
Falls Aces freedom 
classic RULES 

MFLL COMPLEX N64W15020 MILL RD, MENOMONEE FALLS, WI 53051 
Field 1-4 are the southern cloverleaf of fields as you enter the Complex  

Fields 5-8 are as far North as you can drive beyond the tree line 
  
Menomonee Falls Little League welcomes you to The Complex! Please exhibit class and sportsmanship throughout 
your time with us. We take pride in offering a kid friendly environment and quality concessions for our guests.  
 
Each age level will compete in two pool play games before entering into a single elimination bracket. Seeding will be 
based on W-L record, then runs allowed. A tiebreaker between two teams will be decided by head-to-head results or run 
differential if they did not play head-to-head.  
 
All tournaments follow Little League International rules with the amendments below. 
 
1. Field Dimensions: 

➔ Fields 1 - 4 are 60’ bases with a 46’ mound and 200’ fence. 
➔ Field 5 are 90’ bases with a 60’6” mound and 300’ fence 
➔ Field 6 are 90’ bases with a 60’6” mound and 325-390” fence. 
➔ Fields 7 & 8 are 70’ bases with a 50’ mound and 200’ fence. 

 
2. Time Limits/Innings (time starts at the conclusion of the home plate meeting): 

➔ 9U-12U 6 innings or 1:35 time limit; 1:45 maximum “drop dead” during pool play 
➔ 13U-14U 7 innings or 1:45 time limit; 1:50 maximum “drop dead” during pool play 
➔ No new inning can start after time limit 
➔ No extra innings in pool play – Games will end in a tie 
➔ If a team is ahead at “drop dead” during pool play they shall be declared the winner, scores do not revert 

to the last completed inning 
➔ 2 MINUTES BETWEEN INNINGS – This will be enforced 
➔ No extra innings or Cali Rule in pool play; just bracket play 

◆ California Rule after time limit or inning limit – 2-1 count, 1 out, last batted out on 2nd base to start 
inning 

➔ NO TIME LIMIT IN CHAMPIONSHIP GAMES  -  run rules still apply 
➔ Coin flip for home team through pool play and for championship game 

◆ The team traveling the farthest shall have the honor of calling the coin flip. 
◆ Team listed first on schedule will occupy 1st base dugout.  
◆ High seed in bracket play will be home team. 

➔ Tie Breakers: 
◆ 1. Head to Head (two teams only) 2. Runs Allowed 3. Run Difference (+10 max per game) 4. Coin 

Flip 
 
3. Run Rule: 

➔ 9U-12U = 15 runs after 3 innings, 10 runs after 4 innings, 8 runs after 5 innings 
➔ 13U-18U = 15 runs after 4 innings, 10 runs after 5 innings, 8 runs after 6 innings 

 
4. Player and Team Eligibility: 

➔ Players must be at the age level or below as of May 1 of the current year. Example: 12U players must be 
age 12 or younger as of May 1 of the current year.  



➔ Rosters must be turned to the tournament director 24 hours prior to the first game. Once the roster is 
turned in, the roster is then frozen. Players may only be on one (1) roster during the tournament. A team’s 
roster must contain no more than 15 players. Players MUST be physically present for the first game to be 
eligible to participate in any remaining game. If a player is not present for the first game, he/she is not 
eligible for the remaining games. The Tournament Director will make exceptions on a case by case basis.  

➔ A team must have a minimum eight (8) players to start the game or any inning. If the game is started with 
eight (8) players, the 9th position in the line-up is an automatic out. Anytime a team is without eight (8) 
players that team shall forfeit the current game with a score of 10-0.  

➔ Any team that does not take the field within ten (10) minutes of the scheduled start time shall forfeit the 
game upon the opposing team taking the field and throwing the first pitch. Losing team will be penalized 
with ten (10) runs allowed. Tournament Director may allow late starts only when playing in back-to-back 
games.  

➔ Any team that is not ready to play after 2 MINUTES between innings shall forfeit the game upon the 
opposing team taking the field and throwing the first pitch or entering the batter’s box. Losing team will 
be penalized with ten (10) runs allowed. 

 
5. Mound Visits - One free visit per pitcher per inning; the pitcher is removed upon the second visit. No delaying games 
after time limit with mound visits or multiple pitching changes. Violations are up to Tournament Director’s discretion.  
 
6. Pitching Rules: 

➔ New pitchers get 7 pitches; pitchers get 5 pitches between innings 
➔ No fake to third and throw to first; major league rule; a balk is called 
➔ No balk warnings for ages 13U and up; one warning per pitcher for 12U and under; the LLI balk rule will 

be enforced 
➔ Intentional walk---don’t have to pitch to batter, notify umpire.  
➔ Pitcher Limits: 

◆ 1 pitch in an inning is equal to 1 inning pitched 
◆ 9U-10U: A player may pitch a maximum of 3 innings in any individual game but no more than 5 

innings in one day and no more than 7 innings total in the tournament.  
◆ 11U-12U: A player may pitch a maximum of 4 innings in any individual game but no more than 6 

innings in one day and no more than 10 innings total in the tournament.  
◆ 13U-14U: A player may pitch a maximum of 5 innings in any individual game but no more than 7 

innings in one day and no more than 12 innings total in the tournament.  
◆ Pitchers used in excess of the daily or tournament limit will result in a 10-0 forfeiture loss.  

➔ 3 hit batters by a pitcher and a warning will be issued. On the 4th hit by pitch, the pitcher must be 
removed from the pitching position immediately.  

➔ The ball is to be returned directly to the pitcher after an out is recorded. No around the horn allowed. 
➔ No arm bands or sleeves to be worn on either arm of pitchers with white, grey or white/grey camouflage 

pattern - If pitchers have arm bands or sleeves, they must be same color and equal in length AND not in 
colors of white, grey or white/grey camouflage pattern. 

➔ Pitchers may not wear batting gloves on glove hand while pitching.  
 
7. Offense Rules: 

➔ Players are encouraged to use the safety base where present; runner will be called out only when flagrant 
➔ Courtesy runners are allowed for pitcher and catcher at any time.  

◆ The runner must be the player that made the last batted out.  
◆ If there are two (2) outs a courtesy runner MUST be used for the catcher.  

➔ No fake bunt then swing or slashing for ages 14U and under. 
➔ No lead offs for 9U-10U. Base stealing is allowed after the pitch crosses the plate. Dropped third strikes 

are legal and in play. 
➔ Lead offs, base stealing, dropped third strikes are all legal and in play for 11U and above.  
➔ Runner may score on a passed ball, wild pitch, or a ball returned to the pitcher. 
➔ Bat Rules: 



◆ 9U-14U must have a USSSA 1.15 BPF or USA Baseball stamp, no drop rule. The barrel cannot 
exceed 2 ⅝ in. 

◆ 15U and above will use BBCOR bats with a maximum drop of 3.  
➔ Team is allowed to bat a standard 9, 10 (with EH) batter lineup or the whole lineup in a continuous batting 

order 
◆ If an injury occurs batting the whole lineup, the player will be an out for the rest of the game 

unless opposing coach agrees to nullify the rule 
➔ Substitutions: 

◆ If using continuous batting order, substitutes may be used at any time. Players may re-enter the 
game at any time in their original batting order.  

◆ If using a regular or extra hitter (EH) order a starting player may re-enter once, while a substitute 
may not re-enter. 

 
8. Defense Rules: 

➔ No fielding warm ups after the 1st inning. 
➔ No 4th outfielder at any age level.  
➔ Infield fly rule will be enforced at all levels.  

 
9. General Safety: 

➔ Fencing and netting helps to limit foul balls from leaving the field of play, however will not stop all balls. 
Fans are encouraged to use bleachers where the most protection is afforded. 

➔ Catchers squatting to warm-up pitchers need to wear a mask and protective cup. 
➔ If a player suffers a head injury, he/she is not allowed to re-enter the game at any point. 
➔ If a player is injured and blood is visible, that player must be attended to by manager/coach to stop 

bleeding and the visibility of blood; time may be stopped for up to 3 minutes - Teams have 3 minutes to 
get bleeding under control before team must replace player(s). 

➔ On-deck batter can warm up in either on-deck circle. On-deck must face the action and not have back 
turned to batter.  

➔ No metal spikes/cleats are allowed for 9U-12U. Metal is OK for 13U and above.  
➔ There is NO MANDATORY SLIDE RULE! The sliding rules for the tournament are all the same as the LLI 

book rules. There are two main points.  
◆ The Force Play Slide Rule: Any runner who is in a force play, must either slide directly into the 

base or run himself out of the play avoiding contact with the fielder. If this is not done, this is 
considered interference and the runner is out and B/R is automatically out for a double play, and 
all other runners must go back to the base they occupied at the time of the pitch. The runner may 
not “take out the fielder to break up the double play.” If the runner slides, it must be a legal slide 
according to book rule and if the second baseman is on the bag and the runner makes a legal 
slide into the bag and there is contact, interference should not be called.  

◆ Plays at the plate: When there is a potential play at the plate, and the catcher has the ball, the 
runner must either make a legal slide or avoid contact. The catcher has the right to be in the 
base-path when he has the ball in his possession... If the catcher does not have possession of the 
ball and denies the runner access to the plate, then the catcher has committed obstruction and 
the runner may be awarded home. The runner has the right to reestablish his base path by 
running no more than 3 feet to either side of the base path to avoid contact. If the runner does 
attempt to avoid contact and there is incidental contact then this is a judgment call by the umpire. 
If the runner commits malicious contact, the runner is out and ejected. Remember, malicious 
contact supersedes obstruction.  

 
10. Inclement Weather: 

➔ If one field goes under weather delay, ALL fields go under weather delay. An air horn blast will sound all 
weather delays.  

➔ Automatic 20 minute delay for lightning or thunder 



◆ Every new lightning or thunder spotted by an umpire or tournament director will start the 20 min 
over. Three air horn bleeps signal it is OK to resume play. Another air horn blast indicates all 
games are off and the Complex must be evacuated.  

➔ Tournament Director will send email updates.  
➔ In the event of rain, our fields hold water pretty well; if the rain becomes dangerous, we will pull all the 

players from the fields and resume when it is safe to play again. 
➔ If weather is going to significantly alter the start time of game times, an email will be sent to coaches. In 

the event of extreme temperatures, we will also delay. 
➔ Once a team has started their 1st game, no refunds will be given in the event of a cancelled tournament 

 
11. Warm-ups: 

➔ No pre-game infield. Warm-up in the outfield only.  
➔ Limit batting cage use to 15 minutes if another team is in line. 
➔ You are allowed to hit wiffle balls or no flight balls in any open green space. Teams MAY NOT use the 

infields of any field on the Complex for warm-ups.  
➔ DO NOT hit against the fence or backstop. 

 
12. Games can start 30 minutes ahead of schedule; no more than 30 minutes early unless coaches allow. Teams must 
be ready to play all games 30 minutes prior to the scheduled start time.  
 
13. NO SWEARING!!! 
 
14. No carry-ins; each team is allowed ONE cooler of liquids to be brought in by a coach. 
 
15. Only 3 coaches/adults are allowed in the dugout at once; the scorekeeper counts as a coach. 
 
16. EJECTIONS (NO EXCEPTIONS): 

➔ All ejections result in an automatic offensive out for the remainder of the tournament. Example: A player 
is ejected for foul language in the 3rd inning of the 1st game of pool play. Each inning in all games in 
progress and thereafter will begin with that team having 1 out.  

➔ If a COACH is ejected he/she will be suspended for the next game and asked to leave the entire complex. 
➔ If a PLAYER is ejected he/she will be suspended for the next game and can stay in the complex but needs 

to be removed from the dugout. 
➔ If a PARENT is ejected he/she will be suspended for the next game and asked to leave the entire complex. 
➔ ALL ejections are subject to further suspension upon a review from the umpire and tournament director. 

 
17. No protests are allowed. Decisions of the umpires and Tournament Director are final. Players, coaches and 
spectators are expected to show good sportsmanship at all times. Use of noise making devices such as air-horns or 
cowbells is prohibited. Violation of this rule start with a warning and may lead to disqualification from the tournament at 
the discretion of the Tournament Director.  
 
18. All teams should check-in at the table outside of concessions near Fields 1-4 for (U-10U and Fields 5 & 6 for 
11U-14U. The scores and standings will be updated at the check-in table and also on the website.  
 
19. MFLL reserves the right to make changes as necessary. All changes will be communicated via email to the email 
address on the registration form.  
 
20. No dogs, alcohol, smoking, or weapons are allowed on the property!  

 


