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Local Rules – Rookie Division 
 
Introduction 
The Rookie Division allows players to grow after Teeball. Coaches pitch to kids so they can learn 
to see the ball coming out of a pitcher’s hand. They learn to follow the ball all the way into the 
catcher’s mitt. Building on the fundamentals of the game learned in Teeball, players are given 
more advanced instruction in fielding, hitting, throwing, base running, and defense. No new 
inning will start after 75 minutes of play in games, or will be a maximum of six innings, and all 
players bat. Players can be on the defensive bench a maximum of 2 innings per game. Players 
will be placed on teams using a draft selection process.  
 
1. General Rules 

1.1. An official game will consist of a maximum of six (6) innings. However, no new inning 
will start after 75 minutes of play in a game, which will be determined by the time in 
which the third out was made in the previous bottom-half of the last inning. The official 
game clock will be kept by the umpire(s).  

1.2. There is a 6-run limit in all innings. If after three and one-half (3 ½) innings, one team 
has a lead of ten (10) runs or more, the manager of the team with the least runs MAY 
concede the victory to the opponent. If the visiting team has the lead, the home team 
must bat in its half of the inning to close out the game. If a substantial amount of time 
is remaining, the teams should continue to play (modified if agreed-turn off the 
scoreboard) with the purpose of developing the players that need it most.  

1.3. Games can end in a tie. If the time limit is reached and the score is tied at the end of 
three or more completed innings, the game will be recorded in the standings as a tie 
game. 

1.4. A team must have at least 8 players at the designated starting time. If after 10 minutes 
from the designated starting time the team does not have at least 8 players, the team 
must forfeit the game.  

1.5. Safety gear included, but not limited to, cups and athletic supporters, mouth guards, 
and heart guards are recommended for all players at the rookie level. 

1.6. If a child is injured or otherwise in distress, play will be stopped, and the baserunners 
placed in the position on the base they had reached safely before play was stopped. All 
players on the field of play at the time of injury will take a knee until the injured player 
has been attended to by the coaches. 

 
2. Defensive Team Rules of Play 

2.1. There is a maximum of 10 players on the field: regular infield positions (P, C, 1B, 2B, 3B, 
SS) and four outfield positions (Left Field, Left-Center, Right-Center, and Right Field). 
Players can be on the defensive bench a maximum of 2 innings per game. Coaches may 
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shift defensive players if the appropriate number of players remains in the infield and 
outfield. 

2.2. The catcher must take the field in full gear with a defensive team’s coach behind them. 
To help speed up the game, a defensive coach behind the catcher is encouraged to 
throw any passed balls directly to the coach pitcher. 

2.3. The pitcher must wear a helmet or another approved safety mask. The defensive 
pitcher must stand behind the coach pitcher and within 6 feet of the edge of the dirt of 
the portable mound area.   

2.4. There is a limit of two defensive coaches in the outfield, and these coaches must be in 
the outfield grass. Defensive coaches in the outfield can give instructions, provided they 
maintain a stationary position while the ball is in play. Coaches shall not physically 
assist a player during a live ball situation. The defensive coach behind home plate may 
not provide instruction to the defensive team. The exception to this rule is to make 
sure that the catcher’s position will not interfere with the batter or other safety 
reasons. 

 
3. Offensive Team Rules of Play 

3.1. A coach from the batter’s team must pitch to the batter from a position of at least 35 
feet from home plate. The ball must be thrown overhand. Any exception must be 
approved by the coaches/league officials. 

3.2. The coach pitcher must try to get out of the way when the ball is hit. Any batted ball 
that strikes the coach pitcher is considered a hit, the batter gets to advance to first 
base, and the ball is dead. Baserunner(s) will only advance if they are forced to advance 
by the batter advancing to first base. If the ball is hit to the outfield, the coach pitcher 
should move into foul territory, removing oneself from the field of play, thereby 
removing ambiguity regarding baserunner advancement as far as the coach pitcher is 
concerned.  

3.3. All players get to bat. A player batting out of order will be recorded as an out. A player 
who arrives after the start of a game will be placed at the end of the team’s batting 
order. If a team only has 8 players at any point of a game, an out will be automatically 
recorded at the turn of the ninth player in the batting order in lieu of the absence.   

3.4. Each batter is allotted a total of 6 pitches to hit a fair ball. There is no bunting. The 
batter must try at a full swing. The batter is out if there are three strikes before the 
sixth pitch. Missed swings and foul balls are counted as strikes. The batter is also out if 
failing to hit a fair ball after 6 pitches unless the sixth pitch is a foul ball, then the at-bat 
may be extended. However, the batter is out if the catcher catches the ball off the bat 
before the ball ever hits the ground (foul tip) on a third strike or final pitch of the at-
bat. There are no base-on-balls after 6 pitches. Any exception must be approved by 
coaches/league officials. 
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3.5. A batter who throws the bat outside of an 10’ radius of home plate can be called out by 
the umpire. The umpire may provide a warning, but all decisions regarding the 
throwing of bats are at the umpire’s discretion. The general rule is that a bat thrown 
with enough force to injure someone will result in the batter being called out regardless 
of the distance the bat is thrown. Rolling bats outside the radius are left to umpire 
discretion. 

3.6. There is no stealing and no infield fly rule. If a baserunner leaves the base before the 
ball is hit, the baserunner may be called out. 

3.7. On a hit to the outfield, baserunners must be stopped by the defense. A ball returned 
to an infielder who demonstrates control does not automatically result in time being 
called by the umpire(s). Baserunners caught between bases may advance at their own 
risk, and the defense is free to make a play on these baserunners. Play is stopped only 
when all baserunners have been stopped by the defense and/or time is called by an 
umpire and/or the coach pitcher calls for the ball. 

3.8. A baserunner who misses a base can be tagged out. A baserunner missing home and 
going into the dugout will be called out. The baserunner can return in a "reasonable 
amount of time" to touch up at home plate, if he/she is not tagged out. 

3.9. If there are already 2 outs, a courtesy baserunner may run for a player on base that is 
playing catcher (to allow them more time to put their catcher’s equipment on and 
speed up the game). The courtesy runner should be the player that recorded the last 
out before the catcher. 

3.10. There is no on-deck circle. All players not currently on base or walking to the plate as 
the next hitter must remain behind the fence in the dugout. All bats must remain in 
the bat rack until the hitter is ready to take his/her at-bat. 

 
4. Fall Season Rule Alterations 

4.1. Rule 3.4 is altered as follows: 
Each Batter gets a total of 7 pitches. If the last pitch is a foul ball, then the at bat 
continues unless the catcher catches the ball off the bat before the ball ever hits the 
ground. In this case, the batter is out. If the batter fails to put the ball in fair play after 
the seventh pitch, the batter is ruled out.  

 
 
 
 


