
GEYA Baseball Rules 

Minor B Division 
 

1. PLAYING TIME – Each player shall play at least one inning in the infield and two innings in the game. 

 

2. PITCHER / CATCHER LIMITATIONS.  As a clarification to GEYA Baseball’s position on the pitcher/catcher eligibility 

rules contained in the Little League International rule book, any player who pitches 41 pitches is ineligible to catch in 

that same game at any time.  Additionally, any player who has played as a catcher in any part of four innings cannot 

pitch in the same game.  Here are a few relevant examples: 

 

a. A player cannot play the role of catcher for three innings, pitch up to 40 pitches, and then go back into catch 

the remainder of the game as he would have caught for four innings and pitched in the same game which 

GEYA has deemed unacceptable. 

b. A player cannot pitch up to 40 pitches at the beginning of the game and then play catcher for four or more 

innings as the player would have caught for four innings and pitched in the same game which is deemed 

unacceptable. 

c. A player can both pitch 40 pitches and catch for three innings in the same game. 

 

3. PLAYER SUBSTITUTION – Any defensive player may be substituted at any time except that pitchers once removed 

from the mound may not return as pitchers. There is no pinch hitting. 

 

4. BATTING ORDER – There are no restrictions to the batting order of each game, however, every player on a team’s 

roster that is in attendance at a game must be in the batting order for the entire game (no substitutions for batting). 

Each manager must provide in writing the batting order of their team, including the full name of each player and 

their uniform number, to the manager of the opposing team prior to the start of the game. 

 

5. BUNTING – Bunting will be allowed.  Swinging bunts are not allowed and if attempted, the batter will be 

automatically out—even if bunter does not make contact with ball.  (You may pull back your bunt attempt but must 

not swing). 

 

6. WARM-UP PITCHES – Pitchers are limited to seven warm up pitches. 

 

7. MANAGER VISITS TO THE PITCHER – The Manager will be allowed four visits to the mound per pitcher per game 

with the fourth visit resulting in removal of the pitcher. 

 

8. BALKS – Balks will not be recognized. 

 

9. STEAL DESCRIPTION AND LIMITS – No leads and no leaving early.  Runners can steal when the ball crosses home 

plate.  Each team is allowed four total successful base steals or advances on a passed ball per inning at 2nd and/or 

3rd base.  Two players stealing at the same time counts as two steals.  There is only one successful steal of home 

allowed per team per inning.  Pick offs at third that result in a run scoring will count as a steal home and only one 

run can score on the play (i.e. runner on second cannot advance all the way home).  We encourage leading but 

coaches need to control the dancing runner at third. 

 



10. DELAYED STEALS – Delayed steals are not allowed and if attempted, the will return the runners to the bases they 

were at.   

 

11. LEAVING BASE EARLY - If a runner leaves the base early and the ball is put in play, they are allowed to continue to 

the extent of the total bases earned by the batter.  If the ball is not put in play or becomes a passed ball, they must 

return to the base.  This means that if a player is on first and the batter hits the ball into the gap and ends up on 

second, the runner that was on first must stop at third (two bases from first). 

 

12. OVERTHROWS BY THE CATCHER ON STEALS – On a steal, we want to encourage the catcher to make the throw to 

the base.  For this reason, the runner stealing cannot advance more than the base they are trying to steal—even if 

there is an overthrow.  For example, runners are on first and third, the runner on first attempts to steal second base.  

The catcher can throw the ball to second base in an attempt to get the base stealer out.  The runner on third must 

stay at third and the runner advancing to second must stay at second (unless he is tagged out) on the throw.   

 

13. OVERTHROWS BY THE CATCHER TO THE PITCHER – Until the 9th regular season game, a catcher overthrowing the 

pitcher is a dead ball.  Runners cannot advance on this.  This will help alleviate the “dancing” runners and time that 

is wasted chasing them back to the base while trying to get the ball back to the pitcher.  Beginning with game 9, an 

overthrow from catcher to pitcher is a live ball and runners can advance.  This advance is not considered a steal and 

does not count against your steals of home.  The runners must stop running once the ball is in the pitchers 

possession and the pitcher is on the mound.  

 

14. OVERTHROWS WHEN THE BALL IS IN PLAY – There is a one base limit on an overthrow.  Runners can advance to the 

next base from the one they last touched.  If ball goes out of play, runners advance automatically.  If ball is in play, 

runners advance at their own risk (at most one base). 

 

15. CRITERIA FOR STOPPING PLAY – Play stops when an infielder has control of the ball in the infield and there is no 

imminent play.  Managers/coaches/players may ask the umpire for "time" at this point. 

 

16. INFIELD FLY – We do not have an infield fly rule. 

 

17. CATCHER SUBSTITUTION – If the catcher is on base with two outs, the catcher must come in and put the gear on.  

The player who made the last out will run for the catcher. 

 

18. DROPPED THIRD STRIKE – If a catcher drops a third strike, the batter is out.  If the third strike becomes a passed ball, 

the batter is still out but base runners may advance. 

 

19. MAXIMUM RUNS - Each half (½) inning will have a five (5) run maximum.  If 4 runs have scored, bases are loaded, 

and the batter hits a double, only one run will count for a maximum of (5) runs.   If the fifth run scores while the 

batter is still in an official at bat, the batter will lead off the next inning.  This is similar to a base runner being caught 

stealing for a third out. 

 

20. THROWN BATS – In the event the batter throws the bat, the player will be given a warning.  On a second violation 

by the same individual, he will be called out. On a third violation by the same individual, the player must be removed 

from the game. All runners advancing on this batted ball must return to the base from which they came. If in the 

umpire’s judgment the actions of the batter are judged malicious or intentional, the batter will be immediately 



ejected from the game for a first-time offense. Under Little League Rules, all ejections result in an automatic 

suspension from the team’s next game. 

 

21. PITCHER’S ATTIRE – Pitchers are prohibited from wearing white or gray long-sleeve shirts under their uniforms. In 

addition, pitchers cannot wear sunglasses or any other item that could be distracting to the batter. 

 

22. WRIST BANDS/JEWELRY – The wearing of wrist bands or jewelry is prohibited. 

 

23. AUTOMATIC FORFEITS – We do not have automatic forfeits due to a lack of nine players at a game. 

 

24. GAMES CALLED DUE TO WEATHER – If game is called due to weather conditions, the game results will be official at 

the completion of 3 innings or if the home team has scored more runs in 2 ½ innings of play.  Tie scores are 

permitted at this level. 

 

25. TEN (10) RUN MERCY RULE – Official Playing Rule 4.10(e) will NOT be applicable for this division. 

 

26. GAME LENGTH – Five innings or two hours—whichever comes first.  No new inning can be started after one hour 

and 45 minutes from the official game start time that is announced by the umpire after the first pitch is thrown. Per 

Little League International rules, an inning starts immediately after the third out is made of the prior inning. (Not 

when the first pitch is thrown of the next inning). 

 

27. GAME BALL – No game balls.  A verbal recognition for “player of the game” is recommended. 

 


