2026 Menomonee Falls Little League – AAA Local Rules

Section 1. Ages. All player shall be 8-, 9- and 10-year-olds.  Any exceptions are subject to approval by the Vice President of Baseball.

Section 2. Duration of Game.  Games shall last six innings or one hour and 45 minutes (105 minutes), whichever comes first.
A. Regular season. When the time limit of 105 minutes hits, teams may continue the half inning that is being played at that time. However, once the game reaches 120 minutes (2 hours), the game will end at the conclusion of the current at-bat.  The umpire will inform both teams of the official start time of the game. The final score of the game will be whatever the score is at the conclusion of play, UNLESS the visiting team takes the lead (and doesn’t relinquish it) in the top half of the final inning and the home team is unable to complete an equal number of at-bats. In that case, the score reverts to what it was at the completion of the last completed full inning of play.
B. Postseason Tournament. The game will be played until completion (six innings, is stopped by the run rule, or is halted by weather or darkness AFTER two and half hours of play). The only way a game will be completed at a later date is in the case of a tie, or less than two and a half hours of play before darkness or weather causes the termination of play. In the event of a game being resumed because of a tie, the first inning of play on the subsequent date will be treated like the first inning of extra innings, with the second inning starting the “international tiebreaker,” with each team placing the last hitter who completed an at-bat in the previous inning on second base to begin the inning.

Section 3. Lineups
A. Lineup Exchange. The Line-Up Grid must be exchanged between managers 15 minutes prior to the start of the game.
B. Offense: All players present for the game will bat in a continuous batting order as laid out below.
i. Batting Order. A continuous batting order will be used so that all players participate.  No player can start a game as the first batter a second time unless all of the players started the game as the first batter.  
ii. Late Players. Players arriving after the start of the game will be placed in the next open space on the game card and will bat in that position.  The game umpire and opposing manager must be notified of the new arrival.  
iii. Players Leaving Early. Players that choose to voluntary leave before the end of a game shall have their manager notify the game umpire and opposing manager of the exact time that the player must leave, before the game starts.  The Player's batting spot becomes blank, shall not be filled by a late arriving player, and shall be skipped over when the batting turn comes.  Players with emergency leave from a game shall immediately leave; their batting spot becomes blank and is skipped over when a batting turn comes. Once a player leaves the game for any reason, they may not return to game play.  An exception to this rule is in the event that a player is slightly injured, leaves the game, but later is deemed fit to resume play.
iv. Courtesy Runner. A Courtesy Runner is Mandatory for an offensive player who is scheduled to play catcher in the next inning and is on base when there is either two outs or four runs scored in the half inning.  In both situations, two outs or four runs scored, the Manager of the offensive team shall request time be called, and the Game Umpire shall grant time in order to allow the substitution. The Courtesy Runner shall be the last offensive player to make an out. If a team has scored four runs with no outs being recorded, the courtesy runner will be the most recent batter who is not on base. PENALTY: The first violation of this rule in a game will result in a Delay of Game warning given to the offending team by the Game Umpire.  All subsequent violations will result in the first batter of the inning for the opposing team starting with a 1 Ball and 0 Strike Pitch Count. Based on the judgment of the Game Umpire, if continued violations are deemed intentional to delay the game, the Game Umpire will advise the offending team that his/her team may forfeit the game.  In this situation, the game shall continue to completion and the Game Umpire will advise the MFLL Umpire-In-Chief who will, with the MFLL Executive Board, rule on the forfeit. Violation of the rule is not grounds for protest by the Opposing Team.
C. Defense. A maximum of 10 players (4 outfielders) may be in the field on defense.
i. Position Rotation. Players may not play more than two innings at the same position in the same game. Prior to the start of the fourth inning, each player shall play at least one inning not in the outfield.  Each player must play one inning as an outfielder by the end of the fourth inning.  For this determination, catcher is not considered an outfield position.  
ii. Positioning. Outfielders must be positioned a minimum of 15 feet from the infield outer lip. A player may move forward once the ball is pitched.
iii. Exemptions. If any safety concerns or other reasons are brought about by the participation rules as stated in Section 3(C)(i) above, only the player's parent(s) may request that their child be exempt from these rules.  The request must be made to both the Manager and Division Player Agent by the player's parent(s) before any exemptions are made to the participation requirements as stated. The Division Player Agent will discuss the request with the parent(s) and Manager, then issue a decision based on that discussion.
D. Pitching.  A pitcher may not pitch more than 75 pitches OR record more than 6 consecutive outs in a single game. Players with a league age of 8 may not pitch more than 50 pitches in a game. Please note the term “consecutive outs” does not mean if a pitcher records less than six outs and the next batter gets on base, the number of outs are reset to zero.  The term “consecutive outs” refers to the fact that once a pitcher is removed from the mound, even with less than six outs recorded, they cannot go back to the position of pitcher in the same game to finish their remaining outs or their pitch limit is reached.
i. Rest. 1-20 pitches: 0 days of rest; 21-35 pitches: 1 day of rest; 36-50 pitches; 2 days of rest; 51-65 pitches: 3 days of rest; 66 or more pitches: 4 days of rest.
ii. Initial Outing. Any pitcher making his first pitching appearance of the season will be limited to 40 pitches. If he reaches 40 pitches in the middle of an at-bat, he will be allowed to complete the at-bat. This rule applies no matter the date of the pitcher’s first appearance of season, whether it is opening day or June 15.
iii. Catching and Pitching. Pitchers who reach 40 pitches may complete that batter and retain eligibility to catch that day; if the pitcher goes over 40 pitches, he loses his eligibility to catch later in the same game.

Section 4. Run Rule. A game will be declared over if the trailing team has batted at least three times and trails by 15 or more runs, has batted at least four times and trails by 10 or more runs, or has batted five times and trails by 8 or more runs (new for 2023), the game will be declared over.  The trailing team must have batted at least the same number of times as the leading team.

Section 5. Side Retired. Three outs or five runs, whichever comes first, except in the sixth inning (and/or extra innings in the postseason tournament) when three outs are required to retire the side. There will be no declared last inning in a regular-season game unless the game reaches the sixth inning.

Section 6. Base Running.
A. Before Memorial Day. A base runner may not advance to home by a stolen base or may not advance on an overthrow to the pitcher or passed ball by the catcher. After Memorial Day, these restrictions are lifted.
B. Stealing. To be eligible to take home, the pitched ball must get away from catcher, a throw from the catcher to the pitcher must be overthrown or the defensive team must make a play on the runner at third base or advancing to third base. No “delayed steals” on throws from the catcher to the pitcher will be allowed. If the offensive team has runners on first and third base and the defensive team throws to second base to attempt to get out the runner stealing second, the runner from third base is allowed to attempt to advance.

Section 7. Forfeits. The game will be forfeited by a team that cannot field a squad of at least eight players at any time during the game.

Section 8. Borrowing Players.
A. Regular season. If a team knows it will be missing players, it may borrow from other teams in the same or lower division no more than enough players to get the team to 10 players for a game. Players who are borrowed must bat at the end of the lineup and cannot play pitcher or catcher.
B. Postseason tournament. A team may borrow players from the oldest age group of the next-lowest division (8-year-olds in AA for AAA teams). Teams are encouraged to borrow players from teams whose seasons have already concluded if at all possible. Teams will be allowed to borrow enough players to field a team of EIGHT players. Players who are borrowed from another team must bat at the end of the lineup and cannot play pitcher or catcher.

Section 9. Coaches. Two adult base coaches are allowed. All Coaches of Record for any Team in any Division of the MFLL must wear the MFLL issued Coach's Shirt in order to be on the field.  Designated bench parent is not required to wear a MFLL coach’s shirt.

Section 10. Bunt and Slash Play: If a batter squares to bunt, he must either attempt to bunt or take the pitch. He is NOT allowed to take a full swing on that pitch. Penalty: The batter is out and the manager is warned. On a second such play in a game, the manager and the player will be ejected.

Section 11. Rulebook. These rules supersede any corresponding rule in the Little League International Rulebook. Anything not covered in these local rules is governed by the Little League International Rulebook. It is the responsibility of the managers and coaches to know the contents of the International Rulebook. The Little League Rules App is now free of charge, so you can download it to your phone.

Section 12. Miscellaneous.
A. Catcher’s Glove. Catchers Must Use a catcher’s glove. If you have a left-handed catcher, contact the MFLL equipment manager to procure a left-hand catcher’s glove.
B. Pitching Warm-ups. Coaches are allowed to warm up pitches.
C. Batter On Deck. On deck better must remain in the dugout until their at-bat.
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