
 
 
 

COUNCIL ROCK LITTLE LEAGUE 
MAJOR LEAGUE PROCEDURES 

AAA League 
 
 
PLAYING RULES:  
 
Fielding:                          

1. Free defensive substitution with the following requirement.  No player can sit 
on the bench for two consecutive innings.  This will give all players a 
minimum of three defensive innings in the field in a six-inning game.  Try to 
give an extra inning or so to players that would not ordinarily start.  If only 10 
players are present then every player must play 4 innings in the field.  This 
only applies when 10 players are present. 

2. Every player must play an infield position (includes pitcher and catcher) at a 
minimum of two innings in every game. 

3. No Infield Fly Rule 
4. The Inning is over when 3 outs are made, or after the 9th batter, whichever 

occurs first. (See Rule 6 below for more detail) 
 

Batting: 
5. In the AAA League all players are in the batting order.  The order may 

change from game to game. 
6. The Inning is over when 3 outs are made, or after the 9th batter, whichever 

occurs first. 
• If 3 outs are not made and a team has less than 9 batters and their 

opposing team has 9 they are allowed to bat 9 players.  (One or more 
batters may be up twice in an inning). 

• 9
th Batter - No more than 9 Batters will bat in any ½ Inning, regardless of 
the number of outs, runs scored, or runs ahead or behind. 

• It is the duty of the manager at bat to notify the team in the field, and the 
umpire, of the 9th batter. The umpire shall then do the following: 

 Call time out. 
  Announce that there are now 2 outs, regardless of how 

many outs there are at that time.  
 Call batter up 

 Ending an inning: 
1. Any batted ball out constitutes the end of the inning. 

  A batted ball, fielder throws ball out of bounds, the 
runners get the base they were going to, plus the 
next base. 

• Play will be stopped by a fielder tagging any base or 
home plate, in front of the batter, who is now running. 
Any runners crossing home plate prior to the 
aforementioned stoppage of play, shall be credited with 
a run. 

2. The 9th batter cannot walk. He must hit the ball in the 



field of play or strike out. 
EXCEPTION: If the bases are loaded when the 9th 
batter comes up, the manager of the batting team may 
elect to take a walk, so long as he announces it prior to 
the first pitch to that batter. 

 
 
7. Only one batter may bunt per inning. 
8. NO on-deck batters per LL rules. Only bats approved by LL are eligible for 

use. 
9. Teams must play at least 4 innings for a regulation game regardless of the 

score. There is a 15-run mercy rule in effect for all games after 4 complete 
innings (3 1/2 if home team is winning). There is a 10-run mercy rule in effect 
for all games after 5 complete innings (4 1/2 if home team is winning). 

10. If a player cannot play a defensive field position for any reason they are 
ineligible to bat. An out will not be recorded. Once they play a defensive field 
position they are eligible to bat. 

11. Any player who shows a Bunt then swings away will immediately be “out”. 
No exceptions. 

12. A batter throwing a bat, while swinging, shall be warned at the first 
occurrence. Any subsequent bat throwing will result in the batter being called 
out after the conclusion of the play. 

13. Teams may not start a game with less than 9 players.  If you expect to have 
9 or fewer (or even 10), it is recommended that you use Call-up’s”.  Call-ups 
are subject to all minimum play rules, but MAY NOT PITCH.  There is no 
limit to the number of call-up’s in a game. 

14. Teams may finish a game with less than 9 players. 
15. Any contact made by the runner with a catcher when a play at the plate is 

pending shall be called out, unless the runner slides. “Slide or avoid”.  
Runners are encouraged to slide at home plate when in doubt.   

16. The assigned uniforms must be worn by each player including the hat.  
Uniforms must be tucked in, the correct socks worn etc…  Pitchers cannot 
wear white long sleeve shirts under their jerseys. 

 
BASE RUNNING: 

17. Stealing is permitted at second and third base.  No advance past the base is 
allowed on an overthrow of a steal.  There is NO stealing of home plate under 
any circumstance. 

Example:  Player on third base takes a big lead after the pitch crosses the plate. 
Catcher attempts to pick-off and overthrows third base. 
Result:  Player on third may not advance. 
18.  Catchers may throw to first base or third base after a non-batted ball in order to 

pick-off the base runner without penalty. 
Example:  Player on first base takes a big lead after the pitch crosses the plate. 
Catcher attempts to pick-off and overthrows first base. 
Result:  Ball is dead/ No base runners may advance. 
NOTE:  This rule is designed to help develop catchers. We expect managers NOT to 
abuse this rule in order to slow down the game. 
19. No Leads are permitted until the ball crosses the plate. A runner must stay in 

contact with the base until the ball reaches home plate. 
20. Runners are limited to one base per batted ball on overthrows, regardless of 

the number of overthrows 



21. A runner may tag up after a fly ball is caught only by an outfielder.  There is 
no tag up if caught by an infielder. 

Example:  Man on 2nd base, less than two outs – Line drive to shortstop who catches the 
ball in the air (batter out) and then overthrows second base attempting to double-up 
the base runner who has strayed. 
Result:  Play is stopped as soon as the ball is overthrown.  No base runners may 
advance. Batter is out due to the catch. 

 
PITCHING RULES: 

22. If a pitcher hits 3 batters in a game, he must be removed as the pitcher, but 
can stay in the game at another position 

 
23. SEE SEPARATE ADDENDUM 

 
Please report any Playing or Pitching violations to league commissioner.  
Violations are subject to the game being forfeited, replayed (from point of 
violation or entirely) and/or the manager being suspended.   
 
GENERAL RULES: 
 
1.  All volunteers must have background checks submitted to the league prior 

to coming on the field.  
2.  There is no time limit for day games or games played under the lights.  Exception:  

No inning can start after 8:00 p.m. when there is a night game scheduled on CC 
#160 after 8:00 p.m.  

3.  If a game is suspended for rain or darkness prior to the completion of the first inning, 
then the game will be started over; pitching not counted and entire game played at 
another date. 

4.  If the game is suspended for rain or darkness at the completion of an inning, with at 
least four innings played, then the game will be considered a complete game. 

5.  If the game is suspended for rain or darkness at the completion of an inning, with 
less than four innings played, then the game will be completed at a later date. 

6.  Play MUST STOP immediately at first streak of lightening. A 30-minute waiting 
period is required from the time of any lightning strike. 

7.  All Games and practices MUST be played on the approved fields. At no 
time may practices be held at residences or non-approved facilities. 

8.  Games will be 6 innings. No extra innings will be played. A legal game is 4 
innings (3½ if the home team is winning). 

9.  Score is kept for all games. Standing will be recorded on the website.  
 
• 3 points for a win.  
• 1 point for a tie.   
• 0 points for a loss.  

 
Reporting Scores: We are using the online system to report scores and pitching.   
Please report within 24 hours of your game. 
 
Scoreboard:  Use the scoreboard for every game.  It is the home team’s 
responsibility to operate the scoreboard.  Please report any problems operating the 
scoreboard to the league commissioner. 
 



 
Rescheduling Games: Team managers may never cancel or reschedule games 
ahead of time.  If there is any chance a game can be played due to the weather, it will 
not be canceled early.  Games can never be rescheduled because your top player(s) 
cannot make the game.  If you know in advance that six or more players are not 
expected to play in a game, call the commissioner. 
Be prepared to give names and phone numbers of players unable to make game as 
well as call-ups you have tried that have declined your invitation. 
 
Pre-Game Field Use and Preparation: The following schedule should be 
followed to ensure both teams receive sufficient time to warm up.  The Home Team is 
responsible to get the field ready including the scoreboard. 
1.  Up to 20 minutes prior to the game - Home team has the field.  Home team can 

arrive at field early for practice before their game and the field is theirs to use. At this 
time the away team has the batting cage. 

2.  20 minutes prior to the game - Away team gets the field. The home team has use of 
the batting cage at this time. 

3.  5 minutes prior to the game - Touch-up field preparations. 
4.  Home team to supply two new game balls. 
 
 
Post Game Field Responsibilities 
1.  The Home Team is responsible for making sure all equipment; bases etc. are locked 

up in the gang box.  
2.  Both Teams are responsible for raking the pitcher’s mound, home plate area, filling 

in holes and ruts and watering down these areas. 
3.  Both teams are responsible for cleaning up the trash in the field, dugout and stands 

after each game. 
 
Coaching Game Time Responsibilities: 

 
1. An adult must be in the dugout at all times. A player has to coach first 

base if only two adults present 
2. Only four adults in the dugout, three are allowed in the field area (manager 

and two coaches).  The Fourth coach can only keep score (do the book), 
NOTE: If a team is assigned a teenager for LINCs hours he or she will 
count as the fourth person. 

3. Except for base coaches, managers and coaches must remain in the 
dugout area, including between innings. No team meetings on the field 
area in between innings. 

4. Players not in the game must remain in the dugout area. 
5. Only team members are allowed in the dugout 
6. No batting rings or hitting sticks allowed. 
7. All bats must be lined up against fence; not in the dugout 
8. No player may hold a bat until they are on the field (there is no on deck batter) 
9. Coaches cannot warm up the pitcher; utilize the umpire as needed. 
10. Players warming up (example: pitchers for next inning) must be inside the 

fences with a spotter wearing a helmet protecting the players 
11. All spectators must be in the bleachers area or down the lines. No one 

should be behind the fence or dugouts. 
12. Teams must exchange line-ups prior to each game.  Each scorekeeper must      

reconcile the player pitch count AT THE END OF EVERY HALF INNING. 



13. There are no courtesy runners allowed as per Little League rules 
14. Under no condition shall a manager leave the field area until all team members 

have been picked up.  
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