
AAA Division Rules  
2020

OBJECTIVE 

The AAA Division is a training process by which players can learn, develop, and practice 
fundamental baseball skills and receive maximum enjoyment from the experience. The 
learning experience must be fun coupled with the advanced development of the 
fundamental skills of hitting, throwing, pitching, fielding, base running, and general 
baseball knowledge. The basic concept should be total team participation in a congenial 
environment under the direction of concerned and competent adults. 

The manager is responsible for controlling the conduct of players and parents. Poor 
sportsmanship will not be tolerated. Players can cheer their own team on but may not yell 
disparaging remarks at the opposing players or attempt to distract opponents. Remember, 
the value of all the RHLL Minor League programs is the learning experience. Participants 
are in a critical developmental period. A manager's reward will come from being a 
positive factor and influence in each child's development. 

A. GENERAL INFORMATION:
. 

1. Official Rules - The rules as outlined in the Little League 2020 Official 
Regulations and Playing Rules (Green Book), together with the options and 
additional rules noted in this document, shall govern all play.

2. Game Day - Have your team be prompt. Be ready to start at game time. 
Managers should have their team there 30-45 minutes prior to game time. This 
means having your lineups set and give a copy to the opposing team at least 15 
minutes prior to the start of the game. Games will run 6 innings; however, a new 
inning may not start later than 1 hour 45 minutes from the start time or after 
7:30pm (or 7:15pm at DiMauro) if a game follows yours. A game will be 
considered a tie if the score is equal after 6 innings or after the time limit is 
reached.



3. Official Game - Games are official after 3 1/2 innings due to weather or
darkness. Game results must be emailed to the league director. Remember, safety
of the kids is priority number one.

4. Home Team - The home team is listed on the master schedule with “(h)” next to
it.  Home team responsibilities include:

a. Occupies the 1st base dugout and warms up in right field.
b. Supplies 2 game balls to the umpire.
c. Will take infield practice 10 minutes immediately before the start of the

game and starts the game in the field.
d. Bench players are alert and retrieve foul balls out of play to return to

umpire.
e. Take the time to clean up their respective dugouts after the game.

5. Visiting Team  - Visiting team responsibilities include:
a. Occupies the 3rd base dugout and warms up in left field
b. Will take infield practice from 20 minutes to 10 minutes before the

scheduled start of the game and starts game at bat.
c. Bench players are alert and retrieve foul balls out of play to return to

umpire.
d. Take the time to clean up their respective dugouts after the game.

6. Pitching eligibility - Each manager must identify ineligible pitchers on their
lineup card prior to the start of each game. NOTE:  The RHLL website has a
Pitchers Report for each team listed under Team Info section. Managers must
login to view this information. It will note the next available day a player can
pitch after required days rest.

7. Forfeiting - If a team does not have the required 9 players, this should not
constitute a forfeit. Teams can either borrow players from the opposing team or
can play with 8 players. Each team plays 9 players in the field (standard field
positions).  The borrowed player will be the player who made the last out in the
previous half inning unless that player is catching the next inning.

8. Infield Warmup Between Innings - In order to increase the innings being played
per game, we only allow infield warmups during the pitchers warmup. Opposing
first base coaches are asked to help backup throws to first baseman.

9. Players Properly Equipped - All male players MUST wear a protective cup.
This is a Little League rule (Rule 1.17)

10. Scorebook – Both teams must keep a scorebook (written or electronic). Full
names and uniform numbers must be used in scorebooks. The home team is the
official book of record for score and pitch count discrepancies. Scorekeepers
should confer at every half inning to avoid disputes (score and pitch counts). After
each game, the home team will submit for both the home and visiting team to the
AAA Division Director the innings played, game score, all game pitchers’ names,
innings pitched per pitcher and pitch count per pitcher. While the manager may
delegate this to another coach or parent, the manager is ultimately responsible.

11. Coaches - Maximum of 4 Coaches allowed in the dugout during games. One must
remain in dugout at all times to ensure kids focus on the game and remain safe.



The scorekeeper may be outside the field of play but must be easily accessible to 
verify scoring and pitch counts. 

12. Umpires - Managers & coaches MUST  refrain from arguing calls with the 
umpires. Only the manager can call time to review a call. Good sportsmanship 
should start with the coaches. (Lead by example.)

13. Spectators - No one (parents, coaches, kids, etc.) is allowed behind the backstop 
of fields while game is being played.  The exception is the team’s score keeper.

14. Injuries - In the event of an injury, the coach should contact the league's safety 
coordinator (Dan DiTunno- dditunno@tilcon-inc.com ) and the AAA division 
director (Bob Packer - rfpacker@hotmail.com ) as soon as possible after the 
injury.

B. GAME PLAY:

1. Playing Time - Each player must play a minimum of 4 innings in the field, and
MUST play 2 innings in the infield within the first four innings. No player can sit
two consecutive innings. First base, pitcher and catcher position assignments will
be based on manager discretion. Although you keep score, we encourage the
coaches to play each player equally, as our goal is to develop our players rather
than to see who wins the most games. It is strongly encouraged that you move
players around to various positions throughout the season, especially early on.
Give kids the chance to learn and develop at different positions and keep them
interested in baseball as a sport.

2. Batting Order - All teams shall bat the entire roster present at the game. The
average at-bats per game per player should be roughly equal. The intent is to
ensure that each player get approximately the same number of at-bats through the
season. The means for accomplishing this is up to the manager. One method
would be to rotate the batting order each game starting with the last batter from
the previous game. Also, if a child arrives late to a game site and if the manager
chooses to enter him/her in the lineup he/she would be added to the end of the
current lineup. LOCAL RULE: An equivalent lineup is the greater of players
participating in a given game.  For example:  If one team has 11 players and the
other 9, both teams will be allowed to send a maximum of 11 players to the plate
if 3 outs or 5 runs have not been recorded.

3. Substitutions:  Since the entire roster is batting, free substitutions are allowed as
long as all other rules concerning player position assignments (e.g. catching,
pitching, infield, etc.) and minimum playing time rules are met.

4. No On Deck Batter!!! – Nobody but the batter is allowed to be holding a bat at
any time. This is a Little League rule. No batter is allowed to swing a bat until
they are at the plate.  This includes outside of the field fence.



5. Strike Zone. It’s Large - Mid shins to top of shoulders and the width of the
baseball inside and outside. Get the players swinging! Establish the strike zone
with the umpire prior to the game (both managers together), and then let it go.

6. Bunting – Bunting is allowed. Maximum of 2 playable balls per inning. The use
of the “fake bunt to full swing” on a single pitch is not allowed  for safety reasons.
Once a batter squares up or otherwise enters a bunt position with the body or bat,
that batter cannot change and execute a full swing on that same pitch.

7. No Throwing Bats  - If unintentional, the umpire will have the discretion to warn
a player the first time it happens (if it’s early in the season). The second time the
batter will be called out. If intentional, the batter is out and may be subject to
disciplinary action including ejection. Remember, safety of the kids is priority
number one.

8. Catcher Dropped Third Strike – This rule does not apply for AAA. The batter
will be out and runners can advance on bases at own risk.

9. 5 Run Rule – A five run limit is to be imposed, which would complete the
half-inning. 3 outs, 5 runs or hit through entire order, whichever comes first . Runs
that may score after the fifth run are not counted. Example : Team has scored 4
runs and player hits a grand slam. Player gets credit for RBI’s but team posts a
limit of 5 runs in the scorebook not an 8.

C. BASERUNNING:

1. STEALING  - Note that the runner may begin to advance once the ball crosses the
plate/reaches the batter.

a. Unlimited steals of 2B and 3B. The runner may only steal one base per
pitch. If a throw-down occurs, the runner may not steal another base
irrespective of overthrows or other mishandling of the ball. The goal of
this rule is to allow runners the opportunity to steal and also to teach
catchers how to throw down without fear that a runner will simply steal all
the way around. Throwing down on steals is to be encouraged.

b. Steals are allowed on a passed ball or wild pitch.
c. No steals are allowed if a team is up 7 or more runs.
d. Maximum of 2 steals of home per inning will be allowed only on a passed

ball or wild pitch . Catchers hustling after a passed ball and pitchers
covering home plate are an integral part of the game. Teach batters to back
away from the plate on passed balls so they are not interfering with play at
plate.

e. Throws back to the pitcher that are dropped or get past the pitcher are dead
balls - no player may steal a base. Coaches should still encourage backing
up throws. This keeps the kids moving and gets the ball back to the pitcher
quickly for next pitch.

f. No stealing once the pitcher is in contact with the pitcher's plate and in
possession of the ball. Runners are no longer allowed to steal regardless of
where the catcher is located and must promptly return to their last base.
The intent here is to keep the game moving.



g. No delayed steals and no taking off for second base on walks.
2. No Head First Sliding!!!  - The only exception to this rule is if a runner is in a run

down, the runner may slide head first to the base he is coming from. Any player
sliding head first, except as noted, is automatically out.

3. Must Slide - To prevent injuries, no running over catchers at home plate.  All
base runners must slide into home plate if there is a “play” at home.  Failure to do
so will result in the base runner being called out. Players must slide or avoid any
contact at second/third if a defensive player is there, in control of the ball or if
there is a throw coming in to the fielder. Encourage sliding . Encourage your
players to buy sliding pants, to prevent “raspberries” and to encourage proper
sliding technique. A player that is sliding into a base will be considered
attempting to avoid a collision.

4. Defensive Interference - Defenders may not interfere with a base runner (ex. the
defender cannot block the path unless he has the ball or is making a play to get the
ball). During such occurrence, the runner will be awarded the base and no out will
be recorded. This is an opportunity to coach and instruct the proper location for
the defender to stand.

5. Leading - No leading off until the pitch has reached the batter. Base runners
should be encouraged to take a lead on every pitch. If a runner leaves before the
pitch crosses the plate the umpire will return the runner to their original base. If
one runner on base leaves early all runners are deemed to have left early. If a
runner(s) leaves early the batter will advance to the base that in the umpire’s
judgment would have been the result of a "clean" hit and the runner(s) will be
place one base in front of the batter/runner. For example, 1) runner on second
leaves early and batter hits a clean single runner is returned to second base; 2)
runners on second and third, runner on second leaves early and batter hits a clean
single runners are returned to second and third base; 3) runners first and third,
runner on first leaves early batter hits a clean single runner on first advances to
second and runner on third is returned to third base and no run is scored.

6. Ball Put In Play  - When a player hits the ball, and the ball is thrown to first base.
If the first baseman catches the ball or has the ball in possession, please do not
have the runner go to second. The baserunner should be taught to run through the
base and look right for overthrow (no move to second base) and then return to the
base. We need to emphasize proper base running. If a player turns inside after
touching first, but makes no attempt for second, he or she is not out if tagged. Use
this opportunity to explain to players that they should turn outside. If the ball is
overthrown, then the runner can advance to second base at their own peril.

7. Pinch Runner For Catcher:  A player who is on base with two outs and will be
catching the next inning should be substituted for . The player who made the last
out will make the substitution. Please do your best to have catchers dressed and
ready to go if they have already hit in the inning or hit later in the inning. Both
rules are to help speed up play.



D. PITCHING:

1. Pitchers will be used and standard Little League rules apply for minor league
pitchers.

Regulation VI – PITCHERS – 
Any player on a regular season team may pitch. (NOTE: There is no limit to the 
number of pitchers a team may use in a game.) 
Players once removed from the mound may not return as pitchers. 
The manager must remove the pitcher when said pitcher reaches the limit for 
his/her age group as noted below, but the pitcher may remain in the game at 
another position: 

League Age: 9-11:  65 pitches per day (local rule limit for Minors) 
7-8:    50 pitches per day

Meeting Threshold During At Bat: If a pitcher reaches the limit imposed in Regulation 
VI (c) for his/her league age while facing a batter, the pitcher may continue to pitch until 
any one of the following conditions occurs: 1. That batter reaches base; 2. That batter is 
put out; 3. The third out is made to complete the half-inning. 
A "T" will be used to denote threshold pitching in pitch count reporting. Example: 
Pitcher reaches pitch count of 35 while facing a batter. The pitcher throws an additional 
three pitches to complete the at bat then is removed from the pitcher’s position for the 
game. The recorded pitch count will only be “35T” (denoted threshold), regardless of the 
number of additional pitches to that last batter. 

NOTE: If a pitcher reaches 40 pitches while facing a batter, the pitcher may 
continue to pitch, and maintain their eligibility to play the position of catcher for the 
remainder of that day, until any one of the following conditions occurs: (1) that 
batter reaches base; (2) that batter is retired; or (3) the third out is made to 
complete the half-inning or the game. The pitcher would be allowed to play the 
catcher position provided that pitcher is moved, removed, or the game is completed 
before delivering a pitch to another batter. If a player delivers 41 or more pitches, 
and is not covered under the threshold exception, the player may not play the 
position of catcher for the remainder of that day. 

NOTE:A player who played the position of catcher for three (3) innings or less, 
moves to the pitcher position, and delivers 21 pitches or more in the same day, may 
not return to the catcher position on that calendarday.  
EXCEPTION: If the pitcher reaches the 20-pitch limit while facing a batter, the 
pitcher may continue to pitch, and maintain their eligibility to return to the catcher 
position, until any one of the following conditions occur: (1) that batter 
reaches base; (2) that batter is retired; or (3) the third out is made to complete the 
half-inning or the game. 



Pitchers must adhere to the following rest requirements: 
• If a player pitches 51 - 65 pitches in a day, three (3) calendar days of rest,

must be observed.
• If a player pitches 36 - 50 pitches in a day, two (2) calendar days of rest,

must be    observed.
• If a player pitches 21 - 35 pitches in a day, one (1) calendar days of rest must

be observed.
• If a player pitches 1-20 pitches in a day, no (0) calendar day of rest is

required.

(e) A player who has attained the league age of twelve (12) is not eligible to pitch in
the Minor League. (See Regulation V – Selection of Players)

2. All pitchers must start pitching from the regulation pitching mound and have a 
foot on the rubber. If pitchers are unable to reach home plate consistently, both 
coaches must agree on each pitchers allowable new “mound". All new 
replacement pitchers, must start throwing from the rubber.

3. LOCAL RULE:  New pitcher will be allowed 8 warm up pitches and 4 warm up 
pitches each subsequent half inning.  Rule also applies to relief pitchers.

4. LOCAL RULE: A pitcher MUST be removed after 3 hit batters in one inning or 
four in a game.

5. The development of young pitchers is an integral aspect of minor league baseball. 
The more pitchers we can develop the better off the league will be. Part of that 
development is throwing strikes consistently. The development of pitchers that 
throw strikes will insure the proper development of all players skills (hitting and 
fielding). 



For The Entirety of Season: 
a. No coach pitch.
b. 4 balls = walk 
c. Players hit by a pitch thrown by a player (not a coach) will be awarded first 

base. Base runners will advance accordingly if bases are occupied.
d. A manager upon his third visit to a pitcher in an inning, fourth visit in a game 

must remove the pitcher from the game. Time must be granted by the umpire 
before visiting the mound.

e. LOCAL RULE: At least six players per team must pitch during the 
season. The intent of this rule is to promote the development of pitchers. The 
manager should work with the players during practice to determine if their 
control is good enough to pitch in a game. Encourage your pitchers to regroup 
and find the zone after a walk. Learn to utilize the defense behind them. Not 
necessary to try and strike everyone out. Another part of their development.

E. MISCELANEOUS:
● All rules will be reviewed by AAA Division director, managers and coaches

around the half way point of the season. Any modifications made to the rules
must be relayed to the AAA director and umpire coordinator who will relay the
changes to the league umpires. The rules set forth in this document will only be
effective if they embraced by the managers and coaches with the purpose to
advance the development of the fundamental skills of hitting, throwing, pitching,
fielding, base running, and general baseball knowledge.

● Playoffs: Rule modification may be considered for postseason play. Playoff rules
will be discussed a couple weeks prior to the end of the regular season. These
modifications must also be relayed to the umpire coordinator.

● Email results to gamereportAAA@rhllct.com and copy opposing manager.
Included in the email should be the following:

o Innings played
o Score of game
o Names of pitchers and number of pitches thrown for both teams (make

sure to note thresholds)
o Umpire names and position (plate or base)

2019 AAA League Director: Bob Packer 
E-mail: rfpacker@hotmail.com|

mailto:gamereportAAA@rhllct.com



