 
called, and play will be stopped. The purpose of this rule is to encourage players to 
try to make plays without fear of overthrowing and cause runners to advance 
multiple bases. All hits that are hit to the outfield by the batter and is not fielded by 
an infielder the batter/runner and all runners on base may advance until the ball is 
either thrown to the pitcher circle with the intent to end the play or if a play is 
attempted,  No rolling the ball to attempt an out will be permitted, fielding should be 
taught properly with the intent to teach players the proper technique for fielding a 
play 
Note:  This is different than Rule 7.05(g). 

 
17. A ball thrown, with the intention to conclude a play, into the pitcher's circle ends 

subsequent, non-started activity on the base paths.  The pitcher does not need to 
catch or stop the ball within the pitcher's circle.   

 
18. No defensive coaches will be allowed in the fair area of play during a pitch except 

the outfield.  Field coaching from foul territory on both sides of the field is allowed 
and encouraged. 

 
19. Shoes with metal spikes or cleats are prohibited.  Only shoes with molded rubber 

cleats are permissible. 
 
20. Batted balls hitting the pitching machine or coach running the machine will be 

declared a dead ball.  The batter is awarded first base and base runners advance 
one base. 

 
21. Players may enter and exit a game as many times as needed.  No player shall sit on 

the bench for more than one inning in a row. 
 
22. No player can hold the same defensive position for more than 2 innings in a game 

and 2 innings must be in infield.  Exception:  Catcher position. 
 
23. The catcher position shall be mandatory and occupied by the defensive team.  

Encourage catchers to catch the baseball in the proper position after it passes the 
plate.  Catchers must wear full “Little League Baseball” approved equipment 
including a cup. 

 
 


