
2019 Urwin Tournament Rules 
Coventry Little League Local Rules, Version JUL2019  

GENERAL RULES 

Start of Game 
The home team shall be decided by coin toss for all games except the Championship game and the “if 

needed” second Championship game.  Winner of coin toss chooses to be either home or away.  For the 

Championship game, the undefeated bracket winner will be the home team.  If the away team wins the 

game (necessitating the “if needed” second game), that team will be the home team for the second 

game. 

Minimum Player Requirements 
Teams shall have a minimum of 8 players to begin a game during pool play and a minimum of 9 players 

during bracket play.  Failure to meet minimum player requirements will result in a forfeit. 

Use of Ineligible Players 
Teams shall on good faith adhere to the age limits and use of non-district team players.  Any team 

discovered to violate these rules shall be immediately removed from the tournament. 

Batting Order/Lineups 
The batting order shall be continuous and shall consist of the players present on the team for the game. 

Players arriving after the start of the game will be added on to the end of the roster. Players arriving 

after their team’s line-up has batted through one time is ineligible for the game. (e.g. a late arriving 

player may not bat after the first hitter in the line-up steps to the plate for their second at- bat). 

Persons Allowed on The Field 
The players and up to three adults (Manager and two coaches) are the only individuals allowed on the 

field or in the dugout during games. In the event that a Manager or coach is absent, a parent or 

volunteer designated by the Manager and already registered with CLL as a volunteer may substitute. 

One adult must remain in the dugout when there are players in the dugout. 

Rules, Participation, and Demeanor 
All players must remain on the field or in the dugout during the game. A player cannot leave the field or 

dugout to sit in the stands or purchase food or drink from the concession stand once the game has 

begun except to use the restroom or for treatment of an injury or illness.  In the case of using the 

restroom, a parent or coach must escort the player from, and back to, the dugout. 

Baseballs 
Regular little league baseballs will be used for all tournament games. 

On Deck 
No player shall be “on deck” during a game. ONLY THE FIRST BATTER OF THEIR TEAMS’ HALF- INNING 

MAY HAVE A BAT IN THEIR HANDS TO WARM-UP AND MUST BE IN AN AREA OUTSIDE THE BATTERS BOX 

WHERE NO PERSON IS NEAR THEM BEFORE SWINGING. 



Base Coaches 
1. 8U: Only the manager or coaches may coach bases 

2. 10U: Managers and coaches primarily coach bases.  At the manager’s discretion, players may 

coach a base, but must wear a helmet. 

Food in Dugout 
No food or drink shall be brought into the dugout during the game except for a drinking container 

containing water or other suitable beverage.  Sunflower seeds are allowed. 

Postponements 
Games will be canceled by Coventry tournament director, head umpire, or executive board member of 

Coventry Little League present at the game. Games will be rescheduled by tournament director. Teams 

involved will be notified as soon as possible. Games will be made up at earliest possible date and time. 

Game Rules 
Game rules are played as described in the Little League Official Rules Handbook and the local rules 

described in this document. No gentlemen’s agreements, contrary to these regulations, are allowed. 

However, house rules listed below will be followed for all tournament games. 

Time Limit 
The umpire will announce the start time of the game to both coaches as he or she calls play ball just 

before the first pitch is thrown after warm ups have concluded. 

1. The last inning will be called at 90 minutes from the announced start time. If the top of the 

inning has not started or it is a minute or two before 90 minutes, the last inning will be called. If 

the inning has started and an out has been recorded then the following inning will be called the 

last inning. 

2. Once the last inning starts, that inning will be “once through the order” up to the smallest 

number of players on either team.  If one team has 10 players and the other has 12, both teams 

can only use 10 batters during their respective half inning.  This max number of hitters shall be 

determined prior to the start of the game.  If the home team is ahead after the visiting team 

bats then the game is over.  Once home team takes the lead the game is over. However, games 

may end in a tie during round robin play. 

3. For bracket play, once round robin play is completed. If the last “once through the order” inning 

is complete and the game is still tied, the next inning and any other new inning following will be 

a five-run rule limit for 10U and four run limit for 8U. Game will continue until a winner is 

determined. 

Mercy Rule 
Ten run rule is in effect after 4 innings. 3 1⁄2 innings if home team is in the lead. 

Coach Trips to the Mound 
Coaches are allowed to go to the mound to speak with the pitcher or to a pitcher/catcher combination. 

NO TEAM conferences allowed. Manager is allowed 3 visits per pitcher during the course of the game. 

Pitches are allowed one visit per inning; pitcher must be removed on the 2nd visit in same inning. 

Pitcher must be removed on 3rd visit regardless of what inning it occurs. 



Pitching Rules and Days Rest for Pitchers 
We will follow same rules are outlined by Little League. Three hit batters by the same pitcher in the 

same game will result in the removal of that pitcher from pitching the rest of that game. 

No pitcher may throw more than 40 pitches and then be placed at the catcher position for the 

remainder of that game. 

• 1-20 pitches no days rest 

• 21-35 pitches (1) calendar days rest 

• 36-50 pitches (2) calendar days rest 

• 51-65 pitches (3) calendar days rest 

• 66 or more pitches (4) calendar days rest 

If pitcher starts batter before the next pitch limit is reached, the pitch count will reset to lower level. 

Example if player starts batter at 34 pitches and finishes batter at 39 pitches and then is removed from 

game the pitch count reverts to 35. 

Both coaches and official scorer should compare pitch counts at end of each inning. Both coaches should 

sign pitch log or both scorebooks at completion of game. 

Daily pitch counts for 8U and 10 U are listed under division rules. 

Umpire Interaction 
Only Managers may discuss a call with the umpire or request an appeal. 

Playing Time 
All Players should play at least 1⁄2 of each game they participate in and may not sit for consecutive 

innings. If the game ends in the 4th or 5th inning all players must have played at least two innings in the 

field. 

Ground Rules 
Ground rules shall be established between the team Managers and umpires, as applicable, before the 

start of the game. 

Dropped 3rd Strike 
There is no running on a dropped 3rd strike in either division. 

End of Games 
At the conclusion of each game, final scores and pitch counts should be confirmed by both managers 

and an official scorer, if one is present. Managers should email final scores and pitch counts as soon as 

possible after game to tournament director. 

  



10U Division Specific Rules 

Pitching 
Three (3) hit batters allowed per pitcher per game, mandatory removal from pitching for that game. 

NO intentional walks. 

**NOTE** A strike will erase balls one time only per at-bat. (Example 1: A strike thrown on a 2-0 count 

reverts the count to 0-1 then the at bat continues as “normal” from that point. Example 2: On a first 

pitch strike the count continues as a “normal” for remainder of at bat”). 

Pitch Counts 
• League age 9/10 - 75 pitches per day  

• League age 8 - 50 pitches per day  

Bunting 
Bunting is allowed. Slashing is prohibited and the batter is out. (Slashing is when a batter squares to 

bunt to draw the players in and then tries to swing and hit the baseball). Once batter squares to plate 

batter either attempts bunt or takes the pitch. 

Base Running 
Maximum of 3 successful steals per inning (Attempted steals where runner is thrown out are not 

counted as part of the three).  Once 3rd steal is completed any further successful steal will result in 

runner returning to original base.  If runner is thrown out or tagged out attempting a 4th or more steal 

the runner is out. 

Each individual runner that advances to another base on a steal is considered (1) steal (e.g. runners on 

1st and 2nd and they both successfully steal at the same time counts as (2) steals. 

If the catcher attempts to throw out a runner during the act of stealing a base, the runner CANNOT 

advance ANY additional bases if the ball is overthrown to the base, which a player is attempting to steal. 

If the catcher throws the ball to a base that is already occupied by a runner, also known as throwing 

behind runner or pick off, base runners may advance at their own risk a maximum one (1) base on an 

overthrow, and will not count as a steal. 

If the catcher over throws the baseball back to the pitcher after a non-hit pitch, the runners can advance 

at their own risk. This is considered advancement on an error and will NOT count as a steal. The 

advancing player may advance only one base. If attempt is made to throw out runner and an overthrow 

occurs runners may advance another base. 

PLAY STOPS when pitcher has possession of the baseball and is inside the circle of the mound and the 

baseball play is completed. 

No delayed stealing is allowed. Any attempted delay steal runner is sent back to original base unless 

runner is tagged out during attempt. If the maximum number of steals is reached and a player steals 

that runner is returned to the base he started from.  Example: Runner on 1st and 3rd, the runner on 1st 

steals 2nd the runner on 3rd cannot wait for the catcher to throw through before stealing.  Both runners 

must steal at the same time as the ball crosses the plate or on a pass ball.   



**Clarification** A base runner must slide into home when attempting to avoid a tag and there is a clear 

attempt at making a play at the plate. If a throw from an infielder or outfielder comes into the plate well 

after the runner crosses the runner is considered safe.  If the runner is viewed as not having slid during a 

play at the plate and the runner was safe, that runner will be sent back to 3rd.  If the same runner didn’t 

slide and was called out by force or a tag at the plate the runner is ruled out and not returned to 3rd 

base. 

Runners are allowed to advance one base on any overthrow not made by the catcher attempting to 

throw out stealing runner. If ball is returned to pitcher without another overthrow occurring runners 

must stay at the one advanced base. 

Five Run Rule 

A half inning shall be completed when the team at bat scores five (5) runs before the defensive team 

gets three (3) outs, except in the last inning. The last inning is unlimited. Extra innings are 5 run rule 

limit. 

Infield Fly Rule 
Infield fly rule is in effect for 10 U play.  The ball must be on the infield, land in or be caught by a player 

in fair territory and the player should be able to make a routine play in order to make the catch.  If these 

events occur the infield fly be called by the umpire. 


