CONSHOHOCKEN LITTLE LEAGUE

LOCAL LEAGUE RULES

(Effective April 2009)
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CLL-1 GENERAL LOCAL, LEAGUE RULES
1. Any change and/or additions to the playing field must have Board approval.

2. The home team will have the field 1 hour before games for 25 minutes.  The visiting team for the next 25 minutes.  Last 10 minutes should be used to line the batters box, exchange lineups and take ground rules. For example: 6PM game, Home team will practice from 5:00 p.m. until 5:25 p.m. and the visiting team will practice from 5:25 p.m. until 5:50 p.m.  

3. The home team is responsible for setting up the equipment, lining the field, putting equipment away and dragging/raking the field upon completion.

4. Rainouts will be made up on the first open date with no more than 3 games per team in 1 week and no more than 2 games in succession.

5. The cut off date for managers to bring players from the Minor s to the Majors will be 4 weeks from the regularly scheduled opening day.  A manager must replace an injured or a player who quits the team within 48 hours or the player agent will assign him a player.

6. The home team dugout is along the 3rd base side.  The visitor’s dugout is along the 1st base side.

7. Any tie in the regular season standings will be broken by head to head record.  If this cannot break the tie, there will be a 1 game playoff  (Major and Senior Leagues only).  All other league ties will be broken by a coin flip with involved Managers present.

CLL-2 PLAYING RULES:
1. Every player on the team will participate in each game for a minimum of 6 consecutive defensive outs and bat at least 1 time.  If this is not adhered to, the penalty shall be that the player(s) involved shall start the next scheduled game and play no less than the mandatory time limit.  The team you are playing will receive 21 runs.  The manager of the player(s) involved receives a written warning for the 1st offense.  The 2nd offense, the manager is suspended for the scheduled game, the 3rd offense; the manager is suspended for the remainder of the season.

2. All managers are responsible for their teams.  If a manager or coach is ejected, refer to section 9.01 of the Little League rulebook.  Penalties for the offense(s) upheld will be the responsibility of the Board of Directors.

3. Safety Code for Little League (Back Page of LL Rule Book) shall govern all leagues.

CLL-3 MAJOR LEAGUE:

All playing rules are governed by the current year’s “Official Regulations and Playing Rules” as provided by Little League Incorporated unless specific exception is taken below.  Interleague Rules will take precedence during Interleague play.

1. Major Leagues are for 9, 10, 11, and 12 year olds.

2. All players must play a full season in the Minors before being eligible for advancement to the Major Leagues.  New registrants are eligible for draft into the Major Leagues without playing one year in the Minor Leagues.

3.   Base coach can be 1 player and/or 1 adult or 2 adults. Players shall wear a helmet when coaching a base.  There must be one adult coach/manager in the dugout at all times.
3. Section VI. (Pitching Rules).  See Little League Green Book Regulation VI – Pitchers:


Section (d) OPTION 2
a. Max 85 pitches per game (75 pitches if you have a 10 yr old pitcher)
b. 61 pitches or more, four (4) calendar days rest

c. 41-60 pitches, three (3) calendar days rest

d. 21-40 pitches, two (2) calendar day rest

e. 1 -20 pitches, no (0) calendar day rest
NOTES:
· There is NO limit on the # of 12 year old pitchers that can be used.
· After delivering 41 or more pitches in a game, a player cannot become the catcher.

· A player may pitch in consecutive games assuming the required rest has been observed.
4. All regular season rules are in effect for the playoffs.

5.   Bunting is permitted in the Major Leagues.

6.   If a player arrives after the start of the game, the manager has the option on whether or not to play the player and is not required to fulfill playing time requirements (CLL-2).  The manager must notify the opposing team of the player’s arrival.

7. Little League Rule (3.03) shall govern substitutions.  Only a starter may re-enter the game and that player may re-enter for anyone in the line-up once his replacement has fulfilled his playing requirements (one at-bat and 6 defensive outs).

8. Special Pinch Runners (7.14) shall be permitted.  Once each inning a team may utilize any player who is not in the batting order as a special pinch runner for any offensive player.  The player for whom the pinch runner runs is not subject to removal from the line-up.  A player may only be removed for a pinch runner ONCE per game.

9. Visits to the Mound (8.06):  A manager may visit the pitcher at the mound.  He may confer with any other defensive position (any and all players may be included).  After the 3rd visit in any inning or the 4th visit for any game, the pitcher must be removed.

10. A maximum of one manager and two (2) coaches in the dugout during the game.
11. On-deck batters are NOT permitted.

12. If either team is ahead by 10 or more runs after 4 complete innings (3 ½ if the Home team is winning), the game is over.

13. Section 4.17 (Forfeit).  Failure to place nine (9) players on the field shall be considered a forfeit. If a player is injured or ejected and the team has no eligible player, the opposing manager may select the player to enter the game.  However a game cannot continue with less than nine players.
14. Section 7.13 (Leaving Early).  Base runners shall not leave their bases until the ball has reached the batter.  Various penalties are described in this section.

15. Section 3.09 (Warm-up).  Managers may warm up a player at the mound for the sake of speeding up the game, however they may not warm up the pitcher in a bullpen (they may standby and observe during warm up in a bullpen).
CLL-4 MINOR LEAGUE:

All playing rules are governed by the current year’s “Official Regulations and Playing Rules” as provided by Little League Incorporated unless specific exception is taken below:

1. Minor Leagues are for 9, 10, 11, and 12 year olds.
2. 8 year olds may be drafted to minors only to fill open positions. 
3. Section VI. (Pitching Rules).  See Little League Green Book Regulation VI – Pitchers:


Section (d) OPTION 2
· Max 75 pitches (9 - 10 yr old players)
· 61 pitches or more, four (4) calendar days rest

· 41-60 pitches, three (3) calendar days rest

· 21-40 pitches, two (2) calendar day rest

· 1 -20 pitches, no (0) calendar day rest
NOTES:
· 12 Year olds are not eligible to pitch in the Minors.

· After delivering 41 or more pitches in a game, a player cannot become the catcher.

· A player may pitch in consecutive games assuming the required rest has been observed.
4. All regular season rules are in effect for the playoffs.

5. Stealing bases is NOT permitted until after completion of the 4th week of the season.  No stealing of home plate for the entire season (including playoffs).  A runner may advance to any base (including Home) when a defensive player initiates a play ON THAT RUNNER.
6. Bunting is permitted in the Minors.

7. The entire roster shall be included in the batting lineup.  Fielding substitutions can be made freely as long as each player has met his eligibility requirements (6 straight defensive outs). Managers are encouraged to play each player in the infield for at least one inning per game.

8. A courtesy runner, who can be any player, may be used for the catcher when there are 2 outs, so he/she can expedite putting on the equipment.  Do not hold up the game deciding on a runner.  He should be ready with a helmet before asking for time.
9. Base coach can be 1 player and/or 1 adult or 2 adults. Players shall wear a helmet when coaching a base. There must be one adult coach/manager in the dugout at all times.
10.   If a player arrives after the start of the game, the manager has the option on whether or not to play the player and is not required to fulfill playing time requirements (CLL-2).  The manager must notify the opposing team of the player’s arrival.

11. On-deck batters are NOT permitted.

12. A maximum of one manager and two (2) coaches in the dugout during the game.
13. A maximum of 5 runs can be scored in any ½ inning with the exception of the 6th inning, in which unlimited runs can be scored. If umpire and managers agree on a last inning (prior to starting it), unlimited runs can be scored in that inning. If either team is ahead by 10 or more runs after 4 complete innings (3 ½ if the Home team is winning), the game is over.

14. Section 7.13 (Leaving Early).  Base runners shall not leave their bases until the ball has reached the batter.  Various penalties are described in this section.

15. There is a 2 hour time limit on all games when there is another game scheduled to follow.

CLL-5 JUNIOR (PITCH MACHINE) LEAGUE:

1. Junior League is for 7 and 8 year olds.
2. This is an instructional league.  Score can be kept but regular season standings are not.  A single elimination playoff will be held at completion of the regular season for competitive play.  Seeding for the playoffs is determined at random.

3. Games are a maximum of six (6) innings.  Three full innings is a complete game.  Two-hour time limit per game maximum.

4. The entire roster shall be included in the batting lineup.  Fielding substitutions can be made freely as long as each player has met his eligibility requirements (6 straight defensive outs).  A player cannot move to another position after the inning has started.
5. Defensively, 4 infielders, 4 outfielders, a pitcher and a catcher can be on the field.  The pitcher must wear a helmet and keep one foot out of the circle around the mound.

6. Coaches will feed the machine to their own batters. Speed for the pitching machine shall be set to approximately 55% or 45 MPH depending on the machine’s settings.

7. 3 outs per inning or the entire batting order.  No extra batters during the regular season.  In the playoffs, a team with fewer players will be permitted to continue the batting lineup until they have batted the same number of players as the other team’s active roster.

8. Each batter gets unlimited pitches, however after 3 (swinging) strikes the batter is out and an out is recorded.

9. Runners can only advance to the base they were headed for at the time the first throw is made.  There is no advancement on an overthrow.

10. There is no stealing of bases.  Players cannot leave the base until the ball is hit.

11. Infield fly rule is NOT used.

12. Bunting is not permitted.

13. Any batted ball that hits the machine is a dead ball.  All runners (including the batter are awarded 1 base.

14. A thrown ball that hits the machine is a dead ball.

15. Only force-outs can be made at home plate in order to avoid collisions between runner and catcher.

16. On-deck batters are NOT permitted.

17. Managers are encouraged to play each player in the infield for at least one inning per game.

18. If a player arrives after the start of the game, this player will be added to the bottom of the batting order.
19. A maximum of one manager and three coaches on the field and/or in the dugout during the game.

20. Managers/Coaches may assist their offensive players by acting as base coaches and remaining in the base coach box at all times.  The Manager/Coach may not touch a runner or leave the coaches box.
21. Managers/Coaches may assist their defensive players by positioning themselves in the outfield; one Manager/Coach between the left field and center field players, and one between the center field and right field players.  Managers/Coaches must remain in the outfield at all times, not on the dirt.
22. Managers may elect to use an extra running base at first in order to avoid collisions and encourage “running through the bag”.
CLL-6 TEE BALL:

1. Tee Ball is for children of league ages 5 and 6 (or older children with special needs if approved by the Board). 

2. This is an instructional league and score shall not be kept during games.  There will be no play-offs or standings.

3. Games are a maximum of four (4) innings.  Ninety (90) minute time limit per game maximum.
4. Team roster should not exceed 15 players.
5. The entire roster shall be included in the batting lineup.  

6. Defensively, 4 infielders, 4 outfielders, and a pitcher (No Catcher) can be on the field. 
7. Stealing bases is not permitted.  Runners may not leave the base until the ball is hit.

8. Bunting is not permitted.

9. There is no infield fly rule.

10. All players must wear the T-shirt and hat that is provided by the League.

11. The ball shall not be pitched to any player; the ball will be hit off of a tee, which is set on home plate.  It will be the coaches responsibility to remove the tee from the plate should a play involve a player scoring.

12. The defensive player who occupies the position of pitcher must keep both feet in contact with or behind the pitching rubber until the ball is hit.

13. All players must play 2 innings in the field.

14. There shall be an extra running base at first in order to avoid collisions and encourage “running through the bag”.

15. If a player arrives after the start of the game, this player will be added to the bottom of the batting order.
16. All outfielders must remain in the outfield grass until the ball is hit.

17. A half inning is completed after the offensive team has gone through the entire batting order.

18. Every player bats until that player hits a fair ball.  There are no strikeouts.

19. Runners cannot advance on an over throw.

20. Managers/Coaches may assist their offensive players by acting as base coaches and remaining in the base coach box at all times.  The Manager/Coach may not touch a runner or leave the coaches box.

21. Managers/Coaches may assist their defensive players by positioning themselves in the outfield; one Manager/Coach between the left field and center field players, and one between the center field and right field players.  Managers/Coaches must remain in the outfield at all times, not on the dirt.

22. The Managers/Coaches must request "time" if they feel a player needs instructions on a particular play but must should delay or interfere with the game.

23. If the bat hits the tee prior to hitting the ball, it will be the coach’s discretion whether to immediately rule the ball foul.

24. A foul ball in Tee-Ball is the same as conventional baseball, except if the ball travels less than 15 feet in fair territory from the home plate.  It shall be the coach’s discretion as to whether to rule the ball fair if it does not travel the required distance.

25. Only adults shall be base coaches.

26. Each Team will have a Manager and a head Coach and a maximum of 2 other coaches that will be permitted on the field at the time of the game.
27. When a ball is hit into the outfield, the batter and the runner(s) can continue to advance until the outfielder attempts to throw the ball into the infield.
28. All Tee-Ball players in the offensive position will wear helmets.
29.  No plays shall be made at home plate.
CLL-7 SENIOR LEAGUE:

All playing rules are governed by the current years “Official Regulations and Playing Rules” as provided by Little League Incorporated unless specific exception is taken below:

1.    Base Coaches will be 1 adult and 1 player or 2 players.

2.    Playoff pitching rules will be the same as regular season pitching rules.

CLL-8 SOFTBALL:

MINOR SOFTBALL

1. ALL GAMES ARE 6 INNINGS IN LENGTH OR 2 HOURS, WHICHEVER COMES FIRST.

2. GAMES ARE OFFICIAL IF THE LOSING TEAM HAS BATTED 3 TIMES.

3. ALL PLAYERS MUST BE IN THE BATTING ORDER AT ALL TIMES.

4. AN INNING IS 3 OUTS OR 10 BATTERS, WHICHEVER COMES FIRST.

5. EACH TEAM CAN BAT A MAXIMUM OF 10 BATTERS IN AN INNING.

6. 3 STRIKES IS AN OUT AND 4 BALLS IS A WALK.

7. DEFENSE SHALL CONSIST OF A CATCHER, PITCHER, 4 INFIELDERS AND 4 OUTFIELDERS. THE OUTFIELDERS MUST BE POSITIONED ON THE OUTFIELD GRASS.

8. A TEAM MAY PLAY WITH 9 PLAYERS. NO GAME CAN START OR FINISH WITH 8 OR LESS PLAYERS.
9. WHEN A RUNNER IS BETWEEN BASES AND THE PITCHER HAS THE BALL IN THE 8’ CIRCLE, THE RUNNER MUST EITHER GO BACK TO THE BASE OR ADVANCE TO THE NEXT BASE ONLY, UNLESS THE PITCHER MAKES A PLAY (A THROW OR FAKE THROW).

10. PITCHERS MAY ONLY PITCH A MAXIMUM OF 3 INNINGS PER GAME.

11. DISTANCE FROM THE RUBBER TO THE PLATE IS 35’.

12. CATCHER MAY ATTEMPT TO THROW OUT RUNNERS WITHOUT PENALTY. NO RUNNERS CAN ADVANCE ON AN OVERTHROW FROM THE CATCHER ON A STEAL ATTEMPT. STEAL ALL YOU WANT, NO ADVANCEMENT. THE BALL MUST CROSS THE PLATE BEFORE RUNNER CAN LEAVE THE BASE. NO STEALING OF HOME AT ANY TIME.
13. BUNTING IS ALLOWED.

14. MANAGERS ARE ENCOURAGED TO MOVE THE PLAYERS AROUND TO DIFFERENT POSITIONS.

15. ALL SUBSTITUTIONS MUST BE MADE BY THE 3RD INNING.

16. ALL PLAYERS MUST PLAY A MINIMUM OF 6 CONSECUTIVE DEFENSIVE OUTS AND HAVE AT LEAST 1 AT BAT.

17. 4 WALKS PER INNING.

18. 11” SOFTBALL IS USED.

19. BATTER HIT BY PITCH – MUST ATTEMPT TO AVOID BEING HIT (UMPIRE DISCRETION).

ROOKIE SOFTBALL

1. ALL GAMES ARE 6 INNINGS IN LENGTH OR 2 HOURS, WHICHEVER COMES FIRST.

2. GAMES ARE OFFICIAL AFTER 4 INNINGS (3 ½ IF HOME TEAM AHEAD).

3. ALL PLAYERS MUST BE IN THE BATTING ORDER AT ALL TIMES.

4. AN INNING IS 3 OUTS OR 5 RUNS, WHICHEVER COMES FIRST (UNLIMITED RUNS IN LAST DECLARED INNING).

5. COACH PITCH - 3 STRIKES IS AN OUT, NO WALKS, MANAGERS AGREE TO MAXIMUM # OF PITCHES PER BATTER PRIOR TO GAME (6 TO 8).

6. DEFENSE SHALL CONSIST OF A CATCHER, PITCHER, 4 INFIELDERS AND 4 OUTFIELDERS. THE OUTFIELDERS MUST BE POSITIONED ON THE OUTFIELD GRASS.

7. A TEAM MAY PLAY WITH 9 PLAYERS. NO GAME CAN START OR FINISH WITH 8 OR LESS PLAYERS.
8. WHEN A RUNNER IS BETWEEN BASES AND THE PITCHER HAS THE BALL IN THE 8’ CIRCLE, THE RUNNER MUST EITHER GO BACK TO THE BASE OR ADVANCE TO THE NEXT BASE ONLY, UNLESS THE PITCHER MAKES A PLAY (A THROW OR FAKE THROW).

9. BASES ARE MOVED IN TO 50’ DISTANCE.

10. DISTANCE FROM THE RUBBER TO THE PLATE IS 35’.

11. NO STEALS AND NO ADVANCES ON OVERTHROWS.

12. BUNTING IS ALLOWED.

13. MANAGERS ARE ENCOURAGED TO MOVE THE PLAYERS AROUND TO DIFFERENT POSITIONS.

14. FREE DEFENSIVE SUBSTITUTIONS.

15. ALL PLAYERS MUST PLAY A MINIMUM OF 6 DEFENSIVE OUTS AND HAVE AT LEAST 1 AT BAT.

16. 10” SOFTBALL IS USED IF AVAILABLE.

17. BATTER HIT BY PITCH – MUST ATTEMPT TO AVOID BEING HIT (UMPIRE DISCRETION).

18. MANAGERS OR COACHES WILL UMPIRE THE GAMES - WHEN THEIR TEAM IS IN THE FIELD.

19. COACH (NOT MANAGER) IS RESPONSIBLE FOR GETTING THE CATCHER READY PRIOR TO THE DEFENSIVE HALF OF THE INNING TO KEEP THE GAME MOVING. IF CATCHER IS ON BASE WITH TWO OUTS, USE A COURTESY RUNNER. 

CLL-9 MANAGER AND COACH SELECTION:

1. Anyone 19 years of age or older can be eligible to manage a team.  Anyone 18 years of age or under is to be considered an aide.  No aide, at anytime, can have sole responsibility of a team.

2. No one Manage teams in 2 consecutive divisions.

4. An aide can coach the bases. 
5. No adult may Manage, Coach or assist a team on the field until they have submitted an application and have had a background clearance.

6. Managers and coaches will be voted upon by the Board of Directors.

CLL-10 DRAFT:
1. Each team will have 1 representative at the draft.  A Manager must attend.  If the Manager is unable to attend the Player Agent will chose the team.

2. The draft order will be selected at random.

3. Managers do not keep the same roster (in any league) from year to year.

4. The draft selections are made in serpentine fashion (For example: Last Pick in 1st round has first pick in 2nd round)

5. Only a Managers son/daughter is frozen at the draft.

6. Coaches are not pre-assigned unless agreed upon by the other Managers.
7. Siblings are not required to be on the same team for Minor, Major and Senior Leagues.

CLL-11 TOURNAMENT:
1.
The Tournament team manager shall apply to the Board of Directors.  The Board shall vote on the team Managers.
2.
The Manager of the Tournament Team will select his/her coaches.

3.
The selection of the Tournament Teams will be done by having all eligible 13, 14, and 15 year olds in the Senior League, and all 11 and 12 year olds in the Major League submit their names to the Manager, Coach, or player agent in their division.  The selection process is being done by Little League Tournament selection guidelines:

Group 1 -Players

Group 2- Managers

Group 3- Team coaches (max. 2)

4.
There will be no alternates.

5.
Tie breakers for the Tournament Team selection will be done by the player agent.

6.    Tournament teams will have a minimum of 12 players and a maximum of 14 players.

CLL-12 TROPHIES/AWARDS/ PLAQUES/JACKETS:

1. Tee-Ball participants will receive participation awards.

2. The Junior League champion team will receive 12-inch trophies.  Junior League participants will receive t-shirts.

3. Minor League play off champs will receive 15-inch trophies.

4. Major League Season Champs will receive 18-inch trophies.  Major League play off Champs will receive 18-inch trophies.  If in the Majors, the same team is both the season and play-off champs, they will receive 24-inch trophies.

5. Senior league season champs will receive 18-inch trophies.  Senior League Play off Champs will receive 20-inch trophies.  If in the Seniors, the same team is both the season and play off champs, the will receive 24-inch trophies.

6. League participant awards will be given to all players in the Little League program in Conshohocken, depending on the Leagues financial situation.

7. Graduates Jackets- Major League Jackets will be given to the Little League graduate players who have played 2 consecutive years (those being 11 and 12 year olds) in the Conshohocken Little League.  Graduate players not playing 2 complete consecutive years, may purchase a jacket through the league.

8. Graduate Sweatshirts: Senior League sweatshirts will be given to the Little League Graduate players who have played 2 complete consecutive years (those being 14 and 15 year olds) in the Conshohocken Little League.  Graduate players not play in 2 complete consecutive years, may purchase a sweathirt through the League.

9. Plaques (OPTIONAL) A special plaque will be purchased to list any and all players who have set records in both regular season and play off games.  This plaque win be placed on display.

