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District 62 
Scorekeeping Clinic 2021 

 
Presented by:  Kristin Rousselo, District 62   

Cell phone 714-719-6929 Email krousselo@gmail.com 
Addition Contact~Renee Aumiller, District 62 Player Agent/Scorekeeper   

Cell phone:  (714) 585-3140      Email:  reneeaumiller@aol.com 

 
Overview: 

1. HAVE FUN!! 
2. Be prepared (on time, pencils, book, rule book) 
3. Be confident (belief in yourself, YOU ARE A VOLUNTEER) 
4. Have a willingness to learn – you will deepen your understanding of the game and learn something new 

with each game 
5. Remember you are the author of the game 

 
Scorekeepers are writing a simple book that gives the story of the game.  Record hits, runs & outs.  Make sure 
each player’s name is written down correctly.   Think of someone learning to read.  Make it clean, clear & easy to 
read.  Connecting the dots from the 1st pitch to the last out at the end of the game. The key is to know the basic 
abbreviations, how to score the plays and paying attention to the game.  There is no one correct way to keep 
score, there are many variations, and you will most likely develop your own style. 
Scoring is a means of compiling a record of what happens during the progress of a baseball game.   The objective 
is to put in writing, the sequence of events and how they relate to the winning or losing of the game. 
As you become a more experienced scorekeeper … it becomes more fun!  It’s like writing a novel.   The more 
details, the greater the story.  Everyone matters, every position is important; every play impacts the next play.  
Have a goal that if someone was to read your scorebook that wasn’t at the game they would be able to relive it 
through you! 
 
THESE ARE THE MOST IMPORTANT THINGS TO REMEMBER: 

1. All players recorded in the scorebook – present or absent. 
2. Keep track of balls & strikes 
3. Pitch Count & Pitching changes 
4. All outs recorded each inning 
5. Record all runs – fill in the diamond on the player scoring, keep a running total. 
6. Make clear substitution changes – what inning, what position & at-bat 

 
 
Basic Reasons for having Little League Scorekeepers: 

• Ensure that every player has played the required amount of minimum play 
• Ensure that the pitching eligibility is observed properly. 
• Record the exact game situation in the event of a protested or suspended game. 
• Record the final score of the game, if the score is kept in particular division of play 
• Assist the umpire in providing a record of game proceedings. 
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Official Scorekeepers must remain neutral and may not talk or yell to the players, give direction, coach or in any 
other way participate in the game except in the capacity of being the Official Scorekeeper. All entries must be 
recorded as they occur on the field and ensure that the book is an accurate description of the game as it is being 
played. 
The scorebook is the official, permanent record of every game. Learning to keep score is not difficult, and each 
scorer usually develops a style and technique by experience.  Overall, the objective is to record the sequence of 
events and how they relate to the winning or the losing of the game. 

 
 

DUTIES OF THE OFFICIAL SCOREKEEPER: 
 
The official scorekeeper shall be a representative from the home team.  This person will keep the official 
scorebook and the pitching eligibility sheets.  Another person (Home or Visitor depends on each league) shall 
keep the pitch count log.  In the case of a dispute, the scorekeeper's count shall prevail.  The following 
information/duties are essential to accurate scorekeeping: 
 
Game Preparation: 
 

 Arrive 30 minutes prior to the start of the game.  Keep a supply of the following items with you (your 
league may provide these supplies for you in the score booth): 
- Pencils, Red pencils, erasers, scratch paper, highlighter pens   

 
 Collect line up sheets from both managers.  Managers are to supply the following information: 

1.  The team line-up, including uniform number, name (first and last) and position. 

2.  Verify and review Pitching eligibility 

3.  Absentees and players who are being disciplined, including the reason for absence, if known. 

4.  Report all substitutions when they are made.  
 

 Fully complete the scorebook with:  team names, date, Official time game started (according to the 
umpire), the full name of all players, jersey number & starting defensive position; the name of the 
umpire, scorekeepers name MUST be clearly and accurately recorded in the official scorebook.  The 
“visiting” team is listed on the top sheet, and the “home” team is listed on the bottom sheet.  For 
conformity, initial with a “V” for the visiting team, “H” for the home team. 

 
 All rostered players must be listed on the scorebook.  If the player is absent, it must be noted with the 

reason for the absence.  Be sure that you have correctly spelled the names of each player.  First names 
are important too.  Scores may be used for newspaper accounts of the game, and correct spelling and 
complete names are essential.   

 
During the Game: 
 
The scorekeeper is responsible for keeping an accurate record of the game and for assisting the umpire when 
asked.  Do not correct the umpire's calls or count and do not inform anyone that a rule has been violated.  In 
order to do this, remain focused on the game and minimize distractions.  It is important that you watch the 
whole play.  Don’t write on the scoresheet until the play is over.  Then go from the batter backward marking 
each lineup position until you’ve recorded all events. Use a red pencil when recording outs, pitching changes, 
end of innings and pitch count for that inning. 
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 Keep track of each pitcher and the number of innings pitched and the number of pitches pitched per 
inning.  Record this information at the end of the game in the pitching eligibility book by the team.  If a 
dispute arises about the eligibility of a pitcher to pitch, the official scorekeepers pitching log is deemed 
official and the scorer must be able to interpret it.  Notify the umpire when the pitcher has reached his 
daily limit.  Each team has its own pitching record and GAME PITCH LOG. 

 
 Keep track of the substitutions in the game.  Even when batting through the line-up, keep track of the 

defensive changes.  Every player must have minimum playing time.  Record defensive changes with 
position number/inning. 

 
 Record the FINAL SCORE of the game in a legible place, and clearly indicate the winning team.   

 
 If the game is protested or play is suspended, the scorer shall make note of the time and exact situation 

at the time of the protest or suspension.  This includes the score, the position of the runners, the pitcher 
of record, and the ball and strike count on the batter.  If a game is called before it has become a 
regulation game (4 innings), but after one or more innings have been played, it shall be resumed exactly 
where it left off.  NOTE:  All records, including pitching, shall be counted. 

 
 As the official scorekeeper, you shall remain impartial to both teams.  You MUST NOT call attention to 

any players batting out of turn, nor should you make any decision conflicting with the official playing 
rules, or umpire decisions.  As the official scorekeeper, you are the umpire’s assistant and essentially 
work with the umpire.  You may not “coach” from the scorekeeper’s booth. 

 
 A scorer has to use good and impartial judgment, even if he or she is affiliated with one of the teams in 

some way. 
 

 A scorer must keep his or her judgment age-appropriate.  In Little League, scores should favor the batter 
if a decision of judgment is on the borderline of hit versus error.  However, this is not to say that obvious 
errors should not be noted.  Generally, when a defensive player (through ordinary effort) muffs a batted 
or thrown ball, throws the ball widely or drops the ball, the error must be charged.  The key is to 
determine the value of ordinary effort by the fielder.  If the fielder should have made the play, with 
ordinary effort, and failed to, an error must be charged.  Remember that Little Leaguers are not 
professionals.  The benefit of the doubt should always go to the batter.  If a field’s play on a batted ball 
is affected by some outside force, such as bright sunlight, a collision with a fence or another fielder, or a 
“bad hop”, it should be scored a hit if the fielder fails to make the play. 
 

 The scorer MUST NEVER make a decision that conflicts with the Official Rules and Regulations of Little 
League Baseball or with an umpire’s decision. 
 

 Official Scorers should be familiar with Playing Rules as well as with the basic guidelines of scoring. 
 

 Once a judgment decision (hit/error; wild pitch/pass ball; etc.) is made by a scorekeeper and entered, it 
must stand.  Erasures in a scorebook, other than to correct a misused symbol, expose the scorekeeper 
to deserved criticism. 
 

 It is a prime rule of scoring that some indication be made in the book to account for every movement 
of batter-runner or preceding runners.  
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Explanations of Scoring Abbreviations 
 

• SB – Stolen Base (Runner advance without a hit, walk or passed ball, wild pitch or a balk.) 
• PB – Passed Ball (Runner advanced because the catcher (2) missed the ball) 
• WP – Wild Pitch (Runner advanced because the pitcher (1) threw the ball away) 
• BK – Balk (Pitcher balked, called by the umpire) Junior/Senior/Big League Only 
• Note: A balk whether the ball is thrown or not will be recorded as a pitch by the pitch count recorder. 

(Rule 2.00 pg 60) 
• ************************************************************ 
• 1B – 1 Base “single” (Batter reached first base on his hit) 
• 2B – 2 Bases “double” (Batter reached second base on his hit) 
• 3B – 3 Bases “triple” (Batter reached third base on his hit) 
• **HR** – Home Run (Batter touched all bases and scored on his hit) 
• ************************************************************ 
• K – Strike Out   (Batter has three strikes) 
• Ks – Strike Out Swinging (Batter swings at the third strike) 
• Kc – Called 3rd Strike (Batter called out by umpire) or a backward “K” 
• K3D – Dropped third strike (Batter can run to first (if open) if the catcher doesn’t catch the third strike 

pitch) 
• E – Error  (Fielding – throwing, catching, foot off the base, etc – Position #) 
• IF – Interference by Fielder  (Called by the umpire, player’s position #) 

***************************************************************** 
• FC – Fielder’s Choice   (Batter should have been out but reached base because fielder chose to make a 

play on the preceding runner. Or no play made to keep runners from advancing (Also known as Fielder’s 
Indifference) 

***************************************************************** 
• BB – Base on balls “walk” (Batter goes to first base on 4th ball) 
• HB or HP or HPB – Hit by a Pitch (Batter gets first base after getting hit by the pitched ball) 

***************************************************************** 
• F – Fly Ball  (Caught by a fielder (position #) without touching the ground) 
• LO – Lined Out (Caught by a fielder (position #) a line drive ball) 
• PU – Pop Fly (Caught by a fielder (position #) a high fly ball) 
• IN – Infield Fly Rule (Called by the umpire, the batter is out) 

 
• 6-3 – Shortstop (6) to first base (3) for the out. 
• 6-4-3 – Shortstop (6) to second base (4) to first base (3) for a double play 

     Record 2 outs…first (1) out @ second; second (2) out @ first. 
• U– Unassisted Out and position #  

****************************************************************** 
• SF – Sacrifice Fly  (Caught by fielder (position #) and a run scored) 
• SAC-BT – Sacrifice Bunt (Batter bunted and is thrown out, batter bunted to 

advance runner and runner advanced.) 
 

 

SAMPLE LINE UP SHEET 
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SCOREKEEPING ABBREVIATIONS: ` 
 

NUMBER POSITION 

1 Pitcher 

2 Catcher 

3 First Base 

4 Second Base 

5 Third Base 

6 Short Stop 

7 Left Field 

8 Center 

9 Right Field 

10 Lower-division 
rover 

       

BATTER ACCOMPLISHMENTS 

1B Single – one-base hit 

2B Double – two-base hit 

3B Triple – three-base hit 

HR Home Run 

BB Base of Balls / Walk 

HP Hit by Pitch 

FC Fielder’s Choice 

SF Sacrifice Fly 

SB Sacrifice Bunt 

E Error 

 

RUNNERS ADVANCE 

SB Stolen Base 

FC Fielder’s Choice 

WP Wild Pitch – pitching error 

PB Passed ball – catcher’s error 

E Error 

 
 

 

 

 
 
 
 
 
 
 

 

OTHER SYMBOLS 

K Strike Out – swinging 

Backward K Strike Out – caught looking/swinging 

K3D Dropped third strike 

INF Infield Fly – Batter is out 

I Interference 

U Unassisted Put Out 

F Fly Ball 

CS Caught Stealing 

RBI Run Batted In 

E Error 
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COMMON RULES & REGULATIONS 
 
Mandatory Play:  Regulation IV(i) – Every rostered player present at the start of a game will participate in each 
game for a minimum of six (6) defensive outs and bat at least one (1) time.  Penalty:  The player(s) involved shall 
start the next scheduled game, play any previous requirement not completed for Section (i) and the 
requirement for this game before being removed.  Note:  Please check your League’s local rules for any 
variation of this rule. 
 
Pitching Eligibility: 
 

 A Player who has attained the league age of twelve (12) is not eligible to pitch in the Minor League. 
 

 There is no limit to the number of pitchers a team may use in a game. 
 

 A player, once removed as a pitcher may not pitch again in the same game. 
Note:  Intermediate (50-70) Division, Junior, Senior, and Big League Divisions only: 

A pitcher remaining on defense 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. 

 
2020 PITCH COUNT REGULATION: 
A 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 17-18   105 pitches per day 

• League Age 13-16   95 pitches per day 

• League Age 11-12   85 pitches per day 

• League Age 9-10   75 pitches per day 

• League Age 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: 1. That batter reaches base; 2. That 
batter is put out; 3. The third out is made to complete the half-inning. 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 the 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. 

 

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-year-olds: 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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Pitchers League Age 14 and under must adhere to the following rest requirements: 
 

• If a player pitches 66 or more pitches in a day, four (4) calendar days of rest must be observed. 

• If a player pitches 51-65 pitches in a day, three (3) calendar days of rest must be observed. 

• If a player pitches 36-50 pitches in a day, two (2) calendar days of rest must be observed. 

• If a player pitches 21-35 pitches in a day, one (1) calendar day of rest must be observed. 

• If a player pitches 1-20 pitches in a day, no (0) calendar day of rest is required. 
Note:  Under no circumstances shall a player pitch in three (3) consecutive days. 
Exception: If a pitcher reaches a day(s) of rest threshold while facing a batter, the pitcher may continue to 
pitch 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 will only be required to 
observe the calendar day(s) of rest for the threshold he/she reached during that at-bat, provided that 
pitcher is removed or the game is completed before delivering a pitch to another batter.” 

 
The pitch count recorder must provide the current pitch count for any pitcher when requested by either 
manager or any umpire.  However, the manager is responsible for knowing when his/her pitcher must be 
removed. 
 
The official pitch count recorder should inform the umpire-in-chief when a pitcher has delivered his/her 
maximum limit of pitches for the game, as noted above.  The umpire-in-chief will inform the pitcher’s manager 
that the pitcher must be removed.   However, the failure by the pitch count recorder to notify the umpire-in-
chief, and/or the failure of the umpire-in-chief to notify the manager, does not relieve the manager of his/her 
responsibility to remove a pitcher when that pitcher is no longer eligible. 
 
Rule 2.00 Definitions:  Pitch 
A PITCH is a ball delivered to the batter by the Pitcher.  Little League (Major)/Minor League Exception:  For the 
purpose of maintaining a pitch count, an illegal pitch shall count as one pitch; even if a pitch is not actually 
thrown. 
Intential Walk 
Baseball Only - 6.08(a) – Allows a defensive team to “intentionally walk” a batter at any time during the at-bat in 
the Minor and Major Divisions of Baseball. 6.08 - The batter becomes a runner and is entitled to first base 
without liability to be put out (provided said runner advances to and touches first base) when - (a) (1) four 
“balls” have been called by the umpire; ball is live and base runners may advance; or, (2) Minor/Major Division: 
The defense elects to “Intentionally Walk” the batter by announcing such decision to the plate umpire. The 
request may be made prior to or during the at-bat. NOTE 1: Such notification must be made by the defensive 
manager. The manager must request and be granted “time” by the umpire and then inform the umpire of the 
defense’s intent to walk the batter. NOTE 2: The ball is dead and no other runners may advance unless forced by 
the batter’s award. Four (4) The appropriate number of “balls” needed based on the count on the batter at the 
time of the manager’s request to complete the Intentional Walk pitches will be added to the pitch count. 
Mercy Rule: 

 
NOTE: Beginning with the 2018 Little League season, a 15-run rule option was implemented. Following the 
same intent as the “10-run rule” the language in rule 4.10 (e) now also states that a local league my chose to 
implement a 15-run rule after three [four innings for Intermediate (50-70) Division/Junior/Senior League]. 
This rule (Tournament Rule 12) is mandatory during the International Tournament. 

https://www.littleleague.org/playing-rules/rule-changes/
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Little League® rule 4.10(e), more commonly referred to as the “10-run rule,” was written to establish an 
accepted way for leagues to end games if the conventional means of recording outs proves to be a challenge. 
According to Little League’s Official Regulations, Playing Rules and Policies, rule 4.10 (e) states: 

If after three (3) innings [Intermediate (50-70) Division/Junior/Senior League: four innings], two and one-half 
innings [Intermediate (50-70) Division/Junior/Senior League: three and one-half innings] if the home team is 
ahead, one team has a lead of fifteen (15) runs or more, the manager of the team with the least runs shall 
concede the victory to the opponent. If after four (4) innings [Intermediate (50/70) Division/Junior/Senior 
League: five innings], three and one-half innings [Intermediate (50/70) Division/Junior/Senior League: four and 
one-half innings] if the home team is ahead, one team has a lead of ten (10) runs or more, the manager of the 
team with the least runs shall concede the victory to the opponent. NOTE: (1) If the visiting team has a lead of 
fifteen (15) or ten (10) runs or more respectively, the home team must bat in its half of the inning. (2) The local 
league may adopt the option of not utilizing this rule. 

 
 
 
 
 
 
 
 
 
 
 
 

 
 
 
 








