
NASA AREA LITTLE LEAGUE 

PEE WEE (MACHINE PITCH) 

LOCAL OPTION RULES 

2019 
   
 

1 

GENERAL 

 

G-1 -- PLAYER SAFETY 
 

(a) The on-deck position is not permitted. This includes the equipment cage where all bats must be 
kept. No bats are allowed in the player bench area. All players must remain in the bench area 
until their turn at bat at which time they will proceed to the equipment cage to select a bat. 

 
(b) Helmets must remain in place until the player is back in the dugout. 

 
(c) No defensive player (excluding the catcher) shall take, or advance to, a position any closer to 

the batter than twenty-five (25) feet at the time of the pitch, i.e., until the pitch leaves the 
machine. Should a violation occur, the umpire shall declare "No Pitch" (delayed dead ball call). 
The offense shall not be penalized in any way by this violation and the defensive manager will 
be encouraged to remind the defense of its' proper position. Repeated violations may be 
considered "unsportsmanlike" conduct and may result in the removal of the violator from the 
game. 

 
(d) During pregame warm-up "soft toss" batting practice, into any net or fence (including the tennis 

courts), using hardballs, on or off the field is prohibited (whiffle balls only are allowed). At no 
time is batting practice, using hard balls, allowed in the public park adjacent to the playing 
fields. 

 
(e) Any player/catcher shagging balls for a coach using a bat to hit fielding practice, must wear a 

catcher’s helmet.  
  
(f) Players shall remain inside the dugout and the gates to the dugout shall remain closed while 

the ball is in play. 

 
(g) Players are not allowed to act as base coaches. 

 
(h) See rule IV-1 (f) regarding players throwing the bat during an at-bat. 
 

G-2 -- INDIVIDUAL/TEAM PRACTICE 
 

(a) A team is limited to a total of ten (10) hours of practice or playing time per week. 
 

(b) No team may practice in an organized practice session for more than two (2) hours per day. 
Each practice session shall count as two (2) hours of practice. 

 
(c) Each scheduled or practice game shall count as two (2) hours of playing time. 

 
(d) An organized practice session is defined as any occasion when two (2) or more players from 

the same team and one (1) or more coaches (including managers) assemble for scrimmage, 
practice, instruction, and/or lectures, exclusive of purely social events. 
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(e) A team may utilize up to one (1) hour immediately preceding a game to practice. The hour will 
not be included in the determination of a violation of G-2 (a). The use of a pitching machine 
during this practice is expressly forbidden. 

 

(f) Each team is responsible for its own practice field. Each manager shall notify the League Player 
Agent of the location of his team's practice field as soon as possible each year. 

            
(g) At no time are any of the game fields (NASA or Webster) to be used for practice. 

 

G-3 -- PLAYER   DISCIPLINE 

 
(a) A manager may bench a child for disciplinary reasons, misconduct, or absence from practice or 

games. If a child is benched, the manager shall include the child's name and a notation 
regarding the manager's action on the roster that is given to the scorekeeper and plate umpire. 
The manager shall also advise the player's parent(s) if present at the game. 

 
(b) If a child that has been marked absent reports late to the game and is subsequently benched, 

the manager shall immediately notify the scorekeeper and plate umpire of this action. The 
manager shall also advise the player's parent(s) if present at the game. 

 
(c) Any manager electing to invoke the provisions of rule G-3 (a) or G-3 (b) shall report, in writing, 

to the League Player Agent no later than 24 hours after the game and state the reasons for this 
action. It will be the responsibility of the Player Agent to investigate the situation and report to 
the Board of Directors. 

 

G-4 -- EVALUATION OF PLAYING FIELD CONDITIONS 
 

Prior to game time, the decision as to whether a game shall be played, delayed or called due to the 
conditions of the playing field shall be the responsibility of the VP-Baseball, or in his(her) absence, 
another member of the Board of Directors. If the game is to be delayed or called, it is the responsibility 
of the decision-maker to notify the affected Player Agent. It is the responsibility of the Player Agent to 
notify the managers of the affected teams. 
 
NOTE: If bad weather occurs during a game, and the umpire on the Major’s field halts that game, the 
umpire of the Pee Wee game shall also halt the game. (The Pee Wee umpire may halt the game 
sooner, if the weather is affecting the performance of the pitching machine.) 

 
G-5 -- RESCHEDULING OF GAMES 

 
In the event that a game must be rescheduled, it is the responsibility of the Player Agent to reschedule 
the game at the earliest available date. The Player Agent shall inform the affected managers at least 
twenty-four (24) hours in advance of the rescheduled game starting time. 
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G-6 -- MANAGERS 
 
The Board of Directors shall have the right to censure the actions of managers and coaches, and the 
authority to suspend, or remove them, should the Board determine that the manager or coach is not 
acting in the best interest of the children or the League. 

 
G-7 -- PLAYER  REPLACEMENT 
 

(a)   Any vacancy in the Pee Wee League must be filled from a waiting list, if available. 
 

G-8 -- PLAY-OFFS AND CHAMPIONSHIP GAMES 
 

During play-off and championship games, local option rule IV-4 is not applicable. 
 

 

1.00 OBJECTIVE OF THE GAME 
 

NOTE: All provisions of Rule 1.00 of the Official Playing Rules shall apply to the Pee Wee League 
unless in conflict with the following: 
 

I-1 -- 
 
The pitching machine shall be located such that the distance between the machine and home base 
(the rear point of home plate) shall be 46 feet. (Ref. 1.07). 
 

I-2        
 

Each team will have 10 players on defense, four of which must remain in outfield positions. None of 
the four outfielders are allowed to be positioned closer than 10 feet from the edge of the outfield grass 
at the time of the pitch. If, in the umpires judgement, this rule is being intentionally violated, the 
manager will be warned. Repeated offenses will cause removal of the manager from the game. 
 
NOTE: If a team can only field 9 players, this is not reason for a forfeit. The game will start/continue 
with 9 players. 

 

 

2.00 DEFINITION OF TERMS 
 

NOTE: All provisions of Rule 2.00 of the Official Playing Rules shall apply to the Pee Wee League 

unless in conflict with the following. 
 

II-1 –  
 

The INFIELD FLY rule shall not apply in the Pee Wee League. 
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II-2 -- 
 
BENCH OR DUGOUT is the seating facilities reserved for players, substitutes, one manager, and three 
(3) coaches when they are not actively engaged on the playing field. Batboys and/or batgirls are not 
permitted.  
 
NOTE: During a game, the offense is allowed a total of 3 adults on the playing field; the adult pitcher 
and 2 base coaches. Defensive coaches are not allowed on the field. No other adults/coaches are to 
be on the field during play. Also, coaches are not allowed to leave the field/bench to coach players 
from outside the field fences. 

 
 

4.00 STARTING AND ENDING THE GAME 

 
NOTE: Rule 4.04 of the playing rules shall be disregarded and the following shall apply. 

 

IV-1 – 
 

(a) All players present on a team will be listed in the game batting order prior to the start of a game, 
and this batting order will be maintained throughout the game. 

 
(b) If a child that has been marked absent reports late to the game and the manager elects to allow 

the player to enter the game, the player will bat in the position shown on the lineup if the player 
arrives and enters the game prior to that players turn at bat. Otherwise the player will enter the 
game and bat in the last position on the lineup. If the manager allows the player to enter the 
game, every effort must be made to assure that the player meets the minimum defensive 
playing requirements.  If a player must be removed from the game due to injury or other valid 
reason, the manager must immediately notify the umpire-in-chief, official scorekeeper and 
opposing manager. That player’s position in the line-up will be skipped for the remainder of the 
game without penalty. 

 
(c) If a player is injured after reaching base, and cannot continue to run the bases, or if a batter is 

injured during his/her turn at bat (after receiving at least one pitch), and cannot complete his/her 
turn at bat, the player who made the last recorded out, regardless when that was, will take the 
place of the injured player, and complete running of the bases, or the turn at bat for that inning 
only. If the injured player still cannot bat when his/her position in the batting order comes up 
again, that position will be skipped without penalty. If the player is later able to resume playing, 
he/she will resume their normal position in the batting order. The manager will notify the umpire, 
scorekeeper, and opposing manager whenever a batting position is being skipped, or the player 
returns. 

             

(d) All players must play a defensive position at least every other inning. At no time will a player sit 

out from playing a defensive position for more than one consecutive inning. 
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(e) For all innings, the side shall be retired if three (3) outs occur, or after scoring five (5) runs in 

the inning. There is no limit to the amount of batters that can bat in an inning. 
 

NOTES:  Runs in excess of 5 scored in an inning, on the final play of the inning shall not 
count. (Example: Team has scored 4 runs, and a grand slam is hit, only the 5 runs will score) 

 
(f) If a player throws the bat while swinging during an at bat, the manager will be given a warning 

by the umpire (NOTE: If the ball is batted, then the batter will be allowed to run the bases). The 
result of the play (outs or safe advances) will stand. The batter will NOT be called out only as a 
result of throwing the bat. 

 
If the same batter throws the bat again on a subsequent at bat, again, the result of the play will 
stand. But after the batter has completed running the bases, the umpire will instruct the 
manager to remove the player from the game for safety considerations. The player will take no 
further part in the game either offensively or defensively. If the manager refuses to remove the 
player from the game, then the umpire will eject the player.   

      
            NOTE:  Rule 4.05 of the playing rules shall be disregarded and the following shall apply. 
 

IV-2 – 
 

(a) Each offensive team is allowed two (2) adult base coaches on the field during its time at bat, 
one near first base and one near third base. 

 
Coaches shall-- 
(1) Remain within the coaches boxes anytime the ball is alive; 
(2) Talk to members of their own team only. 

 
An offending coach shall be removed from the coach’s box. 

 
NOTE: Rule 4.10 of the playing rules shall be disregarded and the following shall apply. Should Rule 
4.11(e) come into play, IV-3 (a) and IV-3 (b) below shall be utilized in lieu of 4.10 (a) and 4.10 (b). 
 

IV-3 -- REGULATION GAME 
 

(a) A regulation game consists of six innings, unless extended because of a tie score, or 
shortened: 
(1) Because the home team needs none of its half of the sixth inning or only a fraction of it; 
(2) Because the umpire calls the game; 
(3) Because the game is terminated in accordance with the provisions of the game time 

limit rule (IV-4); (Not applicable during tournament games). 
(4) Because the game is terminated in accordance with the provisions of the maximum lead 

rule (lV-5). 
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(b)  If the score is tied after six complete innings, play shall continue until - 
(1)  the visiting team has scored more total runs than the home team at the end  of a 

completed inning; 
(2)  the home team scores the winning run in an uncompleted inning; 
(3)  the umpire calls the game; 
(4)  the game is terminated in accordance with the provisions of the game time limit rule (IV-

4). 
 

NOTE: If a game is tied when time expires, each team is awarded one-half game won and one-
half game lost. 

 
(c) If a game is called, it is a regulation game: 

(1) If four innings have been completed; 
(2) If the home team has scored more runs in three or three and a fraction half-innings than 

the visiting team has scored in four completed half-innings; 
(3) If the home team scored one or more runs in its half of the fourth inning to tie the score. 

 
(d) If a game is called before it has become a regulation game, the umpire shall declare it "No 

Game." 
 

IV-4 -- GAME TIME LIMIT 
 

(a) No inning shall start after 1 hour and 30 minutes from the starting time. Any game that reaches 
the time limit is a regulation game regardless of the number of innings played (Regulation VIII). 

 
NOTE: The official game time is the umpire's time. 

 
(b) If within the last ten minutes of game remaining time (umpire’s time), one team requests a time 

out for any reason (defensive conference, pitching change, offensive time out, etc.), the 
opposing manager will be asked by the umpire if they want the game clock stopped or not. If 
the opposing manager requests the clock be stopped, the umpire will stop the game clock and 
it will be resumed on the next pitch of the game. 

 

IV-5 -- MAXIMUM LEAD RULE 
 

If at the completion of four (4) innings of play (or 3 and one-half innings if the home team is leading), 
one team is leading the other by 10 or more runs, the umpire shall call the game. If at the completion of 
five (5) innings of play, one team is leading the other by 6 or more runs, the umpire shall call the game.  

 

IV-6 -- PROTESTS 
 

NOTE: Rule 4.19 (f) of the playing rules shall be disregarded and the following shall apply. The notes 
(NOTE 1 and NOTE 2) associated with Rule 4.19 (f) are considered applicable to the Pee Wee League 
and IV-6. 
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(a) A committee, appointed by the President or in his absence the Vice-President-Baseball, shall 
hear and resolve any such protest as above (Rule 4.19), including playing rules. 

 
(b) Said committee shall be composed of three (3) or more members of the Board of Directors who 

are not: 
(1) Managers in the league involved; 
(2) Umpires of the game involved; or 
(3) Related to any member of either team. 

 
(c) Each protest shall be filed on a League supplied "PROTEST FORM". 

 
(d)  If protest is allowed, the protest committee shall specify the exact conditions under which the 

game will be resumed. 
 
 

5.00 PUTTING THE BALL IN PLAY 

 
NOTE: All provisions of Rule 5.00 of the Official Playing Rules shall apply to the Pee Wee League 
unless in conflict with the following. 

 

V-1 – 
 

The umpire shall declare the ball dead when, in his/her opinion, all continuous play has ceased, 
provided any defensive player has possession of the ball in the infield. Unless a runner(s) has made a 
full commitment to running to the next base as part of continuous action, the runner will be required to 
return to the last legally obtained base. A full commitment is considered facing the next base and 
running full speed in that direction. The fielders may make a play on any runner still legally advancing. 
If a runner is tagged out while off the base, the out will stand. 

 
NOTE: When the pitcher hands the baseball to the adult operating the pitching machine, the ball is 

dead. However, this is not to be used by the defense as a means to stop advancing runners. (See VIII-

6) 
 

NOTE: While the ball is dead, no player may be put out, no bases may be run and no runs may be 
scored. See 5.02 for exceptions. 

 

V-2 -- 
 

If a ball settles under the pitching machine, the umpire shall declare the ball dead. All runners, 
including the batter-runner shall be awarded one base beyond the last base legally touched at the time 
the ball was declared dead. 

 
NOTE: If a thrown ball strikes the pitching machine (but does not settle under it), the ball is alive and 
play continues. 
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V-3 -- 

 
Each manager shall be allowed to request one defensive time-out, not to exceed two (2) minutes, per 
game for the purpose of instructing players. 

 
 

6.00 THE BATTER 

 
NOTE: All provisions of Rule 6.00 of the Official Playing Rules shall apply to the Pee Wee League 
unless in conflict with the following. 

 

VI-1 -- 
 

(a) The batter is NOT entitled to first base when four "balls" have been called by the umpire. If, in 

the judgment of the umpire in chief, the ball is pitched outside of the strike zone and is not 
swung at, it will be considered a “no pitch” and the ball is dead. Runners attempting to advance 
by a stolen base will be required to return to their base. 

 
(b) The Batter is NOT entitled to first base when touched by a pitched ball that the batter is not 

attempting to hit. 
 

NOTE: With the exception of the advance to first base, all other provisions of Rule 6.08 (b) shall apply 
to the Pee Wee League. 

 

VI-2 -- 
 

The Batter becomes a runner and is entitled to first base without liability to be put out (provided said 
runner advances to and touches first base) when a fair batted ball touches the pitching machine before 
touching a fielder. 
 
APPROVED RULlNG: The ball is dead and all runners advance one base.  
 

VI-3 -- 
 
The batter is out for illegal action if the batter offers a bunt to draw the infield in and then attempts to 
swing at the ball rather than completing the bunt. 
 
NOTE 1: The batter is not out if the batter shows bunt but then removes the bat from the strike zone 
and makes no attempt at the ball (fake bunt). 

 
NOTE 2: The determination of an attempted swing is solely the judgment of the umpire. Player safety 
is the primary concern of this rule. 

 
APPROVED RULING: The ball is dead, batter is out and all runners shall return to their bases. 
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8.00 THE PITCHER 
 

NOTE: The provisions of Rule 8.00 of the Official Little League Playing Rules are not applicable to the 
Pee Wee League. The following rules are substituted for Rule 8.00, THE PITCHER. 

 

VIII-1 -- GENERAL ARRANGEMENT 
 

(a) The pitching machine pad shall be a three (3) foot square (minimum) centered 46 feet from 
home base. The pitching machine pad shall be surrounded by a ten (10) foot diameter circle, 
centered on the pad. 

 
(b) The pitching rubber shall be 2 feet to the left and behind the pitching machine when facing 

home plate. The front edge of the pitching rubber shall be located 48 feet and 6 inches from 
home plate. 

 
(c) The pitching machine speed will be set to "38" miles per hour and will remain unchanged 

throughout the season. 
 

VIII-2 -- SETTING AND ADJUSTING THE PITCHING MACHINE 

 
(a) The pitching machine will be set and adjusted by an adult, with the concurrence of the umpire, 

to the satisfaction of both managers prior to the start of the game. 
 

(b) Prior to the start of each ½ inning, the Umpire-in-Chief shall require at least one pitch to 

home base. If the ball is in the strike zone, no changes will be made to the machine. 
 

(c)  Anytime the pitching machine is being checked/adjusted, a player in full catchers equipment 

must be used to receive the ball. Adults are not allowed to receive/catch the pitched ball.  
 

(d) If, in the judgment of the Umpire-in-Chief, the pitching machine consistently pitches balls out 
of the strike zone and requires adjustment for the proper and fair continuation of the game, the 

game will be halted and the machine adjusted. In deciding this, at least two (2) consecutive 

pitches must be, in the umpires judgment, well out of the strike zone, regardless if the batter 
swings at the pitches, or not. The time allowed to adjust the pitching machine is at the 
discretion of the umpire but shall not exceed two (2) minutes.   

 
NOTE: Any manager or coach who continually makes requests of the umpire to adjust the 
machine, shall be warned, and removed at the discretion of the umpire. 

 

VIII-3 -- 
 

The pitching machine will be operated by an adult representative of the team at bat. 
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VIII-4 -- 
 
The adult pitcher shall be allowed to place one foot on the lower half of the back leg of the machine at 
the time of the pitch to steady the machine. At no other time may he/she restrain, brace or otherwise 
be in contact with the pitching machine. The adult pitcher is not allowed to make any adjustments to 
the machine without the direction of the umpire. 

 
PENALTY: If, in the umpire's judgment, the adult pitcher violates this rule the adult pitcher shall be 
removed from the position of pitcher. 

 

VIII-5 -- 
 

The adult operating the pitching machine may not coach any base runner. He may however, direct the 
batter to adjust his/her position at the plate. 

 
PENALTY:  If, in the umpire's judgment, the adult pitcher repeatedly violates this rule, the adult pitcher 
shall be removed from the position of pitcher. 

 

VIII-6 -- 
 

The adult operating the pitching machine may not in any way interfere with the defensive team and 
their play of the ball. The adult pitcher shall kneel/crouch down after feeding the ball into the pitching 
machine to avoid interference with a batted or thrown ball. 

 
The adult pitcher shall not accept the ball from the defensive pitcher until the play has been called dead 
by the umpire. 

 
NOTE: An adult (pitching machine operator) being hit by a batted ball does not necessarily constitute 
interference. This is umpires judgment. 

 
PENALTY: Interference shall be called and the batter or runner on whom the play is being made shall 
be declared out, all other runners shall return to the last base that was, in the judgment of the umpire, 
legally touched at the time of the interference. 
 

 

VIII-7 -- 
 

The defensive fielder designated as the pitcher must keep one foot in contact with the pitching plate 
until the ball leaves the pitching machine. If the pitcher leaves early, the manager will be warned by the 
umpire. If the pitcher continues to violate this rule, the umpire will instruct the manager to replace the 
defensive pitcher. 

 
PENALTY: If the ball is not hit, there is no penalty, only the warning issued by the umpire. If the ball is 
hit, and fielded by the pitcher after leaving the pitcher’s plate early, and any batter/runner is put out, the 
umpire will nullify the out and award the batter/runner the base.  
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FINAL STANDINGS TIE BREAKERS 

 

 
1. Each league will have a regular season champion based on final record (percentage) of all games 

played. In the event of identical records by multiple teams, the following tie breakers will be used. 
 

A. Head to head record of the teams. 
B. Defensive runs allowed per innings played. 

 
2. If there is still a tie after (A and B) above, the league board will determine the next level of tie breaker, 

if any, to be used. 

           
3.  There will be both a regular season champion and a tournament champion named. 

 
 


