
Aston-Middletown Little League 
2021 Diamond Classic 7U Tournament Rules 

 
All 7U Tournament games are to be conducted in accordance with the latest edition of Little League 
Baseball’s Official Regulations and Playing Rules (the “Green” book) except as amended by the 
tournament rules listed below.  (Some of the rules listed below merely clarify or emphasize certain 
official Little League rules.)  All questions should be directed to the Tournament Director. 
 
COACHING STAFF 
 
1. Dugout.  Each team may have no more than four coaches – one manager and three assistants – in the 

dugout during a game.  Apart from coaches, no non-players may be in the dugout during a game.  In 
the absence of a coach, another adult may temporarily assist in the dugout as a scorekeeper.  If not 
serving as base coach or warming up a pitcher, all managers/coaches must be in the dugout during 
play. 

 
2. Base Coaches.  All base coaches must be members of the coaching staff. 
 
PLAYING RULES 
 
1. Four-Run Rule.  To ensure the completion of games as scheduled, a four-run rule applies to the first 

five innings:  a team may score no more than four runs in an inning.  There is one exception:  if a 
batter hits a fair ball over the fence, all runners and the batter are permitted to score.  For the sixth 
inning, or whichever inning is determined to be the final inning, there is no limit on scoring.  There 
is a ten-run rule after 4 complete innings. 

 
2. Two-Hour Time Limit.  No new inning may be started after fifteen minutes prior to the two-hour 

time limit from the actual start time.  Any inning started fifteen minutes prior to the two-hour time 
limit will be completed, if required by the losing team, even if the game exceeds the two-hour time 
limit.   

 
3. Continuous Batting Order.  Per Little League rules, teams will always use a continuous batting order, 

meaning all players are in the batting order (the team must “bat the bench”). 
 
4. Playing Time.  Each player on a team must play at least 2 full innings defensively each game.  A full 

inning is from the first pitch of the inning until the last out of the inning.  Violations of this rule 
will result in forfeiture of the game. The protest must be made by the opposing team prior to the 
umpire signing the scorebook at the game’s conclusion.  (This rule does not apply to complete games 
that are shortened for any reason (two-hour time limit, weather, power outage, etc.), or injured 
players) 

 
5. Game Format.  
 
            Pitching Machine  
 

♦ Pitching Machine – fed by a coach from the offensive team. 
♦ Pitching Machine will be 46’ from home plate. 

♦ Pitching Machine speed will be 42 mph 
♦ Teams may make any desired adjustments to the pitching machine (except speed) prior to their 

team’s at-bat.  Adjustments may be made between innings.  Adjustments are not permitted 
prior to or during any individual at-bat in the middle of an inning. 



♦ If a batted ball, or thrown ball, hits the machine, the ball is dead; the batter gets first base and 
all other runners advance one base. 

♦ No walks will be issued.  Batters will be out after 3 strikes, whether they swing or not.  Balls 
out of the strike zone will not be counted. 

♦ The coach feeding the pitching machine may not field the ball and should do his best to stay 
away from the play and try to get off the field, if possible. 

♦ While the pitching machine is in use, a fielder will be assigned to the pitching mound, on 
either the first base side or the third base side of the pitching rubber, even with the pitching 
rubber, with at least one foot on the mound cut-out area. 

♦ For all games on all fields, regular baseballs will be used.  AMLL will supply game balls for 
all tournament games. 

 
             FIELDING  

♦ Teams will play with 10 players in the field, with 4 players in the outfield. 
♦ Outfielders 20’ Back From Infield. Outfielders may not play up on the edge of the 

infield. Outfielders must be set up at least 20 feet from the outer edge of the infield 
dirt.  Teams that do not enforce this rule, will be warned, and if it appears that they are 
not vigilantly enforcing this rule, the coach will be ejected.   

♦ Outfielder Making Plays in Infield. An outfielder cannot complete an unassisted force 
out or tag. There must be a transfer of the ball from an outfielder to an infielder in 
order to record a force out or tag out.  

♦ If a ball is batted into the outfield (whether in the air or on the ground), once the ball is thrown 
into the infield (on dirt) and is in the possession of an infielder, the ball is dead and base 
runners must advance/return to the nearest base/plate.  This will be determined by the umpire 
assisted by half-way lines between the bases or the sole judgment of the umpire if no half-way 
lines. 

♦ On overthrows, runners may advance one base, and no more than one base, at their own risk.  
A player cannot advance a second base on a second overthrow on the same play. 

♦ No Infield Fly rule. 
 

BATTING 
♦ Managers will set the batting order for their entire team (not just fielders) and the team will bat 

through the order for the entire game.  No pinch hitters. 
♦ Players arriving after play has begun must bat last in the order. 
♦ No Bunting 
♦ No Butcher Boy.  No batter may fake bunt and then swing away on the same pitch.  Batters 

who do this are automatically called out. 
 

BASERUNNING & STEALING 
♦ Speed-Up Runner Rule.  If there are 2 outs and a baserunner is designated as the team’s 

catcher for the next inning, the offensive team may substitute a player who is not currently in 
the game as a speed-up runner.  The substitute will be the last player to be called out. 

♦ Baserunners may not take a lead until the pitch crosses home plate. 
♦ No stealing. 

 
MISCELLANEOUS RULES  
  
1. Game Reporting – At the game’s conclusion, the manager of the home team (or his designee) must 

email or text the Tournament Director at amlltournamentdirector@gmail.com, or (610-742-9939), 
with the score of the game. 

 



2. At the start of each game, teams must have at least nine of their players present.  Failure to abide by 
this rule results in game forfeiture.   

 
3. If a manager or coach gets ejected from a game he must not be present at the facility for the 

remainder of the game and for the entirety of the team’s next game.   
 
4. There are no ties.  Games must be played until there is a winner even if they go beyond the time 

limits set forth above. 


