
DILWORTH LITTLE LEAGUE – MINORS DIVISION RULES  

Updated May 2026 

The primary focus of the Minors Division is player skill development.  These rules modify or clarify the OƯicial 
Regulations and Playing Rules of Little League Baseball and have evolved from years of experience. It is the 
responsibility of the coaches to confirm the umpire’s familiarity with the modifications/clarifications prior to the 
commencement of play. Because it is virtually impossible to devise a rule for every possible situation, the best 
approach to unique situations is to keep the interests and well-being of the children as our number one 
priority. Coaches are to keep a copy of these rules with them at every game. 

I. CORE GAME PRINCIPLES 

1. Umpire Authority & Protests: Once a game begins, umpires have full and final authority. Rulings must be 
accepted and umpires respected; balls and strikes are not to be argued. No protests are allowed. If a rule 
requires clarification, it must be resolved on the field before play resumes. 

2. Pre-Game Meeting & Strike Zone: Before every game, coaches and umpires must meet to introduce 
themselves and review key rules. To promote Dilworth’s "Hitting Culture," & encourage players to swing the 
bat – coaches should encourage the umpire to call a large strike zone.  The strike zone called for all 
Dilworth Minor League Games should be “Shoulders to Shins, one ball width in, and two ball widths out,” 
which is detailed on the below website.  https://www.umpirebible.com/index.php/rules-pitching/calling-
balls-strikes 

3. Game Length: All games are 5 innings. Regular season games can end in a tie.  

4. Time Limit: No new inning starts after 90 minutes; any inning started before then must be finished.  

5. 5-Run Rule: Innings end at 3 outs or 5 runs. All runs from the final play count (e.g., a grand slam). Integrity 
Note: Coaches must play the game normally and may not intentionally hold runners at a base to "load the 
bases" or delay scoring to manipulate this rule. 

6. 10-Run Rule: No "Mercy Rule" during regular season; games continue regardless of the score.  

7. Infield Fly Rule: Not enforced in this division.  

8. PlayoƯ Rule Modifications  

 Time Limit: No time limit for playoƯs. 
 10-Run Rule: The game ends if a team leads by 10 or more runs after 4 complete innings. 
 Unlimited Scoring: The 5-run limit is removed for the 5th and all extra innings; teams bat until 3 

outs are recorded. 
 Mandatory Play: Position limits (Rule #9) are lifted during extra innings. 
 Tiebreaker: Starting in the 7th inning, the last out is placed on 2nd base and all batters begin with a 

0-1 count. 

II. PERSONNEL & ROSTERS 

9. Mandatory Play: No player sits 2 innings unless everyone has sat 1. Every player must play the infield for at 
least 1 inning by the end of the 3rd. Single-position limit: 2 innings (6 outs).  

10. Coaching StaƯ: A minimum of 3 and a maximum of 4 adults should manage the team during the game. 
Coaches must have completed the background check and be approved to be on the field or in the dugout. 

 Defense: Only one coach is allowed on the field, positioned directly in front of the dugout. 
 OƯense: Only two coaches are allowed on the field as 1st and 3rd base coaches. They must stand 

behind the base (between the bag & foul pole) to avoid distracting the opposing team’s pitcher. 
 Dugout: At least one coach must remain in the dugout at all times. 

11. Minimum Players: Teams need 8 to play; may "borrow" with commissioner approval if short.  

12. Defensive Alignment: 9 players (3 outfielders). Use 2 outfielders if playing with only 8 players.  

 



III. BATTING & BASE RUNNING 

13. Continuous Batting: All players bat in a fixed order. Late arrivals go to the end; early departures are 
skipped without penalty.  

14. Bunting: All bunting types are prohibited; violations result in an out.  

15. Stealing: Allowed, including home. No double steals (one runner per pitch). No advancing on missed 
throws during steal attempts. No "fake" steals to force errors.  

16. Pitcher-Catcher Exchange: No stealing while the catcher throws to the pitcher. Runners must return once 
the pitcher has the ball.  

17. Overthrows: Out of play: Base headed to plus one extra. In play: Live until the defense stops the runner.  

IV. PITCHING & CATCHING 

18. Pitching Limits: Max 6 outs, 2 innings, or 75 pitches. Removed pitchers cannot return to the mound.  

19. Mandatory Rest: 1–20 pitches (0 days); 21–35 (1 day); 36–50 (2 days); 51–65 (3 days); 66+ (4 days).  

20. Catcher to Pitcher: Players can catch for 2 innings and then pitch for 2.  

21. Pitcher to Catcher: Any player throwing 41+ pitches cannot catch that day.  

22. Threshold Exception: Pitchers can finish a batter without triggering higher rest requirements if they reach a 
threshold (20, 35, 40, 50, or 65) during that at-bat.  

23. Pace of Play: Use a pinch runner (previous out) for the next inning's catcher if they are on base with two 
outs.  

24. Warm-ups: Pitchers warm up oƯ-field between innings; only the game pitcher warms up on the mound.  

V. SAFETY & SPORTSMANSHIP 

25. Little League Double First Base (Rule 7.15).  Note: 2026 is a coaching year for Dilworth. Focus on 
instruction over strict penalties.  A runner is only called out for stepping on the white section if it causes a 
collision or prevents the fielder from making the play. 

 Fair/Foul Territory: The WHITE section is fair territory; the ORANGE section is foul. 
 Initial Force Play: To avoid collisions, the fielder must use the WHITE side, and the runner must use 

the ORANGE side. 
 General Base Running: For tagging up, pickoƯs, or returning to the bag, players must use the WHITE 

section only. 

26. Slide or Avoid: Runners must slide OR move to avoid contact at any base where a play is being made or 
they may be called out.  

27. Safety Gear: All catchers must wear cups. Pitchers are encouraged to wear chest guards.  

28. Slinging the Bat: One warning; second occurrence is a dead ball and an out.  

29. Sportsmanship: No foul language, equipment throwing, or negative chatter (e.g., "Swing-batter-batter, 3-2 
what are you going to do-walk’em-walk’em; other ") is prohibited. A second oƯense results in immediate 
ejection from the premises. 

VI. FIELD LOGISTICS 

30. Home Team Duties: Pre-game field prep, post-game cleanup, and provide one concession stand worker.  

31. Visitor Team Duties: Operate the scoreboard.  

32. Clean-up: Both teams must clear all trash from dugouts and sidelines.  

 


