
 

 

(2021 Season) 
 

Aston-Middletown Little League 
Rookie League House Rules 

 
The AMLL Rookie League consists of 6 year old players, as well as other aged players that have 
been approved by the Player Agent to play in the Rookie League.  All AMLL Rookie League 
games are machine-pitch games 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 house 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 Rookie 
League Commissioner. 
 
COACHING STAFF 
 
1. Members.  Each team will have a coaching staff approved by the Board of Directors.  Each 

coach must complete a Little League Volunteer Application and a current Criminal Record 
Check prior to assuming his coaching responsibilities; both the application and the record 
check must be completed annually. Any member of the coaching staff whose verification 
package is incomplete and did not receive approval for a special grace period, will not be 
allowed in the dugouts or on the field.  

 
2. 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, all managers/coaches must be in the dugout 
during play.  Coaches failing to stay in the dugout during play are subject to ejection and 
disciplinary action.  The only exception to this rule is 1 defensive coach may roam the outfield, 
behind the players to make sure that players are positioned properly and know where the play is.  
This coach may not interfere or physically assist on any play. 

 
3. Base Coaches.  At least one base coach must be a member of the coaching staff.  If a player 

acts as a base coach, he must wear a batting helmet. 
 

PLAYING RULES 
 
4. Four-Run Rule.  To ensure the completion of games as scheduled, a team may score no more 

than four runs in an inning.  The four-run rule applies to all innings.  If a game becomes out 
of reach because of the four-run cap, and a team cannot come back to win, the game is not 
ended and all innings still should be played, unless the Two-Hour Time Limit Rule is 
implicated.There is one exception:  if a batter hits a fair ball over the fence, all runners and 
the batter are permitted to score.  (Note:  There is no ten-run rule for regular season or 
playoff games.) 

 
5. 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 limit. 



 

 

 
6. 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”).  
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.  Managers must mix the batting order so no player always 
bats last in every game. 

 
7. Free Defensive Substitution.  Any player may be entered into the defensive lineup at any 

time during the game.  Players do not have to play defensively in consecutive innings.    
 

8. Mandatory Play.  For each game, each player must play at least 4 full innings defensively; a 
full inning equals from the first pitch of the inning until the last out of the inning.  (The best 
way to track each player’s defensive play is by keeping track of those players who sit out 
each inning.)  All players must play an infield position (pitcher; catcher; 1st, 2nd, or 3rd base; 
short-stop) at least two innings per game.  Exceptions may be made for safety reasons, but 
must be approved beforehand by the League Commissioner.  If for any reason a player does 
not play at least 4 full innings defensively, for the team’s next game that player must play the 
entire game, both offensively and defensively (he may not be substituted for).  For violations 
of this rule:  first offense, manager warned; second offense, manager serves one-game 
suspension; third offense, manager is reviewed by the Player Agent, League Commissioner, 
Coaching Coordinator, and the President.  Violations of this rule in the playoffs 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.), but does 
apply to games in which the home team does not bat in the bottom of the sixth.) 

 
9. Game Format.  
  

a. Pitching Machine Operation.  All innings are machine pitch.  The Pitching 
Machine must be fed by a coach from the offensive team.  

b. Pitching Machine Placement.  The Pitching Machine Wheel shall be placed 46’ 
from home plate.  Note: on the t-ball field (Racine Field), the Pitching Machine 
Wheel will be set behind the rubber approximately 4’. 

c. Pitching Machine Speed.  The Pitching Machine speed shall be set at 36 mph for 
the entire season 

d. Machine is dead.  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. 

e. No Walks.  No walks will be issued. 
f. No Strikeouts.  If a batter fails to make contact during a regular at-bat and “strikes 

out”, the at-bat shall continue by having a tee placed at home plate and the batter 
shall hit the ball off of the tee. 

g. Coach to Avoid.  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. 

h. Pitcher Positioning.  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. 



 

 

i. Balls Used.  For those games played on the T-Ball field, a “Safe-Soft 10” ball will 
be used. 

j. Defensive Positions.  Ten players will play in the field, with 4 players playing 
outfield positions (RF, RCF, LCF and LF).  If a team only has 9 players, it may 
play with only 3 outfielders. 

k. Outfielders.  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. 

l. Possession Not Necessary to Stop Advancement.  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), the ball is dead.  Possession is not necessary.  If a runner has 
reached the halfway point between bases, he can advance. If he has not reached 
the halfway point, and he advances to the next base, he does so at his own risk 
and may be put out.  If he reaches safely, he must return to the base from which 
he came.  

m. No Advancement on Overthrows.  Runners may not advance on overthrows. 
n. Outfielders Cannot Make Unassisted Force Outs.  An outfielder cannot complete 

an unassisted force out.  There must be a transfer of the ball from an outfielder to 
an infielder in order to record a force out. 

o. No Infield Fly rule. 
p. No Bunting. 
q. No Butcher Boy.  No batter may fake bunt and then swing away on the same 

pitch.  Batters who do this are automatically called out. 
r. 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 the player 
who made the last out as a speed-up runner.   

s. Leads.  Baserunners may not take a lead until the pitch crosses home plate. 
t. No stealing. 

 
MISCELLANEOUS RULES   
1. Teams may play with less than nine players present.  However, if a manager knows he will 

have fewer than nine players for a game, he should email the other coaches to attempt to 
find a substitute player. 

 
2. If a player quits, sustains an injury that will cause him to miss two or more games, or is 

absent from two consecutive games for any reason (including vacations, illness, etc.), the 
team’s manager must report the player to the Commissioner. 

 
3. All player issues—such as disciplinary issues, absence from multiple practices/games, etc.— 

must be reported by the team manager to the League Commissioner and the Player Agent.  
In such instances, the manager may issue a warning to the player (along with informing the 
player’s parents and the League Commissioner).  If the situation persists after the warning, 
the manager may request a suspension of the player from the Player Agent, League 
Commissioner, Director of Baseball Operations, and the President. 

 
4. No extra inning games. 
 
5. No Post-Season Play for Rookie League. 


