
Beaufort County Parks and Recreation 

Beaufort Youth Baseball- Fall Rules 

Minor League Rules 
 

 Coaching Staff  

- The coaching staff will consist of 1 Head Coach and up to 3 Asst. Coaches (ALL coaches will 

need to fill out a coaching application and have an up to date background check completed.) 

 

 Uniforms and Equipment  

- Complete uniforms are required to be worn by each player and coach. This includes jersey, 

pants, socks, belt, and hat. No player will be allowed to participate in games without complete 

uniforms. (We expect all coaches and players to use logical judgement in these situations) 

- Players on the field, or in the dugout area, may not wear any jewelry of any kind (this includes 

bracelets, necklaces, and piercings) Exception: medical or religious tags or medallions may be 

worn, but notice needs to be given to the athletic supervisor before the first game. Penalty: 

when a first time occurrence is noted, a warning shall be given to both teams, which applies to 

all players. Upon the second occurrence, the coach and player(s) will be ejected for the 

remainder of the game. 

- Defensive players must always wear a fielding glove. Tennis shoes or non-metal cleats are to be 

worn. 

- Catchers must wear a mask/helmet that covers both ears (you have been provided the correct 

type with your catcher’s gear) No earless batting helmet turned backwards with a facemask will 

be allowed. 

- All bats that are used must be stamped with the USA BAT logo whether wood, metal, or 

composite. Should a player be found using a bat that is not marked USA BAT, the player will be 

called out, and the player will be ejected for the remainder of the game.  

 

 The Game 

- All Dixie Youth rules will apply with the following exceptions and notations. 

- The first scheduled game of each day will have a 15 minute grace period.  There will be no 

forfeit. If another team needs to borrow fielders that is ok, but as long as kids show up we will 

be playing. (Grace Time DOES count towards time limit) The only exception will be at the fault of 

the umpire and/or field prep. 

- Each game shall have a 1 hour and 30 minute time limit. No new inning shall be started after 

this time has been reached after the start of the game. Should a game be tied and the time limit 

is reached the game will be recorded as a tie. 

- The home team is the official score keeper. 

- All players must play a minimum of 2 complete innings (6 outs) on defense. All players must 

meet the requirement of this rule by the end of the 4th inning. The Head Coach may be 

suspended for not complying with the player participation rule. Exception: Does not apply if the 

game does not go 4 innings due to the run rule or weather shortened games.  



- Teams can play with any number of players at the discretion of the Head Coach. Should a team 

not have enough players to fill all 9 defensive positions, an outfield position chosen by the Head 

Coach will be left empty, or you may borrow a player to fill a defensive position. The only reason 

for not filling a defensive position is a player being ejected and no substitutes available. 

- There is a 10 run mercy rule after 4 innings of play, 15 run mercy rule after 3 innings of play.  

- A game cannot end until all players have had at least 1 at bat from each team. In the event that 

the 15/10 run rule would come in effect before the losing team’s players have all batted, there 

will be another inning started with the losing team batting first (regardless of who was home 

team) Once all players have batted the game will be over unless the score fell below the 10 run 

threshold.  

- Teams will bat completely through the entire order regardless of how many players are on 

each team. At the start of the game all players will be put into a batting order and will stay in 

this batting order for remainder of the game. If a player shows up after the batting order has 

been given to opposing team the player will bat in the last position. It is the responsibility of the 

head coach to ensure the opposing team is aware of a late addition so their book will be correct. 

Should a player take 1 pitch from the pitcher and be found to be batting out of order the player 

will be called out immediately. If a player comes out of the game on defense due to injury the 

player may not bat in the next half inning of play. 

- If a team bats completely through the batting order in a half inning, sides will change 

regardless of how many outs are recorded.  

- No more than 7 runs can be scored by the offense in any half inning. Once a 7th run is scored in 

a half inning sides will change regardless of how may outs are left. Exception is if a team is down 

more than 7 runs and it is their final at bat. If a play results in the 7th run and any additional runs 

being scored on the same play the score will show all runs scored for that play. 

- A batter will be warned once by the umpire for slinging of the bat, on the second occurrence 

the batter will be called out and runners on base will return to the base they were on before the 

occurrence. 

- All runners must slide feet first into all bases. There is NO head first slides unless the runner is 

diving back into the base they came from, example: pick off play. 

- Any player who attempts or does “run over” the catcher will be called out and could face 

further disciplinary action brought upon by the league.  

- Any base runner who intentionally knocks into a defensive player will be called out. 

- Runners may “steal” a base after the pitched ball passes home plate.  

- Runners must keep 1 foot in contact with the base until the ball passes home plate or the 

runner will be called out regardless if the runner attempts a steal, example: leading off. 

- *Runners cannot advance on an overthrow from the catcher on an attempt to throw out a 

baserunner on a stolen base attempt in the Fall Season. 

- *Runners cannot advance home on a pass ball in the Fall Season. A runner may advance home 

if the throw from the catcher back to the pitcher is over thrown or dropped. If the catcher 

attempts a play at a base, it is a live ball and the runner may advance home. 

- The catcher may not block the plate before, or during any play at the plate. The catcher must 

remain behind or to the sides of home plate when trying to apply a tag. 

-  There are NO intentional walks. 

 



 

 

 

 

 

 Pitching 

- Pitcher’s mound will be set at 46’ feet from the point of home plate. 

- Pitch count will be: 

No days rest for 1-30 pitches 

1 Day rest for 31-45 pitches 

2 Day rest for 46- 65 pitches 

3 Day rest for 66+ pitches 

75 pitches is the MAX a pitcher can pitch. Exception is if they reach the max pitch count while 

facing a batter, they may continue until that batter reaches base safely, gets out, or a 3rd out is 

recorded on a base runner to end the half inning. 

- If a pitcher throws 41+ pitches they cannot play the position of catcher for the remainder of 

that game. If a catcher plays the position for 4 innings of play (12 outs) they cannot play the 

position of pitcher. 

- Regular pitching rules are in effect: 4 balls= walk, 3 strikes= strikeout 

 

 

 

  

  

 

  

 

 


