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General Guidelines for Middletown Umpires

www.middletownlittlel eague.org

The purpose of these guidel inesto help in prov iding
consistency in rule appl ication and manageme nt of
games.

APPEARANCE

Umpires should wear the |eague shirt and cover
which are prov ided. Whenever pract ical black, gray
or dark blue pants with blac k shoes and socks s hould
also be worn.

All calls should be made clear ly. A loud voice
should be used w here averbal call is appropriate and
appropriate hand signa Is should plain ly and
unequivocal ly indicate the call.

RESPONSIBIL ITIES

The plate umpire isthe umpire in chief (UIC) for that
game. The UIC will not overrule or question acall by
the other umpire. Upon request of the ot her umpire,
the UIC shal | offer hisopinion on aplay, if he/she
hasone. The UIC shal| also make the final ruling on
any rulesinterpretat ion, but only if forma Ily
requested b y the ot her umpire or amanager asa
protest of an alle ged incorrect ru les interpretation.

All rules decisions shal | be made in conformity with
thelittle league rulebook as suppl emented by local
rules. Any interpretationsissued by or thro ugh the
league UIC shal | be followed.

PRE-GAME

Prior to the start of the g ame, the U IC shal | hold a
conference with the other umpire.  The purpose s hall
be to go over positioning and areas of  responsibil ity
for calls, aswell as ground rulesand any other
pertinent items. Dur ing the game, the U IC shal |
communicate with the other umpire as necessary to
assure proper p ositioning, part icularly when the other
umpireis an untrained umpire.

There shall be aconference w ith the managers. This
conference sho uld take plac e about five minutes
before the sched uled gametime. The UIC should

confirm that the managers have exchanged lineups
and should go over the ground rules.

GAME MANAG EMENT

The UIC shall seethat the game movesa long. In
particular, the UIC shal | assure that teams prom ptly
take the field between innings. If the pitcher and/or
catcher are not promptly taking thef ield and
proceeding with wa rm up pitches, the UIC shal | limit
the number of warm up pitches, with due
consideration for the weather. The rulebook time
limit of one minute takes prior ity over the number of
warm up pitches, and n o team shall be allowed to
consistently take si gnificantly longer than one minute
to be ready to play when on defense. If there isno
catcher available to take warm up pitches, the pitcher
should be directed to play catch with one of the
infielders. There is no absolute right of e ither the
pitcher or catcher to tak e warm up pitchesi f there is
delay in getting ready.

Good sportsmanship is expected of a | participantsin
the game and al | spectators. The umpires shal | take
appropriate steps to attempt to avoid uns portsmanlike
conduct. Thismay include informal ly speaking to
players, managers or coaches or issuing formal
warnings, or ge cting any participant for si gnificant
or repeated unsportsmanlike acts. The umpire must
maintain proper composure, avoid intemperate
remarks and not argue with any partic ipant or
Spectator.

POST-GAME REPOR TS

If any disciplinary action has to be taken during
game, the umpires shall report what happened to the
league UIC. The game umpires are also encouraged
to report any unusual problems even if they did not
lead to any disciplinary action and to contact the
league UIC with any rules questions or field
positioning/mechanics questions.

The league UIC is John Marsini: 732-267-2726



CHAPTER 1 THE UMPIRE

Character, good judgment, ability to get along with youngsters
and the desire to do the job well are the attributes of a good
umpire. T hisisonl y part of what it take sto be a Little League
umpire. The adult volunteer is also a person who comma nds
respect, knows th e rules of the ga me and reacts intuitivel y to
play situations, which dictate the umpire's position. Sincethe
advent of baseball, the umpire has occupied auniquerole. As
solejudge and jury the umpires authority isunquestioned, but
the dignity with which each umpire exercise his duties, th e good
judgment and common sense they apply in the i nterpretation of
the Rule Book are the h allmarks of an efficient and

well respected official. When you accept t he responsibility of a
Little League Umpire and are appointed by the league president,
you should recognize and accept that you are arepresentative of
the league and of Little Le ague Baseball. Y ou are authorized
and required to enforce al th erules and regulations of Little
League Basebdll, Inc., whether we agree with all therulesan d
regulations or not. We must enforce al of themtothe best of
our ability; we cannot pick and choose which ones we are going
to enforce. First and foremost, the s afety of the children and the
integrity of the game must be numb er one in the umpires mind
and how he enforces and interpretstherules. The Little League
Volunteer Umpire could be one of the most important
volunteersin thelocal lea gue structure.

CHAPTER 2POINTS TO REME MBER WHEN

UMPIR ING AT ANY LEVEL UNIFORM AND
EQUIPMEN T

Of utmost importance to the novice, a swell ast he experienced
umpire, is hisor her uniform an d equipment. Appearanceis a
solid attribute to good umpiring. The well-groomed umpire
creates an atmosp here of resp ect and dignity. The approved
uniform islight blue or nav y blue shirt and the Little League
Umpire p atch affi xed to the upper |eft sle eve of the shirt. A
patch from another baseball or softball organization is not
appropriate in a Little League game. Navy blue, bl ack or gray
pants. Plate cap navy blue or black (s hort visor), base cap with
(longer visor) . Black belt and shoes with navy blue or black
socks. Standard equipment should include spe cial shoes (for
plate umpire) with inst ep protector and box toe, no meta cleats
however ; ball and strike indicator, small broom or brush for
cleaning home plate, chest protector, protective cup, shi n guards
and face mask. The ball bag must also be navy blue, black or
gray. Your ball and strike indicator was desi gned for your left
hand not your right, and shin guards should alwa ys be worn
under your pantsleg. It is very important to shine your shoes
before every game and to keep both uniform and

equipment immaculatel y clean. Sloppy dress will givethe
impression of slopp y work. Your uniform isareflection of the
pride you demonstrate in your umpiring. Proper fit an d
cleanliness are essential. Generally, the first impression people
have of the umpireis hispersonal appearance. Your decorumis
something you can control.

FRATERNI ZATION

Umpires must not carr y on idle con versations with m anager,
coaches or players during the progress of a game or with other
umpires unless proper officiating of the gamerequiresit. Actual
conversation an d contact between umpires during the game
should be minimize d; howev er, ther e are going to be time swhen
umpires have alegitimate need to get together.

HANDLIN G SITUATIONS

Compare two umpires with ne arly the same ability. One can
have more success th an the other sim ply because heisableto
react to unusual sit uations. It is ex pected that the players,
managers and coaches will become emotional. Whe n the umpire
becomes emotional too, acritical situation is created. Itis
possibleto keep your poise through tr ying situations.

PROPER POSITION

Quite often aplay will cal itself if you arein proper position. It
isimpossibleto make acall without guessing if you havethe
wrong angle on a play. Study and practice until you know what
position you should bein a nd how to get there. It is impossible
to bein the perfect position for al plays , asthe play does not
always develop as you anticipate d. Three important fa ctorsto
remember in positioning are ANGLE, DISTANCE

AND TIMING. Angleismoreim portant than distance!!
DESIRE

Perhaps th e most important trait of an umpireis desire. A real
umpire can show desire in a number of ways. With lots of
hustle, honest y and understanding he is awayswilling to learn
from othersand his own mistak es. If he resents constructive
criticism, then heis missing t he most important trait, desire.
Umpires at al le vels of ex perience should always be willing to
take additional training, update t hemsel ves at clinics or schools
and ensure they know the yearl y changes and the interpr etation
of those chan ges.

DISAGREE MENTS AND EJECT IONS
All umpires ar e expected to be perfect at the start of each game
and to get better as the game progresses. Because thisis not
always the case, there are bound to be disagreements. When
emotions run high witt players, coaches, and umpires, it must
be the umpiresthat have control. Umpires must expect
disagreements and remai n calm i n keeping control of pla yers,
coaches, and managers. A manager's disagreement can

usualy be handled in afirm but gentlem anly manner. Ejections
from agame whether a player, manager, or coach should be a
last resort, but umpires must control the game.  If an gjectionis
necessary to maintai n control, do it. Umpires must esta blish
control with their decisior-making abilities, and respond to
players and coaches in afirm but courteous manner. Extreme
verbal and/or physical abuse must not an d will not be tolerated.
A report must be filed with the league officia so that the lea gue
can take corrective action or disciplinar y action. HANDL ING
DISAGREE MENTS: THE FIRST STEP IN HANDLING
DISAGREEMENT S IS BEING ABLE TO RECOGNIZE
WHEN YOU ARE MOST LIKE LY TO ENCOUNTER THE M.
Keep all personalities out of your work. Ever y gameisa new
game. You must be ableto forgive and forget. Cooperate with
your partner s and help each other.



Don't hesitate to ask for assistan ceif you are blocked out on a
play. The mai n objectiveisto h ave al decisions ultimatel y
correct. Avoid sarcastic comments. Don't insist on the last word
of an argument, amanager iswal king away let him go! If, after
an argument, a manager is walking away let him go! Never
charge amanager or follow himif heismovin gaway; and do
not point your finger or use violent gestures during an
argument. Keep your temper. A decision or an action takenin
anger is never sound. Watch your languag €! Never use language
toward aplayer, coach, or manager, which, if directed at
the umpire, would result in the player, coach, or manager being
disciplined. If the manager has alegitimate point to argue under
therules, itis your duty to listento him. An umpire can do this
with dignity and no loss of respect. Be understanding --
remember, the players are engaged in a heated contest. You are
impartial judges a nd should maintain acam dignity becoming
the authority you have. K eep active and alert onthefield at all
times. Keep the game moving, a ballgameis often h elped by
energetic and earnest work of the umpire . Be courteous,
impartial, and firm, and so compel res pect from al. Remember
that you arethe ON LY representative of Little League Baseball
onthefield. Act accordingly. Don't think your blue umpire's
shirt grants you immunit y from having to take a littl e criticism.
It's part of umpiring. Plan onit. Successful umpires k now how
much to take. If amanager ison your back, but not enough to
warrant an gjection, th en stay away from him. Thisis especiall y
true between in nings. Standing near an unhappy coach, just to
show him will onl y lead to further tensions. TO ERR IS
HUMAN
Umpires are human. Missed pitches or errorsin judgm ent will
happen. Umpires should do their be st to have asfew as possible,
but when you boot acall or missa pitch do not resolveto even
the score. O nce called that isit, it's over an d done.

THE GOLDEN RULE

No umpire should ever criticize a nother umpire'sd ecision at
anytime or anywhere. U mpires should not wear their umpire
uniform when the y are sitting in th e stands or standing by the
fence during a game. If they are asked their opinionsthe y
should have no comment, always be neutral and impartial.

CHAPTER 3

WORKING THE PLATE

THOUGH ALL PHASES OF UMPIRING ARE
IMPORTANT, A PROSPECTIVE UMPIRE MUST PROVE
HIS ABILITY TO CALL BALLS AND ST RIKES IF HE IS
TO EXCEL AND BUILD A SOLID REPUTATION AS THE
COMPLET E UMPIRE. GOOD JUDGMENT I S
NATURALLY A PREREQUISITE FOR ACCOMPLISHING
THIS TASK. JUDG MENT ALONE HOWEVER WILL

NOT SUFFICE. ONE MUST UNDERSTAND THE MANY
FACETS OF WORKING THE PLATE. THESE INCLUDE A
CLEAR UNDERSTANDING OF THE STRIKE ZONE, THE
IMPORTANCE OF PROPER POSITIONING, AND THE

CRITICAL NEED FOR DEVELOPING EF FECTIVE
MECHANICAL TECHNIQUES.

INSIDE PROTEC TOR

Assume a position behin d the catcher looking b etween the
catcher and the batter ; you must be ableto clearl y seethe
pitcher, the entire plate and the batter's k nees. To see all of those
elements, it isim portant to moveinto "the slot" --that area
between the catcher and the batter. The farther you areinto the
dot, the better you will seethe strike zone. Two additional
factors have tre mendous impact on your view of the strik e zone:
head height and stability. Your head s hould be positioned so the
bottom of your chinis eve nwith thetop of the catcher's helmet.
If you work with your head lower, your view of the k nee-high
pitch at or near the outside corner of the plate will b e restricted.
The head is strai ght ahead looking at the pitcher. Your ear
closest to the catcher should be just to the outside of the
catcher's shoulder. T hese are good starting positions. From

the moment th e pitcher releases a pitch until the ball arrivesin
the catcher's glove, your head should remain absolutely still. If
your head moves at al, your view of the strike zone will be
blurred and your judgment will be inconsistent. Assume your
crouch when th e pitcher is about to release the ball. You'll view
the pitch from betwee n the batter and catcher. Don't go down
too early, for you will put unnecessar y strain on your muscles.
Relaxation between pitchesis very important. Many umpires
wear themselves out for the late innings by staying in a set
position for t oo long a period of time. The upper body should
remainin an almost upright position. One important note, don't
kneel down to view the pitch. You must r emember that in a two
or three-man crew, the plate umpire often coverst hird base.
Going to third from astandi ng position isfar easier a nd
quicker than trying to get ther e from your knees. (It'strue that
some great umpires kneel; there are usually exceptionsto every
rule. But, unlessyou're an e xceptionally f ast umpire, stay in a
crouch, not on akn ee.) When kneeling, you giv e the impression
that you are physicaly tired or bored and not in the

game. Which ever position you use, it isimportant that you do
not put a han d on the catcher or position yourself agai nst the
catcher. Your hands should be kept in front of you. You ma y
hang them at the side of your legs, hold them togeth er in front of
you or hold on to your thighs. Don't put your ha nds over your
shin guards at the knees or put them on the catcher. This
practice aways looks bad to the spectators.

THE PLATE U MPIRE AT WORK

When working behind the plate or on the bases, use the
indicator in your left hand. A little bit of experimentation will
show that it was not ma de for theri ght. Use of theindicator in
the left hand freestheright for usein c aling strikes. Itisvery
difficult to change the indicator with theright hand and thereis
danger of throwing it away while calling pitches. The mask is
removed as often as possible wh en the plate umpireis not
actually engaged in calling ballsand strikes. Theleft hand is
used in removin g the mask; shift thei ndicator so the thumb is
free. Grasp the mask so that the thumb is at t he side of or under
the jaw and the index and middle finger are grippi ng the
frame. Remove the mask by lifting out first, then up. B y using



this method, you can be surethat your cap will remain on your
head. By keeping the mask in your left hand you will avoid the
danger of hitting a player with it or throwing it while c aling a
runner out. Most people feel that t he out signal looks better if
made with an empty right hand. In calling a batted ball hit down
the baselineg, the plate umpire should remove his ma sk as soon
asthe ball is hit. Hustle up the baseline as far as possible (30/4 5
foot line isrecommen ded). Be sure to stop beforeit istime to
make your decision. On ahard hit ball the umpire may not have
time to remove hismas k or get to the baseline. Do the best you
can. The plate umpire should ma ke the decision on the b atter
running insi de/outside the three -foot line an d interferin g with
the first base man taking the throw. T his play occursonl y on a
bunt or slow rol ler down the first baseline, therefore, h e should
bein good position while the ba se umpire probabl y will not. As
the plate umpire , be sureto give th e batter achanceto get setin
the box before the pitcher pitches the ball. If the pitcher begins
his motion while the b atter isnot read y and it is uninte ntional,
call "time" . If he doesit on purpose, call “time” and warn him.
Each such pitch after awarning will resultinanillegal pitch
being caled in Little League (with runners or bases empty) and
abak (JR/SR/BG onl y) with the bases occupied . A quick pitch
may be called without warning, but it is good mech anicsto stop
play the first time be cause of possible physica danger. Under
normal conditions, the plate umpire will ha ve to go to third ba se
to cover aplay anytime arunner goes from first to third on a
batted ball. He should go down thelin ein foul territory, the n
crossinto fair territory as close to the b ase as possible. If thereis
an overthrow, the umpire (remai nin fair territor y) must beat the
runner to home plate so h e can call the play. The plate umpire
should leave his place behind the catcher on every batted ball.
He should come out in front of the plate so he ¢ an get a better
view of the playstaken place onthefiel d. If thereisa possible
play at home, the plate umpire will need to move int 0 position
for the best possible view of the play. LEARN ING TO DEAL
WITH FLINCH ING

Flinching isusually an erratic problem . It can irritate the umpire
far more than it will affe ct hisumpiring . It's doubtful that
flinching will m ake you miss pitches, but the umpire alsois
concerned and rightly so with his image, if noticed by the fans
or players. Remedies include forcing yourself to wait aslong as
you can before getting into the just~before~t he-pitch stance.
This shortens the time of stressful concentra tion. Also rest your
eyesfor afraction of asecond s hortly before the pitch. Be sure
to give yourself time to adjust for the upcoming pitch. It'sa
matter of timing, flinchi ng usually does not stay with you for
long. Perhaps one reason for flinching is subconscious or even

a conscious lack of confiden ceinthecatcher. BRUSHING
THE PLATE

Every gesture and motion of the umpire mea ns somethin g.
Thereis even acorrect way to dust the plate . The umpire should
assume a position (asa courtesy to the fa ns) with his back to the
pitchers mound. The feet should be spread apart about the width
of the shoulders. Ben d at both, t he knees and hips. Brush with
avigorous moti on toward and away from the umpire. The plate
should be brushe d before each half inning and as needed during

play. Aboveal, do not allow the catcher (or other players) to
brush the plate with hand or glove. Ask him to request that you
do the brushin g. When a catcher is making remar ks about your
cal, never let him turn around to protest more than once. Put a
stoptoit and warn him. A good way to do this without
embarrassment to him is to brush the plate and look him inthe
eyes and explain your dissatisfaction. Take more ster n action the
next timeit happens, if he isaslow learner.

BETWEEN INNINGS

The first duty of both umpires betw eeninningsisto keep the
players | hustling on and off the fiel d. He will then stay on that
side of the plat e to be out of the pla yer congestion that may
occur on the side of thefield of theteam coming to bat. A good
spot to stand isjust off the foul line, even witht he plate. While
at that spot, the umpire should attend such duties as counting
warm-up pitches, repl enishing his ball suppl y, inspecting the
baseballsin his ball bag, and seei ng that there is no equipment
such as gloves or batsleft onthe field. The umpire should never
lay his equipment on t he ground betwee ninnings. (i.e., mask,
chest protector, etc.)

CHAPTER 4

UMPIR ING THE BASES The same asworking the plate,
remember, PAUSE, READ and REACT!!--on every play, chest
to the ball. Watch the ball/glance at the runner(s) Um pire must
READ |. Ball 2.Fielder 3.Runner(s) a nd 4.Partner.

Before calling any play it is absolutely necessary for you to stop
and get set. Do thisbeforethe play happens. Never call a play
when you are running to get into position, stop and g et set, this
way your eyes will not be movin g and you will take a better
picture of the play. In getting set, bend at the knees and hips.
Try to keep your upper body strai ght from thew aist up. If you
will put your hands on your kneesit will help maintain balance
aswell aslock you into position. If possible, you should start all
your callsfromthisset position. As you make the out signal, it
iswiseto keep t heleft arm crossed i n front of your body. If your
left arm comes out awa y from the body it lookslike you are
calling the runner out with your right and safe with your left. As
the game begins, the base umpire should hustle from the home
plate area down thefirst baselineto his between innings
position. The between inni ngs position is down thefirst b aseline
inthe outfield grassin fair territory. All umpires should avoid
visiting with anyone between innings unlessther eis a problem
between umpiresthat needs attention. In getting into position at
first base with no runnerson base, the umpire should be about
ten to fifteen feel behind the first baseman. Never alow the
fielder to stand behind you. Another im portant point is on

every pitch bein the set (hands on knees) position. W hen
positioning yourself before the play, place your hands on your
knees, thumbs on t heinsi de, locked in to the set position; or let
your arms hang loose at your sides. Do not fold your arms on
your chest asthis makes you look like you are loafing or

bored. When the ball is hit to thei nfield, the umpire should
assume a position to first base an d then to the field er making the
throw, aright angle (90 degr ee) would be formed . (See Figure
1)



Don't belaz y; hustle out there, maintain your original distan ce
away from the base so you will have a good view of the fielder
reaching for a high throw. If the ball ishit to the third baseman,
run toward him until you have your angle. Do the same toward
shortstop. Whe n a ball is hit to the se cond baseman'sright,
moveinto fair territory so the a ngle will be as closeto ninet y
degrees as possible. If the ball ishit to the secon d baseman's left
or the first baseman, you will bei nfoul territ ory. Be sureto stay
out of the runner's path even though it m eans distorti ng the
angle sightly. Be sure to get set to call the play. Very important
as you move to your position and get set, (keep your eyeson the
ball) keep watching asthefielder t hrowsthe b all. Be sure to
judge the quality of the throw. T ake your eyesfrom the ball asit
passes the mound and focus your attention on the base.

Watch the runner tag the bag and the fiel der's foot to make sure
he keeps contact. Listen for the sound of theb al asit hitsthe
first baseman's glove. R emember, you judget he runner safe or
out when the first bas eman has secure possession not whe n the
ball first reach es him when he makes a juggled catch. To
prevent calling the play to quickl y, you must remember to use
your eyes properl y. After the play is complete, pause

(develop the picture of the play), then call it. Practice will aid
you in adapting and keepi ng the proper timing inter val between
the play and the call. TIMING, TIMING, TIMING. If the throw
goes through the first b aseman, don't make acall, asthereisno
play tobe caled. THEPIVOT AT FIRST BASE IS SO
IMPORTAN T THAT IT MERITS SPECIAL

DISCUSSION . With no runnerson, a bal hit through t he
infield or afl y ball to the outfield, which does n't require that the
base umpire go out, you should take a pivot acrossthe baseline
into the infield to get into better position to f ollow the action.
(See Figure 2) A sthe ball is batted, run toward a spot on the
baseline between first and second base which is approximatel y
the same distance from the base as the between pitches positi on
of thefirst basem an. Time your movement so that you will
execute the pivot just as the runn er rounds first base . The pivot
is executed across the baseline. The movement should be tim ed
so that the left foot is planted just after rea ching the baseline.
The umpire pivots on th e left foot so that heiswatchi ng first
base as he executes histurn to the left. Take your eyes off the
ball as you approach the spot and watch the runner tag the bag
as you make your pivot. Do not do an ything to give away the
fact that the runner has missed abase. When you have entered
theinfield, movein either directionto cal aplay. You will find
that it iseasy to beat arun ner to second base from this position.
Some umpires allow the runn er to passi n front of them. That
umpire will then b e behind the runner at second base. Itisvery
difficult to call the pla y from behind the runner. There aretimes
when the base umpire should go into the outfieldtor uleon
certain trap ball situations. A n agreement must be reached by
the umpires so that th ey will know their res ponsibilities (pre -
game conference) . Some umpires agree that the base umpire
will go out when he sensestrouble on an y fly ball. Rule of
thumb: On a Little L eague size field the base umpire will not go
out on any fly ball. The plate umpire should watch the base
umpire, if he goes out the plate umpire cover sfor him on the

bases. If the base umpire staysin, the plate umpire must ma ke
the decision on fl y balls, while the base umpire follows the
batter-runner to second and third base. With arunner or runners
on base, t he base umpire should position himself on the outside
edge of theinfield behind theinfielders. His position depen ds
upon which b ase or bases are occupied. E xamples: With a
runner on first, he should be stationed behind the second
baseman on thefirst base side of second base. With arunner on
first and second, second onl y, second and third or third onl y, he
should position himself behin d the shortstop on the third base
side of second base. (See Figure 3 & 4) From those positions
with any ball hit through th e infield or afl y bal to the outfield,
he should move into thei nfield grass so that hewill be able to
seethe ball, runner and the bases from this position. Never
position yourself on the infield in a Little League diamond
before the pitch. HELP FUL HIN TS WHEN WORKING
THE BASES:

Always know where the ball is. 2. Never make acal onthe
move, get set and wait until the play is over before you mak e the
call. 3. How close you want to be to a de velopi ng play depends
on several variables, including: thetype of play, your mobility ,
and your peri pheral vision. Begi n by moving to a position 8 to
10feet from atag pla y; 12 to 15 feet from aforce play. Asyou
gain experience, adjust those dista nces to fit your own ability . 4.
Run-downs - The best coverage in arun-down is by both
umpires, on eac h end of the play, if possible. When the situation
allows for both umpires to work a rur-down; use ver bal
communication to direct eacl umpire's coverage. Generaly, the
call isto be ma de by the umpire who has the runner coming at
him. This demonstrates good teamwork an d looks good to
everyone. This requires good communication and eye contact. 5.
Hustle to bein the b est position to make all of your cals. The
positions that were listed were for atwo -umpire system. For
more information, seethe diagramslisted in the Little L eague
Umpire M anual. FIGURE 1 NO RUN NERS ON BASE When
the ball is hit to the infield, t he umpire should assume a position
to first base an d then to the fielder maki ng the throw such th at a
right angle (90 degree s) isformed. Don't b e lazy; hustle out
there, maintain your original distan ce away from the base (10-
12 feet) so you will havea good view of thefield er reaching for
ahigh throw. If the ball is hit to the third b aseman, run toward
him until you ha ve your angle. Do the same toward shortstop.
When a ball is hit to the s econd baseman'sri ght, move into fair
territory so the angle will b e as close to ninet y degrees as
possible. If the ball is hit to the second baseman's |eft or the
first baseman, you will bein foul territ ory. Be sureto sta y out of
the runner's path even though it mea ns distorting the angle
dightly. FIGURE 2 THE PIVOT Thethree-step movement
used by the base umpire as he moves into theinfield from
Position A. When a batted ball is hit to the outfield, the base
umpire will pivot to observetheb atter-runner's touch of first
base, anticipatin g the batter-runner's advance toward se cond. A
proper pivot occurs ontheinfield grass, one or two steps from
the edge of thefirst base cutout; it includes planting the left foot,
turning the bod y counterclockwise (to the left) onthe right foot
as the batter-runner reaches first base, and steppi ng briskl y with



the left foot towards second base as the batter -runner continues
around first. FIGURE 3 RUNNERS ON BASE RUNNER
ON FIRST BASE ONLY With arunner on 1st baseonl y, the
base umpire will position himself midwa y between the second
baseman and the 2nd base bag approximatel y 18 to 20 feet from
the base. The umpires bod y should be sguare to the front edge
of home plate. From this position he will bei nagood starting
position for help on half -swings and for checking to seeif the
runner leav es earl y. Thisinitial positioning with a runner on 1St
base only is very important, and umpires should ma ke sure that
they are not too deep towards th e outfield or to far t o the

first base side so asto be blocked from seein g the plate by the
second baseman. If the umpireis positioned as described in the
previous paragra ph, he will bein agood starting position for the
runner leavi ng early as well asfor doubleplays. FIGURE

4 RUNNERS ON BAS E RUNNERS ON SECOND OR
THIRD OR BASES FULL With arunner on eith er second or
third base(no matter wh ether arunner is on first or not) positi on
yourself behind the shortstop four to five feet on the third base
side of second base. From thislocation you will bea ble to easil y
get into position for any play on alead runner. From this
position, with an y ball hit through the infield or afl y ball to the
outfield, you should moveinto theinfield gr assso that you will
be able to see the ball, runner, and bases. Note that with run ners
on base, t he base umpire should mak e all of the calson al of
the bases (including third). The plate umpire m ay be called upon
for assistance on a close play but it should be your call.

CHAPTER 5 WORKING WITH AN INEXPERIENCED
PARTNER The pre-game conference, between the veteran
umpire and the rookie, should include a discussion of what type
of game you like: by-the-book, common se nse, quiet-and-
efficient, etc. Relax him with some anecdotes from your career.
Make him understand that you and he are ateam and that you
have confidencein his ability to do the job. A few maneuvers
that may help you see your way through agame. First, b efore
every pitch, catch your partner'seye. If he'sin the wrong
position, subtly move him. (Ideally, you discussed that on t he
way to the game.) Second, communicate out |o ud, obviously,
firmly: "I've got third", "Take it", "That one's mi ne." All good
umpires do that a nyway. Third, don't talk with him between
half-innings. Such meetings fuel e veryone's inherent paranoia,
especidl y if you and he confer after he's made an unpopular
call. Finall y, protect him during r hubarbs. An umpire may be
entirel y right on acall, however because of the situation, he may
take alot of heat. O ne undeniable law of umpiringist hat the
amount of heat you takeisin inverse proportion to how go od
you were on th e call. In other words, if you were very good, you
won't take much abuse. If you were very bad, you may grow
gray listeni ng. After the game, the new umpire yearnsto k now
what happened and why on certain plays and how he did.

Tell him, start with al the callshegot right. Then, with honesty,
and understanding, tell him w hat he did wrong in a positive
manner. If areal umpire lurks somewh ere beneath the uniform,
he won't resent your constructive criticism.

CHAPTER 6 PRE-GAME CONFERENCE WI TH YOUR
CREW Everyone knows that umpires should ha ve agood pre-
game conferenc e so each will know his respons hilities. Failing
to have a solid pre-game can lead to ma~or

problems. FAIR/FOUL COVERAGE Caling fair/foul, from
home to first and home to third, up to and to uching the bag and
abounding ball over the bag should always be called by the
plate umpire. With the bases empty, down theline over and past
the bag at first, the base umpire can makethe cal if you
discussed th at possibility inthe pre-game. In atwo-man crew
with runners on b ase, the plate umpire has both foul lines from
hometothefence TAG-UPS & TOUCHES The base umpire
has all tagups/retouches, on first and second, howev er, if there
are multiple runnersthe base umpire normally has the trall
runner and the plate umpire, has al touches of third ex cept for
the batter run ner and also has all tagups at third. FLY BALL S
TO OUTFIELD A. The plate umpiretakes al fly balls and/or
line drives on a Little League field. B. If the base umpire goes
out to rulefair/foul, catch/no catch , on atrouble ball the plate
umpire must be prepared to cover all the bases. Howev er, the
practice of the base umpire going out onany fly bal is

not recommended for Little League sizefields. BAT TED
BALL HITS BAT TER Thefield umpireshould yell, " TIME"
when he sees that occur. For the ball is either foul (the ball hit
the batter while in the box) or fair (the ball hit the batter when
out of the box and he's out). In eith er case the ball is

dead immediat ely. Signaling "TIME" allows the crew to discuss
whether or not the batter was in or out of thebox. CHECKED
SWING When in doubt the plate um pire should che ck with the
base umpire before making his decision, howe ver, if acal is
made of " ball" the pl ate umpire may still go to the base umpire
for help if he deemsit necessary (highly recommended). The
plate umpire ste psto the side of the catc her and pointsto the
base umpire with hisleft hand when he wants help on a checked
swing (half swing). The base umpireraises hisarm inthe strike
signa if hedid swing and gives the safe signal to show no
swing. There should also be verb al communications. The plate
umpire asks, "Did he go?’ the base umpire says, "Yes, he went",
or "No, hedid n't go". If the base umpire responds, "Yes, he
went" the plate umpire should indic ate " Then it'sa strike" and
give the count. T he plate umpire may - on hisown valition - ask
for help from the a ppropriate base umpire if in doubt on a
checked swing. (If the pitch was called astrik e there isno
appedl.) Always make sure that your mec hanics for

checking with your partner on acheck swing is different from
any other mechanic and secret signals between umpires are not
appropriate. GETTING HELP If you get blocked out of a
play or you werenot in position to make the call get help from
your partner . The umpire making the decision may ask another
umpire for information before making afina decision. No
umpire shall criticize, s eek to reverse or interfere with another
umpire's decision unless as ked to do so by the umpire making it.
See Section 9.02(c) Rule Bo ok.) Remember you have certain
responsibilities; do not get into the habit of asking for hel p on
each and every close play. We don't want to see NFL officia
huddles on th e ball field.



SIGNALS Infield fly.

The plate umpire initiates the signal ; the base umpire

acknowled gesit. Differe nt crews use different signals, so find
out what signal is used. Communicate ; be aware of your
partner. GROUND RULES Go over the ground rules with your
partner and review any rules you do not understand. CODE OF
CONDUCT A discussion with your partner should includeth e
gjections of pla yer and coaches. In order to maintain control of
the game, g ections should be a last resort. OTHER

POINTS There may be some pointsthat are not listed th at you
may want to add to thislist. Going over the abovelist before
each game may seem like aboring exercise and one used by
inexperienced umpires onl y, but it is important if you expect to
have a good and smooth game with your part ner.

CHAPTER 7 FAIR AND FOUL BALLS Thereisalot of
confusion inthe mind of the av erage baseball fan regardi ng the
fair or foul ball situati ons. DEFINI TION: 2.00 A fair ball is a
batted ball that settleson f air ground betw een home and first
base, or between home and third base, or that ison or over fair
territory whe n boundin g to the outfield past first or third bas e, or
that touches first on or be yond first base or third base, or that,
while on or over fair territory touchesthe person of an umpire or
player, or that, while over f air territory, passed out of the
playing field in flight. NOTE: A fair fly shall be adjudged
according to ther elative position of the ball and the foul line,
including the foul pole, and not asto wh ether thefielder is on
fair or foul territory at the time such fielder touches the

ball. HERE ARE SO ME HELP FUL POINTS TO
REMEMBER: A. A badl isinfair territory if any part of it ison
or over any part of thefoul line. B. A ball, which stopsrolling
before it reach esfirst or third base, isjudg ed whereit liesw hen
it stops. C. A ball, which is touched beforeit rea ches the base, is
judged inr egard to its position when touched. D. A ball that
bounds into the outfield past first or third isjudged r elativeto
the base when it passes the base. If it goesover thebaseit is
fair. If itisi nfoul territ ory as it passesthe base, itisfoul. E. A
ball, which is batted over th e fence, is judged according to its
position with the foul linewhenitleav esthe field. RUL ING
EXAMPLES: 1. A batted ball bounces up to hit the batter or his
bat after he swingsat it. Ruling: Thisis afoul ball unlesshew as
obviously out of the batter's box whe n the contact occurred. 2.
The third baseman is careful to keep hisfeet infair territory as
he fields aball in front of the bas e. Ruling: Judge the ball by its
position not based on the position of the fielder'sfeet. 3. A line
drive strikes the umpire who is strad dling the foul line behi nd
the first base man. Ruling: Judget he ball accordin g to its
position with the foul line when it touches the umpire.  If fair,
the ball isin play. The umpire must mak e sure he isentirel y in
foul territory so that an'y line drive striki ng him will be foul. He
was out of position on thisplay. 4. A batted ball rolls down the
first baseline. It stopswith part of the ball on thefoul line and
most of it over foul territory. Ruling: T hisisafair ball. When it
stops before reac hing the base, it isfair if any part of the ball is
touching the foul line. 5. A fly ball hitsthe foul pole. Ruling:
Fair ball. T hefoul poleisfair territory. If the poleisbehind the

fence, itisahomerun. If inside thefence, itisafair ball in play.
If the ball hitsthefoul pole, whichis inside thefence andis
deflected over thefencein foul territory, it isatwo bas e hit. 6.
A batted ball isrolling down th efirst baselinein foul territ ory.
Whileit isrolling theum pirecalsit "foul". The ball hits adirt
clod and rollsinto fair territory wh ereit stops. Ruling: The
umpire has conmmitted the unpardonable sin of callin g afoul ball
too soon. The ruling must stand as all play stopson the call. 7.
The batter hitsthe ball. It then strikes the plate and bouncesinto
fair territory wher eitisfielded . Ruling: Fair ball. Theplateis
entirel y in fair territor y. 8. The batter hitsthe ball. It then strikes
the plate and bouncesinto foul territo ry whereitisfield ed
before it reachesfirst base. Ruling: Foul ball. 9. A line drive hits
the pitchi ng rubber and goes untouched into the dugou t. Ruling:
Thisis afoul ball. A batted ball, w hich touchesfirst, s econd, or
third base, becomes a fair ball. The pitcher’s plate is consid ered
the same asthe ground around it. The location of the ball after
deflecting from the plate would determine whether itisfair or
foul. 10. A batted ball that comesto rest on home plate. Ruling:
The ball isfair and in play.

CHAPTER 8 APPEALS Appea plays should be divided into
two classes. T hefirst cover s batting out of turn. APPEAL
PLAY I-BATTING OUT OF TURN Rule: 6.07 LIT TLE
LEAGUE RULE BOOK Thisisdifferent from other a ppeals
because th e appeal is made to the umpirein the form of a
statement with no play necessary on the part of the te am making
the appeal. Thisisalso the onl y type of appeal that can be made
by the manager or coach and the only appeal made while the

ball isdead. If the appeal is made while the im proper batter is
batting, heisremoved as the batter and the proper

batters assumest he ball and strike count and compl etesthe turn
at bat. If arunner advances, whiletheim proper batter isat b at,
on astolen bas e, bak, wild pitch or passed ball, such advanceis
legal. A batter who failsto bat in  sequenceisan improper batter.
If animproper batter com pletes his at bat and continuous action
ends, he becomes aproper batter if th ere is a subsequent pitch or
play. The new proper batter isth e player listed in the slot after
such legitimized batter, and a new sequenceis then established.
A team alwayshasa dot at bat. An umpire cannot suggest or
indicate that a batter isimproper, nor can the offense apped its
own error, although the offense can change batters. Only the
defense can appeal that a batter has batted out of order. The
umpire must chec k hisline-up card or consult the official s corer,
if he needs too. APPEAL PLAY S 11 Rule: 7.10 LIT TLE
LEAGUE RULE BOOK The second class of appeal playsis
the act of afield er in claimi ng aviolation of therulesb y the
offensive team. These appeal plays concern those playsin which
the appeal is made by tagging arunner or abase and

appealing to the umpire . A defensi ve player must maket histype
of appeal onl y. Any runner shall be called out on ap peal - A.
After afly ball is caught t he runner failsto retouch the bas e
before said runn er or the baseistagged. B. With the ball in play,
while advancing or returning to abase, the runner fails to touch
each base in order before said run ner, or amissed base, is



tagged; 1) No runner may return to touch amissed b ase after

a following runner has s cored,

2) When the ball is dead no runner may return to touch a missed
base or one abandoned after sai d runner has advanced to and
touched a bas e beyond the missed base. C. The runner overruns
or over dlidesfirst base and fails to return to the base

immediatel y, and said runner or the baseistagged. D. The
runner fails to touch home base and makes no attempt to return
to that base, and home baseistagged. Any appeal under this
rule must be made before the next pitch, or play or attempted
play. If the violatio n occurs during aplay, which ends a half-
inning, the appeal must be made before the d efensi ve team
leavesthe field. (The defensi ve team has | eft the field when no
playersremainin fair territory.) An appeal is not to be
interpreted as a play or an attem pted play. Successive appeals
may not be made on a runner at the same base. If the defensive
team on itsfirst ap peal errs, the umpire shall not allow arequest
for asecond appea on the same runner at the same

base. (Intended meaning of the word err ist hat the defensive
team in making an appeal threw the ball out of play: For
example, if the pitcher threw to first bas e to appea and threw
the ball into the stands, no second appea would be

allowed.) Appeal plays may require an umpire to recogni ze an
apperent fourth out. If the third out ismad eduring aplay in
which an appeal play is sustained on another run ner, the appeal
play decision take s precedence in determinin g the out. If there is
more than one appeal during a play that ends a half-inning the
defense may elect to tak e the out that giv esit the advantage. For
the purposes of thisrule, the defensive team hasleft the field
when al players have left fair territor y on their way to the bench
or dugout. KEEP THE FOLLOWING POl NTS IN MIND
REGARDING APPEAL PLAYS: 1. Inorder to make any
appeal, the ball must be liveand in play. 2. Any appeal under
Rule 7.1 0 must be made before the next pitch or any play or
attempted play. 3. If apitcher balks when making an appeal,
such act shall be considered a play. No further app eal will be
allowed. 4. If the pitcher or any member of the defensiveteam
throws the ball out of play when making an appea (err), such
act shall be considered an attempted play. No further ap peal will
be alowed. 5. An appeal should be clearly intended an appeal,
either by a verbal request by the player or an act

that unmistakably indicated an appeal to the umpire. 6. On all
appealsthe bal islive and runners may advance on their own
peril. PLAY OR AT TEMPTED PLAY A play or attempted
play shall be interpreted as alegitimate effort by a defensive
player who has possession of the ball to actually retirea runner.
Thismay include an actual attempt to tag arunner, or actually
throwing to another defe nsive player in an attempt to retire a
runner. A fake or afei nt throw shall not be deemed a play or an
attempted play. (Thefact that the runner is not out is not
relevant.) PUT TING BALL IN PLAY AFTERBAL L IS
DEAD After the ball isdead, the plate umpire s hall resume play
by calling “Play” (pointing to the pitcher) as soon as the pitcher
takes his place on the pitcher’s plate with the ball in his
possession. IMPORT ANT: Get i n the habit of making the ball
"live" after every "dead" ball situation. (Rule 5.11) RULING

EXAMPLES: Here are some different situations, which may
occur: 1. the runner on third lea ves the base as the outfielder
first jugglesafl y ball. Thefielder after completing th e catch
throws the ball to third b ase for the appeal. Ruling: The runner
isnot out. Hemay leave the base when afly ball isfirst touched
and need not wait until the catch is complet ed. 2. The runner on
first rounds second ba se on a deep drive to cent er field. The
center field er makes a spectacular catch . The runner failsto
retouch second ba se on his way back. The second baseman
calls for the ball and makesthe appeal. Ruling: The runner is
out. Runners must touch all basesw hile advancing or returning
while the bal islive. 3. With a runner onfirst b ase. A fly ball is
hit to deep rig ht field, t he runner takes off to second base
before the fly ball is caught thinking the fielder can never make
the catch. The fielder in turn mak es a spectacular catch, the
runner seein g this startsrunning back to first base, the fiel der
throws to first and the throw b eats the runner. Ruling: The
umpire should call the runner out. Under the circumstanc es
given averbal appeal of thisaction isnot required. Itisobvious
why the ball is being thrown to ab ase to which arunner is
returning. 4. Bases full. The batter hitsan i nside the park home
run. Thethird baseman callsfor the b all and touches third to
appeal that the runner missed t he base. Ruling: The umpire will
make no ruling until the third b aseman complet es the appeal by
stating whic h runner heis appealing. If the third baseman makes
such astatem ent as "He missed third base" the umpire may say
"On which runner are you making the appeal?' 5. The bases are
loaded. The batter w alks. The runner who isforced to score
misses home plate. Ruling: The runner has until he stepsinto the
dugout t o come back to touch the plat e. If he does not,

the def ense may put him out b y appealing the missed base. 6.
The batter hitsadouble, but failsto to uch first base. Theball is
thrown to the first basem an, who mak es the appeal. Thefirst
baseumpire callsthe batter-runner out. The m anager of theteam
at bat proteststhe game because th e ball w as not returned to the
pitcher on th e rubber before the appeal was made Ruling: The
umpire was correct. The ball doesn't haveto ber eturned to the
rubber unlesstime had been called prior to the ap peal. 7. No
runners. The batter doubles but missesfirst bas e. Timeis called.
The pitchers steps on the rub ber with the ball and the umpire
says, “play". The pitcher legally steps off the rubber and checks
therunner at second base. The pitcher's throw for the ap peal
gets past the first b aseman, but remainsi n play. The

runner advances to home as the ball isbeing retrieved. Can the
defensi ve team still make itsintended appeal at first

base? Ruling: Yes. Since the bal islive and in play, if theball is
retrieved and thrown to first baseimm ediatel y, the apped is
allowed.

CHAPTER 9 THE INFIELD FLY Theinfield fly ruleisone
of the most confusing rulesin the mi nds of the typical player
and fan. DEFIN ITION: 2.00 Aninfield fly isafair fl y ball (not
including alin e drive nor an attempted bunt) which can be
caught by an infielder with ordinar y effort, when first and
second, or first, secon d and third bases are occupied, before
two are out. The pitch er, catcher and any outfielder stationed in



theinfield ont he play shall be considered infielders for the
purpose of thisrule.

When it seems apparent that a batted ball will beaninfield fl y,
the umpire shal immediatel y declare, "infield fly" for the
benefit of the runners. If the ball isnear the baseline, the umpire
shall decl are"infield fl y, if fair". Theball isliveand runners
may advance at therisk of the ball bei ng caught or retouch and
advance after the ball istouched, t he same ason any fly ball. If
the hit becomes afoul ball, itistreated the same asany

foul. SEVERAL POINTS MUST BE KEPT IN MIND
INVOLV ING THIS RULE A. First and second base must be
occupied. W hether or not third bas eis occupied has no effect on
therule. There must be no outs or one out. The rule was created
for the protection of the runners, not the fielder. B. A bunt may
not beruled an infield fl y. By the nature of the play apenaty
would be imposed on th e offense rather than the defense C. A
line drive may not beruled aninfield fly, asthe calling of an out
in this situation wou |d not protect the runners. D. The umpire
must judge that the bal | could have been caught with
ordinary effort. Exactly w hat is ordinary effort? Little
League shortstops and major league shortstops p lay under
the same infield fly rule, but there's a un iverse of d ifference
between their ordinary efforts. Thisisonl y one of the

many situations that you asth e umpire must use your judgment
in determini ng what ordinar y effort is for the player. E. The
umpires must be alert for the possibility of aninfield fl y. They
should have asignal betw een each other to make sure each one
isaware of the situation. Normally , the um pire nearest the ball
followed by all other umpires callsth einfield fl y. This should
be done in aloud tone with arm signals so that

everyone involved in the play, as well ast he spectators, k now of
theruling. RUL ING EXAMPLES: 1. A runner standing on
second base or any baseis struck by afly ball that has been
declared an infield fl y. Ruling: The batter is out the runner is
not. Should the runner have been off the b ase when struck,

both he and the batter would have been declared out. 2. The
bases are loaded with no outs. Th einfielder sare playingin for a
force play at the plate. A fly ball is hit which could have been
easily caught if theinfiel der had been at normal dept h. Because
heisplaying in, theinfielder attem pts to catch th e ball while
running with his back to the plate. Ruling: Thisis not aninfiel d
fly. The position of thefi elder, not the ball, isthe determi ning
factor in this case. 3. Aninfield fly is declared by the umpire.
The shortstop catche sthe ball and throwsit to second base
before the runner who had left the base can return. Ruling: A
double play results. When an infield fl y is declared the batter is
out. Therunners are not forced to run. The ball remainsalive
and in play in al other re spects. 4. Theinfiel d fly situation isin
effect. A fly ball isbatted within theinfield. The umpire makes
no declaration. All runners run. After the play isover, one of the
umpires announces that he hasapplied the infield fly rule and
the batter is out. Ruling: Thisis avery serious mistake on the
part of the umpire. The umpire must d eclare aninfiel d fly as
soon as he d etermines that the ball can be caught by the infielder
with ordinar y effort not after the play isover. COMMEN T: Not
caling aninfield fl y because you don't think itis aninfield fly

(judgment) is p erfectl y acceptable, and preferred. However, not
caling aninfield fl y because you forgot is not acceptable andis
a correctable situation. (1) Do not alow the defense to turn an

easy double play because you forgot to call it and (2) get the call
right. Better lateth an not at all. 5. On a fly ball near thefoul line
in front of third base , the umpire cals "infield fl y". Theinfielder
letsthe ball fall it rollsinto foul terr itory. Ruling: Fou | ball. The
umpire should call "infield fl y, if fair* on any doubtful fly ball.
The omission does not change the fact that thisis afoul ball.

CHAPTER 10 OBSTRUCTION DEFIN ITION: 2.00 AND
RULE 7.06 RULE BOOK Obstruction is the act of afielder
who, while not in posses sion of the ball, impedes the progress of
any runner. A faketag is consi dered obstruction. When the
obstruction occurs, the umpire shall call or signal

"obstruction”. A. If aplay is being made on t he obstructed
runner, or if the b atter-runner is obstructed before touching

first base, the ball is dead and all runners shall advance without
liahility to be put out, to the bases they would have reached, in
the umpire's judgme nt, if ther e had been no obstruction. The
obstructed runner shall be awarded at least one base beyond the
base last legall y touched by such runner, before th e obstruction.
Any preceding runnersforced to advance by the award of bases
as the penalty for obstruction shall adva nce without liability to
be put out B. If no play is being made on the obstructed runner,
the play shall proceed until no further actionis possible. The
umpire shall the n call "time" and impose such penalties, if any,
asin the umpire judgme nt will nullify the act of

obstructi on. Thefielder may enter the path of the run ner if
necessary to field an errant throw; otherwise thefielder may not
impede the runner unless th e fiel der has possession of the b all.
After afielder has made an attempt to field a ball and has
missed, he can no longer be inthe act of fieldin g the ball. For
example: If aninfielder dives at a ground ball and the ball
passes him and he continuesto lie on the ground and delays the
progress of the runn er, he very likel y has obstructed the

runner. In all cases of obstruction, the umpire calling th e play
should have t he benefit of the advice of hispartners. The umpire
watching the obstruction will have difficulty in determi ning the
position of other runners. It is recommended that when “time" is
called on obstruction, if thereisa ny doubt in the mi nds of the
umpires about where the runner or runners shall be placed, the
umpires shal confer. RUL ING EXAMPLES: 1. Batter-runner
is obstructed before reac hing first base with no play being made
on him. For exam ple: On aground b all hit to the

outfield. Ruling: Call the obstruction by pointing at the runner
and calling, "Time - That's Obstruction"; t hen impose such
penalties, if any that will nullify the act of obstruction. If afl y
ball is caught i n this situation, batter runner isout. 2. With bases
loaded, batter hitsa sharp ground ball, whic h deflects off of the
shortstop, and as he startsto go after the ball, runner from
second collideswith him. Ruling: After the ball deflects off the
shortstop, if the ball iswithint hefielder'simmedi ate reach, the
runner must avoid the fielder, and if contact occurs under those
circumstances, i nterference shall be called and the runner
declared out. However, if the ball isnot within re ach of the



fielder after it defle cts off him (i.e. , the fiel der must ch ase after
the ball), the fielder must then avoid the runner, and if contact
occurs under those circumstances, obstruction shall be called.
(Rule 7.06(b) Little League Rule Book.) 3. Therunner is
trapped between third and home. Heis running back toward
third when he collides with a fielder w ho doesn't have the

ball. Ruling: T he runner scores. He isalowed at lea st one base
beyond the last base legall y touched whe n the obstruction
occurred.

CHAPTER 11 INTERFERENCE INTERFERENCE

RULE DEFINITION: 2.00 AND 7.09 RULE BOOK A.
Offensivei nterferenceisan act by theteam at bat which
interferes with, obstructs, imp edes, hinders or confuses any
fielder attemptin g to make a play. If the umpire declaresthe
batter, batter-runner or arunner out for interference , all other
runners shall returntothelast base that was, in the judgment of
the umpire, legall y touched at t he time of the interference,
unless other wise provide d by these rules. B. D efensi ve
interference isan act by afielder, which hinders or prevents a
batter from hitting a pitch. C. Umpir€'sinterfere nce occurs: 1)
when an umpire hinders, impedes or prev ents a catcher's throw
attempting to prevent astolen base, or 2) whe n afair ball
touches an umpire on fair territory before passing a

fielder. Important: These are the onl y instances when an umpire
caninterf ere. D. Spectator interferen ce occurs wh en a spectator
reaches out of the stands or goeson th e playing fiel d,

and touches a live ball. E. On any interference the ball is dead.
NOTE: T he ball is not nec essaril y dead immediatel y. For
example, on a batter'sinterfer ence, when the catcher makes a
subsequent throw, the ball is not immediatel y dead. The play is
allowed to proceed. If the throw retiresthe runner, t he play
stands and the interferenceisignored. If thethrow by the
catcher does not get th e runner then you must enforce

the penalty, call the batter out and s end the runner back to his
time of pitch base. HELPFUL HINTS ON

INTERFERENCE OFFENSIVE IN TERFERENCE Note
that under th erules, afield er is protected while heisin the act
of fielding ab atted ball. In addition, a fielder is also protected
while heisi nthe act of making aplay after he hasfielded a
batted ball. If arunner hinders or impedes afielder after he has
fielded a batted ball, but before heis able to throw the ball, th e
runner shall be caled out for interference. Furthermore, arun ner
who is adjudged to hav e hindered afiel der who is attempting to
make aplay on a batted ball is out whether it was intentional or
not. WILLFUL AND DELIBERATE

INTERFERENCE Rules7.09(g) and 7.09(h) wereinserted in
the rulesto add a n additional pe nalty when abaserunner or a
batter-runner deliberatel y and intentionally i nterfereswith a
batted ball or afielder in the act of fielding a batted ball to
deprive the defensive team of an opportunity to complete a
possible double play. Keep in mind the rules provide that the
runner or batter-runner must interfere with the obvious attempt
to break up & double play. A runner from third willfully runnin g
into the catch er fielding a pop fly, or arunner on second

base deliberatel y running into aground ball or allowing the ball
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to hit him to prevent adouble play are examplesthat requirethe
call of adouble play under theserules. BAT TER-RUNNER
AND CATC HER COLL IDE When a catcher and batter-runner
going to first base have contact w hile the catcher is attemptin g
to field the ball, thereis generally no violation and nothing
should be called . This cannot be interpr eted to mean;

however, that flagrant contact by either party would not call for
either an interference call or an obstruction call. Either one
should be called only if the violation isflagrant in nature. A
fielder has "right of way" to make aplay, but an unavoidable
collisi on cannot be construed as aviolation on the p art of either
therunner or the catcher. BAT TED BALL STR IKES BAT A.
If the batter-runner drops his bat and the ball rollsagainst t he
bat in fair territory and, in the umpire's judgment, there was no
intention to interfere with the course of the ball, the ball isalive
and in play. B. If after hitting or buntin g afair ball, th e batter's
bat hits the ball a second timein f air territory, th e batter is out
and the ball isdead. THROWN BALL STRIKES HELME T
OR BAT If athrown ball strikes ahelmet or bat accidentall y
(no intent on part of runner to interfere) in fair or foul territory,
the ball remainsi n play the same asif it had not hit the h elmet
or bat. If, in the umpire's judgme nt, there isintent on the part of
abase runner to interfere with athrown ball by dropping his
helmet or bat or b y throwing eith er at the ball, then the runner
would be out, the ball dead, and runners would return to the

last base legally touched. BATTED BALL STRIKES
RUNNER A. Under 7.09(m) afair ball touchesthe batter or
runner in fair territory before touching a fielder. The batter or
runner will be c alled out and th e ball isdead. B. If afair ball
goes through or b y, an infiel der, and touches arunner
immediatel y back of him, or touches the runner after having
been deflected by afielder, t he umpire shall not declarethe
runner out for being touchec by a batted ball. In making such
decision the umpire must be con vinced that the ball passed
through, or by the fielder, and that no other fielder ha d a chance
to make a play on the ball. If in the umpire's judgme nt there
was another fiel der that could have made a play on the ball, he
would then in turn call the runner out

for interference INTERFERENCE ON THE BAT TER-
RUNNER In running the last half of the distance from home
baseto first base whilethe ball isbeingfielded to first base, the
batter-runner runs outside (to the rigtt of) the thr ee foot line or
inside (to the left of the foul line) an d, in the umpire's judgm ent,
interferes with th e fielder taking the throw at first base or
attempting to field a batted hall. One important point to
remember isthat this isanother judg ment call. Comment: The
batter-runner does not hav e to be hit with the ball in order to
interfere with the play. Interference can be called if inthe

umpire's judgment the batter-runner on hisw ay to first base and
by being inside or outside the three foot line distracts the
fielder. RUL ING EXAMPLES: 1. Bases|oaded, no outs,
ground ball to shortstop. Anticip ating adouble play, runner
from second intentionall y crashesinto the shortstop and grabs
him just as the s hortstop is begin ning his throw to

second. Ruling: Runner from second is guilty of willfully a nd
deliberatel y interferin g with afiel der with t he obvious intent to



deprive the defense of the op portunity to make a double play.
Runner from second is declar ed out and so is th e batter-runner.
Runners return to first and third . 2. Runner on s econd base, one
out. The batter hitsa ball on the ground toward the hole. The
third baseman charges in on the grassto try to cut it off asthe
shortstop breaks deep toward the hole whileth erunner is
advancing. The ball gets past the t hird baseman without being
touched by him and strikes the runner in the base path. The
shortstop had a play on the ball. Ruling: Runner from secon dis
out and the batter-runner is awar ded first base. The ball passed
by aninfielder other than the pitcher before strikin g the runner.
However, another fiel der behind the runner w as deprived of an
opportunity to field the b all. 3. Runner on third , no outs. Batter
hits sharp ground ball down third base line, which strikes runn er
on third base in fair territor y while runner is still in contact with
third base. Runner was not attempting to intentionall y interfere,
and third baseman is playing behind the runner. Ruling: Runner
is declared out. Ball isdead , and batter-runner is aw arded first
base. The fact that the runner had contact with th e base when
struck with the b atted ball has no bearing on t he play.

(An exception to thisiswhe n the runner is hit by an infield fl y
while on base. (See Infield Fl y section in this manual.) 4. The
shortstop i< playing deep. The runner on second has to jump
over the batted ball to avoid bein g hit with it. The shortstop
fumblesthe b al. Ruling: No interferenc e. The bal isin play.

5. Same play asabove. The runner hesitatesi n front of the ball
until it isamost to him. T hen he continues to run. Ruling:
Interference. The runner isout. T he batter is awar ded first base.
The ball is dead and all other runnersremai n on the base they
occupied at thetime of the pitc h unlessforced. 6. With arunner
on second base, the batter swingsat apitch and misses. The
catcher catchesthe ball and attempts to throw to third base to
retire the runner w ho istrying to steal. T he ball hits th e batter or
the batter’s bat and rebounds. In the umpire's judgment, there
was no attempt to interfere by the batter. Ruling: The ball
remainsin play and the runner may advance at his ownrisk. If
the batter had moved purposel y to interfere with t he throw, he
would have b een declar ed out with the runner returning to
second base. 7. The catcher attemptsto throw out a runner
stealing second base. The umpire touches hisarm w hile giving a
strike signal. The ball is overthrown into the outfield. Ruling:
The runner must return to first base. Had the throw resulted in a
putout regardless of the interference, the interfer ence would
have been ignored. It isimportant for the umpireto take a
position that will never interfer e with the catcher. 8. The catcher
bumps into the umpire asheturnsto chase afoul bal, causing
him to missthe ball. Ruling: Thisis not interfere nce according
to therules. 9. The pitcher divesat a batted ball as it streaks by
him. Hefailsto touch it. T he ball hits the umpire

standing behind him. Ruling: The ball isdead. The batter is
awarded first base. No other runners advance unlessforced .
(The umpire should not station himself b ehind the pitcher inside
alLittle Leagueinfield.) 10. T he pitcher deflects a batted ball
into the umpire who is stan ding behind him. Ruling: The ball is
in play. (The umpire agai n should not station himself insi dea
Little Leagueinfield.) 11. The batter bats and while he is
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running toward first b ase (to the left of the foul line) the ball is
fielded and thrown toward first bas e. It hitsthe runner i n the
back of the head. Ruling: The runner is out and the ball isdead.

CHAPTER 12 THE PITCHER RULE: RESTR ICTIONS
ON PITCHERS WARMING UP When apitcher takes
position at the begi nning of each inning, that pitcher shall be
permitted to pitch NO T TO EXCEED eig ht preparator y pitches
to the catcher during which play shall be suspended. Such
preparator y pitches shall not consume more th an one minute of
time. If asudden emergency causes a pitcher to be summoned
into the game, the umpire-in-chief shall allow the pitcher as
many pitches as the umpire

deems necessary. INTENTIONALLY PI TCHING AT THE
BATTER If, in the umpire's judg ment, the pitcher intentionall y
pitches at t he batter, the umpire shall warn t he pitcher and his
manager that another such pitch will me animmediate expulsion
of that pitcher. At the sametimethe umpire shall warn the
opposing manager that such aninfraction y hispitcher shall
result in that pitcher's expulsion. QUICK PITC H Umpires
should judge aquick pitch asone delivered before the batter is
reasonabl y set in the batter'sbox. The quick pitchis dangerous
and should not be per mitted. RUL ING EXAMPLES 1. No one
on base. The pitcher begins his pitching motion and seeing the
batter step out of the box stops his motion. Ruling: Noruleis
broken. H ad the pitch been delivered the umpire would hav e
caledita bal or strike. (Rule 6.02(b) Little League Rule

Book.) 2. With arunner on base, the batter steps out of the box
after pitcher has begun his motion, the pitcher stops. Ruling:
Not anillegal pitch (or abak (JR/SR/BG). The pitcher isnot
penalized because he and the batter have violated arule. The
umpire shall call "TIME". Runners advancing would hav e to
return to the base they occupied at the time the pitcher started
his motion. (Under Rule 4.06(3) Little League Rule Book.) 3.
The pitcher, while touching the rubber to take hissign
accidentally dropsthe ball. Ruling: Illegal pitch, with runnerson
base. (Balk in JR/ SR/BG) No pen dty if basesare empty. 4. The
pitcher is standing behind the rubber in the 10-foot circle
without the ball in order that a fielder may attempt the hidden
ball play. Ruling: T hisislegal. Itisanillegal pitc h or balk
(JR/SR/BG) if he sta nds on or astride (straddl es) the rubber
without the ball. 5. With runners on base, the pitcher brings his
pitching hand in contact with his mouth whilein th e 10

foot circle surrounding the rubber. Ruling: Call "Ball". It makes
no difference whether the bases are occupied or not. T hisis not
anillegal pitch or abalk. 6. Rule 8.01 states "Pitchers sh all take
signs fromthe catcher while standing on the rubber." What is
the intent of the rule? Comment: Theinte nt of theruleisto
ensure that th e pitcher does not quick pitch t he batter after
receiving the sign from off therubb er. 7. Isitanillega pitch or
balk w hen the pitcher takes his sign while off the

rubber? Comment: Neither. Itisnot a balk orillegal pitch. The
rules do not specif y apenalty for thisviolation. The pitcher may
be removed for unsportsmanlike conduct if he persistsin this
action after bein g properly warned However, since the gjection
of aplayer is something we want to stay away from, if the



pitcher istaking his signals from off the rubber , but not quick
pitching, do not create aproblem for yourself, but ignore the
fact and don't call anything.

CHAPTER 13 TIMING AND PROPER

MECHAN ICS Timing and mechanics are very important in
umpiring. TIMING Timing can best be descri bed as the proper
use of your e yes. Each player and fan watches the play then
looks to the umpireto see his or her call. If the call ismad e too
soon, thefan issureto k now. It is impossible for the umpire to
call aplay asit is happeni ng without guessing w hat is going to
happen, beforeit does. Anticipating the cal isone of the
umpire'sworst mistakes. |f each umpire wereto analyze each
questionable call that umpire would realize that poor timing was
he cause of the poor call. Hesitation, in c aling plays, isjust as
bad as calling them too soon. If you wait too long, people will
think you can't make up your mind. Many major league umpires
seem to take alongtimei n calling plays. They call al plays
with this same timing so they are not suspecte d of guessing .
Practice your timing. You oweitto yourself to be at your best in
this phase of umpiring. Proper use of your eyes promotes good
timing. BALLS AND STRIKES In caling balls and strikes,
watch the ball as it crossesthe plate. Follow the ball all the way
to the catcher's glove. Make your decision after th e ball crosses
the plate, and above all do not call th e pitch until the catcher has
caught the ball. It is very embarrassing to call the pitch and then
have the batter swing at it. Above all, don’t anticipate . Practice
in calling t he pitches with proper timin g will help your
judgment. Againthe proper use of your eyeswill improve your
plate work. De ciding what the pitch will be before it crosses the
plate will result in guessing. In calling strike s, a vigorous
motion of theright and isuse d, whileno signa isgivenin
caling balls. There are many possible motions, whic h may be
used in calin g strikes. It isimportant h at the strik e motion be
decisive and clear to everyone. The use of a decisive strike
signal can help an umpire to convin ce the fans of his
competence. Some umpirescall ballsand strikes so loudly that
both dugouts can he ar them. Others call strikes loud, but not
balls. There is a definite advantage to calling both ballsand
strikesloudly. If novoicesignal isusedin calling balls, the
timing factor will chan ge. Players and fanswill also get t heidea
that the umpire missed a strike call because of hish esitancy. In
caling ballsand strikes, the differencein tone should be audible
to the stands. A good system isusing a deep snappy voice on
balls and a higher voice with long er sound on strikes. Strike
three, ball four and pitch es close to the e dge of the strike zone
should be more em phatic than therest. Thereis adifference in
being emphatic and being a showboat. T he umpire should give
the ball and strike count at least once per batter. H e may
however, giveit moreth an once. The ballsareindicated with
the finger s of the left h and, while theright indicates the strikes.
Never use your two closed fists to indicate afull count, use the
correct number of fingers . If the batter swi ngs at apitch, the
strike motion should be give n, but no audible sound. On ahalf
swing situation, if the batter strikes at t he pitch, use the hand
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motion for str ike and say to the batter, "Yes, hewent!" or
something similar. Itis amistaketo say, "No, hedidn't go."

Say to the batter, "Ball, hedidn't go." Call 'em, don't explai n
‘em. Your ball and strike calls are not to be routinely explained
such as" ball low", "ball inside", or "strike caught the corner.” If
the catcher asks where a certain pitch was, tell him. The

catcher should not ask re peatedly "Where was the pitch?' If he
does, you should tell himthat you're not goingto explain every
pitch to him. Agree with the catcher if he should ask for
example, "Wasit low?' answer "Yes' without comment. A
batter from time to time will inquire if what he swung at and
missed was a strike. Give him theinformation he asksfor, such
as"No, | thought it was alittle high", if that iswhat you
thought. Mak eit short an d don't editorialize. FAIR AND

FOUL CALLS When the ball isfoul, raise your hands
overhead and yell in aloud an d clear voice “Foul bal!” If the
ball i< fair, mer ely point toward fair ground. Signal vigorously
several times if the players arein doubt or if thecall isclose. If
some unusual play happens, where the ball is "fair", but
everyone assumesits “foul”, donot yell "Fair ball!" Continue to
point toward fair ground. You never s ay “Fair ball”. THE OUT
CALL Each umpire has hisown distinctiv e signal for out calls.
There are lots of acce pted ways of calling outs. A. Raising the
open hand, then making afist while crossing your left hand in
front of the bod y B. Another consists of shooting therig ht fist
out asinajab and bringing it back above the head. C. Punching
theright fist out in an ar c asif to punc h the player out. D. A
quick raise of the ope n hand then making afist may also be
used. E. A good umpire alwa ys develops arhythm and signal on
every out call. The closer the pl ay, the more vigorous may be
the signal of the umpire. O n obvious plays do not demo nstrate,
but makethecall. F. Inal out callsthe umpire s hould give the
out signal and say loudly and clearly "OUT" or "HE'S

OUT." THE SAFE CALL The safe signal seemsto be more
universal. The umpire begins by crossing his armsin front of the
chest then brings them strai ght out to he side. The palms should
remain down throughout the motion. The h ands should be kept
at shoulder level. The hands should be pointed and in astraight
linewith the arms with no bend at the wrist. With every safe call
the umpire should giv e the safe sign and say loudl y and clearly
"SAFE". Termssuch as"YOU'RE IN THERE" and "NO, NO"
should not be used. Do not call the runner safe unlessth ereisan
actual play on him. If thereisan actual play, makethe call, but
again, do not demonstrate unles sitisclose. When thereisa play
and the umpire doesn't mak ea call, it looks asif hew asn't
watching the play. INTERFERENCE CALL Onany
interference the ball is dead(almost, but not always) . The
umpire should raise both h ands overhead while calling loudly
and clearly TIME!!! THAT'S INTERFERENCE".(See Rule

7.09 and Chapter 11 in this manual regar ding immediat e dead
ball or delayed dead ball.) OBSTRUC TION CALL If aplayis
being made on the obstructed runner (Rule 7.06{ a}), the umpire
shall signal the obstruction b y immediatel y calling time (both
hands overhead) and then pointing at the run ner while calling
loudly and clearly, "THAT'S OBSTRUCT ION". If no play is
being made on the obstructed runner (Rule 7.06{ b} ), the umpire



shall signal the obstruction b y pointing at th e runner while
caling loudly and clearly, "THAT'S OB STRUCT ION". Note
that under this section of the obstruction rule, the umpire shall

not call time until all pla y has ceased and no further action

is possible. BALK CALL (JR/SR/BG) Incalling a balk, the
umpire shall point at th e pitcher and call loudly, "THAT'S A
BALK". Timeisto be called onl y when play stops. The bal is
not dead automatically wh en abalk is called. For the purpose of
the balk rule, play is consider ed stopped as soon as afiel der has
possession of the ball. (D elayed dead ball situation.) CATCH
OR NO CA TCH If the catch is made, araised arm with closed
fististhe onl y needed sign. No sign is needed when the

batted ball is not caught except in a case of doubt as to whether
it hit the ground first or wasleg ally caught. If the ball is not
caught, gi ve the safe motion with a couple of waves of the arms.
Say "NO CATCH?" rather than "SAFE", asthefact that the catch
was not mad e does not insure the b atter bei ng saf e. (Definition
2.00 - Catch) TIME CALL ED when, “time” scalled by the
umpirethe b al isdead. The umpire should raise both ha nds
overhead while calling loudly and clearly "TIME". NOTE:
Know How and w hen to Call Time Out. Don't overdo time-outs.
Let them play unlessthereisa valid reason for calling time.
Don't call timetoo quickly when it would preve nt the
completion of play . Don't grant a player's request for time out
unless he has a bonafide reason. For instance, if arelay-man
wants time so he can throw the ball to the pitc her, don't grant it.
The offensiveteam has a right to any error mad e on the throw.
Aninjury isnot an automatic time -out. Assoon ast he play is
completed call time. NO TE: Only one offensive time out per
inning is allowed. (Rule 5.10(d) Little League Rule

Book) INFIELD FLY Umpires must pre-determi ne the possible
play with asignal. Example: The common sig nal isan open
right hand with the palm on the chest area. M ake sure your
partner acknowledgest he signal so you are both o n the same
page and know theinfield fly isin effect. HOME RUN
SIGNAL Thehomerun si gnal is pointing the right arm
overhead and making a circular motion (once or twice)

above your head. (Verbalize call) FOUL T IP When afoul tipis
legall y caught, the umpire should give afoul tipsigna. The
signal isto brush the palms of the hands abov e the head as they
pass each other . Most of the foul tips can't be detected at a
distance. If the foul tipisnot caught it b ecomesa foul ball. (Use
foul signal.) PROPER SIGNALS ARE VERY

IMPORTAN T You will want to watch ex perienced umpires,
including the professionalsif possible, and then experiment

to see which si gnalsfit you best. Good mech anicswill goalon g
way in creating a good impression. But remember that t here are
basic pri nciples of umpiring and that sometime s even the
professionals, due to their experience or the fact they are
working 4-man crews, may not foll ow the basics aless
experienced umpire should foll ow. Also don't learn to umpireb y
using the guru theory. Develop a mental check list similar

to what a pilot might use, th en when you find yourself getting
off track you can return to that ch eck list and correct your
problem. On e of the most profitable me ans of practiceiswith
the use of afull-length mirror. Study your own actions from as
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many angles as possible. BASIC S IGNALS & CALLS BALL.:
On a pitch that is aball, stay in your stance and verbalize,
“Ball.” Thereis nosignal for apitchthatisa ball. Verbaize a
ball so that your voice can be heard in both dugouts. CATCH:
Begin from aset position. To signal acatch for an out, stand
with your shoulders square to the pla y, keeping your head till
your right arm up, arm extended and parallél to the ground.
Bend the elbow 90 degre es; close your fingers into afist, t humb
tucked along th e front of the curled fin gers and facing you.
Notion your right forearm forward and holds the position
momentarily , asif you havejust hit a nail with a hammer.
Declare, “Catch! That'sacatch!” COUNT THE RUN: When
one runner scores just before ¢ teammate isretired to en d an
inning, the plate umpire will “count” the run by pointing
emphaticall y and repeatedly directl y at home plate and
announcing for al to hear, "Count therun! Count therun! That
run scores! " As he makes the announcement, the umpire should
look to the pressbox or the official scorer to insure that the run
iscredited i n the score book. DEAD BALL: Extend both arms
out in front of your body, slightly higher than your shoulders
and dlightly wider than shoulder width. Extend your hands out,
fingerstogether and pointed up, palms forward as if trying to
stop something witt your hands. Declare, " Time!" Remember,
in any dead ball situation, the ball must be put back into

play. FAIR BALL: Moveascloseto theb all as safety and the
play will allow, then straddle the foul line. Cometo astan ding
set position before the pla y happens. Point to fair territ ory

with the hand and arm on that sid e of your body. FOUL BALL:
Move as closeto the ball as safety and the play will alow, then
straddle the foul line. Cometo astandin g set position before the
play happens. Extend both armsout in front of your bod vy,
dightl y higher than your shoulders an d slightly wider than
shoulder width. Exten d your hands out, fingers toget her and
pointed up, p aims forward as if trying to stop something with
your hands. Declare, "Foul!" Then, point to foul territory with
the hand and arm on t hat side of your body. INFIELD FLY':
Beginin aset position; whe n the ball is hit, pause, read and
react; step up, turn and face the fielder(s) and the play. When
the ball is descending and you are convinced the batted ball is
aninfield fl y, point straig ht up with your right hand and declare,
"Infield fl y! The batter isout." If the batted ball isnear foul
territory, the verba cal is, "Infield fly! The batter is out, if fair! "
If the batted ball isfair but un -caught, signal an out and declare,
"He'sout! He'sout! The batter is still out!” If the batted ball
becomes an un-caught foul ball, signa and declare afoul

ball. INFIELD FLY POSSIBLE : Onaregiona basis, there are
a number of sig nals used by crewsto remin d partnersthat
aninfield fl y situation exists. T he most popular signal is till

an open right hand placed acrossthe chest; among

professional baseball umpires, th e most commonisasim ple
touch of the bill of the cap, using aclosed fist to simultaneously
indicate no outs or an extende d forefinger to indicate one out; a
few areas still have um pires pat the top of their h eads. Which
"infield fly possible" signal is used is not important; the fact that
oneis used and recognized isvery important. NO CATCH:
Begin from as et position. To signa t he absence of a catch,



stand with your shoulders square to the play, keeping your head
still. Extend both ar ms straig ht out parallel to the ground in front
of your chest, s houlder high. The fingers of each hand are
straight and together , thumbs along forefingers. Sweep both
arms out, separating toward the sides of your body even with
your shoulders until the arms are fully extended along the lines
of your shouldersand hold the position momentarily. Declare,
"No catch! No catch!" NO RUN SCORES: When onerunner
approaches the plate but failsto score asateam mateisretired to
end aninning, the plate umpire will “wipe off' therun by
waving with both arm s emphaticall y and repeatedly toward the
press box or the official scorer and announcing for al to hear,
“Norun”. “Narun”. “ That runner does not score.” The physical
signal resembles abasketball referee canceling a basket. OUT:
Beginin aset position. Stand with your shoulders sguare to the
play, keeping your head still. Bring your right arm up, arm
extended and parallel to the ground. Be nd the elbow 90 degre es;
close your fingers into afist, thumb tuc ked aong t he front of the
curled fingers and facing you. Motion your right forearm
forward and t hen back, asif poundin g a nail. Declar e loudly,
“He'sout.” as you pound the nail. Return to a set position. OUT
ON A TAG: Beginin aset position. Stand upri ght, take at least
one step forward a nd point with your left hand at the location
wherethetag occurred . Declar g, "On the tag..." Next, signal out:
Bring your right arm up, arm extended and parallel to the
ground. Bend the elbow 90 degrees; close your fingers into a
fist, thumb tucked aong the front of the curled fingersand
facing you. Notion your right forearm forward and then back, as
if pounding a nail. Complete your declaration with, “. ..he's
out.” OUT - SELL: To sell an out call on adifficult catch ,
simply extend your right arm full y and exaggerate the

standar d " pounding anail" motion describe d above. To sell a
close play on the bases, beginin aset position. Stand with

your shoulders square to the play, keeping your head still.
Instead of bri nging your right arm up extended and parallel to
the ground (asi n astandard out signal), draw your right

fist straight up toward your armpit (elbow fully

bent). Simultaneously, extend your left arm toward th e play, left
fist clenched. Take one full step towa rd the play with your

left foot and thrust your right fist toward the play asif

throwing an over hand punch. D eclare loudl y, "He's out'." as

you "throw" the "punch" signal. Final y, return to your

set position. PLAY or PLAY BAL L: Point with either hand
directly at the pitcher. Call forcefully, “Pay ball.” SAFE: Begin
inaset position. Stand with your shoulders square to the play,
keepi ng your head still. Exten d both arms straight out parallel to
the ground in front of your chest, shoulder high . The fingers of
each hand are straight and together, t humbs along forefingers.
Sweep both arm s out, separating toward the sides of your body
even with your shoulders until thearmsar efully extended along
thelines of your shoulders. Call, " Safe I" (not "H €s safe!™) as
you sweep your arms. Return your arms, still p arallel to the
ground, infront of your chest. Drop your armsto your sidesand
resume a set position. Whe n BU respondsto U IC’s question
about a check swing, the safe signal is used to indicate that a
batter did not swing. SAFE - FIELDER OF F THE BASE :
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Beginin aset position. Stand with your shoulders square to the
play, keeping your head still. Extend both arms strai ght out
parallel to the ground in front of your chest, shoulder high .
The fingers of each hand are straig ht and together , thumbs
along forefingers. Sweep both arms out, separatin g toward the
sides of your body even with your shoulders until the arms are
fully extended along the lines of your shoulders. Call, “ Safe !”
(Not “He'ssafe!”) As you sweep your arms. R eturn your arms,
still paralléel to the ground, in front of your chest. Next, with
both arms chest hi gh, "sweep" the armstogeth er in a

sideways motion indicating t he direction in whic h afiel der lost
contact with the base as you declare, "He's off the base!" Then,
repeat the safe signal and again say, “Safe!” Finally, resume a
set position. STRIKE: AsUIC, stand up from your stance and
step back away from the catc her. Continue watc hing the ball,
normally in the catcher's possession ; bring your right arm up,
arm extended and parallel to the ground. Ben d the elbow

90 degrees; close your fingersinto afist, t humb tucked along
the front of the curled fing ers and facing you. Motion your
right forearm forward a nd then back, as if pounding anail.
Declare loudly, "Strike!" as you pound the nail. Then, relax as
you prepare for the next pitch. Verbalize astrike so that

your voice can be heard in the outfield. W hen BU respon ds

to UIC's question about a chec k-swing, the strikesignal Is
used to indicate that abatter did swing. TIME: Extend both
arms out in front of your body , dightl y higher than your
shoulders and slig htly wider than shoulder width. Extend your
hands out, fingers together and pointed up, pamsforward asif
trying to stop something wit h your hands. Declare, "Time!"
Remember , in any dead ball situation, the ball must be put back
into play.

CHAPTER 14 INSTRUCTIONS TO UMPIRES BATTER’S
POSITION IN BAT TER'S BOX Thelines defining the
batter's box are considered within the batter's box. When the
batter assumes his position in the batter's box, he shall have both
feet completel y within the batter's box ; (i.e., no part of either
foot may extend beyond the lines defining the box w hen the
batter assumes his position). (Rule 6.0 3 Little League

Rule Book.) Anillegall y batted ball is oneth at a batter hits with
one or both feet on the ground entirel y outside the batter's box,
he shall be declared out. (A ny ball hit fair, foul, or afoul tip -
Rule 6.06 Little League Rule Book.) Remember thisis going to
be very difficult to seeif the umpireis conce ntratingonthe
pitch, as he should be. (Don't guess the batter out.) BATTER
STEPPING OUT OF BATTER'S BOX Once a batter has
taken his position in the batter's box, and the pitcher startshis
windup or comes to a set position with arunn er on and he does
not go through with his pitch because the batter has stepped out
of the box, it shall not becalled anillegal pitch or abak. Both
the pitcher and batter have violated arule, a nd the umpire shall
call time and both the batter and pitcher shall start over from
scratch. If the pitcher delays oncethe batter isin hisbox and the
umpire feelsthat th e delay is not justified, he ma y allow the
batter to step out of the box momentaril y by calling

“Time”. THE STRIKE ZONE The strike zoneisthe space



over home plate, which isbetween the batter's arm pits and the
top of the knee s when the batter assumes a natural stance. The
umpire shall det erminet he strike zone according to the

batter's usual stance wh en that batter swings at a pitch. The
batter's stanc e becomes a problem to man y umpires. Sometimes
abatter will move up and down in the box with the ideas of
confusing the pitc her. Itiswiseto call any doubtful pitch a
strikeinthiscase. Itis beneficia to everyonefor al umpiresto
be aggressive in caling strikes. Always think strikes and make
the pitch convince you that itisa ball and those borderline
pitches will take care of themselv es. The umpiremust b e
consistent in his callsif heisto maintain control of the game
and gain the respect of al players, managers, and

coaches. IMPORTAN T POINTS IN GETTING THE PITCH
RIGHT: 1. Get a good view of theb all comingin. 2. Wait
(Timing). Proper usof ey es. (Timing) (Artificial timing isthe
act of dlowing oneself down to mak e the call and still missing
the pitch just later.) 3. Concentration. 4. Consistenc y on your
calls. ARGU ING BALLS AND STRIKES No manager, coach
or player, should be per mitted to leave t he bench (nor can the
coach leave his position in the coeching box) to question an
umpire' s decision on the calling of ballsand strikes. If he does,
he will be warned. If he continues he will be gjected. BASE
COACHES Do not begin aninning unless both base coaches of
the offensive te am have taken their positionsin the coaching
boxes. LINEUPS The home team manager and the visiting
manager shall give the batting order in duplicate to the umpire-
inchief. The umpire-in-chief shall mak e certain that the origina
and duplicate copies are the same, then provide a copy of each
batting order to the op posing manager. The original cop y
retained by the umpire shall bethe official battin g order. As
soon as the home te am's batting order is handed to the umpire -
in-chief, the umpires ar e in charge of the playing field and from
that moment h ave sole authority to determine when a game shall
be called, halted or resumed on account of weather or the
conditions of the pla ying field. (Rule 4.01 Little League

Rule Book.) All umpires s hould get used to ha ndling the
lineups. CURFEW In Little League games, no inning shall start
after 10: 00 p.m. (JR/SR 10:3 0 P.M. BG 11: 00 P.M.)

prevailing time. It will be held that an inning starts the moment
that the third out is made completin g the preceding inning. (No
onein thelocal lea gue has the power or authority to exten d the
curfew of any Little League game.) (Um piresresponsibility -
See Rule 9.00.) PROTEST ING GAME A. Protest shal be
considered onl y when based on the violation or interpretation of
aplaying rule or theuse of anineligible player. No protest shall
be considered on adecision involving an umpire's

judgment. Equipment, whi ch does not meet s pecifications, must
be removed from the game and shall not bet he basis for a
protest. B. The managers of contesting teams onl y shall havethe
right to protest agam e (or in their absence, coaches) . However,
the manager or acting manager may not leave t he dugout until
receiving permission from an umpire. C. Protests shall be made
asfollows: 1. The protesting m anager shall immedi atel y, and
before any succeeding play begins, notify the umpiret hat the
gameis being played under protests. 2. Following such notice
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the umpire sh al consult with the associate umpires . If the
umpireis convinc ed that the decisionisin conflict with the
rules, the umpire shall reversethat decision. If, however,

after consultation, the umpireis convin ced that the decision is
not in conflict with therules, sai d umpire shall announce that
the gameis being played under protest. Failure of the umpire to
make suc h announcement shall not affe ct the validity of the
protest. D. Protests made due to use of an ineligible player may
be considered onl y if made to the umpire before the final out of
the game. Whenever it isfound that a nineligible player is being
used, said player shall be removed from the game, and the game
shall be continued under protest or not as the protesting

manager decides. (Anineligible player refersto ag e, resi dence,
pitching eligibility or Rule 3.0 3 substitution.) E. Any protest for
any reason whatsoever must be submitted by the manager, first
to the umpire on the fielc of play and then in writing to the local
league presi dent within 24 hours. The umpire -in-chief shall

also submit areport immediatel y. F. A committee compose d of
the presi dent, player agent, umpire-in-chief and one or more
other officers or directors who are not mana gers or umpires

shall hear and resolve any such protest as above,

including playing rules. If protest is allowed, resume game from
exact point when infraction occurred. NOTE 1. This does not
pertain to char ges of infractions of pla ying rules or regulations
such asfielc decorum or actions of league personn €l or
spectators, whic h must be considered and resolved by the
Board of Directors. NOTE 2: All Little League officialsare
urged to take pr ecautions to prevent protests. W hen a

protest situati on isimminent, t he potential offen ders should be
notified immediatel y. Example: Should a man ager, officia
scorer, league official or umpire discover that apitcher is
ineligible at the beginning of the game, or will become

ineligible during the game or at the start of the next i nning of
play, the fact should be brought to the atte ntion of the man ager
of theteam involved. Such action should not be del ayed until
theinfraction h as occurred. RUNNER LEAVES A BASE
ILLEGALLY When a pitcher isin contact with the pitcher's
plate and in possession of the b all and the catcher isin

the catcher's box r eady to receive delivery of the ball, base
runners shall not leave th eir bases until the ball has

been delivered and has reached the batter. The violation by one
base runner shall affect al other baserunners. If arunner leaves
abase illegall y, play can be made on that run ner. If therunner is
out, the out stands. If said runner reaches safel y the baseto
which therunner is advancing, that runner shall bereturned to
the base occupied before the pitch was made and no outs resullts.
"Time" will be called and no play can be made during the return
to base. However, should arunner leave a base too soon and the
batter hitsthe pitched ball safel y, then the only advance allowed
to al runnersisto the neare st base beyond the one occupie d by
the batter through the b atter's clean hit. In no event shall the
batter advance beyond first base on asingle, error, second base
on adouble or third base on atriple. The umpire-in-chief shall
determine the base value of the hit ball. If more than one base is
occupied an d any one of the runners leaves too soon, such
illegal action shall pr event the advance of al runn ers except



those forced to adva nce by a batter becoming a base

runner. When a base runner hasleft a base too soon and the
batter hitsthe ball and advances beyond first base asthe result
of aplay being made on another runner ; the batter shal be
entitled only to as many bases asis credited to that batter for a
clean hit, no error involved, and each base runner shall be
returned to the unoccupied b ase nearest t he one each left. When
the umpire d etects arun ner illegall y leaving the base too soon,
he shall drop asi gnal flag (or handkerchief) im mediatel y
indicating what has happened, but continue to move into
position himself for the call on that pl ay. (The signal flag should
bered.) After the play has been completed "Time" should be
called. Then the rule violation should be an nounced after which
the batter and base runners will be advanced to the bases to
which they are entitled. Be sure to recover thesignal flag. When
any base runner leavesthe base before the pitched ball has
reached the batter and the batter bunts or hitsa ball within the
infield, no run sh all be allowed to score. If t hree runners were
on the bases and the batter reac hes first base safely, each runner
shall advance to the base beyond the one they occupied at the
start of the play, except the runner who occupied third base, who
shall be removed from the base without arun bein g scored.
(Exception: If at the conclusion of the pla y thereisan open
base, paragraphs (A) and (B) of Rule 7.1 3 will

apply.) RUNN ING OUT OF THE BASELINE Any runner is
out when running more th an three feet away from adirect line
between basesto avoid b eing tagged, unless such action isto
avoid interferen ce with afielder fielding abatted ball. Two
helpful hintsin making theright cal: 1. If thefielder doesnot
have the ball and the runner runs outside of theima ginary three-
foot line, thisrule does not ap ply because t he runner was not
avoiding a tag. 2. A runner establishes his baseline when the
umpire determin es a play will be made on said runner. Base line
isnot always direct from base to base. (Rule7.08 (a) (1) Little
League Rule Book.) THE RUNNER DOES NO T SLIDE Any
runner is out when the runner does not slide or attempt to get
around afielder w ho hasthe ball and is waiting to make the tag.
(Rule 7.08 (@) (3) Little League Rule Book) HELP FUL HINTS
IN MAKING THE RIGHT CALL: 1. In order for the ruleto
apply the fielder must have possession of the ball a nd waiting to
make thetag. 2. If the fiel der iswaitin g with the ball to make
the tag, the runner now hasto do one of two things, th at runner
must slide no matter if he isten feet from the base or "attempt "
to get around the fielder. In his attempt to g et around the field er,
the umpire must be surethat the runner does not go outside of
the imagi nary three foot line for if that runner does, he will be
caled out. (Under Rule 7.01 (@) (1).) RULING

EXAMPLES: 1. With arunn er on third base. The pitcher
throws awild pitch , the catcher runs after th e ball and

recovers it, the run ner advances to home plate and the catcher
runs back to tag the run ner out, but the catc her and runner get to
home plate at t he same time; the runner runs into the catc her and
the catcher drops the ball and the runner touches home

plate. Ruling: T herunner is saf e, and the run scores. (Rule 7.08
() (3) does not appl y because the catcher was not waiting with
the ball to mak e the tag.) 2. A runner on first b ase attem ptsto
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steal second base, the catcher throws the ball to the se cond
baseman who is standi ng waiting about five feet in fro nt of the
base. Astherunner gets close to the se cond baseman who is
going to tag him, he jumps around the second baseman brushing
his glove and knocking the ball out of the glove without going
outside the imaginar y three foot line. Ruling: The run ner is safe
at second. (Rule 7.03 (a) ( 3) does not appl y because the runn er
made an attempt to get around th e fielder without leavin g the
three foot line) HEAD FIRST SL IDE Any runner is out when
the runner dlid es head first w hile advancing. Common sen se
should prevail asto whether a child dlides head first or stumbles,
falls, trips, etc. ( Little L eague Rule 7.08 (a) (4)) UMPIRE
REPORTS Inwriting your reports (i.e., fights , protested games,
gjections, etc.) re member that they are actually legal documents
and that others may be privileged to examin e them. Tell

precisel y what happened and the exact language that w as used.
Be sure of your facts an d confine your report to the factsonl y
and not personal opinions. Take extreme carein writing your
reports. Always proofread the report to make sureiit is free of
errors and clear to the reader. Always keep acopy of the report
for your own records. The report should be submitted to  your
local league President, and/or the U mpirein Chief within 24
hours after the incide nt. Cases of aviolent n ature (bumping
incidents, assault on an umpire, confrontation off the field, etc.)
should be reported to the League Preside nt aswell asthe
District Admi nistrator. Do ever yone, including t he players, a
favor and r eport assaults to the police imme diatel y. INJURED
PLAYER S When aplayer becomesi njured during a game, your
job isto inform the pla yer's manager or coach and essentiall y do
nothing further. While this may appear unsympathetic,

especial y when a player isin severe pain. Remember, you are
there to officiate, not to attend to the pla yer's medica

needs. When a player isinjured in agame you are umpirin gin,
do the following: 1) stop the game as soon as possible; 2) report
theinjury to the player's manager; 3) report theinjur yto a
league official; 4) do not touch, move or assist in moving the
injured player; 5) do not resume th e game until the injured
player (if heisableto continueto pla y) is pronounced ready to
play by the manager or medical personnel or isremoved from
the playing fiel d; 6) be patient because in many circumstan ces,
you may have to wait for medical personnel to arrive at the
game site to atten d to or remove thei njured player.

CHAPTER 15 SOFTBALL The game of softball isthe same
as baseball in t he areas of mechanics, base and plate,
obstruction, interference, etc. Where it isdifferent is base
running (leaving early), field layout, equipme nt, and pitching. In
this chapter we will touch on those area s. BASE RUNNING A
runner isout if that runner failsto rraintain contact with the
base to whic h that runner is entitled until the ball has been
batted or reac hes the batter (Little League Softball) or has been
released by the pitcher (Junior, Senior, or Big Le ague Softball) .
When arunner is off a base after a pitch or asa result of a batter
completing aturn at bat, and while the pitcher has possession of
the ball within the eight (8) foot radius circle, the runner must
immediatel y attempt to ad vance to the next base or return to the



base the runner isentitled Ruling examp les: 1. Runner on 3rd.
Batter receives ball four and w hile batter -runner heads to 1st
base and catcher throws b all back to the pitc her who isin the
circle. Batter-runner continues through 1st right to 2nd.  Umpire
calls the batter-runner out for not staying on the base whilethe
pitcher has possession of the ball in thecircle. (Rule 7.08 (a)
(5)) Ruling: The umpire misinter preted the rule. O n a ball four
the runner is doing w hat therule says, ". . immediatel y
attempting to ad vance..." The ball in the circle does not prev ent
a batter-runner from advancing 2. Runners on 2nd and 3rd.
Pitcher deliverst he pitch, but before the ball reaches the batter
the umpire se es both runn ers leave their r espective bases earl y.
He calls both runn ers out. Two o ut, no one on base. Ruling: As
soon as the umpire se esarunner leave early he should
announce, "No Pitch, the run ner on 2nd left earl y and isout.”

Y ou cannot get two outsf or leaving early. If you have a

situati on where 2 or more runnersleft at almost t he same time,
call the runner closest to home out and put therest  back to

their original base. 3. Runner on 1st. Pitcher deliverst he pitch,
and the runner on 1st leavest he base after the pitch getsto

the catcher. Howev er, on the throw back to the pitcher in the
circle the runn er on 1st stays off the bag and breaks for 2nd after
the ball getsto the pitc her inthe circle. Umpire allows runner to
stay at 2nd even after the manager insists she should be returned
or called out. Ruling: The umpire is 100% correct. The runner
immediatel y attempted to adv ance. 4. Runners on 1st, 2nd and
3rd, no outs. The pitc her delivers apitch and al the runners
leave their respective bases. The ball isreturned to the pitch er
while heisi nthe circle. The runners on 2nd and 3rd return to
their basesimmediatel y, while the runner on 1st stan ds perfectl y
till while off the base. The umpire waitsafew secondsand then
calstherunner on 1st "out". Ruling: The umpireis correct.
Each umpire should silently count to three and if the runner has
not made an attempt to adv ance or return then call the runner
out. PITCHING A side-arm pitch isnot permitted. The wrist
must not be farther from the body than the el bow. Thereis no
BALK insoftball. A dropped ball isaball which dips from the
pitcher's hand during the delivery. A ball will be d eclared on
the batter and the ball will remaini n play and the runners may
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advance at their own risk . Crow Hop is defin ed asthe act of a
pitcher w ho steps or hops off the front of the pitcher's plate, re-
plants the pivot foot, establishing a second impetus (or starting
point), and pushes off from the newly established starting point
and completesthe delivery. Leaping isan act by the pitcher
which causes the pitcher to b e airborneon hisor her initia
move and push from the plate. The momentum built b y the
forward movement of the pitcher causesth e entire body
including both the pivot foot and the non-pivot foot to be in the
air and moving toward home plate asthe delivery is completed.
With this style of pitchin g, the pitcher will releaset he ball
simultaneously with hisor her return to the ground. The pivot
foot may remain in contact with or ma y push off and drag away
from the pitchin g plate prior to the front foot touching the
ground as long as the pivot foot remainsin contact witht he
ground throughout her entire deliver y. The pitcher may have
one or both feet on the pitchers plate. The pitcher may have the
ball in one or both hands. If the ball isi n one hand a backward
step (rocker motion) may be taken. This backward step must

be taken prior to or sim ultaneous with the bringin g of the hands
together. If the pitcher starts hisor her windup with both hands
on the ball or during t he act of deliver y of apitch, only one step
forward toward the batter can be taken. Towards th e batter must
be within the 24 inch pitcher plate BAT TERS BOX The batter's
box shall berectangular 7 feet by 3 feet. It shall extend forward
from the center of home plate 4 feet and to therear 3 feet. (Rule
1.04) PITCHER'S PLATE In al divisions of softball, the
pitcher's plate shall be a rectangular slab of white ned rubber 24
inches by 6 inches and set in the ground so that the distance
between the front sid e of the pl ate and the rear point of

home plate is 40 feet. (Rule 1.07) SOFTBALLS In Little
League Softball the approved mandatory softball for regular
season and tournament play isthe 11-inch softball. Senior and
Big League Softball utilize the 12 -inch softball. (Rule

1.07) CATCHER'S GLOVE The catcher must wear amitt or
glove of any shape, size or weight consistent with th e protecting
the hand, this can be afirst basemen's mitt or fielder's glove.
(Rule1.12)
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1. Good sportsmanship is expected from al players,
coaches, managers, and fansat all times.

2. Unsportsmanlike acts include but are not limited to:
the use of words or actions to incite or attempt to incite
spectators;, use of profanity, intimidation tactics, or remarks
which reflect unfavorably upon any other person, or baiting or
taunting; use of any language intended to intimidate ; throwing
any object; taking part in any physical confrontation, or
threatening by gesture or word; for players, leaving their
position or the dugout to approach any fight or confrontation;
initiating any unnecessary, overl y aggressive or violent contact;
arguing any judgment decision by an umpire; for managers,
failing to act, upon request of the umpires, to control parents or
other partisan fans; or acting in any other manner not in
accordanc e with the spirit of fair play.

3. Any unsportsmanlike act may be penalized (i ncluding
ejection without warning) by the umpire (or in unusual, clear
cases by the Director, a board member, or the UIC) during the
game. The Director and/or the Board may impose appropriate or
additional pe nalties after the game, without being limited by any
decision to impose or not impose pen alti es during the game.

4, No tobacco or acohol on field during games or
practice.
5. Catchers must wear mask with dangling throat

guard and helmet to warm up a pitcher at any time and during
infield practice. During the game, caichers must also wear
chest protector (majors and below boys must wear the long-type
chest protectors properl y) and shin guards.

6. Coaches are not allowed to warm up pitch ers.
7. One adult coach must be IN the dugout at all times.
8. Player wearing batting helmet and glove will protect

pitchers war ming up during game within confine s of field.

9. On deck batters are not allowed. Between half
innings, only the batter due up first is allowed out of the dugout,
but restricted to the area which would be the on deck circle for
his/her team. No battin g donut s

10. Base coaches shal stay in the dugout between
innings and may take the field only when play is ready to
resume. Two adult coaches are allowed (al levels) provided
thereis athird coach to bein the dugout.

11. Items from the concession stand may not be brought
into the dugout or consumed during theg ame.

12. Players shall not leave the dugout during the game,
except to take the field or perform g ame relat ed functions.

A -

13. All players must be in the lineup 3 _consecutive
innings. This is the loca Minimum Play Requirement (not
applicable to travel softbal), strengthening the MPR stated in
Regulation 1V (i), and Rule 3.03. At the top of the fourth
inning both managers will meet to exchange subs. Starters
may re-enter once, a any position in the lineup, at any time
after the game goes beyond the sixth inning, in accord with
Rule 3.03 asamend ed by thelocal MPR a bove.

14. A specia pinch runner (cou rtesy runner) may be used
once an inning (for any player who has not previously been
run for under this rule), but the runner may only be a player
who is not presentl y inthe batting order. Seerule 7.14.

15. Home team tak es warm-up and infield 4:55 to 5: 10.
Visiting team ta kes war m-up and infield 5:10 to 5:25. On week-
ends, infield time ends five minutes before gametime, and is
split evenl y with home team having field first (35 minutes
before gam e time or whe n prior game' steams clear the field,
whichever islater). Bothteams are responsibleto line a nd
prepare thefiel d for play, and to rake t he field after the game.
Forfeit is one half hour after sc heduled start time .

16. On Weekends, no new inning or 1/2 inning will begi n
15 minutes before the next schedu led game time. Itisthe
responsibility of coaches and manager to have field and dugouts
clean, equipment packed and players off the field so the next
game can begin on time.

17. Home team h as the official score book. Home
teamsupplies new balls (2 softball, 3 base ball) to start
game, and further as needed.

18. Immediately at game completion, players line up to
shake hands a home plate. Players will then report directly
back to dugout.

19. Fitness of field for play: The two managers, and/or
league director, lea gue representative or other boar d member(s),
will determine if th e gameisto be played. Once the game isin
progress the decision to continue pla y, delay or suspend belongs
solely to the umpire(s).

20. Ten runrule“ mercy rule” (LL rule4.10 (e)) does not
apply.

21. Sliding is required onl y as specified i n Rule 7.08(a)( 3):
“Any runner isout when: ...the runner does not side or attem pt
to get around afielder w ho hasthe ball and iswaiting to make
thetag;...”. Thereis no “must slide” ruleat any level.

22. Intentional walk, Junior/Senior level: Before apitch
to the batter, catc her may ask that batter bew alked. Timeis
caled, runner sent to first.



Baseball

23. The senior league light will determi nethat play is
to be called for darkness (no f urther play allowed),
though play may be called ear lier if warranted in the
judgment of the um pire.

24.  Bats shall betreated asillegal and removed from game if
lighter than minus 8 for Juniorsand minus 3 for Seniors.

25.  The prohibition on head first slides which is applicable
to Majors and below shal apply to Junior Baseball (Rule
7.08(a)(4): “Any runner is out when: ...the runner dides head
first while edvancing.”).

26.  Pitchers will warm up outside the major field, or on the
Senior field provided athird player with a glove is positioned to
protect the pitch er and catcher.

27.  During the School season, players on a School team may
pitch no more than 3 innings in a game, except School team
pitchers may not pitch at all.

28.  Major and Junior League EH rule. An extra hitter
(EH) MAY be used if listed (SHALL be listed in mgjors) in the
starting lineup as atenth batting position. The EH does not take
the field on defense. The starting EH shall remain in the
lineup but take a defensive position after the third inning
when other substituti ons are made, and the EH position shall be
assumed by another player who was in the starting lineup.
Therefore, the starting and substitute EH must play the first six
innings. After six innings, any player in the lineup may be
designated the EH and the other nine playersin the lineup shall
play defense. The EH is terminated only if the number of
available players falls below ten, at which time all players will
play defense.

29.  Senior League EH rule: Anextra hitter (EH) MAY be
used if listed in the starting lineup as a tenth batting position.
The EH does not take the field on defense. The designated
starting EH shall play that position the entire game, unless the
EH position is terminated. The EH is terminated only if the
number of available players fals below ten, at which time all
players will play defense. A player may not be EH in
consecutive games, or more than two times during the regular
Season.

Softball

30. The softbal I field light will deter minethat play is
to be called for darkness (no f urther play allowed),
though play may be called ear lier if warranted in the
judgment of the um pire..

31. No more than ten runs shall be recorded for any
half inning. The half inni ng ends under this rule when
continuo us action, during whic h the tenth run scores, ends,
subject to an y defensi ve appeal that mig ht nullify any
run(s).



BALK SUMMAR Y — 90 FOOT BASEBALL FIELD

On the big field where runners can lead, following are the
basics for legal pitching with runners on base:

Windu p position: Pitcher is on the rubber, hands in front
of the body facing the plate. Free foot (stride foot,
opposite of pivot foot) may be on or behind the rubber.
From the windup, the pitcher may start his pitching motion
and pitch; or, step directly toward a base to make or feint
a throw; or, step off. (Step off means stepping backwards,
toward second with the PIVOT foot as the first move.)

As soon as the pitcher steps off, he is an infielder and
there are no restrictions on what he can do (except that he
cannot make a motion that fakes making a pitch).

As soon as he starts his pitching motion (usually by
moving his free foot to take a rocker step), he is
committed to make a pitch - stopping or throwing to a
base is a balk.

To throw to a base from the rubber, the first move must be
a step toward the base. (There may be some minor other
movement to position the feet to make the throw, but
usually a throw to a base will be clearly different from the
start of the pitching motion. If the initial motion looks the
same as the motion on a pitch, it is a balk.)

The above is the wind up only.

Set position: The pitcher takes the rubber with the hands
separated, pitching arm at the side. The pivot foot is in
contact with the rubber, the free foot is in front of the
rubber (meaning toward home, within the ends of the
rubber), and the pitchers body basically is facing toward
third. The ball may be in the glove orin the hand. Signs
are to be taken from the rubber. The pitcher should
therefore take the rubber, hands apart, then look for
signs.

The pitcher may at any time throw to a base or feint to a
base other than first, or he may step off. For a throw or a
feint from the rubber the pitcher must step toward the
base. Failure to step for a feint or throw is a balk.

Before pitching the pitcher must come "set". This means
hands together holding the ball in front of the body. There
must be a "stop", meaning no movement of the hands or
body. This "set" signifies that the pitcher now is ready to
pitch, and from that position he may throw a pitch, throw
or feint to a base (as above) or step off. Once set, any
movement (other than the head) not part of thea
throw/feint/step off is a balk. (For instance, turning the
shoulders to look at first is a balk; coming set and then
coming set a second time is a balk; taking a rocker step

after coming set is a balk.) If the pitcher does not come to
a stop and pitches it is a balk.

Pick off m oves: A pitcher while in contact with the rubber
may throw to any base, at any time before or after the set,
provided he makes a continuous move to make the throw
and he steps toward the base. A "snap" throw without a
step is a balk. A right hander picking up the free leg
toward third as though pitching and then turning and
stepping and throwing to first has balked (a left hander
has balked if his free foot is picked up toward first and
goes behind the plane of the back of the rubber before
throwing to first, or if he starts toward home and then
changes direction back to first).

A pitcher in contact with the rubber MUST throw to first,
but may feint to second or third (provided that the base is
occupied or that a runner is advancing toward that base -
a throw or feint to an unoccupied base is a balk). A feint
from the rubber must include a step toward the base.

These restrictions do not apply if the first move is the step
off. If the pivot foot is lifted and placed on the ground
behind the rubber, the pitcher is not longer a pitcher but is
an infielder who may throw or not throw in whatever
manner he likes. The only thing a pitcher who has
stepped off may not do is make a motion that simulates
his pitching motion. (If the pitcher after stepping off throws
the ball away, the base award is two bases, as it would be
if an infielder threw the ball away. One base is the award
for a throw from the rubber going out of play.)



GROUND RU LES FOR A LL FIELDS

All scoreboards are located beyond
the outfield fence, out of play. A
legally batted fair ball hitting
the scoreboard on the fly is a HOME
RUN. A legally batted fair ball
that bounces and hits the score-
board is a GROUND RULE DOUBLE.

The front, vertical section of any
Press box, dugout or other
structure that abuts the playing
field shall be considered part of
the fence. Any batted or thrown
ball striking this part of the
structure shall be considered alive
or dead as would be ruled for
striking the fence. Any opening
that allows the ball to enter the
structure shall be treated as an
opening In the fence.

Any ball which passes through an
opening In the fence (past the
plane of the fence) i1s iIn dead ball
territory. This includes any
intended opening in the fence for
access, whether gated or not, and
the openings into the dugouts.

Any batted ball which touches a
tree adjacent to or overhanging the
field 1s Immediately dead and shall
not be played even i1f 1t falls onto
the field of play, provided that
the umpire judges that the contact
with the tree was outside the foul
lines. Any batted ball which
touches a tree i1s live and remains
in play as though it had not
touched anything (and judged fair
or foul by where i1t lands or is
touched), provided that the umpire
judges that the contact with the
tree was not outside the foul
lines. Any batted ball which
contacts a tree near or overhanging
an outfield fence shall be declared
a home run only if the contact is
not outside the foul lines and the
ball falls beyond the fence In fair
territory; 1T such batted ball
falls on the playing field i1t shall
be ruled not to have passed over
the fence and i1t remains in play as
above (an out shall be called if it
is caught before it hits the
ground). Any thrown ball striking
a tree remains alive and in play,
unless the umpire judges that the
contact with the tree was outside
the field of play (beyond the fence
line).
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