
Gastonia Parks & Recreation Department 
2021 Fall Youth Baseball Rules (UPDATED 8/30/21) 

 
 

Philosophy of the Athletic Division 
1. The philosophy of the Athletic Division for the City of Gastonia Parks & Recreation Department is that sportsmanship, 

fairness, teamwork and respect for others takes the forefront over winning.  Our promise is to promote and protect the 
interest and welfare of all children that participate in our programs.  We pledge to provide fun and safe athletic programs 
for our children to learn the fundamentals of sports, build self-confidence and self-esteem, physical fitness, discipline, 
commitment and leadership 

 

Athletic Director & Coaches Responsibilities 
1.  The Athletic Director will be responsible for the following: 

a. Assigning game officials or securing a booking agent. 
b. Supervising activities of the league in accordance with the rules and policies of the Recreation Department. 
c. Settling any major disputes or protests. 
d. League organization and scheduling 

2. The coach of each team is responsible for the conduct of his/her players and parents before, during and after each game.  
The coach will be responsible for handling all details pertaining to his/her team and will see that the affairs of the league 
will be carried out in accordance with the approved rules and regulations. 

 

Team Registration & Eligibility 
1.  ALL PARTICIPANTS MUST BE FULLY REGISTERED by paying monetary dues and turning in: Participation Forms, Birth 

Certificates (copies) & Code of Conduct Forms PRIOR TO PARTICIPATING IN ANY ATHLETIC EVENTS including skills 
assessment, drafts, practices and games. 

a. A player’s age on May 1st of the current year.  
i. 6 & Under – Seventh Birthday  

ii. 8 & Under – Ninth Birthday 
iii. 10 & Under – Eleventh Birthday 
iv. 12 & Under -  Thirteenth Birthday 
v. 15 & Under - Sixteenth Birthday 

2. Any player can play in a higher classification (1 year of age only) but cannot play in a lower age group. 
3. All Fully Registered players must go through a skills assessment process in order to be part of the draft.   
4. All players and teams must participate in the draft process in order to be eligible to participate in the youth recreational 

leagues. 
5. Any Fully Registered players unable to attend the draft, including those that sign up after the skills assessment, will be 

placed on a team by the recreation department based on need.  
6. Players cannot play in any two (2) divisions within the City League at the same time.  
7. Travel Teams, handpicked nor undrafted teams will NOT be allowed to participate in the youth recreational leagues. 

 

Protest 
1. Protest Procedure 

a. The Chief Umpire must be notified at the point of the infraction and before the next pitch.  The Chief Umpire will 
then notify the opposing team and the Official Scorekeeper will note the protest in the scorebook.  The game in 
question will be played even under a protest. 

b. A written protest must be turned in to the Athletic Director by 5:00pm the next working day.  The written protest 
must be accompanied by a $50.00 protest fee.  Protest fee will be refunded if the protest is upheld. 

2. Any protest that deals with ineligible players must be made the day following the game in question for regular season, and 
before the last pitch of the game in tournament play.  In any case where a player is ruled ineligible, all games in which the 
player participated will be ruled a forfeit.  Make sure to have all official rosters, participation forms and copies of birth 
certificates turned in before deadlines. 



3. Protests will not be received or considered if they are based on the judgment of the umpire.  A judgment call cannot be 
protested. 

 

Rained Out Games 
1. The Athletic Director will not cancel any games before 3:30pm. 
2. A recorded message will be on the following number if games are canceled:  704-869-1983.  You will not be able to leave 

a message on the inclement weather number.  If you need to speak with someone in Athletics, please call 704-869-1019. 

Youth Sports Assessment & Draft Procedures 
1. The entire purpose of the evaluation and draft process is to promote fair competition.  The recreation department reserves 

the right to redraft all players if deemed necessary. 
2. All Fully Registered players will go through a skills assessment process in order to be part of the draft.  Fully Registered 

players unable to attend the evaluation will be placed onto teams via a “hat pick” process and will be randomly assigned to 
a team based on team needs AFTER all evaluated participants have been chosen.   

3. The head coach is guaranteed his/her child (or the player that is the reason they are coaching - Ex. An uncle is coaching 
because of his nephew). 

4. Team and/or coach requests for any reason (friends, transportation, etc.) WILL NOT BE HONORED.  All players must play on 
the team on which they were drafted or placed by the League Coordinator. 

5. Coaches and recreation staff will evaluate players on predetermined skills for each sport.   
6. Any players allowed to sign up after the skills assessment will be placed on a team by the recreation department based on 

team needs.  Late registrations are not guaranteed.  
7. Each team may have one representative at the draft (whether it's the coach, assistant coach, or other representative if no 

coach is available).  
8. For the purpose of the draft, coaches will draw a number and that will be their place in the first round of the draft.  Each 

round the numbers will reverse.  Ex. 1st round (1-6), 2nd round (6-1), 3rd round (1-6), and so on.  This is referred to a snake 
draft system.   

9. If a player pick has a sibling in the same age group, the coach will automatically take the sibling on his/her team and the 
sibling’s draft round will be based on their rank order.   

10. There will be absolutely no trading or "swapping" of players for any reason once the draft for that age division is concluded.  
Once a player is drafted or placed on a team he/she will remain on that team for the duration of the season, unless an 
unforeseen problem arises that must be resolved by the Athletic Staff.  Any coaches found guilty of trading or using 
ineligible players after the draft will forfeit all games in which the ineligible player participated. 

11. Any player who does not like the team they are selected to must either play for that team or choose not participate.   
12. THERE WILL BE NO REFUNDS ISSUED ONCE DRAFTS IN THAT AGE DIVISION ARE CONCLUDED. 

 

Team Requirements 
1. All teams participating in the City of Gastonia Recreational Baseball League must have registered through the City of 

Gastonia Athletic Department, other Local Government Municipality Recreation Department or Organization that has 
been approved through the Athletics Division and must follow the department’s draft process.  

2. ALL other teams will be placed in the Open Leagues and will NOT compete against Recreational teams. 
3. Coaches are required to submit their lineup to the scorekeeper ten (10) minutes before their scheduled starting time. 
4. Teams using ineligible players will be subject to action by the Athletic Supervisor. Any team that is caught (knowingly or 

unknowingly) using an ineligible player - the coach will be automatically suspended for two (2) games.  If a second incident 
occurs, the coach will ineligible to coach for the remainder of the season. 

 

Smoke Free Facility 
As of March 1, 2011 the Gastonia Parks & Recreation Department has designate all 
outdoor athletic practice and playing facilities as 100% smoke free.  Smoke free areas will 
include a minimum of 100 feet from the following areas:  playing fields, dugouts, 
restrooms, concessions, playgrounds and spectator areas.  Thank you for your 
cooperation in this effort to educate our youth in health and wellbeing as well as 
cleanliness and safety standards.  Please respect others by moving to an appropriate area 
for tobacco use (designated smoking areas and/or parking lot). 



 
 

Player, Coach/Manager, Spectator and Parents Code of Conduct 
1. All coaches/managers should inform all parents, spectators and players of the Code of Conduct. 
2. Any infraction of the Code of Conduct will result in immediate ejection from the playing facility.  Any player, manager, 

spectator or parent ejected from the playing facility has 2 minutes to be out of sight and sound or the game will be 
considered a forfeit. 

3. Suspensions 
a. The degree of flagrancy is in the umpire’s judgment.  The umpire will make a written report to the Athletic 

Director.  Suspensions will take place accordingly.  Violations can range from a 2 game suspension to suspension 
for the remainder of the season.  If there is a second offense, the player, manager, spectator or parent will be 
suspended from all recreation property or school property used by the recreation department for one year. 

i. A player, manager, spectator or parent suspended may appeal this suspension to the Director of Parks & 
Recreation. 

4. Code of Conduct 
a. No player, manager, spectator or parent shall:  At any time lay a hand upon, push, shove or threaten an official. 
b. No player, manager, spectator or parent shall:  Refused to abide by an official’s decision 
c. No player, manager, spectator or parent shall:  Be guilty of objectionable demonstrations of dissent at an official’s 

decision by throwing balls or equipment. 
d. No player, manager, spectator or parent shall:  Be guilty of heaping personal verbal abuse upon any official for 

any real or imaginary wrong decision or judgment. 
e. No player, manager, spectator or parent shall:  Be guilty of physical attack as an aggressor upon any players, 

officials or spectators. 
f. No player, spectator or parent shall:  Discuss with an official in any manner the decision reached by such official 

except the team captain or manager. 
g. No player shall:  Shall be guilty of using unnecessary rough tactics in the play of the game against the body and 

person of an opposing team. 
 

  



Coach Pitch Rules  
1. League play will be governed by Dixie Youth Official Rules and Regulations unless otherwise note in the league rules. 
2. All games will be (6) innings, or restricted to a (65) minute time limit, whichever comes first. No new inning may start after 

the (65) minute mark. IF THE (65) MINUTE TIME HAS EXPIRED AND THE GAME IS TIED, NO NEW INNING CAN BEGIN AND 

THE GAME IS CALLED A TIE during regular season play.  

a. Coaches should hustle players on and off the field to ensure that as many innings as possible are played. 
b. There is a 5-minute grace period for the first game of the night.  If a team has enough players to start, the game 

should be started on time. 
c. The grace period is part of the 65-minute time limit. 
d. The time limit begins after the umpires/coaches meeting. 

3. Ten (10) defensive players will play in the field with four (4) outfielders. The fourth outfielder may not assume an infield 
position.  All outfielders must stay behind the infield. 

4. The defensive player listed as pitcher cannot leave the (8’) pitching circle until the ball is hit.  Penalty: first offense-warning.  
Second offense: Removal of player from the pitching position for the remainder of the game. 

5. Rosters may have a maximum of (14) players and a minimum of (12) players. 
6. A team may score a maximum of (5) runs per inning or record (3) outs. However, in the 6th inning teams will be allowed 

unlimited runs or (3) outs, whichever comes first. 
7. Mercy Rule: (15) runs after the 3rd inning an (10) runs after the 4th inning. 
8. Teams will use a continuous batting order (all players present for the game must be in the batting order regardless of 

whether they are in the defensive line up or not). Late arrivals shall be inserted at the bottom of the batting order. All 
players on the roster shall bat before returning to the top of the batting order. 

9. The infield Fly Rule is not in effect at any time. 
10. NO BUNTING. PENALTY ‐ dead ball, strike is called on the batter and base runners return to original base. (Bunt or bunt 

attempt with 2 strikes, batter will be called out.) Slashing, (fake bunting) is not allowed. PENALTY – dead ball, strike on the 
batter. 

11. A team may play with (8) players, but they will be assessed an out in place of their ninth batter. 
12. Teams may use the player who made the last recorded out at their discretion as a courtesy runner for the catcher when 

there are 2 outs to speed up play. 
13. Players are required to play at least (6) defensive outs per game. 
14. Each batter may receive up to (5) pitches, or (3) strikes to hit the ball. The batter does not strike out on a foul tip, regardless 

of the number of pitches.  
15. No walks. 
16. Runners may not lead-off or steal bases.  A runner is out for leaving the base before the ball is hit or reaches home plate. 
17. Live Ball & Time  

a. Time shall be called and the ball shall be declared dead immediately by the home plate umpire when the lead 
runner is stopped or abandons any effort to advance further, if the ball is within the infield. 

i. Any additional batter-runner is given the next base or returns to the previous base is based on when time 
was called by the umpire.  (Where the runner was…. past the halfway mark or not will determine base) 

18. If a batted ball hits a coach in the field, UNINTENTIONALLY there will be a dead ball called by the umpire and the batter is 
awarded first base and all runners advance (1) base.  

19. If the coach INTENTIONALLY stops the ball, there will be a dead ball called by the umpire and all runners will advance two 
bases. In addition, coach will be warned; next offense results in ejection. 

20. THERE WILL BE NO HEAD FIRST SLIDING TO A BASE THE RUNNER IS ATTEMPTING TO REACH.  A player is allowed to slide 
headfirst back to a base he already legally gained possession of. Example:  A runner on first base may not slide head first 
into 2nd base on a ground ball.  He may however dive headfirst back to first base on a line drive out in an attempt not to be 
put out. 

21. One coach may be in the outfield when their team is on defense as long as there is at least one adult in the dugout.  
Coaches may not enter the infield. 

22. Each team may have no more than 4 adult coaches in the dugout during games.  All other adults must be outside of the 
dugouts.  There must be at least one adult in the dugout at all times. 

23. There may be two adult base coaches as long as there is at least one adult in the dugout with their team. 
24. Both teams are required to provide one new and one used game ball to the umpire prior to the start of the game. 
25. If a batter throws a bat, he/she will receive a warning on the first occasion. On the second occasion, it will be an immediate 

dead ball out and the manager will be notified that the player may not bat for the remainder of the game, but may play the 
field.  When their turn in the batting order comes up it is an automatic out. 
 

 



Equipment  
1. Batter must have full helmet protector. (Helmet cages or helmet straps are optional.) 
2. Catchers must wear a mask with a throat protector or a hockey style NOCSAE approved catcher’s helmet, chest protector, 

and shin guards.  
3. You can use big barrel, wood or small barrel bats. 
4. Only molded cleats can be worn. (no steel) 
5. Catchers must wear a protective cup. It is suggested but not mandatory that infielders and outfielders wear a protective 

cup.  
 

Field Dimensions  
1. Coach Pitcher:  Coach must pitch from a distance of thirty-five (35) feet.  All pitches must be overhanded. 
2. Base distance will be 60’ 

 

  



9-10-Year-Old Baseball Rules  
1. League play will be governed by Dixie Youth Official Rules and Regulations unless otherwise note in the league rules. 
2. All games will be (6) innings, or restricted to a (75) minute time limit, whichever comes first. IF THE (75) MINUTE TIME HAS 

EXPIRED AND THE GAME IS TIED, NO NEW INNING CAN BEGIN AND THE GAME IS CALLED A TIE during regular season. 
a. Coaches should hustle players on and off the field to ensure that as many innings as possible are played. 
b. There is a 5-minute grace period for the first game of the night.  If a team has enough players to start, the game 

should be started on time. 
c. The grace period is part of the 75-minute time limit. 
d. The time limit begins after the umpires/coaches meeting. 

3. If a game is shortened by weather or darkness, etc. it is a regulation game if (3) innings have been completed. 
4. Rosters may have a maximum of (14) players and a minimum of (12) players. 
5. A team may score a maximum of (5) runs per inning or record (3) outs. However, in the 6th inning teams will be allowed 

unlimited runs or (3) outs, whichever comes first. 
6. Mercy Rule: (15) runs after the 3 innings, (10) Runs after the 4 innings and 8 runs after 5 innings. 
7. Teams may use two adult base coaches as long as there is at least one adult (max of (4) adults in dugout at any time) in 

dugout.  
8. If a game is ended prior to reaching (4) full innings due to time limitations, and a player has not played the required 

minimum amount of playing time (6) consecutive defensive outs and one at-bat, he or she must start the next game, finish 
their required play time from the previous game, as well as their required minimum time for the current game before they 
can be substituted out of the defensive line up). 

9. Teams having more players present for a game than their opponent may choose to bat the same number as their opponent.  
(Ex.  Team A has (13) players present for the game and Team b only has (10), then Team A may choose to bat only 10 
players instead of 13 if the coach chooses to). Players for both teams must still get at least one at bat and play 6 defensive 
outs/ game. 

10. Teams will use a continuous batting order (all players present for the game must be in the batting order regardless of 
whether they are in the defensive line up or not).  Each player must play a minimum of (6) defensive outs. A late arrival 
goes to the end of the batting order. Violation of the minimum play rules will result in a warning, then a possible suspension 
of the Manager. 

11. A baseball defense of (10) players will be used; using (4) outfielders, players must be playing an outfield position, left field, 
short field, center field and right field).  

12. A team may play with as few as (8) players, but they will be assessed an out in place of their ninth batter.  
13. The home team will occupy the third base dugout and the Scorekeeper of the home team shall keep the Official Scorebook.   

 

9-10 Pitching Rules  
1. Dixie Youth Pitch Count Limits and Mandatory Rest Rules 

League Age Pitches Allowed 

9-10 75 

Pitches Rest Required 

1-30 Pitches in a day No (0) calendar day of rest 

31-45 Pitches in a day One (1) calendar day of rest 

46-65 Pitches in a day Two (2) calendar days of rest 

66 Pitches in a day Three (3) calendar days of rest 

A. Warm up pitches do not count towards the pitch count. 
B. The Field Umpire will keep the official pitch count for each pitcher, however each team is also responsible for keeping 

up with their player/teams pitch count.  This information should be turned into the field supervisor each night after 
games.  Forms will be provided to track pitches. 

C. If a pitcher reaches his/her max pitch count during an at-bat, the pitcher is allowed to continue until any of the 
following conditions occur: 

a. The batter reaches base. 
b. The batter is put out. 
c. The 3rd out is made to complete the half inning. 

D. A pitcher who delivers forty-one (41) or more pitches in a game cannot play the position of catcher for the remainder 
of that calendar day. 

E. Any player who has played the position of catcher in any part of four (4) or more innings in a game is not eligible to 
pitch on that calendar day.  (Catching a single pitch constitutes catching that inning.  Warm up pitches do not count.) 



2. A pitcher may not pitch more than 75 pitches in a calendar day.  Athletes may only pitch 8 innings in a week. Once the 
athlete has reached the allowed amount of innings in a week the athlete must rest until the next week before being 
allowed to pitch again. 

3. An inning pitched constitutes the Umpire Putting the Ball in Play, as you are now officially entered into the pitching 
position. 

4. Trips to the mound are two (2) per inning, per pitcher.  On the 2nd trip in the same inning, the pitcher must be removed 
from the game as a pitcher ONLY. 

a. Any pitcher removed from the game on the 1st trip of an inning, may re-enter the game later as a pitcher after one 
batter is retired if needed. 

5. Pitchers are not allowed to wear any jewelry or sweatbands while pitching, nor or they allowed to wear white sleeves.   
6. Pitchers are allowed no more than (8) warm up pitches from the mound at the start of the game.  Between innings they will 

have no more than (60) seconds.  This is in an effort to speed the game up and will be monitored by the home plate umpire. 
7. Coaches are allowed to warm up pitchers between innings (substitute players with in full catcher’s gear are also 

permissible).  Teams may use the player who made the last recorded out at their discretion as a courtesy runner for the 
catcher when there are 2 outs to speed up play. 

8. Coaches must remain in the dugout at all times and ask permission to leave the dugout to question any call or 
interpretation of the rules.  Under no circumstances are coaches to argue balls and strikes, fair or foul or any call not open 
to rule clarification. 

 
9-10 Equipment 

1. Batter must have full helmet protector. (Helmet cages or helmet straps are optional.) 
2. Catchers must wear a mask with a throat protector or a hockey style NOCSAE approved catcher’s helmet, chest-protector, 

and shin guards.  
3. You can use big barrel 2 5/8”, wood or small barrel bats. 
4. Only molded cleats can be worn. (no steel) 
5. Catchers must wear a protective cup. It is suggested but not mandatory that infielders and outfielders wear a protective 

cup.  
 

9-10 General Playing Rules  
1. Stealing is allowed after the ball crosses the plate.  
2. All players must slide or avoid contact on all close plays, especially at home plate and potential force-outs at 2nd and 3rd 

base. Base runners must make every attempt to avoid contact when advancing to the next base. No catchers or fielders can 
block any base, unless the act of fielding the throw brings them to block base, without possession of the ball.  

3. Coaches must remain in the dugout at all times and ask permission to leave the dugout to question any call or 
interpretation of the rules. UNDER NO CIRCUMSTANCES ARE COACHES TO ARGUE BALLS AND STRIKES, FAIR OR FOUL OR 
ANY CALL NOT OPEN TO RULE CLARIFICATION. 

4. There will be no head first sliding to a base the runner is attempting to reach.  A player is allowed to slide headfirst back to a 
base he already legally gained possession of.  Example:  A runner on first base may not slide head first into 2nd base on a 
ground ball.  He may however dive headfirst back to first base on a line drive out in an attempt not to be put out.  

5. The ball is live until the pitcher steps on the rubber (white) portion of the mound. 
6. If a batter throws a bat, he/she will receive a warning on the first occurrence. Each additional occurrence of the same 

player, will be an immediate dead ball out. 
7. Coaches are only allowed (1) offensive time out per half inning. This does not include injury timeouts. The game clock will 

only stop during injury time outs. 
8. Both teams are required to provide 1 new and 1 used game ball to the umpire prior to the start of the game. 
9. Umpires are to handle disagreements in a calm and professional manner. No personal attacks or use of profanity will be 

tolerated. Umpires are not to interact or argue with parents or spectators at any time. 
10. Umpires should go over all local rules for the playing field (holes in fence, areas where there is no fencing, areas of out of 

play, etc.) at the pre-game meeting. Also go over the local rules listed on this page, establish the start time of the game and 
have it entered in the official home score book. 

11. Infield Fly will be in effect. 
12. Batter MAY NOT advance on a dropped 3rd strike. 
13. No balks will be called in the 9-10 age group.  This means if the Pitcher Does Balk trying to pick off a baserunner the ball is 

Dead and all runners will return to their original base with No Penalty. 
 

 9-10 Field Dimensions  
1. Pitching distance will be 46’ and base distance will be 60’. 



11-12-Year-Old Baseball Rules 
1. League play will be governed by Dixie Youth Official Rules and Regulations unless otherwise noted in the league rules. 
2. All games will be (6) innings, or restricted to an (75) minute time limit, whichever comes first. No new inning may start after 

the (75) minute mark. IF THE (75) MINUTE TIME HAS EXPIRED AND THE GAME IS TIED, NO NEW INNING CAN BEGIN AND 
THE GAME IS CALLED A TIE during regular season play. 

a. Coaches should hustle players on and off the field to ensure that as many innings as possible are played. 
b. There is a 5-minute grace period for the first game of the night.  If a team has enough players to start, the game 

should be started on time. 
c. The grace period is part of the 75-minute time limit. 
d. The time limit begins after the umpires/coaches meeting. 

3. Mercy Rule: (15) runs after the 3 innings, (10) Runs after the 4 innings and 8 runs after 5 innings.  Participation rules must 
still be adhered to (1 at-bat and 6 defensive outs). 

4. If a game is shortened by weather or darkness, etc. it is a regulation game if (3) innings have been completed. 
5. Teams may use (2) adult base coaches as long as there is at least (1) adult (max of (4) adults in dugout at any time) in 

dugout.  Players can be used as First Base coaches provided that the player wears a helmet. For safety reasons, no batboys 
or batgirls are allowed. 

6. Teams will use a continuous batting order (all players present for the game must be in the batting order regardless of 
whether they are in the defensive line up or not). Each player must play a minimum of (6) defensive outs. A late arrival goes 
to the end of the batting order. Violation of the minimum play rules will result in a warning, then a possible suspension of 
the Manager. 

7. Teams having more players present for a game than their opponent may choose to bat the same number as their opponent.  
(Ex.  Team A has (13) players present for the game and Team B only has (10), then Team A may choose to bat only (10) 
players instead of (13) if the coach chooses to).  Players for both teams must still get at least one at bat and play (6) 
defensive outs/ game. 

8. A baseball defense of (9) players will be used. Teams may play with (8) players, but will be assessed an out in place of the 
ninth batter on offense. 

9. The home team will occupy the 3rd base dugout and the Scorekeeper of the home team shall keep the Official Scorebook. 
 

11-12 Pitching Rules  
1. Dixie Youth Pitch Count Limits and Mandatory Rest Rules 

League Age Pitches Allowed 

11-12 85 

Pitches Rest Required 

1-30 Pitches in a day No (0) calendar day of rest 

31-45 Pitches in a day One (1) calendar day of rest 

46-65 Pitches in a day Two (2) calendar days of rest 

66 Pitches in a day Three (3) calendar days of rest 

A. Warm up pitches do not count towards the pitch count 
B. The Field Umpire will keep the official pitch count for each pitcher, however each team is also responsible for keeping 

up with their player/teams pitch count.  This information should be turned into the field supervisor each night after 
games.  Forms will be provided to track pitches. 

C. If a pitcher reaches his/her max pitch count during an at-bat, the pitcher is allowed to continue until any of the 
following conditions occur: 

a. The batter reaches base. 
b. The batter is put out. 
c. The 3rd out is made to complete the half inning. 

D. A pitcher who delivers forty-one (41) or more pitches in a game cannot play the position of catcher for the remainder 
of that calendar day. 

E. Any player who has played the position of catcher in any part of four (4) or more innings in a game is not eligible to 
pitch on that calendar day.  (Catching a single pitch constitutes catching that inning.  Warm up pitches do not count.) 

2. A pitcher may not pitch more than 85 pitches in a calendar day.  Athletes may only pitch 9 innings in a week. Once the 
athlete has reached the allowed amount of innings in a week the athlete must rest until the next week before being 
allowed to pitch again. 

3. An inning pitched constitutes the Umpire Putting the Ball in Play, as you are now officially entered into the pitching 
position. 

4. Trips to the mound are two (2) per inning, per pitcher.  On the 2nd trip in the same inning, the pitcher must be removed 
from the game as a pitcher ONLY. 



a. Any pitcher removed from the game on the 1st trip of an inning, may re-enter the game later as a pitcher after one 
batter is retired if needed. 

5. Pitchers are allowed no more than (8) warm up pitches from the mound at the start of the game.  Between innings they will 
have no more than (60) seconds.  This is in an effort to speed the game up and will be monitored by the home plate umpire. 

6. Pitchers are not allowed to wear any jewelry or sweatbands while pitching, nor are they allowed to wear white sleeves.  
7. Coaches are allowed to warm up pitchers between innings (substitute players with in full catcher’s gear are also 

permissible).  Teams may use the player who made the last recorded out at their discretion as a courtesy runner for the 
catcher when there are 2 outs to speed up play. 

8. Coaches must remain in the dugout at all times and ask permission to leave the dugout to question any call or 
interpretation of the rules.  Under no circumstances are coaches to argue balls and strikes, fair or foul or any call not open 
to rule clarification. 

 
11-12 General Rules  

1. Catchers must wear a mask with a throat protector or a hockey style NOCSAE approved catcher’s helmet.   
2. Coaches are allowed to warm up pitchers between innings (substitute players with masks are also permissible).   
3. Coaches must remain in the dugout at all times and ask permission to leave the dugout to question any call or 

interpretation of the rules. UNDER NO CIRCUMSTANCES ARE COACHES TO ARGUE BALLS AND STRIKES, FAIR OR FOUL OR 
ANY CALL NOT OPEN TO RULE CLARIFICATION. 

4. Stealing is allowed after the ball crosses the plate. 
5. All players must slide or avoid contact on all close plays, especially at home plate and potential force-outs at 2nd and 3rd 

base.  Base runners must make every attempt to avoid contact when advancing to the next base.  No catchers or fielders 
can block any base, unless the act of fielding the throw brings them to block base, without possession of the ball.   

6. THERE WILL BE NO HEAD FIRST SLIDING TO A BASE THE RUNNER IS ATTEMPTING TO REACH. A player is allowed to slide 
headfirst back to a base he already legally gained possession of.  Example:  A runner on first base may not slide head first 
into 2nd base on a ground ball.  He may however dive headfirst back to first base on a line drive out in an attempt not to be 
put out.  

7. A BATTER MAY ADVANCE TO FIRST BASE ON A DROP 3RD STRIKE UNLESS THERE IS A RUNNER ON 1ST WITH LESS THAN 2 
OUTS.   

8. If a batter throws a bat, he/she will receive a warning on the first occasion.  On the second occasion it will be an immediate 
dead ball out. 

9. Both teams are required to provide 1 new and 1 used games ball to the umpire prior to the start of the game. 
10. Umpires should go over all local rules for the playing field (holes in fence, areas where there is no fencing, areas of out of 

play, etc.) at the pre-game meeting. Also go over some of the obscure rules listed on this page, establish the start time of 
the game and have entered in the official home scorebook.   

11. A team may score a maximum of (5) runs per inning or record (3) outs. However, in the 6th inning teams will be allowed 
unlimited runs or (3) outs, whichever comes first.  

12. Balks and Infield Fly rule will be in effect for this age group. 
 

11-12 Field Dimensions 
1. Pitching distance will be 46’ and base distance will be 60’. 

 

  



13-15 Baseball Rules 
1. League play will be governed by Dixie Youth Official Rules and Regulations unless otherwise note in the league rules. 
2. Single Games are 7 innings long but restricted to a 75-minute time limit.  No new inning may start after the 75-minute 

mark.  If the 75-minute time has expired and the game is tied, no new inning can begin and the game is called a tie.  
3. Double-Header Games will be (5) innings, or restricted to a (75) minute time limit, whichever comes first. No new inning 

may start after the (75) minute mark. If the (75) minute time has expired and the game is tied, no new inning can begin 
and the game is called a tie during regular season play.  

4. If a game is shortened by weather or darkness, etc. it is a regulation game if 3 innings have been completed. 
a. Coaches should hustle players on and off the field to ensure that as many innings as possible are played. 
b. There is a 5-minute grace period for the first game of the night.  If a team has enough players to start, the game 

should be started on time. 
c. The grace period is part of the 75-minute time limit. 
d. The time limit begins after the umpires/coaches meeting. 

5. Teams may use two adult base coaches as long as there is at least one adult (max of 4 adults in dugout at any time) in 
dugout.  Players can be used as First Base coaches provided that the player wears a helmet. FOR SAFETY REASONS, NO 
BATBOYS OR BATGIRLS ARE ALLOWED. 

6. Teams will use a continuous batting order (all players present for the game must be in the batting order regardless of 
whether they are in the defensive line up or not).  Each player must play a minimum of 6 defensive outs.  A late arrival 
goes to the end of the batting order.  Violation of the minimum play rules will result in a warning, then a possible 
suspension of the Manager. 

7.  Teams having more players present for a game than their opponent may choose to bat the same number as their 
opponent.  (Ex.  Team A has 13 players present for the game and Team b only has 10, then Team A may choose to bat only 
10 players instead of 13 if the coach chooses to).  PLAYERS FOR BOTH TEAMS MUST STILL GET AT LEAST ONE AT BAT AND 
PLAY 6 DEFENSIVE OUTS/ GAME. 

8. A baseball defense of 9 players will be used. A team may play with 8 players, but they will be assessed an out in place of 
their ninth batter. 

9. The home team will occupy the third base dugout and the Scorekeeper of the home team shall keep the Official Scorebook.   
 

13-15 Pitching Rules 
1. Dixie Youth Pitch Count Limits and Mandatory Rest Rules 

League Age Pitches Allowed 

13-15 95 & may not throw more than 105 

Pitches Rest Required 

30 Pitches but less than 61 pitches 30 hours rest 

More than 60 Pitches in a day 40 ours rest 

A. Warm up pitches do not count towards the pitch count 
B. The Field Umpire will keep the official pitch count for each pitcher, however each team is also responsible for keeping 

up with their player/teams pitch count.  This information should be turned into the field supervisor each night after 
games.  Forms will be provided to track pitches. 

C. If a pitcher reaches his/her max pitch count during an at-bat, the pitcher is allowed to continue until any of the 
following conditions occur: 

a. The batter reaches base. 
b. The batter is put out. 
c. The 3rd out is made to complete the half inning. 

2. Players may not pitch more than one (1) game in a day. 
a. A Pitcher may not throw more than 105 pitches in a day. 

3. One pitch thrown to a batter will constitute an inning pitched.  
4. The pitcher will only be required to observe the calendar day(s) rest for the threshold he/she reached during that at bat, 

provided that pitcher is removed or the game is completed before delivering a pitch to another batter. 
5. Only the starting pitcher can be taken off the mound and return to pitch later in the game. 
6. Pitchers are not allowed to wear any jewelry or sweatbands while pitching, nor are they allowed to wear white sleeves.  
7. Coaches are allowed to warm up pitchers between innings (substitute players with in full catcher’s gear are also 

permissible).  Teams may use the player who made the last recorded out at their discretion as a courtesy runner for the 
catcher when there are 2 outs to speed up play. 

8. Coaches must remain in the dugout at all times and ask permission to leave the dugout to question any call or 
interpretation of the rules.  Under no circumstances are coaches to argue balls and strikes, fair or foul or any call not open 
to rule clarification. 



 

13-15 General Rules 
1. Catchers must wear a mask with a throat protector or a hockey style NOCSAE approved catcher’s helmet.   
2. Coaches are allowed to warm up pitchers between innings (substitute players with masks are also permissible).   
3. Coaches must remain in the dugout at all times and ask permission to leave the dugout to question any call or 

interpretation of the rules.  UNDER NO CIRCUMSTANCES ARE COACHES TO ARGUE BALLS AND STRIKES, FAIR OR FOUL OR 
ANY CALL NOT OPEN TO RULE CLARIFICATION. 

4. Coaches must remove pitcher on the second visit of any inning for that pitcher or on the third visit of the game for that 
pitcher.   

5. Bunting, lead offs and stealing are allowed.  All players must slide or avoid contact on all close plays, especially at home 
plate and potential force-outs at 2nd and 3rd base.  Base runners must make every attempt to avoid contact when advancing 
to the next base.  No catchers or fielders can block any base, unless the act of fielding the throw brings them to block base, 
without possession of the ball.   

6. Players may slide head first into any base and home plate.  
7. Metal spikes are allowed. 
8. A BATTER MAY ADVANCE TO FIRST BASE ON A DROP 3RD STRIKE UNLESS THERE IS A RUNNER ON 1ST WITH LESS THAN 2 

OUTS.   
9. If a batter throws a bat, he/she will receive a warning on the first occasion.  On the second occasion it will be an immediate 

dead ball out and the manager will be notified that the player may not bat for the remainder of the game, but may play the 
field.  If the coach chooses to leave the player in the game defensively, it is an automatic out when their turn to bat comes 
up again. 

10. Mercy Rule: (15) runs after the 3 innings, (10) Runs after the 4 innings and 8 runs after 5 innings.  Participation rules must 
still be adhered to (1 at-bat and 6 consecutive outs defensive outs). 

11. Both teams are required to provide one new and one used game ball to the umpire prior to the start of the game. 
12. Umpires should go over all local rules for the playing field (holes in fence, areas where there is no fencing, areas of out of 

play, etc.) at the pre-game meeting.  Also go over some of the obscure rules listed on this page, establish the start time of 
the game and have entered in the official home scorebook.  Emphasize hustling between innings and the time limit on the 
start of a new inning. 

 

13-15 Field Dimensions 
1. Pitching distance will be 54’ and base distance will be 80’. 


