Greater Dunedin Little League 
2026 Spring Season 
“Tee Ball” Rules 

OBJECTIVE: 
To create an environment that enhances each player’s skill level, and to prepare him or her for the next level. 
 
All games played according to Little League Blue Book rules with the following changes: 
· Each team will supply (1) new game ball. 
· No score will be kept. No scorebook and no scoreboard.  
· Players may not play the same position more than (1) inning per game. Every player will play at least (1) inning in the outfield. 
· It is strongly encouraged to rotate players around the entire field throughout the game. 
· All teams will play with (10) defensive players.  “Normal” defensive infield alignment with (4) outfielders 
· No game can be started or continued with less than (9) players.  If necessary to borrow a player from the other team, that player can only play outfield and will not bat for the other team. 
· No player shall sit (2) “Defensive Innings” before all players have sat (1) inning.  
· Continuous batting order will be used. Each player will have an at bat in each inning.   
· All batters must wear facemasks. 
· Bunting is not allowed. The ball must travel 15’ feet or it is called a foul ball. 
· Each player will have an at bat in each inning, advancing only (1) base per at bat. Base runners will also only advance (1) base per hit. The last batter will clear the bases with a home run. Please adjust the lineup each inning, so the same player isn’t getting a home run every at bat. 
· No stealing of bases.  No advancing on overthrows. 
· No infield fly rule. 
· An inning is over once everyone in the lineup has batted once. 
· Coaches are permitted on the field during defensive innings as long as their presence does not disrupt the flow of the game. 
· Any music shall be played at a volume level to not disrupt communications between umpires, scorekeepers, managers, coaches, and players.  
· All music must be played by an adult.
· All walk-up music shall not start until the batter leaves the dugout, and shall stop when the batter approaches the home plate circle (area).

UMPIRES: 
· Both teams will assist in calling fair and foul on hit balls along with safe or out on the bases. Coaches may not protest any game.  

END OF GAME: 
· Line up for a team high-five. 
· TEAMS ARE REQUIRED TO CLEAN THEIR DUGOUTS AND STANDS PRIOR TO LEAVING THE COMPLEX. 
 
GAME TIME: 
· Games 1 hour and 15 minutes.  
· Drop dead time is 1 hour and 30 minutes.  
 
SPECIAL NOTE: 
· THE TEE-BALL DIVISION IS PURELY A DEVELOPMENTAL DIVISION AND AT NO TIME SHOULD WINNING OR LOSING TAKE PRIORITY. 
· NEGATIVE COMMENTS DIRECTED AT OPPOSING TEAMS AND/OR UMPIRES WILL NOT BE TOLERATED. 
· Rainout games may be rescheduled if and when possible only by the Vice President.
· If/when the lightning detector is activated, all players and coaches shall immediately go to their vehicles.
· NO on deck batters. The lead-off batter may come out to warm up by their dugout before the inning starts.
