
HARTFORD PARKS & RECREATION DEPARTMEMT 
Jackson Area Youth Baseball Association  

(262) 670-3730 
ROOKIEBALL RULES 

 
GENERAL RULES: 
 

1. All games are 6 innings. 
a. Games that are tied after 6 innings will be called and the result will be a tie. Extra innings 

will not be played. 
b. Games are 1:15 hour in length. No new innings after 60 minutes. 

2. Each ½ inning will end when either 3 outs are recorded or when the team batting has scored five 
(5) runs. 

3. In case of inclement weather, call the Recreation Department AFTER 4:30 for notification of 
game cancellations. 

4. Coaches or adult volunteers will act as umpires in the Rookieball League. 
5. The home team that plays the first game of the evening is responsible for setting up the pitching 

machine; the home team that plays last is responsible for putting it away. The visiting team that 
plays first is responsible for getting the bases out, and the visiting team that plays last is 
responsible for putting the bases in the shed, and the base pegs back in. Make sure there is 
communication between coaches to ensure the storage shed gets locked at the end of the 
evening. Help other coaches put equipment away.  

 
PITCHING:  
 

1. A pitching machine will be set up from the 42-foot mound. Coaches before the game will agree 
upon a moderate speed pitch. Once set, the speed should remain constant throughout the game. 
A 35-39 mph starting pitch for the season is recommended, but coaches may agree to go lower 
or higher.  

2. The coach will feed the ball to the machine. A designated adult volunteer or coach can pitch if the 
coach prefers this set up. 

3. Each batter will receive up to 5 total pitches to get a hit. A batter is out with 3 swinging strikes. A 
fourth pitch will be given on a tipped or fouled 3rd pitch/3rd swing. NOTE:  If a pitch is extremely 
out of the knee to shoulder strike zone, an additional pitch is permitted. 

4.  A circle around the pitching machine will be an out of play area. Any ball landing or rolling into 
this area will be called a dead ball, and no hit/swing at bat. Any ball that is hit sharply through the 
area, not hitting the machine is fair play. A ball deflecting off the machine will be considered a 
dead ball and all runners advance one base. The batter will advance to 1st. 

5. A speed increase should be developed over the season. Coaches should take gradual increases 
game by game. A maximum of 43 mph is allowed. 

  
FIELDING: 
 

1. A defensive team consists of 10 players; 1 pitcher (next to coach), 1 catcher, 4 infielders, and 4 
outfielders.  

2. All players that attend a game MUST play in the game. (And play at least 3 Innings in the field) 
a. Any player that arrives after the 2nd inning will receive as much playing time as possible 
b. FREE SUBSTITUTION IS ALLOWED. 

3. To help players learn infield and outfield positions, coaches should rotate players to new positions 
to give each youth opportunities to learn both infield and outfield. Players may not play the same 
position more than 2 innings in a row and may not play more than 3 innings on the infield before 
playing outfield. 

4. Infield Fly Rule: Not Used.  
5. All fielders must play in “traditional” positions (e.g., shortstop must be positioned between 2nd 

base and 3rd base. No “shift” defenses may be employed.  



6. Outfielders may not make put-outs in the infield by tagging base-runners or stepping on a base to 
force an out. Outfielders need to throw ball into infield to make a play. 

 
 
BATTING: 
 

1. Coaches will make their batting line up to include ALL players present at the game. No 
substitution or deviations are allowed during the game. 

2. Batters must wear a batting helmet.  
3. Bunting is NOT allowed.   

 
BASE RUNNING: 
 

1. Metal spikes are not allowed. 
2. All base runners must wear batting helmets. 
3. 60 ft. base length. 
4. No lead offs. Runners must stay on base until the ball crosses home plate. 
5. A runner can advance (1) base on an overthrow at his/her own risk. 
6. The defense may call for time once they gain control of the ball on the infield area. Runners 

advance to the nearest base. 
7. Outfielders must throw the ball to the infield before time can be called. 
8. If a player is 20 feet or more past 3rd base on the way home when time is called, he may continue 

to reach home at his own risk. The defense must attempt a play at the plate to stop the runner 
from scoring. 

 


