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Clinic Overview
Session Subject

Location

Duration

1

Introductions and Rules

Classroom

90 to 120 minutes

2

Base Mechanics
(2 umpire system)

Field or Gym

120 minutes

3

Rules

Classroom

120 minutes

4

Plate Mechanics

Field or Gym

120 minutes

5

Rules, follow up, questions and
answers, quiz

Classroom

90 to 120 minutes

These sessions can be done as the lead instructor sees fit. 5 weekday
evenings, or #1 and #2 on a Saturday morning, etc.
The maximum student to instructor should be 12 to 1. Once you get over 12
students, add an instructor, and divide into groups. One group can do #1, and
the other can do #2. The next session you can reverse the groups.
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Clinic Overview
For the classroom sessions, a projector and computer is the best
method. However, using this presentation as handouts will work as
well.
For the plate and base mechanic sessions, you will need throw down
home plates, pitchers rubbers, and bases, baseballs (preferably
softees), and a set of umpire equipment.
All attendees should be asked to bring gloves and dress
appropriately as they will need to participate as fielders, pitchers,
and catchers.
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Little League Canada
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Session 1
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2019 RULE CHANGES
Regulation VI(a) [Regulation VI(b), (d) NOTE for Challenger]
(a) Any player on a regular season team may pitch. Exception: Any player who
has played the position of catcher in four (4) or more innings in a game is not
eligible to pitch on that calendar day.
A player who played the position of catcher for three (3) innings or less, moves
to the pitcher position, and delivers 21 pitches or more (15- and 16-year
olds: 31 pitches or more) in the same day, may not return to the catcher position
on that calendar day.
EXCEPTION: If the pitcher reaches the 20-pitch limit (15- and 16-yearolds: 30-pitch limit) while facing a batter, the pitcher may continue to pitch, and
maintain their eligibility to return to the catcher position, until any one of the
following conditions occur: (1) that batter reaches base; (2) that batter is retired;
or (3) the third out is made to complete the half-inning or the game.
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2019 RULE CHANGES
(c) The manager must remove the pitcher when said pitcher reaches the limit
for his/her age group as noted below, but the pitcher may remain in the game at
another position:
League Age:
13 -16 95 pitches per day
11-12
85 pitches per day
9-10
75 pitches per day
7-8
50 pitches per day
EXCEPTION: If a pitcher reaches the limit imposed in Regulation VI(c) for
his/her league age while facing a batter, the pitcher may continue to pitch until
any one of the following conditions occurs:
That batter reaches base;
That batter is put out;
The third out is made to complete the half-inning or the game.
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2019 RULE CHANGES
NOTE: If a pitcher reaches 40 pitches while facing a batter, the pitcher may
continue to pitch, and maintain their eligibility to play the position of catcher for the
remainder of that day, until any one of the following conditions occurs: (1) that
batter reaches base; (2) that batter is retired; or (3) the third out is made to complete
the half-inning or the game. The pitcher would be allowed to play the catcher
position provided that pitcher is moved, removed, or the game is completed before
delivering a pitch to another batter. If a player delivers 41 or more pitches, and is not
covered under the threshold exception, the player may not play the position of catcher for
the remainder of that day.
(k) Pitching in more than one game in a day:
Minor League, Little League (Majors), and Intermediate (50-70) Division — A
player may not pitch in more than one game in a day;
Junior League and Senior League — A player may be used as a pitcher in up to two
games in a day.
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2019 RULE CHANGES
NOTE: If a pitcher reaches 30 pitches while facing a batter in the first game, the pitcher may
continue to pitch, and maintain their eligibility to pitch in the second game on that day, until any one
of the following conditions occurs: (1) that batter reaches base; (2) that batter is retired; or (3) the
third out is made to complete the half-inning or the game. The pitcher would be allowed to pitch in a
second game provided that pitcher is moved, removed, or the game is completed before delivering a
pitch to another batter. If a player delivers 31 or more pitches in the first game, and is not covered
under the threshold exception, the player may not pitch in the second game that day);
Rule 4.12
Tie games halted due to weather, curfew, or light failure shall be resumed from the exact point at
which they were halted in the original game. It can be completed preceding the next scheduled game
between the same teams. A player may not pitch in more than one game in a day. (EXCEPTION:
Junior and Senior League: If a pitcher reaches 30 pitches while facing a batter in the first game, the
pitcher may continue to pitch, and maintain their eligibility to pitch in the second game on that day,
until any one of the following conditions occurs: (1) that batter reaches base; (2) that batter is retired;
or (3) the third out is made to complete the half-inning or the game. The pitcher would be allowed to
pitch in a second game provided that pitcher is moved, removed, or the game is completed before
delivering a pitch to another batter. If a player delivers 31 or more pitches in the first game, and is
not covered under the threshold exception, the player may not pitch in the second game that day).
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2019 RULE CHANGES
Synopsis: Defines Dead Ball Area
Rule 2.00
DEAD BALL AREA is the area beyond any intended physical
boundary, such as a fence, rope, chalk line, any stands, bleachers,
dugouts, player’s benches, or designated media areas, or any other
boundary line as determined in the pregame conference.
If a ball becomes lodged in a fence, backstop, umpire’s equipment,
or catcher’s equipment, it is considered to be in a dead ball area.
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2019 RULE CHANGES
Synopsis: Intentionally deleted Rule 3.11. Rule 4.13
remains and provides the same guidance concerning
number of games per day for teams.
Rule 3.11 – Double Headers
Little League (Major) Division: A team may play one (1) doubleheader in a
calendar week. No team shall play three games in a day. (Exception under
condition of Rule 4.12.)
Tee Ball and Minor League: No team shall be scheduled to play two games in
one day. (See Rule 4.12).
Intermediate (50-70) Division/Junior/Senior League: Doubleheaders are
permitted.
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2019 RULE CHANGES
Synopsis: Provides guidance on when the
pitcher’s hand may come in contact with the
pitcher’s mouth or lips.
Rule 8.02(a)(1)
Baseball:
(1) bring the pitching hand in contact with the mouth or lips while
in contact with the pitcher’s plate.
EXCEPTION: The pitcher may bring the hand in contact with the
mouth or lips while in the 10-foot circle (Intermediate (50-70)
Division/Junior/Senior: 18-foot circle) surrounding the pitcher’s
plate provided he/she distinctly wipes off the pitching hand before
contacting the ball.
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2019 RULE CHANGES
Synopsis: Provides guidance on when the
pitcher’s hand may come in contact with the
pitcher’s mouth or lips.
Rule 8.02(a)(1)
Softball:
(1) apply a foreign substance of any kind to the ball, pitching hand, or fingers. The
pitcher may bring the hand in contact with the mouth or lips provided he/she distinctly
wipes off the pitching hand before contacting the ball. Under the supervision of the
umpire, powder rosin may be used to dry the hands; NOTE: A pitcher may use a rosin
bag for the purpose of applying rosin to the bare hand or hands. Neither the pitcher nor
any other player shall dust the ball with the rosin bag; neither shall the pitcher nor any
other player be permitted to apply rosin from the bag to their glove or dust any part of the
uniform with the rosin bag.

PENALTY: Illegal Pitch – See 8.05(b).
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2019 RULE CHANGES
Synopsis: Provides guidance on what is
considered a visit to the pitcher.
Rule 8.06
Baseball:
A.R. 1 – When a manager requests timeout to make a pitching change, it shall
not be considered a visit to the pitcher provided the manager makes the pitching
substitution prior to speaking to any defensive player. Intermediate (50-70)
Division/Junior/Senior: This applies when a pitcher moves to another position
and returns as a pitcher later in the same game.
Softball:
A.R 1 – When a manager requests timeout to make a pitching change, it shall
not be considered a visit to the pitcher provided the manager makes the pitching
substitution prior to speaking to any defensive player. This applies when a
pitcher moves to another position,Junior/Senior: or removed from the game,
and returns as a pitcher later in the same game.
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2019 TOURNAMENT RULE
CHANGES
Synopsis: Restricts the number
of adults in the dugout or on the
field to one manager and one coach when a tournament team has
eleven (11) or fewer eligible players are at the game site at the start
of a game.
Managers/Coaches in the Dugout
If a tournament team has twelve (12) or more eligible players in uniform at the
game site at the start of a game, then the maximum of three (3) adults who are
named on the affidavit (or authorized replacements as noted on the affidavit)
will be permitted to act as manager/coaches for that game. However, if a
tournament team has eleven (11) or fewer eligible players in uniform at the game
site at the start of a game, then a maximum of two (2) adults must be named at
the start of the game as manager and coach. The two named adults must be listed
on the affidavit, or must be authorized temporary replacements as noted on the
affidavit. If there is a third adult listed on the affidavit, that adult is not permitted
to be in the dugout or on the field during that game. NOTE: Base coaches may
be adults and/or players provided at least one adult manager or coach remains14in
the dugout. See 4.05(b).

2019 TOURNAMENT RULE
Synopsis: Added a rule CHANGES
concerning tie games after 6 innings for 8to 10-, 9- to 11-, and Major Division, and 7 innings for
Intermediate (50-70) Division, Junior, and Senior League
Divisions.
Tournament Rule 14
TIE GAME: When the completion of six innings [Intermediate (50-70)
Division/ Junior/Senior League: seven innings] and the score is tied, the
following tie-breaker will be played to determine a winning team:
a. The seventh inning [Intermediate (50-70) Division/Junior/Senior
League: eighth inning] will be played as normal.
b. Starting in the top of the eighth inning [Intermediate (50-70)
Division/Junior/ Senior League: ninth inning], and each half inning thereafter,
the offensive team shall begin its turn at bat with the player who is scheduled to
bat last in that respective half inning being placed on second
base. EXAMPLE: If the number five batter is the lead-off batter, the number
15
four batter in the batting order will be placed on second base. An eligible
substitute or special pinch runner may be inserted for the runner.

Keys to Success
Appearance

Wear your uniform with pride. Being well groomed is
important as well.

Professionalism

Be aware that your actions are being scrutinized from the
time you arrive at the park until you leave the park. Don’t
be the umpire that takes assignments and cancels.

Confidence

Be confident in your calls and signals. Be proud.

Game Management

Be on time for your assignments. Plate conference 5
minutes before 1st pitch. Keep the teams hustling.

Rule/Mechanics
Knowledge

A clinic can teach you the basics, but it is YOUR
responsibility to learn all rules and mechanics

Be Respectful

Never criticize. Bad attitude = bad umpire

HAVE FUN!!!

Enough said.
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The Rules
It is impossible for us to teach you all of the rules during this clinic.

It is your responsibility to learn the rules.

• 1.00 is basically all of the equipment rules, the diamond dimensions, the
uniforms, as well as safety rules.
• 2.00 is definitions. The most boring part of the book. Also the most
important.
• 3.00 pre-game activities as well as substitutions and field decorum.
• 4.00 scoring, doubleheaders, field decorum, protests and forfeits.
• 5.00 dead ball/live ball situations.
• 6.00 is about the batter. When a batter is safe, when they are out, and batting
out of turn.
• 7.00 is about the runner. Base awards, interference and obstruction.
• 8.00 is about the pitcher.
• 9.00 is all about the umpire. Where their authority comes from and what their
authority is.
• Tournament rules & guidelines.
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The State of the Ball
•

Dead – NOTHING can happen.

•

Live – the game is on.

➢

Held – in the hand of a defensive player.

➢

Pitched – until it is hit, caught, or touches foul territory (or the batter).

➢

Batted – hit by the bat; bunted is a special case.

➢

Thrown – different from pitched.

➢

In-flight – pitched, batted or thrown ball that has not yet touched the
ground or some other object.

➢

Bounding – pitched, batted or thrown ball after first touching the
ground.

➢

Caught – a batted (or bunted) in-flight ball that is legally caught.

•

A foul ball is a dead ball.

•

A home run is a dead ball on which bases are awarded.
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Rule 1.00
OBJECTIVES OF THE GAME

•
•
•
•
•

NO on-deck batter until Intermediate (50/70)
NO metal spikes can be worn until Intermediate (50/70)
NO Jewelry at all except for Medic-Alert
NO casts are allowed
The catcher MUST wear a catcher’s mitt (decker), a long or
short model chest protector, shin guards, cup, helmet, mask,
and dangling throat guard
• The pitchers glove may not, exclusive of the piping, be white or
light grey, nor, in the judgment of the umpire distracting in any
manner
• No pitcher may wear sweat bands on their wrists or forearms
• Pitchers may wear a batting glove under their glove so long as it
is not white, gray, or optic yellow
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Batter/Catcher’s Helmets
• All helmets for catchers and batters must have the
NOCSAE logo.

• WARNING! Manufacturers have advised that
altering helmets in any way can be dangerous. Altering
the helmet in any form, including painting or adding
decals (by anyone other than the manufacturer or
authorized dealer) may void the helmet warranty.
Helmets may not be repainted and may not contain
tape or reapplied decals unless approved in writing by
the helmet manufacturer or authorized dealer.
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Rule 1.10 (Baseball Only)
BATS
MINOR & INTERMEDI
SENIOR
MAJOR

ATE &
JUNIOR

Maximum Length

33 inches

34 inches

36 inches

Maximum Diameter

2 5/8 inches

2 5/8 inches

2 5/8 inches

Performance Factor
Mandatory Markings
(Non-wood bats only)

USA
BASEBALL

USA BASEBALL

-3 & BBCOR

Wood Bat Grip
NO PINE TAR
ALLOWED

16 inches
Optional

18 inches
Optional

18 inches
Optional

Non-Wood Bat Grip

10 inches
Mandatory

10 inches
Mandatory

10 inches
Mandatory
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Rule 2.00
Definitions

“Definitions” is not the most exciting rule to
review, but it is one of the most important.
We will review several definitions today.
Bunt

Force Play

Catch/Fly Ball

Infield Fly

In Flight

Interference

Catch

Obstruction

Fair Ball/Territory

Pitch

Foul Ball/Territory

Tag

Foul Tip

Strike Zone

22

BUNT - 2.00

A BUNT IS A BATTED BALL NOT SWUNG AT, BUT INTENTIONALLY
MET BY THE BAT AND TAPPED SLOWLY TO PREVENT THE BALL
FROM GOING FAR. THE MERE HOLDING OF THE BAT IN THE
23
STRIKE ZONE IS NOT AN ATTEMPTED BUNT.

IN FLIGHT - 2.00
Describes a batted, thrown, or pitched ball
which has not yet touched the ground or
some object other than a fielder. If the pitch
touches the ground and bounces through the
strike zone, without being struck at by the
batter, it is a ‘ball’. If such a pitch touches
the batter, the batter shall be awarded 1st
base…
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CATCH - 2.00
SECURE
POSSESSION
(in hand or
glove)

COMPLETE
CONTROL
OF
THE BALL

VOLUNTARY
RELEASE

CATCH IF FIELDER DROPS BALL IN
THE ACT OF THROWING
NO CATCH IF FIELDER DROPS BALL
AS A
RESULT OF COLLISION OR FALLING
NO CATCH IF BALL TOUCHES
OFFENSIVE PLAYER,

25

TIME FOR A BREAK
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FAIR / FOUL BALL
Batted ball that:
(A) Settles
(B) Is Touched
(C) Judged by the position of the ball

• There are no foreign objects in fair territory, only in foul.
27

BEYOND
THE
BASE

BEFORE
A
BASE

FAIR
BALL
HOME
PLATE

FIRST
TOUCHED
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Fair or Foul?
Is Touched
Judged by the
position
of the ball.
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Fair or Foul?
Is Touched
Judged by the
position
of the ball.
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FOUL TIP
2.00

SHARP AND DIRECT
FROM BAT TO CATCHERS
HAND OR MITT
MUST BE CAUGHT
BY CATCHER

RUNNERS ARE
IN JEOPARDY

IS A STRIKE

BALL REMAINS
ALIVE

NOT A CATCH IF REBOUNDED
UNLESS IT FIRST HITS
CATCHER’S HAND OR MITT
31

6.09 A batter becomes a runner
when…
A

A fair ball is hit

B

Dropped 3rd strike

C

Umpire interference

D

Home run

E

A fair batted ball bounces over the fence (2 bases)

F

A fair ball batted ball lodges in the fence (2 bases)

G

Bounding fair ball is deflected by a fielder into the stands (2
bases)

H1 Fair fly ball is deflected into the stands in foul territory (2
bases)
H2 Fair fly ball is deflected into the stands in fair territory (home
32
run)

FORCE PLAY - 2.00

A FORCE PLAY OCCURS WHEN A RUNNER LEGALLY
LOSES THE RIGHT TO OCCUPY A BASE BY REASON
OF THE BATTER BECOMING A RUNNER.
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TAG - 2.00
A tag is the action of a fielder in touching a
base with the body while holding the ball
securely and firmly in the hand or glove;
Or touching a runner with the hand or glove
holding the ball, while holding the ball
securely and firmly in the hand or glove.
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INFIELD FLY - 2.00
• Fair fly ball
• NOT a bunt or line
drive
• Catchable with
ORDINARY effort by
an infielder
• Less than 2 out
• R1 & R2 or R1, R2, &
R3 --- Force at 3rd

• Can be caught by any
fielder
• Batter is OUT
• Force play is
eliminated for all other
runners
• Runners must still tag
up if the ball is caught
• Bases protect runners
hit by an infield fly
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TIME FOR A BREAK
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2.00 -INTERFERENCE
INTERFERENCE
2.00

• (a) Offensive interference is an act by a
member of the team at bat……
• (b) Defensive interference is an act by a
fielder which hinders or prevents a batter….
• (c) Umpire’s interference is…..
• (d) Spectator interference is…..
• (e) On any interference the ball is dead.
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6.06c
A batter is out for illegal action when:
6.06(c) He interferes with the catcher’s fielding or throwing
by stepping out of the batter’s box or making any other
movement that hinders the catcher’s play at home base.
Key Elements:
A swing, which carries the batter over home plate and
hinders the catcher’s play or attempted play.
Contact between the batter and catcher does not
necessarily have to occur for interference to be ruled.
Need not get out of the box, unless batter has time.
While in the box, he must make some “other movement”
38
that is deemed a hindrance to the catcher.

UMPIRE INTERFERENCE

ONLY TWO WAYS
(1)

INTERFERENCE WITH
CATCHER'S THROW – 5.09(b)

(2)

HIT BY BATTED BALL
BEFORE PASSING A FIELDER –
5.09(f)

NO UMPIRE INTERFERENCE
(1)
(2)
(3)

BEING HIT BY A THROWN BALL
BEING HIT BY FIELDER
BEING HIT BY A RUNNER
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SPECTATOR INTERFERENCE

What is it?
A spectator reaches out of the stands into
the playing area, and touches a live
ball.

What do you do?
(1)
(2)
(3)

Call “TIME”.
Give signal (Grasp LEFT wrist with RIGHT
hand with hands above head).
Impose penalties that will negate the actions of
the spectator.
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6.08 (c)
Catcher’s Interference:
6.08(c) The catcher or any fielder interferes the batter.

No Interference When:
Batter reaches first base AND
All other runners advance at least one base.

Key Elements:
Allow the play to continue
Call TIME and award the batter 1st
Runners not attempting to steal or not forced to
advance remain on the base they occupied at the
41
time of the interference.

When Obstruction Occurs, the Umpire
Shall Call or Signal “Obstruction”
• If a play is being made on
an obstructed runner, or if
the batter-runner is
obstructed before touching
1st base, the ball is DEAD
and all runners shall
advance… to the bases
they would have reached
had there been no
obstruction.

• The obstructed runner
shall be awarded at
least one base beyond
the last base legally
touched.

(a) obstruction
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When Obstruction Occurs, the Umpire
Shall Call or Signal “Obstruction”
• If no play is being
• When the ball is not dead
made on the
and obstructed runner
obstructed runner, the
advances beyond the
play shall proceed
base which, in the
until no further action
umpires judgment, the
is possible. The
runner would have been
umpire shall then call
awarded, they do so at
“time” and impose
such penalties that will
their own risk.
(b) obstruction
nullify the obstruction.
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The Difference Between
Interference & Obstruction
• The fielder always has the right to field a batted
ball. If a runner interferes with that fielder, that is
INTERFERENCE.
• If a fielder does not have possession of the ball,
that fielder shall not hinder the runner. If this
happens, that is OBSTRUCTION.
• INTERFERENCE the ball is DEAD (except for
catchers, batters, or umpires interference).
• OBSTRUCTION the ball is dead only if there is a
play being made on the obstructed runner.
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PITCH - 2.00
A Pitch is a ball delivered to the batter by the
pitcher. For the purposes of pitch count, an
illegal pitch shall count as a pitch, even if a
pitch was not actually thrown.

45
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END OF SESSION 1
REMEMBER TO BRING
GLOVES AND DRESS
APPROPRIATELY FOR
ACTING AS RUNNERS AND
FIELDERS AT THE NEXT
SESSION
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Little League Canada
Umpires Clinic 2019
Session 2
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Base Mechanics
Basic Six

0:15

0:15

“A” Position --- Ball within infield

0:15

0:30

“A” Position --- Ball to outfield

0:15

0:45

“A” Position --- Cutting off tail

0:10

0:55

BREAK

0:10

1:05

“B” Position --- Ball within infield

0:15

1:20

“B” Position --- 90 foot diamond

0:05

1:25

“C” Position --- Ball within infield

0:15

1:40

“C” Position --- 90 foot diamond

0:05

1:45

Basic Six – Dismissal

0:15

2:00
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Base Mechanics
What is required?
• Gym or open space large enough for a
minimum 40 foot diamond to be laid out
using throw down bases and a pitchers
rubber.
• Hopefully the students have remembered
their gloves.
• Baseballs (Softees preferred)
50

Timing
PATIENCE: Focus on where the ball is hit,
and where you have to move to in order to create the
best angle to see the completion of the play.

READ:

Identify where the throw is coming
from and how well the ball is thrown.

REACT: Decide if the fielder’s throw beat the
runner, then determine if the fielder had secure
possession of the ball in the hand or glove.
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Base Mechanics
The very first item to run through is the basic
six. Have the students line up and explain the
process. Basic 6 should take about 15
minutes.
“On the rubber” – Feet shoulder width apart.
Standing up straight.
“Set” – Lock hands on knees.
“Call it” – Make the call clearly and loudly
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Base Mechanics
1.
2.
3.
4.
5.
6.

Basic Six Order
Out
Safe
Safe – Off the bag
Time
Out – On the tag
Foul - Left
All calls should be made loud and clear.
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Out
•
•
•
•

•

From the hands on knees set position, raise your
right hand (open) up to ear level.
Bring your hand forward as if to hit a wall with the
heel of your hand.
Start closing your hand making a fist at the start of
the forward motion.
The forward motion should stop with a closed fist
comfortably in the front of your body line at the
same time you would hit the wall.
Verbalize “OUT”
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Safe
• From the hands on knees set position with your hands
flat, fingers together and palms facing down.
• Raise your arms full extended directly in front of your
body to shoulder height with the sides of your thumbs
touching.
• Part your hands to each side of your body in line with
your shoulders. No higher.
• Verbalize “SAFE” as your hands part.
• Bring your hands back in front of your body, then drop
55
them to your sides.

Safe – Off the bag
• Start in Hands on Knees Set.
• Perform the “Safe” mechanic.
• While still looking at the bag, take a slide step in
the direction that the fielder was pulled off.
• At the same time as the slide step, sweep the arms
at a 45 degree angle and verbalize “off the bag”.
• The eyes should be looking at the bag, and not the
arms.
• The mechanic is complete once you drop your
arms.
56

Time
• Arms extended above your head in front of your
body.
• Palms of hands should be facing away from you
with your fingers fully extended and together.
Not a fist.
• Verbalize “TIME” at the same time your hands
reach maximum height.
57

Out – On the tag
• Start in Hands on Knees Set.
• Take a step forward, and come to set again.
• When the tag is made, point at the runner with the
left hand and verbalize “On the tag”.
• Then perform the “Out” mechanic.
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Foul - Left
• Start in Hands on Knees Set.
• Arms extended above your head in front of your body.
• Palms of hands should be facing away from you with
your fingers fully extended and together. Not a fist.
• Verbalize “FOUL” at the same time your hands reach
maximum height.
• Then drop your arms and point to the LEFT.
• Resist the urge to look at your hand on the point.
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Base Mechanics
Basic Six
Do the first one several times, then the second
one, etc.
Once you have gone through all 6, add a new
instruction: “From the top”. All students are
to do the basic six in order. If someone errs,
we will start “From the top”.
This is meant to be a fun exercise, and
hopefully gets the students moving a bit.
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“B” Position
60 foot diamonds

“C” Position
60 foot diamonds
SS

“C” Position
90 foot diamonds

F3

W
or
ki
n
g
Z
o
n
e

F2
“B” Position
90 foot diamonds

F1

Working
Zone

“A” Position Both 60 and 90
foot diamonds
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The Base Umpire
Working in partnership with the plate umpire, your primary
focus will be on the runner(s) to:
• Ensure that they have an unobstructed path to the base they
are running to;
• Ensure they touch every base as they round the bases;
• Make a judgement of safe / out if a play is being made on the
runner.
To achieve the above you will position yourself such that the
runner, the base being advanced to and the defensive player
throwing the ball are visible in front of you or in your peripheral
vision i.e. you should never have your back turned to any aspect
of a play.
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“A” POSITION
• 12-15 feet behind 1st base in foul territory
• Beware of first basemen playing deep and by the line.
Adjust if you need to
• On the 90 foot diamond, you will be deeper to about 15-18
feet back
• When the ball is hit – PATIENCE, READ, REACT
• If the ball stays in the infield, move to a position at a 90
degree angle from the point of the throw. Do not get closer
than your original position
• When the ball is about to get to the first baseman, settle in,
and lock hands on knees. Again, PATIENCE, READ,
63
REACT – Do not make a call too quickly

“A” POSITION
• If the ball is hit to the outfield, immediately come in to the
“working zone”, and watch the runner touch 1st base
• Be prepared to follow the runner to 2nd base
• If the ball was hit to an infielder, and it end up in the
outfield, you need to “cut the tail off the runner”. Allow
the runner to pass, and cut in behind them, hustling to 2nd
base
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“A” POSITION DRILL
Ball hit within the infield
• Have the group split into runners and umpires
• You need a volunteer to be a fielder and a volunteer to be a
1st baseman
• The runners start at home plate, the umpires start in “A”
position
• “Set” – “Go” – The runner runs to 1st base. Toss the ball
to the fielder who will attempt to retire the runner.
• Once a runner has ran, they go to the back of the umpire
line, and the umpire goes to the back of the runner line.
• Have the fielder field the ball from various locations on the
infield.
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“A” POSITION DRILL
Ball hit within the infield
WHAT YOU ARE LOOKING FOR:
1.

Does the umpire have a good set position?

2.

Does the umpire use PATIENCE, READ, REACT?

3.

Does the umpire move to a 90 degree angle?

4.

Does the umpire settle in and go to a set position?

5.

Does the umpire ensure that the ball is not heading toward them?

6.

Does the umpire have good positioning away from the play? Not too close
(Angle is more important than distance)

7.

Does the umpire READ and REACT to the play?

8.

Does the umpire make a clear call and signal?

Run through so each umpire has 2 calls. This should take
about 15 minutes.
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“A” POSITION DRILL
Ball hit to the outfield
• Have the group split into runners and umpires
• The runners start at home plate, the umpires start in “A”
position
• “Set” – “Go” – The runner runs to 2nd base.
• Once a runner has ran, they go to the back of the umpire
line, and the umpire goes to the back of the runner line.
• There is no fielders for this drill. We want to see the
umpires moving into the “working zone” and seeing the
runner touch 1st base.
• For all calls at 2nd base, assume a close out call.
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“A” POSITION DRILL
Ball hit to the outfield
WHAT YOU ARE LOOKING FOR:
1.

Does the umpire have a good set position?

2.

Does the umpire use PATIENCE, READ, REACT?

3.

Does the umpire move to the working zone?

4.

Does the umpire check to ensure that the throw is coming in?

5.

Does the umpire pivot so they are facing the runner at all times?

6.

Does the umpire see the runner touch 1st base?

7.

Does the umpire follow the runner to 2nd base? Not too close (Angle is
more important than distance)

8.

Does the umpire READ and REACT to the play?

9.

Does the umpire make a clear call and signal?

Run through so each umpire has 2 calls. This should take
about 15 minutes.
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“A” POSITION DRILL
Cutting the tail off the runner
• Have the group split into runners and umpires
• The runners start at home plate, the umpires start in “A”
position
• “Set” – “Go” – The runner runs to 2nd base.
• Once a runner has ran, they go to the back of the umpire
line, and the umpire goes to the back of the runner line.
• There is no fielders for this drill. We want to see the
umpires moving into the “working zone” and seeing the
runner touch 1st base.
• For all calls at 2nd base, assume a close out call.
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“A” POSITION DRILL
Cutting the tail off the runner
WHAT YOU ARE LOOKING FOR:
1.

Does the umpire have a good set position?

2.

Does the umpire use PATIENCE, READ, REACT?

3.

Does the umpire allow the runner to go by them before coming inside?

4.

Does the umpire move to the working zone?

5.

Does the umpire check to ensure that the throw is coming in?

6.

Does the umpire see the runner touch 1st base?

7.

Does the umpire follow the runner to 2nd base? Not too close (Angle is
more important than distance)

8.

Does the umpire READ and REACT to the play?

9.

Does the umpire make a clear call and signal?

Run through so each umpire has 1 call. This should take
about 10 minutes.
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TIME FOR A BREAK
10 MINUTES
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“B” POSITION (60 foot)
• Between 1st and 2nd bases, on the outfield grass line
(BEHIND the infielders).
• Beware of fielders playing deep. Adjust if you need to
• When the ball is hit – PATIENCE, READ, REACT
• If the ball stays in the infield, move to a position at a 90
degree angle from the point of the throw. Do not get closer
than your original position
• When the ball is about to get to the first baseman, settle in,
and lock hands on knees. Again, PATIENCE, READ,
REACT – Do not make a call too quickly
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“B” POSITION (60 foot)
• If the ball is hit to the outfield, cut the tail off of the runner,
and come into the working zone.
• Be prepared for calls at either 1st or 2nd bases.
• Be prepared to follow the lead runner to 3rd base as well.
• If the ball stays in, you stay out. If the ball goes out, you
move in.
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“B” POSITION DRILL
Ball hit within the infield
• Have the group split into runners and umpires
• You need a volunteer to be a fielder and a volunteer to be a
2nd baseman
• The runners start at 1st base, the umpires start in “B”
position
• “Set” – “Go” – The runner runs to 2nd base. Toss the ball
to the fielder who will attempt to retire the runner.
• Once a runner has ran, they go to the back of the umpire
line, and the umpire goes to the back of the runner line.
• Run through this one time, and then do this drill again,
with plays at 1st base.
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“B” POSITION DRILL
Ball hit within the infield
WHAT YOU ARE LOOKING FOR:
1.

Does the umpire have a good set position?

2.

Does the umpire use PATIENCE, READ, REACT?

3.

Does the umpire move to a 90 degree angle?

4.

Does the umpire settle in and go to a set position?

5.

Does the umpire ensure that the ball is not heading toward them?

6.

Does the umpire have good positioning away from the play? Not too close
(Angle is more important than distance)

7.

Does the umpire READ and REACT to the play?

8.

Does the umpire make a clear call and signal?

Run through so each umpire has 2 calls. One at each base.
This should take about 15 minutes.
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“B” POSITION (90 foot)
THIS IS FOR DISCUSSION AND DEMONSTRATION
ONLY
• Visualize a line from the point of home plate directly along
the edge of the pitchers mound cutout on the 1st base side.
• When the pitcher is in contact with the rubber, the umpire
should lock hands on knees.
• When the ball is hit – PATIENCE, READ, REACT
THIS SHOULD TAKE 5 MINUTES. NO DRILLS
REQUIRED.
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“C” POSITION (60 foot)
• Between 2nd and 3rd bases, on the outfield grass line
(BEHIND the infielders).
• Beware of fielders playing deep. Adjust if you need to
• When the ball is hit – PATIENCE, READ, REACT
• If the ball stays in the infield, move to a position at a 90
degree angle from the point of the throw. Do not get closer
than your original position
• When the ball is about to get to the first baseman, settle in,
and lock hands on knees. Again, PATIENCE, READ,
REACT – Do not make a call too quickly
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“C” POSITION (60 foot)
• If the ball is hit to the outfield, cut the tail off of the runner,
and come into the working zone.
• Be prepared for calls at either all bases.
• If the ball stays in, you stay out. If the ball goes out, you
move in.
• Angle is more important than distance.
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“C” POSITION DRILL
Ball hit within the infield
• Have the group split into runners and umpires
• You need a volunteer to be a fielder and a volunteer to be a
1st baseman
• The runners start at home plate, the umpires start in “C”
position, imagining that there are bases loaded.
• “Set” – “Go” – The runner runs to 1st base. Toss the ball
to the fielder who will attempt to retire the runner.
• Once a runner has ran, they go to the back of the umpire
line, and the umpire goes to the back of the runner line.
• Run through this one time, and then do this drill again,
with plays at 3rd base.
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“C” POSITION DRILL
Ball hit within the infield
WHAT YOU ARE LOOKING FOR:
1.

Does the umpire have a good set position?

2.

Does the umpire use PATIENCE, READ, REACT?

3.

Does the umpire move to a 90 degree angle?

4.

Does the umpire settle in and go to a set position?

5.

Does the umpire ensure that the ball is not heading toward them?

6.

Does the umpire have good positioning away from the play? Not too close
(Angle is more important than distance)

7.

Does the umpire READ and REACT to the play?

8.

Does the umpire make a clear call and signal?

Run through so each umpire has 2 calls. One at 1st and one at
3rd base. This should take about 15 minutes.
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“C” POSITION (90 foot)
THIS IS FOR DISCUSSION AND DEMONSTRATION
ONLY
• Visualize a line from the point of home plate directly along
the edge of the pitchers mound cutout on the 3rd base side.
• When the pitcher is in contact with the rubber, the umpire
should lock hands on knees.
• When the ball is hit – PATIENCE, READ, REACT
THIS SHOULD TAKE 5 MINUTES. NO DRILLS
REQUIRED.
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BASIC SIX
Do Basic Six until time runs out. About 10 to
15 minutes should be remaining.
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Rule 3.00
GAME PRELIMINARIES

Rule 3 deals with responsibilities and a large portion on
substitutions. With most leagues batting through the order, these
are less important.
• 3.03 (c) A pitcher once removed from the mound may not return
as a pitcher in the Minor and Major Divisions. In Intermediate
(50/70), Junior, Senior; A pitcher remaining in the game, but
moving to a different position, can return as a pitcher any time
in the remainder of the game, but only once per game.
• 3.04 Courtesy runners are not permitted.
• 3.06 Managers shall announce the substitution to the UIC.
• 3.07 The umpire shall then announce the substitution
• 3.08 What happens when no substitution is announced?
• 3.14 Ensure that there is no loose equipment lying on the field.
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What happens if no substitute
is announced?
(1)
(2)
(3)
(4)

(a) If no announcement of a substitution is made, the substitute shall
be considered to have entered the game when –
if a pitcher, the substitute takes position on the pitcher’s plate
and throws one warm-up pitch to the catcher;
if a batter, the substitute takes position in the batter’s box;
if a fielder, the substitute reaches the position usually occupied
by the fielder being replaced and play commences;
if a runner, the substitute takes the place of the runner being
replaced.
(b) Any play made by, or on, any of the above mentioned
unannounced substitutes shall be legal.
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3.09
• Players, managers and coaches of the participating
teams shall not mingle with spectators, nor sit in
the stands……

• Managers and coaches must not warm up
a pitcher at home plate or in the bull pen
or elsewhere at any time. They may,
however, stand by to observe a pitcher
during warm-up in the bull pen.
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3.10
(a)

The managers of both teams shall agree on the fitness of the playing field
before the game starts. In the event that the two managers cannot agree, the
president or a duly delegated representative shall make the determination.

(b)

The umpire-in-chief shall be the sole judge as to whether and when play
shall be suspended during a game because of unsuitable weather conditions
or the unfit condition of the playing field; as to whether and when play shall
be resumed after such suspension; and as to whether and when a game shall
be terminated after such suspension. Said umpire shall not call a game until
at least thirty minutes after play has been suspended. The umpire may
continue suspension as long as there is any chance to resume play.

Discuss Lightning Policy
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Rule 4.00
Starting and Ending the Game
4.05
The offensive team shall station two base coaches on the field during its time at
bat, one near first base and one near third base. The
coaches shall not leave their respective dugouts until the pitcher has completed
his/her preparatory pitches to the catcher. Base coaches shall (1)
(2)
(3)
(4)

be eligible players in the uniform of their team; or a manager and/or
coach. Both base coaches may be managers or coaches.
be a manager or coach, only if there is at least one other adult manager or
coach in the dugout.
remain within the base coaches’ boxes at all times, except as provided in
Rule 7.11
Talk to members of their own team only
An offending base coach shall be removed from the base coach’s box.
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Rule 4.00
Starting and Ending the Game
4.06 --- No manager, coach or player, shall at any time, whether from the bench
or the playing field or elsewhere (a)
(b)
(c)
(d)

incite, or try to incite, by word or sign, a demonstration by spectators;
use language which will in any manner refer to or reflect upon opposing
players, manager, coach, an umpire or spectators;
make any move calculated to cause the pitcher to commit an illegal pitch;
Take a position in the batter’s line of vision, with the deliberate intent to
distract the batter
The umpire may first warn the person. If continued, remove the person from
the game or bench.
4.07 --- When a manager, coach or player is ejected from a game, they shall
leave the field immediately and take no further part in that game. They may not
sit in the stands and may not be recalled. A manager or coach ejected from a
game must not be present at the game site for the remainder of that game. Any
manager, coach or player ejected from a game is suspended for his or her team’s
next physically played game and may not be in attendance at the game site from
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which they were suspended.

Rule 4.00
Starting and Ending the Game
4.09-- HOW A TEAM SCORES
(a) One run shall be scored each time a runner legally advances to and touches
first, second, third and home base before three
players are put out to end the inning.
EXCEPTION: A run is not scored if the runner advances to home base during
a play in which the third out is made
(1) by the batter-runner before touching first base;
(2) by any runner being forced out; or
(3) by a preceding runner who is declared out because that runner failed to
touch one of the bases (appeal play).
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Rule 4.00
Starting and Ending the Game
4.16 --- If a game cannot be played because of the inability of either team to:
(a)
(b)

Place nine players on the field before the game begins, and/or
Place at least one adult in the dugout as manager or acting manager, this
shall not be grounds for automatic forfeiture, but shall be referred to the
Board of Directors for a decision.
Note: A game may not be started with less than nine (9) players on each team,
nor without at least one adult as manager or substitute manager.
If during a game either team is unable to place nine (9) players on the field due
to injury or ejection, the opposing manager shall select a player to re-enter the
lineup. A player ejected from the game is not eligible for re-entry. If no players
are available for re- entry, or if a team refuses to place nine (9) players on the
field, this shall not be grounds for automatic forfeiture but shall be referred to
the Board of Directors for a decision.
Note: A game may not be continued with less than nine players on per team.
Note that a local league may have different rules in place regarding this.
Check with your local Umpire-In-Chief.
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Rule 4.00
Starting and Ending the Game

4.19 --- PROTESTING GAME (a)
Protest shall be considered only when based on the violation
or interpretation of a playing rule or the use of an ineligible
player. No protest shall be considered on a decision involving
an umpire’s judgment. Equipment which does not meet
specifications must be removed from the game and shall not be
the basis for a protest. (Exception 6.06(d)).
(b)
The managers of contesting teams only shall have the right to
protest a game (or in their absence, coaches). However, the
manager or acting manager may not leave the dugout until
receiving permission from an umpire.
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Protests
(a)
(2)

(3)

Protests shall be made as follows:
The protesting manager shall immediately, and before any
succeeding play begins, notify the umpire that the game is being
played under protest.
Following such notice the umpire shall consult with the other
umpire(s). If the umpire is convinced that the decision is in
conflict with the rules, the umpire shall reverse that decision. If,
however, after consultation, the umpire is convinced that the
decision is not in conflict with the rules, said umpire shall
announce that the game is being played under protest. Failure of
the umpire to make such announcement shall not affect the
validity of the protest.
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Protests
• Any protest for any reason whatsoever must be submitted by the
manager first to the umpire on the field of play and then in writing
to the local league president within 24 hours. The umpire-in-chief
shall also submit a report immediately.
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TIME FOR A BREAK

95

Rule 5.00
Putting the Ball in Play (Live Ball)

5.07-- When three offensive players are legally put out, that team
takes the field and the opposing team becomes the offensive team
(side retired). (Minor League: The side is retired when three
offensive players are legally put out, called out by an umpire or
when all players on the roster have batted one time in the halfinning, or when the offensive team scores five (5) runs.)
5.08 --- If a thrown ball accidentally touches a base coach, or a
pitched or thrown ball touches an umpire, the ball is alive and in
play. However, if the coach interferes with a thrown ball, the
runner is out.
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Rule 5.09
The ball becomes dead…
(a) A pitched ball touches
a batter or batter’s
clothing. If forced,
runners advance

(d) A ball is illegally
batted either fair or foul.
Runners return

(b) Plate umpire
interferes with the
catcher’s act of throwing.
Runners return. If there
is an out, it counts. No
runners return

(e) A foul ball is not caught. Runners return

(c) An illegal pitch is
committed.

“TIME”

(f) A fair ball touches a
runner before it touches
an infielder. Runner is
out. Runners return

(g) A pitched ball lodges in the catchers or umpires mask or equipment. Runners advance one base
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Rule 5.10
The ball becomes dead when an umpire calls “time”
(a) When weather,
darkness or other
conditions make
continuing play
impossible.

(c) Injury to a player or
umpire

(b) When light failure
makes it difficult to
follow play.

(f) If a fielder, after catching
a fly ball, falls into a dead
ball area. (7.04 (b))

“TIME”

(d) When a manager REQUESTS time.

(e) When the umpire
wishes to look at the ball
or consult with a
manager.

(g) When an umpire orders a player or other person removed from the field.
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Rule 6.00
The Batter

This is
before the
pitcher
delivers a
pitch
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6.05 A Batter Is Out When…
A

A fair or foul fly ball (other than a fair tip) is legally caught by a fielder

B

Third strike…

C

Bunting foul on a third strike

D

An infield fly is declared

E

That batter attempts to hit a 3rd strike and is touched by the ball

F

A fair ball touches said batter before touching a fielder

G

After hitting or bunting a fair ball, the bat hits the ball a 2nd time…

H

After hitting or bunting a foul ball, the batter-runner intentionally deflects…

I

After hitting a fair ball, the batter-runner or 1st base is tagged before said
batter runner touches first base

J

Failure to run in the runners lane and interferes with the 1st baseman

K

Intentionally dropped fly ball

L

A preceding runner shall, intentionally interfere with a fielder…

M

Jun., Sen.; a pitch touches a runner stealing home in the strike zone
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Batter Illegal Action
6.06
• Hitting the ball with one or more feet on
ground COMPLETELY outside the batters
box.
• Stepping from batters box to batters box while
the pitcher is in position ready to pitch.
• Interferes with the catcher’s fielding or
throwing by stepping out of the batters box, or
any other movement that hinders the
catcher’s play at home plate.
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Rule 6.00
The Batter

This is if
the batter
makes
contact
with the
ball.

ALL
LEGAL

In order to be illegal, the foot
must be COMPLETELY out of
the box.
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TIME FOR A BREAK
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RULE 7.03

TWO RUNNERS MAY NOT OCCUPY THE SAME BASE, BUT IF, WHILE
THE BALL IS ALIVE, TWO RUNNERS ARE TOUCHING THE SAME
BASE, THE PROCEEDING RUNNER IS ENTITLED TO THE BASE, AND
THE FOLLOWING RUNNER SHALL BE OUT WHEN TAGGED. IF THE
PLAY IS THE RESULT OF A FORCE PLAY…THE LEAD RUNNER 104
WOULD BE OUT.

DEAD BALL;
RUNNERS ADVANCE ONE BASE
BALK NOT
FOLLOWED BY
PITCH OR PLAY
5.09c 7.04a

PITCH TOUCHES
RUNNER
ATTEMPTING
TO SCORE
5.09H 6.05n

RUNNER ATTEMPTING
TO STEAL ON PITCH ON
WHICH CATCHER’S
INTERFERENCE
OCCURS
7.04d
FIELDER AFTER
CATCHING FLY
BALL FALLS
INTO DEAD
TERRITORY
7.04c

PITCHED BALL
LODGES IN
UMPIRE’S MASK
5.09g 7.05i

PITCHED OR
THROWN BALL
BY PITCHER
FROM RUBBER
GOES INTO DEAD
TERRITORY
7.05h 105

DELAYED DEAD BALL
SITUATIONS
CATCHER’S
INTERFERENCE
FOLLOWED BY
A BATTED BALL
6.08c

BALK/ILLEGAL
PITCH
FOLLOWED
BY A PITCH OR
THROW
8.05 A.R.

BATTER’S
INTERFERENCE
FOLLOWED BY
A PLAY OR
THROW
6.06c

PLATE UMPIRE’S
INTERFERENCE
FOLLOWED BY
A THROW
5.09b

OBSTRUCTION
7.06b
ONLY
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7.05 (h)
One base, if a ball, pitched to the batter, or thrown by the pitcher
from his position on the pitcher’s plate to a base to catch a
runner, goes into a stand or a bench, or over or through a field
fence or backstop. The ball is dead;

Key Elements:
One base shall also be awarded if the pitcher while in
contact with the rubber.

Base Awards:
One From The Rubber
Two From The Field
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TWO BASE AWARDS FROM
TIME OF PITCH

THROWN BALL
INTO DEAD
TERRITORY ON
FIRST PLAY BY
AN INFIELDER

FAIR BATTED BALL
IS DEFLECTED INTO
DEAD TERRITORY ON
FOUL GROUND

7.05g

FIELDER DEFLECTS
WILD
PITCH INTO DEAD
TERRITORY
WHILE RETRIEVING IT

7.05f

FAIR BATTED BALL
BOUNCES OVER OR
FLIES THROUGH FENCE
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TWO BASE AWARDS FROM
TIME OF THROW
7.05 (g)
THROWN BALL INTO
DEAD TERRITORY ON
SUBSEQUENT (NOT FIRST)
PLAY BY AN INFIELDER
ANY RELAY
THROWN INTO
DEAD TERRITORY
BY ANY FIELDER

THROWN BY A
FIELDER NOT
PRECEDED BY A
BATTED BALL
E.G. CATCHERS
PICK-OFF THROW
OR THROW TO
PREVENT STEAL

THROWN BALL INTO
DEAD TERRITORY BY
AN OUTFIELDER

THROWN BALL INTO
DEAD TERRITORY
BY ANY FIELDER IF
BATTER-RUNNER
AND ALL RUNNERS
HAVE ADVANCED
ONE BASE EACH
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7.08
7.08a (3) Runner does not slide or attempt to get around a
fielder who has the ball and is awaiting to make the tag;

Comments:
1) There is NO “MUST SLIDE” rule.
2) The fielder must have the ball in his possession; AND
3) The fielder must be WAITING to make the tag;110

RULE 7.00
• If a runner passes
another runner, the
SPEEDY runner is
out.
• Make sure that you
are clear on which
runner is declared
out.
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Headfirst Slides
Up to Major
• Any runner is out when sliding headfirst
while going TO a base. Going back is O.K.
• This does not include if the runner is falling,
trips, or stumbles.
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The Baseline
• If a runner is trying to avoid a tag, and runs
more than 3 feet from the baseline, the
runner is declared out.
• However, the baseline is not always a direct
line between bases. Rundowns.

2nd
1s
t
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END OF SESSION 3
REMEMBER TO BRING
GLOVES AND DRESS
APPROPRIATELY FOR
ACTING AS PLATE
UMPIRES AND CATCHERS
AT THE NEXT SESSION (Cup
is strongly suggested)
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Plate Mechanics
Activity

Duration

Total Session

1st Rotation - Basics: Slot, Head, Tracking
with Eyes, Signals (Balls & Strikes)

0:30

0:30

2nd Rotation: - Basics from 1st rotation
and add cleaning the plate, “Batter”,
“Play”, “Foul”, give count

0:40

1:10

3rd Rotation: - Add “Ball 4” no pointing
to first, “Strike 3” emphasize, “Foul Tip”,
Working area, “Catch”, “Ball out of Play”

0:50

2:00
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Plate Mechanics
What is required?
• Gym or open space large enough for a minimum 30 foot
pitching distance.
• Enough home plates and pitchers plates for the group
size. Each group will consist of a pitcher, a catcher, an
umpire, and a batter.
• Hopefully the students have remembered their gloves.
• Two buckets for balls, one for catcher and one for
machine or person doing soft-toss
• Baseballs (Softees preferred).
• Umpire’s mask, hat, ball bag with brush and indicator
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Plate Mechanics
Demonstrate:
• Putting on / Taking off Mask
• Proper Slot Position
• Head Position
• Balls and Strike Calls
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The Plate Umpire
Working in partnership with the base umpire, your primary focus
will be on game management by:
• Having a pre-game meeting with your partner to confirm
responsibilities such as catch / no catch, fair / foul, tag up
coverage etc.
• Having a plate conference with team mangers 5 minutes before
game time confirming curfew, special ground rules
• Starting the game on time;
• Limiting warm up of pitchers between innings to 1 minute
• Confirming catcher, pitcher, batter are legally equipped
• Having a consistent Strike Zone – it’s a strike until it becomes a
119
ball

The Plate Umpire (cont’d)
Responsibilities (cont’d)
• Making safe / out at home;
• Making all fair / foul calls
• Awarding bases for balls going out of play;
• Watching for running lane violation;
• Assist, if requested by partner, in swipe tags or pulled
foot off base at first;
• Ensure no on deck batters at Major or below
• Ensure correct number of players on field
120

Plate Mechanics
Drill 1:
• Rotate trainees through Umpire, Catcher, Batter
• Have each umpire call 10-15 pitches alternating
ball / strike
• Ongoing Instructor feedback / correction during
drills for each umpire on slot position, head
height, signals & voice
• Use remaining trainees to provide feedback on
one aspect of mechanics at end of each umpire’s
turn
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TAKING OFF MASK
Always use LEFT
HAND
to remove mask
Grasp mask in
lower
left padded area

Step
#1

Step
#2
Step
#3

Pull bottom of
mask
STRAIGHT OUT
and
Push STRAIGHT
UP
clearing the brim
of
the cap

“Wrong Way”
Proper Method Of
Handling Indicator
When Removing Mask.

Poor technique can
obstruct your vision and
cause you to lose sight of
the baseball
momentarily.
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THE SLOT (TOP VIEW)
Catcher

HEEL
TO
E
HEEL
TO
E

Good view of the
outside corner

Proper use of protective
equipment facing front

HEEL
TO
E
HEEL
TO
E

Right hand on
or behind the thigh

Good clearance
from the catcher

123

THE SLOT STANCE

1.

2.

3.

Feet
1.
Heel Toe/Heel Toe (see Glossary)
At least shoulder width apart (most
likely wider)
Weight evenly distributed through each
foot
2.
Slot foot set first
Trail foot flared up to 45°
1.
Shoulders
Square to plate
Parallel to ground
Chin
Parallel to ground
Level with top of catcher’s head (see Note
2.

Torso
Slight lean forward to comfortable
position
Angle of torso works in conjunction
with squat to regulate head height
Arms and Hands
Options:
Slot arm bent at 90° angle
and tucked close to body
across stomach. Opposite
hand grips leg above knee
positioning bent arm against
body.
Forearms placed on
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THE SLOT (SIDE VIEW)
Forward body tilt

Proper head height

Drop Foot
Slot
Foot
HEEL TOE
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HEEL TOE

THE SLOT (FRONT VIEW)
1.
2.
3.

Proper head position is controlled by:
Width of stance
Amount of squat
Forward body tilt

Proper use of protective
equipment facing front

Proper head height

Wrist relaxed and
forearm wrapped

Nice wide stance
shoulder width or greater
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Plate Mechanics
Drill 2:
• Demonstrate cleaning the plate, calling for the
batter, putting ball in play and giving count
• Repeat rotation of Drill 1 – umpire cleans plate,
calls batter, puts ball in play, calls ball / strike and
gives count Ongoing Instructor feedback /
correction during drills
• Remaining trainees to provide feedback on one
aspect of mechanics at end of each umpire’s turn
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SIGNALING “PLAY”

After time has been suspended or to
start the game, it is advisable for the
umpire to signal “Play!” The plate
umpire should not call “Play!” until
the pitcher has the ball in his
possession, is on the rubber, and the
batter is reasonably set in the batter’s
box.
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Plate Mechanics
Drill 3 :
• Demonstrate: moving to working area in front of
plate for “Catch / No Catch”;
• “foul tip” and reinforce difference to “foul ball”
• “ball four” emphasizing no signal pointing to 1st
base and “strike 3” emphasis and LLI
recommended mechanic (pulling the string on a
bow)
• “ball out of play” – “Time, ball out of play” &
place runner
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Plate Mechanics
Drill 3 (cont’d)
• Repeat with all mechanics of rotation two,
modified as follows:
• After cleaning plate, putting ball in play, each
umpire will , call 4 sequences of pitches
alternating balls and strikes. Sequence 1 ends
Ball 4; Sequence 2 ends Strike 3; Sequence 3 will
include “Foul tip” and end with fly ball to
outfield with “Catch”; Sequence 4 will be ball
thrown out of play.
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Working Zone for “Catch /
No Catch”

Working
Zone for
“Catch/No
Catch

“A” Position Both
60 and 90 foot
diamonds
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Ball out of Play

Plate Umpire Calls “Time”
Declares “Ball out of Play”
Places Runner
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Ball
Thrown
Out of
Play

Live Pitching
Get the students into groups of 4. One will be the pitcher, one will be
the catcher, one will be a batter (no bat), and one will be the umpire.
Make the umpire call the batter to the plate to start, and call play ball.
The pitcher can soft toss to the catcher. The umpire shall call ball or
strike as required.
After every pitch the umpire shall show the count.
After the 3rd ant 5th pitch the umpire shall also clearly and loudly
call out the count.
Make sure that the umpire has a chance to work left and right hand
batters.
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Live Pitching
WHAT YOU ARE LOOKING FOR:
1.

Does the umpire call the batter to the plate in a clear loud voice?

2.

Does the umpire control the pitcher by holding their hand up?

3.

Does the umpire move into the slot position?

4.

Does the umpire call play in a clear and loud voice?

5.

Does the umpire lock their head and body?

6.

Does the umpire track the ball with their eyes only?

7.

Does the umpire PAUSE, READ, REACT to the pitch?

8.

Does the umpire make a clear call and signal?

9.

Does the umpire clearly show the count after each pitch?

Run through so each student has multiple pitches. This
should take about 45 minutes.
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Little League Canada
Umpires Clinic 2019
Session 5
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APPEA
L
There are four types of Appeal Plays:
(1)

Missed base (7.10b)

(2)

Failure to retouch properly (7.10a)

(3)

Failure to return to first base (7.10c)

(4)

Batting out of order (6.07)
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APPEA
L
Requirements for making a proper appeal:
Must be made before the next pitch
Must be made before next play or attempted play
Must be live ball for appeal to be made (except BOT)
Must be made in a precise, unmistakable manner
Must be made before the defensive team leaves the field
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Lead Offs
7.13
7.13– Little League (Majors) and Minor League Baseball: When a
pitcher is in contact with the pitcher’s plate and in possession of the
ball and the catcher is in the catcher’s box ready to receive delivery
of the ball, base runners shall not leave their bases until the ball has
been delivered and has reached the batter.
• The violation by one base runner shall affect all other base
runners (a) when a base runner leaves the base before the pitched ball has reached the
batter and the batter does not hit the ball, the runner is permitted to continue. If a
play is made on the runner and the runner is out, the out stands. If said runner
reaches safely the base to which the runner is advancing, that runner must be
returned to the base occupied before the pitch was made, and no out results;
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Lead Offs
7.13
(b) When a base runner leaves the base before the pitched ball has reached the
batter and the batter hits the ball, the base runner or runners are permitted to
continue. If a play is made and the runner or runners are put out, the out or outs
will stand.
If not put out, the runner or runners must return to the original base or bases or
to the unoccupied base nearest the
one that was left; In no event shall the batter advance beyond first base on a
single or error, second base on a double or third base on a triple. The umpire-inchief shall determine the base value of the hit ball.
c) When any base runner leaves the base before the pitched ball has reached the
batter and the batter bunts or hits a ball
within the infield, or advances on an uncaught third strike, no run shall be
allowed to score. If three runners were on the bases and the batter reaches 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, that runner139
shall be removed from the base without a run being scored.

Lead Offs
7.13
EXAMPLES:
1. Runner on first leaves too soon, batter reaches first safely, runner goes to second.
2. Runner on second leaves too soon, batter reaches first safely, runner returns to second.
3. Runner on third leaves too soon, batter reaches first safely, runner returns to third.
4. Runner on first leaves too soon, batter hits clean double, runner goes to third only.
5. Runner on second leaves too soon, batter hits clean double, runner goes to third only.
6. Runner on third leaves too soon, batter hits clean double, runner returns to third.
7. All runners on base will be allowed to score when the batter hits a clean triple or home
run, regardless of whether any runner left too soon.
8. Runners on first and second, either leaves too soon, batter reaches first safely, runners go
to second and third.
9. Runners on first and second, either leaves too soon, batter hits clean double, runner on
first goes to third, runner on second scores.
10. Runners on first and third, either leaves too soon, batter reaches first safely, runner on
first goes to second, runner on third remains there.
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Rule 8.00
The Pitcher
8.01-- (a) The Windup Position. The pitcher shall stand facing the batter, the
pivot foot in contact with the pitcher’s plate, and the other foot free. From this
position any natural movement associated with the delivery of the ball to the
batter commits the pitcher to pitch without interruption or alteration. The
pitcher shall not raise either foot from the ground, except that in the actual
delivery of the ball to the batter, said pitcher may take one step backward and
one step forward with the free foot. From this position the pitcher may:
(1) deliver the ball to the batter, or
(2) step and throw to a base in an attempt to pick off a runner, or
(3) Disengage the pitcher’s plate. In disengaging the pitcher’s plate, the pitcher
must step off with the pivot foot and not the free foot first. The pitcher may not
go into a set or stretch position. If the pitcher does, it is an illegal pitch (a balk
in Intermediate (50/70) Division/Junior/Senior/Big League Baseball).
NOTE: When a pitcher holds the ball with both hands in front of the body, with
the pivot foot in, contact with the pitcher’s plate, and the other foot free, that
pitcher will be considered in a Windup Position
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Rule 8.00
The Pitcher
8.01-- (b) The Set Position. Set Position shall be indicated by the pitcher when
that pitcher stands facing the batter with the pivot foot in contact with, and the
other foot in front of the pitcher’s plate, holding the ball in both hands in front
of the body and coming to a complete stop. From such set position the pitcher
may deliver the ball to the batter, throw to a base or step backward off the
pitcher’s plate with the pivot foot. Before assuming the Set Position, the pitcher
may elect to make any natural preliminary motion such as that known as “the
stretch.” But if the pitcher so elects, that pitcher shall come to the Set
Position before delivering the ball to that batter.
NOTE: In Little League (Majors) and below the pitcher need not come to a
complete stop.
Intermediate (50/70) Division/Junior/Senior/Big League Baseball the pitcher
must come to a complete and discernible stop.
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Rule 8.00
The Pitcher
8.02-- (BASEBALL) -- The pitcher shall not (a) (1) bring the pitching hand in contact with the mouth or lips while in the 10 foot
circle [18-foot circle INTERMEDIATE(50/70) DIVISION/JUNIOR/SENIOR/BIG
LEAGUE] surrounding the pitcher’s plate; EXCEPTION: Provided it is agreed to by
both managers, the umpire, prior to the start of a game played in cold weather, may
permit the pitcher to blow on their hands while in the 10/18-foot circle.
PENALTY: For violation of this part of the rule the umpires shall immediately call a ball and warn
the pitcher that repeated violation of any part of this rule can cause the pitcher to be removed from
the game. However, if the pitch is made and a batter reaches first base on a hit, an error, a hit batsman or otherwise, and no runner is put out before advancing at least one base, the play shall proceed
without reference to the violation.

(2) apply a foreign substance of any kind to the ball;
(3) expectorate on the ball, either hand or the glove;
(4) rub the ball on the glove, person or clothing;
(5) deface the ball in any manner;
(6) deliver what is called the “shine” ball, “spit” ball, “mud” ball or “emery” ball. The
pitcher is allowed to rub off the ball between the bare hands.
(b) Intentionally delay the game,
(c) Intentionally pitch at the batter.
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Rule 8.00
The Pitcher

8.03-- (BASEBALL) -- When a pitcher takes a position at the
beginning of each inning, that pitcher shall be permitted to pitch
not to exceed eight preparatory pitches to the catcher or other
teammate acting in the capacity of catcher, during which play shall
be suspended. Such preparatory pitches shall not consume more
than one minute of time. If a sudden emergency causes a pitcher to
be summoned into the game without any opportunity to warm up,
the umpire-in-chief shall allow the pitcher as many pitches as the
umpire deems necessary.
8.04 (BASEBALL) -- When the bases are unoccupied, the pitcher
shall deliver the ball to the batter within 20 seconds after the
pitcher receives the ball. Each time the pitcher delays the game by
violating this rule, the umpire shall call “Ball.”
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Rule 8.05
ILLEGAL PITCH/BALK
(a)the pitcher, while touching the plate, makes any motion naturally associated
with the pitch and fails to make such delivery;
(b) the pitcher, while touching the plate, feints a throw to first base and fails to
complete the throw;
(c) the pitcher, while touching the plate, fails to step directly toward a base
before throwing to that base;
(d) the pitcher, while touching the plate, throws, or feints a throw to an
unoccupied base, except for the purpose of making a play;
(e) the pitcher makes a quick pitch; Umpires will judge a quick pitch as one
delivered before the batter is reasonably set in the batter’s box.
NOTE: A quick pitch is an illegal pitch. Intermediate (50/70) and above: With
runners on base penalty is a balk; with no runners on base, it is a ball.
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Rule 8.05
ILLEGAL PITCH/BALK
(f) the pitcher delivers the ball to the batter while not facing the batter;
(g) the pitcher, makes any motion naturally associated with the pitch while not
touching the pitcher’s plate; the pitcher unnecessarily delays the game;
(i) the pitcher, without having the ball, stands on or astride the pitcher’s plate or
while off the plate feints a pitch;
(j) the pitcher, while touching the plate, accidentally or intentionally drops the
ball;
(k) the pitcher, while giving an intentional base on balls, pitches when the
catcher is not in the catcher’s box.
(l) the pitcher, after coming to a legal pitching position, removes one hand from
the ball other than in an actual pitch, or in throwing to a base
(m) the pitcher delivers the pitch from Set Position without coming to a stop.
(50/70 and above)
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Rule 8.06
Pitcher Visits
8.06 (BASEBALL) – This rule, which applies to each pitcher who enters a game, governs the visits
of the manager or coach to the pitcher at the mound:

(a) A manager or coach may come out once in one inning to visit with the
pitcher, but the second time out, the player must be removed as a pitcher.
(b) A manager or coach may come out two times in one game to visit with the
pitcher, but the third time out, the player must be removed as a pitcher.
(c) The manager or coach is prohibited from making a third visit while the same
batter is at bat.
(d) A manager or coach may confer with any other defensive player(s),
including the catcher, during the visit with the pitcher.
A manager or coach who is granted a time out to talk to any defensive player
will be charged with a visit to the pitcher.
APPROVED RULING 1: At the time a pitcher is removed, a visit shall not be charged to the new
pitcher.
APPROVED RULING 2: A conference with the pitcher or any other fielder to evaluate the player’s
condition after an injury shall not be considered a visit for the purposes of this rule. The manager or
coach should advise the umpire of such a conference, and the umpire should monitor the conference
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Rule 9.00
The Umpire
•

The umpire shall be responsible for the conduct of the game in accordance with these
official rules and for maintaining discipline and order on the playing field during the
game…

•

Umpires shall not wear shoes with metal spikes or cleats

•

Each umpire is the representative of the league and of Little League International, and
is authorized and required to enforce all of these rules. Each umpire has authority to
order a player, coach, manager or league officer to do or refrain from doing anything
that affects the administering of these rules and to enforce the prescribed penalties…

•

Each umpire has the authority to rule on any point not specifically covered in these
rules

•

Each umpire has the authority to disqualify any player, coach, manager or substitute
for objecting to the decisions or for unsportsmanlike conduct or language and to eject
such disqualified person from the playing field…

•

Umpires may order both teams into their dugouts and suspend play until such time as
League Officials deal with unruly spectators. Failure of League Officials to adequately
handle an unruly spectator can result in the game remaining suspended until a later
date…
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Rule 9.00
The Umpire
9.02-(a)

Any umpire’s decision which involves judgment, such as, but not limited to, whether
a batted ball is fair or foul, whether a pitch is a strike or a ball, or whether a runner is
safe or out, is final. No player, manager, coach or substitute shall object to any such
judgment decisions.

(b)

if there is reasonable doubt that any umpire’s decision may be in conflict with the
rules, the manager may appeal the decision and ask that a correct ruling be made. Such
an appeal shall be made only to the umpire who made the protested decision.

(c)

If a decision is appealed, the umpire making the decision may ask another umpire for
information before making a final decision. No umpire shall criticize, seek to reverse
or interfere with another umpire’s decision unless asked to do so by the umpire making
it.
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Rule 9.00
The Umpire
9.05-(a) The umpire shall report to the league president within twenty-four hours after the end
of a game all violations of rules and other incidents worthy of comment, including the
disqualification of any manager, coach or player, and the reasons therefore.
(b) When any manager, coach or player is disqualified for a flagrant offense such as the
use of obscene or indecent language, or an assault upon an umpire, manager, coach or
player, the umpire shall forward full particulars to the league president within 24 hours
after the game.
(c) After receiving the umpire’s report that a manager, coach or player has been
disqualified, the league president shall require such manager, coach or player to appear
before at least three members of the Board of Directors to explain his/her conduct.
In the case of a player, the manager shall appear with the player in the capacity of an
advisor. The members of the Board present at the meeting shall impose such penalty as
they feel is justified. NOTE: The Board may impose such penalties that they feel are
warranted, but may not lessen the requirements of rule 4.07.
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TIME FOR A BREAK
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Earlier in the Day
•
•
•
•

Where and when is the game?
How are you getting there?
What position are you assigned?
Are you prepared to do the plate even if not
assigned?
• What will you wear to and during the game?
• When do you need to leave and when do you need
to arrive at the park?
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Pregame Meeting
•

Arrive in adequate time to meet with your partner.

•

Review the responsibilities:
– Introductions
– Fair-Foul Coverage (who has what and where)
– Tag ups and base touches
– Fly balls to the outfield
– Fly balls to the infield
– Coverage of third base (in a two-man system)
– Live ball (restarting the game after foul/dead balls)
– Uncaught third strike (used in Major, Intermediate (50-70), Junior, and Senior Division
baseball; Major, Junior, and Senior Division softball)
– Batted ball hits batter while in batter’s box
– Half swing (check swing)
– Umpire positioning on the field
– Signals
Take time in groups of 2 to run through the pre-game meeting between partners.
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Pre-Game: Check the field
•
•
•
•

Look for holes in the ground that could cause an injury.
Look for holes in the fence or unexpected openings.
Look for debris on the field; especially broken glass.
Look for any standing water or other unsafe areas.
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Plate Meeting
1.

• The plate meeting shall take place 5 minutes before the first pitch. The PLATE
umpire runs this meeting.
Go directly to home plate.

2.

Clearly call for the managers to come to home plate.

3.

Introduce yourself and your partner.

4.

Do the lineup exchange. Ensure that each team has the other teams lineup.

5.
6.

Ask each manager is their team is properly dressed and legally equipped.
They must answer “yes”.
Remind the teams to keep hustling at all times.

7.

Review if there are any curfew or mercy rules.

8.

Review any ground rules.

9.

Ask if there are any questions.
Take time in groups of 4 to run through the plate meeting. 2 being managers
and 2 being umpires. Run through so everyone has a chance to run the mtng
.
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Dealing with Hostile Coaches
• Coaches have the right to request time and ask you for a rule
clarification or interpretation.
• Keep it civil. “Yes sir, no sir”.
• Do not raise your voice. Keep calm. Do not take it personally.
• If you need assistance, go to your partner, and keep the coaches
away so they do not hear your conversation.
• Ask your partner for help, and if they offer information that may
change your call, it is still up to you to make that change.
• Do not let more than one coach from each team come out for a
discussion. If there is more than one person, your partner needs to
move in to make their presence known.
• Try to speak to one coach at a time. Sometimes when both coaches
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are there it can cause an argument between them.

Coaches Questioning Calls
There are 2 situations that require you to deal
with an (unhappy) coach. In both situations
your approach should be the same:
1.
A Manager/Coach is entitled to ask the
umpire that made a call, for a clarification of
the application/interpretation of a specific
rule; or
2.
A Manager/Coach will come out to dispute a
decision/or a judgement call on play
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Coaches Questioning Calls (cont’d)
In both situations your approach should be the
same:
1.
If a Manager / Coach asks for a clarification
of your interpretation of a specific rule:
–
–

–

Remain calm and polite and remember the coach is
trying to understand the ruling, its not personal
If you are unsure about something, ask the coach to
remain while you meet and discuss with your
partner in private
Provide the clarification in a calm manner and
return to your position. If the coach starts to follow
you or argue, ask him/her to return to the dugout
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Coaches Questioning Calls (cont’d)
In both situations your approach should be the same:
If a Manager/Coach comes out to dispute a judgement call
e.g. safe/out; fair/foul; catch/no catch…
Remember that coaches are not allowed to come out to
dispute judgement call and can be ejected for doing so. Try
to remain calm and silent while the coach expresses his
opinion.
If at any time they direct any personal comment/ insult to
you, calmly but firmly tell the coach they have been ejected
and to leave the field. Otherwise, when the coach has
expressed their view, let the coach know the call is a
judgement call and can not be appealed. Ask them in a
calm but firm voice to return to the dugout/coaching box.
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FINAL QUESTIONS
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Thank you for
participating

Little League Canada
Umpires Clinic 2019
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