
Rules for Interleague Play 

 

In-house Rules (deviations from Little League rulebook) 

 Majors 

o 2 hour time limit weeknights – no new inning starts after 8:30.  

Sunset is drop dead 

o 2½ hr time limit on weekends 

o Continuous batting order 

o Mercy rule – 15 runs after 3 innings, 10 runs after 4 innings 

 Minors – same as above, plus: 

o Maximum 2 runs per inning by passed balls & wild pitches 

(throwing errors by the catcher do not apply) 

o 10 players on defense (4 outfielders) 

o 5 run max per inning, but last inning is once through the batting 

order or 3 outs, whichever comes first 

Game Conduct 

 Gear check pre-game  - bats and catchers gear.  Must have a flap on any catcher’s 

mask-standard or hockey-goalie style.  No exceptions. 

 Plate meeting-five minutes before game time.  Lineup cards? 

 Players stay in dugouts at all times, do not go sit elsewhere 

 Between innings – one offensive player out of the dugout, by the far end  

 No on deck for 60’ diamond.  Big diamond – in front of the team dugout only 

 Pitch counts kept by coaches.  Note that: 

o Pitchers throw 40 pitches, cannot take the position of catcher 

o Catchers who catch 1 pitch beyond 3 innings cannot pitch 

 

  



Other types of interpretations you need to know: 

 

Definition of a “catch” – fielder has control of the ball, in glove or hand, and 

the release is voluntary.  Note, this means the number of steps he takes before 

he drops it, runs into the fence, etc., is irrelevant.  Release must by intentional!  

A ball that drops while being transferred from glove to hand is a legal catch. 

 

Interference  

Type Examples Effect 

Batter 1. Impedes Catcher 

2. Thrown bat hits a 

moving ball. 

3. Outside the running 

lane running to 1st 

base 

Batter is out in all 

cases, and runners 

return.  For the 

running lane, 

catcher must make 

a “quality throw” 

Baserunner Impedes a fielder making a 

play, or is hit by a batted 

ball that has not passed an 

infielder.  This includes the 

circumstance of a player 

occupying a base.  If it is an 

infield fly, runner is not out. 

Runner is out 

immediately on a 

dead ball.  Batter is 

awarded first base, 

and other runners 

return unless forced 

to advance. 



Catcher Tips bat Manager has the 

option to accept the 

play, or put the 

batter on first base.  

In that case, 

runners only 

advance if forced. 

Umpire Impedes catcher on a throw.  

It is not umpire interference 

if he runs into you while 

playing the ball. 

If runner is thrown 

out, play on.  If not, 

return runner to 

base. 

Spectator Reaches over the field of 

play and touches a ball  

Batter out, if the 

fielder has a 

reasonable chance 

to make the play.  

Runners awarded 

bases they would 

otherwise have 

attained. 

Retired 

runner 

Runner out on force at 2nd, 

then runs into fielder 

Runner closest to 

home at the time of 

the infraction is 

also out. 



Coach 1. Physically assists a 

runner. 

2. Takes an action to 

distract a fielder 

1.  Runner is out, 

play on. 

2. Closest runner 

to home is out. 

Immediate dead 

ball. 

 

Obstruction (Delayed or dead ball)  Obstruction is an illegal action by a 

fielder, inhibiting the runner’s advance, when the fielder is not making a play 

on the ball.  Note that if a fielder blocks a base while not in possession of the 

ball, this is obstruction. 

 If a play is not being made on the runner when the obstruction occurs, 

yell “obstruction” and give the delayed dead ball signal (left arm out).  

When play is over, award runner the base you think he would have 

attained without obstruction (forward or back).   

 If obstruction is committed while making a play on the runner, call “time, 

obstruction”, and award the runner the next base. 

 

“Train wreck” – occurs when runner and fielder collide, without intention by 

either, and they are just “doing their jobs”.  For example, a throw from an 

infielder pulls the 1st baseman off the bag, and he collides with the baserunner.  

Result is “play on”, no penalty to either team. 

 

  



Base awards – call “time” 

Type Effect 

Thrown pitch goes out of play Call a ball or strike, as appropriate, 

then all runners advance one base. 

Ball thrown out of play – first play in 

the infield 

All runners advance two bases from 

those occupied at the time of the 

pitch.  Batter awarded 2nd base. 

Any other thrown ball out of play All runners advance two bases from 

the time of release by the fielder 

Detached equipment thrown at ball 

and connects: 

1. Pitched ball 

2. Thrown ball 

3. Batted ball 

 

 

1. One base 

2. Two bases 

3. Three bases 

 

 

Slide or avoid – the base runner must slide or avoid the fielder, not collide with 

a fielder who has the ball.  If a collision, the runner is out.  If the collision is 

intentional by the baserunner, he is ejected. 

 

  



Ejections  As a general rule, try to avoid ejections of players or coaches, unless 

it’s an intentional collision, or one of the “three Ps” happens: 

 

Action by coach or player Effect 

Profanity  Automatic ejection 

Personal – “you’re a terrible umpire”, 

“you stink”, etc.  Something like 

“that’s a bad call” does not result in 

an ejection. 

Automatic ejection 

Prolonged On a judgement call,  

1. let them have their say, until 

they run out of new things to 

talk about.  Then say “OK, let’s 

play”. 

2. If they keep on with it, say to 

the coach or player “I’ve heard 

enough.  This is your warning”, 

and make a note on your lineup 

card. 

3. If they keep on with it again, 

they need to be ejected. 

 

Batter hit by pitch while swinging, or hit while in strike zone is a strike, and 

a dead ball.  Runners return to their bases at time of pitch. 

 

Maximum number of mound visits – as per Little League rules, pitcher must 

be removed on the 2nd visit in an inning, or the 3rd visit in a game.  Keep track of 



this on your lineup cards!  A trip to change pitchers does not count as a visit, and 

the visit limits reset with a new pitcher into the game. 

 

Infield fly – rule applies with runners on 1st & 2nd, or the bases loaded, and less 

than two outs.  If in your judgement, you think an infielder could make the 

catch with ordinary effort, the batter is out, and runners may advance at their 

own risk.  Ball is live, and baserunners may advance at their own risk.  An 

infield fly may be called on a ball that is caught on the outfield grass, as long as 

an infielder could have made the play.  Also, if a high pop near the line could 

have been caught, but lands foul, then rolls fair, this is an infield fly.  Key 

mechanic – wait until the ball has peaked, then glance at the infielder.  If he is 

comfortably under it, it’s an infield fly. 

 

In or out of the batter’s box – if a batter makes contact with a pitch (fair or 

foul), with one foot completely out of the box or touching home plate, the batter 

is out, and runners must return to their bases at the time of the pitch. 

 

Bunt – must make a move to the pitch to be an automatic strike. Just holding 

the bat over the zone is not an automatic strike. A foul on 3rd strike is an out. 

 

Running out of the basepath applies only when a fielder has the ball in a 

position to make a tag play on a runner.  At that point, the baseline is then the 

direct line to the next base.  If in the ensuing play, the runner moves 3 feet out 

of the basepath to avoid a tag, he is out. 

 

  



Batting out of order – let’s say the batting order is Alex, Bill, Chris, David, Eddie, 

Fred, etc. 

 

If Alex bats and reaches base, then Chris comes to the plate and sees at least one 

pitch: 

 If this is discovered when Chris is still at the plate, just put Bill at the plate, 

and assume the count. 

 If this is discovered after Chris has completed the at bat, but before a pitch to 

David, Bill is out, and Chris returns to bat with no count.  Runners advanced 

by Chris must return to their bases. 

 If this is discovered after a pitch to David, there is no penalty.  Play on. 

 

Some key points 

 When a batter is found to be out of order, and an appeal is made before the 

next play, the batter after the previous batter is declared out, and the batter 

after the one declared out, the correct batter is the one next in the order.  If he 

is on base, just skip him and go to the next batter. 

 Any runners who advance because of the actions of the improper batter, they 

must return to their bases.  If they advanced on a steal, wild pitch, etc., they 

stay where they are. 

 If multiple batters have batted out of order, it doesn’t matter.  Only the batter 

currently called for out of order is affected. 

 


