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Thank you for being a volunteer umpire for Santa Margarita Little League. We hope this manual helps you to be more 

confident in your abilities, and to better enjoy your experience as a little league baseball umpire. If you have any 

questions, please contact SMLL Chief Umpire (UIC) Dan Jorissen at fictionwise@yahoo.com. 

This manual is for baseball umpires in SMLL. All umpires must attend a District 68 rules meeting and umpire mechanics 

clinic. All umpires must also obtain and carry with them a copy of the Local Rules, as well as a copy of the Little League 

Official Rules Manual, known as the "Green Book".  

This manual presents a condensed overview of the local and green book rules with the intention of assisting new and 

developing umpires in both managing the game and enforcing the rules of the game. 

================================== 

BEFORE THE GAME 

* BOTH UMPIRES: Read and know the Local Rules regarding the AA, AAA, or Majors game for which you will be an 

umpire. This will help you understand and provide appropriate enforcement of the rules for players, managers, coaches, 

and spectators. A comprehensive knowledge of the rules listed in the green book is not required to be an umpire in 

SMLL, but all umpires are encouraged to make the effort to read and understand all of the rules as part of their 

continuing development. All SMLL umpires are encouraged to read, understand, and put into use all of the information 

included in this manual. 

* BOTH UMPIRES: Bring your copy of the Local Rules and the green book with you to the field. If needed, consult the 

Local Rules or the green book to get a call correct on the field. Don't carry the green book in your pocket on the field, 

but do have it in your bag just in case you need it. 

* PLATE UMPIRE: Players, managers, coaches, and spectators all want the game to be played through to the full six 

innings (except for a mercy), and to NOT end because of the time limit. It is the plate umpire's responsibility to do 

everything possible to get all six innings played within the time allowed, and many of the items in this manual are 

specifically included to assist the plate umpire in achieving this goal. 

----------------------------------------- 

AA LOCAL RULES OVERVIEW:  

** The INFIELD FLY RULE, the DROPPED THIRD STRIKE RULE, and the BALK RULE are all not enforced. 

** 5-RUN RULE: If more than 5 runs are scored in any inning prior to the Last Inning due to a ground rule double or over-

the-fence home run, those runs will count in the score. Teams will bat until three (3) outs are reached, or five (5) runs 

are scored, whichever comes first, except for the Last Inning.  

** LAST INNING RULES: The most important thing to know about the plate umpire declaring "Last Inning Rules" is that it 

does NOT guarantee the next inning to be the last inning. Instead, it means that the next inning will be played with "Last 

Inning Rules" because the next inning MIGHT be the last inning. As always, it is the clock that determines which inning is 

the actual last inning played. If an inning is declared by the plate umpire to be played with "Last Inning Rules", and that 

inning finishes before the game has been in progress for 2 hours, the game will continue with another inning again using 



the "Last Inning Rules" (unless the 10-Run Mercy Rule applies.) The object is to have at least one inning in every AA 

game to be played with "Last Inning Rules". 

Teams will bat until three (3) outs are reached, or five (5) runs are scored, whichever comes first, in any inning not 

played with "Last Inning Rules." The 6th inning of every game is played with "Last Inning Rules." When an inning is 

played with "Last Inning Rules", each team will bat through the entire lineup or three (3) outs, whichever occurs first, 

and both teams may bat the same number of players: i.e., if the home team has 11 players on their lineup card and the 

visiting team has 10 players on their lineup card, both teams may bat a maximum of 11 players. If more than 5 runs are 

scored due to a ground-rule double or over-the-fence home run in any inning not played using "Last Inning Rules", those 

runs will count in the score. When the top of the 3rd, 4th or 5th inning starts after the game has been in progress for 

more than 1 hour and 25 minutes, the plate umpire will declare that the inning will be played using "Last Inning Rules". If 

that inning ends before the 2-hour time limit, the game will continue with another inning again played using the "Last 

Inning Rules" (unless the 10-Run Mercy Rule applies.) 

If a game has been in progress for 2 hours while the home team is batting and the home team is ahead in the score, the 

game is over. As always, no new inning can begin after the game has been in progress for more than 2 hours. 

** TIE GAME RULE: If a tie game reaches the end of the 6th inning and the game has been in progress for less than two 

hours, the game will continue into the 7th inning. The 6th inning, 7th inning, and any subsequent inning started within 

the 2 hour time limit are all played with Last Inning rules. Post-Season games will be played to completion. 

** PITCHING ELIGIBILITY: A league age 11-year-old may only pitch one inning per game and may not pitch in two 

consecutive games. Only one 11-year-old is allowed to pitch per team in one game. 11-year-olds may not pitch in the 

post-season. 

** 10-RUN RULE: The game is over and the visiting team wins if the visiting team has a lead of 10 or more runs after the 

home team has finished batting in the bottom of the fourth or the bottom of the fifth inning. The game is over and the 

home team wins if the home team has a lead of 10 or more runs after the visiting team has finished batting in the top of 

the fourth or the top of the fifth inning.  

** STEALING: Stealing is permitted; however, a baserunner may not steal home. A baserunner may not advance from 1B 

to 3B on a single play steal attempt. A baseunner can only advance to home on a batted ball, a bases-loaded walk, or a 

base-loaded hit-by-pitch. With baserunners on 1B and 2B, both baserunners may steal the next base at the same time 

(double steal).  

The AA STEALING Rule does NOT provide any protection for the baserunners, so a baserunner can be tagged out when 

off a base while the ball is live and in play. If a baserunner who steals 2B continues advancing toward 3B, he can be 

tagged out even if he is standing on 3B. If a baserunner steals 2B and advances past the base, he must either return to 

2B or be tagged out. The defense cannot make an 'appeal' at 2B. Instead, the ball remains live and in play until the 

batter-runner returns to 2B or he is tagged out. If a baserunner at 3B steps off the 3B bag or advances toward home 

plate for any reason other than a batted ball, bases-loaded walk, or bases-loaded hit-by-pitch, he can be tagged out at 

any time, even while standing on home plate. If a baserunner at 3B advances to home plate for any reason other than a 

batted ball, bases-loaded walk, or bases-loaded hit-by-pitch, and then enters the dugout, he is out. 

** OVERTHROWS INTO LIVE BALL TERRITORY: On a batted ball, a baserunner may advance a maximum of one base past 

the base he was going to on an overthrown ball in the field of play regardless of any additional overthrows. Unless the 

ball is overthrown into dead ball territory, a baserunner advances at his own risk. (See the OVERTHROWS INTO DEAD 

BALL TERRITORY section below for rules that apply to a ball overthrown into dead ball territory.) 



OVERTHROW RULE FOR AA DIVISION 

An overthrow is when a batted ball is fielded by a defensive player who then throws the ball to a defensive teammate in 

an attempt to put out a baserunner, and the ball is not caught. 

This is the SMLL AA Local Rule regarding Overthrows: 

Example A: Baserunners on 1B and 2B. Batter hits a pitched ball into fair territory, a defensive player fields the ball and 

throws it to the third baseman in an attempt to put out the baserunner at 3B. If the third baseman does not catch the 

ball, that is an overthrow. The baserunner who was on 2B was advancing toward 3B at the time of the overthrow, so he 

can try to score because home plate is one base past the base he was going to at the time of the overthrow. The 

baserunner who was on 1B was advancing to 2B so can try to advance as far as 3B. The batter-runner can try to advance 

as far as 2B because 2B is one base past the base he was going to at the time of the overthrow. The baserunners may 

not advance again even if there is another overthrow. 

An overthrown ball is NOT a free pass to the next base and does NOT guarantee a baserunner's safety if he chooses to 

advance to the next base. An overthrown ball also does NOT create a dead ball situation--the ball remains live and in 

play unless the overthrown ball goes into a dugout or over a side fence out of bounds. 

If a baserunner advances to the base past the base he was going to at the time of the throw on an overthrown ball, and 

then decides to keep going, he can be tagged out for being off a base even though he cannot advance to the next base. 

Again, the AA overthrow rule does NOT protect any of the baserunners in any way. It simply means a baserunner cannot 

advance more than one base past the base he were going to at the time of the throw on an overthrown ball. There is no 

reason for a AA baserunner to advance further than one base past the base he was going to at the time of the throw on 

an overthrown ball because the only thing that can happen is to be tagged out. 

Example B: Batter hits a pitched ball into fair territory, the shortstop fields the ball and overthrows the firstbaseman at 

1B. The batter-runner advances to 2B and then to continues to 3B on another overthrow into the outfield. Because the 

batter-runner cannot advance past 2B, he can be tagged out at any time before he returns to 2B, even if he is standing 

on 3B. The defense cannot make an 'appeal' at 2B. Instead, the ball remains live and in play until the batter-runner 

returns to 2B or he is tagged out. 

These are two of the most common questions from AA Managers: 

----------- 

QUESTION: Batter draws a walk, runs to first and keeps going toward 2B. Allowed? 

ANSWER: Yes. The ball is live when the plate umpire points to the pitcher and shouts "Play". The ball remains "live" and 

continues to be in play when: 

1) The batter does not make contact with a pitch 

2) The ball is batted into fair territory 

3) A batted fly ball is caught in foul territory 

4) The batter hits a foul tip into the catcher's mitt (A foul tip is a batted ball that goes sharp and direct from the bat and 

is caught by the catcher.) 



When the ball is "live", the baserunners may advance at their own risk until the play is over. The play is considered over 

when all three of these things happen: 

1. All of the baserunners have stopped advancing. 

2. The pitcher has the ball in his possession with his foot on the pitcher's plate. 

3. The catcher is either standing or squatting in the catcher's box with all of his gear on ready to receive delivery of the 

ball. 

When a batter receives a base-on-balls walk, the play is NOT over, so if the batter who received a walk does not stop 

advancing (#1 above), he can continue all the way around the bases unless there is an overthrow. Do NOT grant time out 

to a manager until all of the baserunners have stopped advancing. 

------------ 

QUESTION: Runner starts to steal 2nd but stops and returns to 1st. The catcher throws to first to pick him off and the 

ball goes into right field. Can the runner advance to 2nd on the catcher's throwing error? 

ANSWER: Yes, but the baserunner may advance to 2B and no further. If the baserunner was advancing toward 2B at the 

time of the overthrow, the baserunner was stealing 2B and must stop at 2B because a baserunner may not advance 

from 1B to 3B on a single play steal attempt. If the baserunner was returning to 1B at the time of the overthrow, he can 

advance one base past the base he was going to at the time of the overthrow, which is 2B. 

----------------------------------------- 

AAA Local Rules Overview:  

** The BALK RULE is not enforced. 

** The DROPPED THIRD STRIKE RULE is not enforced. 

** The INFIELD FLY RULE is enforced. 

** STEALING home is allowed. 

** 5-RUN RULE: If more than 5 runs are scored in any inning prior to the Last Inning due to a ground rule double or over-

the-fence home run, those runs will count in the score. Teams will bat until three (3) outs are reached, or five (5) runs 

are scored, whichever comes first, except for the Last Inning, where three (3) outs must be reached.  

** LAST INNING RULE: Each team will bat until three (3) outs are reached during the sixth inning of every game. The 

plate umpire will declare "Last Inning" if the 3rd, 4th or 5th inning starts after the game has been in progress for more 

than 1 hour and 40 minutes. When the plate umpire has declared "Last Inning" and that inning ends before the 2-hour 

time limit, the game will continue with another inning using the Last Inning rules (unless the 10-Run Rule applies.) The 

object of the Last Inning rule is to guarantee that at least one inning in each game will be played with Last Inning rules. 

** TIE GAME RULE: If a tie game reaches the end of the 6th inning and the game has been in progress for less than two 

hours, the game will continue into the 7th inning. The 6th inning, 7th inning, and any subsequent inning started within 

the 2 hour time limit are all played with Last Inning rules. Post-Season games will be played to completion. 

** 10-RUN RULE: The game is over and the visiting team wins if the visiting team has a lead of 10 or more runs after the 

home team has finished batting in the bottom of the fourth or the bottom of the fifth inning. The game is over and the 



home team wins if the home team has a lead of 10 or more runs after the visiting team has finished batting in the top of 

the fourth or the top of the fifth inning.  

----------------------------------------- 

Majors Local Rules Overview:  

** The BALK RULE is not enforced. 

** The DROPPED THIRD STRIKE RULE is enforced. 

** The INFIELD FLY RULE is enforced. 

** STEALING home is allowed. 

** 10-RUN RULE: The game is over and the visiting team wins if the visiting team has a lead of 10 or more runs after the 

home team has finished batting in the bottom of the fourth or the bottom of the fifth inning. The game is over and the 

home team wins if the home team has a lead of 10 or more runs after the visiting team has finished batting in the top of 

the fourth or the top of the fifth inning.  

** All Majors games will be played to completion. 

----------------------------------------- 

* BOTH UMPIRES: Look like an umpire. Dark slacks with black socks, a black belt, and black or dark sneakers are 

preferred. Jeans are allowed, but shorts are forbidden. Both umpires wear a black cap with no logo. The plate umpire's 

hat is worn underneath the mask with the brim forward. Both umpires wear a blue umpire shirt for games that start 

before 6pm and a black umpire shirt for games that start at 6pm or later. Wear a black t-shirt underneath your umpire 

shirt for all games and tuck them both into your pants. The scorebooth is usually the best place to store your equipment 

bag. 

* PLATE UMPIRE: Wear a protective cup. This non-optional piece of equipment requires no explanation. 

* BOTH UMPIRES: Act like an umpire. You are a representative of SMLL, and your conduct both on and near the field 

must be professional, respectful, and above reproach. Take your responsibilities seriously, and have fun. 

* PLATE UMPIRE: If you don't have your own umpire gear, there is a mask, chest protector, shin guards, brush, ball bag, 

and indicator (don't call it a clicker) in the equipment bin at every field.  

* BOTH UMPIRES: Arrive at least 20 minutes prior to game time. Look at what is happening on the field, in the dugouts, 

and in the bullpens. Enforce all rules as described in the Local Rules and in the green book. 

* PLATE UMPIRE: When you arrive on the field, ask both managers to place all bats and helmets against the fence 

outside their dugout. Remove any helmets with cracks or missing padding, and also remove any bats that do not display 

a 1.15 BPF rating or whose barrel size is larger than 2 1/4 inches. If a bat's label has worn off and the BPF rating is not 

visible, that bat cannot be used regardless of prior approvals. While checking the bats and helmets, look inside the 

dugouts for any other bats and helmets that have not been placed on the field for inspection. If you see any bats or 

helmets still inside the dugout, ask for those bats or helmets to be brought out for inspection even if those bats and 

helmets are not intended to be used during the game. If you find a bat or helmet that should not be used during the 

game, have it stored in the scorekeepers booth until the game is over.  



* BOTH UMPIRES: Any player who warms up a pitcher before or during a game on the field or in the bullpen must wear a 

catcher's mask and use a catcher's mitt. All catcher's masks must have a dangling throat protector. 

* PLATE UMPIRE: Put a pen or pencil in your ball bag. Also, get three new baseballs from the home team manager and 

put them in your ball bag before the game starts. If your ball bag becomes empty during the game, ask for a new supply 

while the ball is dead or during a time out.  

*BOTH UMPIRES: Batting weights (donuts) are not allowed. If you see one, have it put away immediately. 

*BOTH UMPIRES: Confirm that there are no L-screens, soft-toss nets, dirt-draggers, rakes, buckets, brooms, padlocks, 

chains, or anything else on the ground anywhere along the right or left field fences in foul territory, and that all of the 

side gates are closed and latched shut. If you like to bring your water in a cooler instead of bottles that slip into the 

fence holes, do not place the cooler on the ground in foul territory against the fence. Instead, get a cooler with a handle 

and use a C-clamp, carabiner, or small bungee cord to hang it on the fence next to one of the dugouts. 

* PLATE UMPIRE: The home team is responsible for providing an official scorekeeper, and the visiting team is responsible 

for providing someone to keep the pitch count. Introduce yourself to the scorekeeper and the pitch counter. Confirm 

that they each have that field's scorebook and pitch count log book. The pitch count log book has a place to enter the 

catcher's uniform number -- ask the pitch counter to be sure this box gets filled in each half-inning for both teams. The 

maximum number of pitches that can be thrown by a pitcher in one day and the associated required rest period are 

both listed on the pitch count sheet.  

Ask the scorekeeper not to say anything to anyone if a player bats out of turn, and to score the improper batter on the 

improper batter's line in the far right column of the scorebook, and to write down which inning the at-bat took place. 

Also ask the scorekeeper to record the time of the first pitch as the beginning of the game by writing it down in the 

scorebook.  

The plate umpire and the scorekeeper must both sign the scorebook after the game. The plate umpire and the pitch 

counter must both sign the pitch count log after the game.  

* BOTH UMPIRES: Turn off the ringer on your cell phone, and do not use a cell phone on the field except for checking the 

time. 

* BASE UMPIRE: Carry an indicator in your left hand and track balls, strikes, and outs with the plate umpire. Also carry a 

plate brush to clean off any base that gets covered in dirt -- it is easier to make a safe or out call when you can see the 

base clearly. 

* BOTH UMPIRES: Remember to bring a water bottle or two for yourself. 16 ounce plastic bottles can be conveniently 

slipped into the fence holes. 

================================== 

PRE-GAME UMPIRES MEETING 

* BOTH UMPIRES: Discuss the items below before the game: 

* The plate umpire makes all fair/foul calls. 

* The manager plus two coaches for each team are the only three adults allowed in the dugouts during the game. 

Players and coaches must notify the plate umpire before leaving the dugout. If a coach leaves the dugout, that coach 



cannot be replaced by another coach, even if that coach does not return. Both umpires should be alert to the number of 

coaches in the dugout as well as anyone leaving or entering the dugout. 

* Use hand signals to communicate to each other the number of outs when a batter gets in the batter's box. The plate 

umpire holds both arms out (elbows near the waist) to show the number of outs to the base umpire. One finger on each 

hand for one out. Two fingers on each hand for two outs. If four or more batters reach base before an out is made, hold 

out fists on each hand to indicate there are still no outs. The base umpire repeats the same gesture back to the plate 

umpire to show that he sees and agrees with the number of outs. For AAA and Majors games, the plate umpire taps his 

fist against his forehead to indicate the infield fly rule is in effect with no outs, and taps his hand against his forehead 

with one finger pointing up to show the infield fly rule is in effect with one out. 

================================== 

PRE-GAME MANAGERS MEETING 

* PLATE UMPIRE: Five minutes before the game is scheduled to start, ask both managers to meet you at home plate with 

their Lineup Cards. Stand behind home plate facing the field with each manager standing in the batter's box on their 

team's dugout side of the plate, and the base umpire facing you on the other side of home plate. Shake hands with both 

managers and introduce yourself and the base umpire. 

Ask the home team manager for his Lineup Card, and confirm that it includes the last names of all players in batting 

order with their uniform numbers, first inning defensive fielding positions, and the league age of the starting pitcher. If 

any of these are missing, ask the manager to please remember to include for next time. There should be four copies of 

the lineup card -- check to make sure all four copies are the same and legible. Hand one copy to the visiting team's 

manager, another copy to the home team manager, keep one copy for yourself, and give the last copy to the base 

umpire. Ask if all players are present and eligible to play, and if they are all properly equipped (all male players must 

wear protection). If a player on the lineup card is not present, mark it down on your copy of the lineup card. Ask the 

manager if any players are not eligible to pitch and draw a line through those names. Repeat the procedure for the 

visiting team's lineup and then have the base umpire hand his two Lineup Card copies to the scorekeeper.  

Make these announcements to both managers: 

* Players may not hold a bat while inside the dugout. 

* A player who is not scheduled to play on the field during an inning can warm up the pitcher by wearing a catcher's 

mask using a catcher's mitt while the catcher gets his gear on. (This will help speed up the game between innings.) 

* The managers must announce all pitching changes to the plate umpire, along with the new pitcher's league age. (The 

plate umpire will then relay that information to the scorekeeper and pitch counter.) 

* Pitch count requests must come from the manager to the plate umpire and not from the manager directly to the pitch 

counter. (The plate umpire will get the pitch count from the pitch counter and then relay that information to the 

manager.) 

* If the top of the 4th inning or the top of the 5th inning begins after the game has been in progress for more than 1 

hour and 40 minutes, the plate umpire will declare "Last Inning", and the last inning rules for that division shall apply. No 

new inning can start after the game has reached the 2 hour time limit.  

* The manager plus two coaches for each team are the only three adults allowed in the dugouts during the game. 

Managers must alert the plate umpire if a coach or player must leave the dugout for any reason. 



* Announce any field conditions that may affect the game. There are some gaps at the base of the Canada Vista outfield 

fence in right and center field. Tell the managers to instruct their outfielders to raise both hands in the air if a ball rolls 

through one of these gaps and to NOT reach underneath the fence. If this happens the batter-runner will be awarded 

second base and all baserunners will advance two bases (ground rule double). 

* Ask the managers if there are any questions.  

* Have the managers assemble the players along the first and third base lines for the Little League Pledge. Everyone on 

the field must remove their hat or helmet for the pledge, which is "I trust in God, I love my country, and will respect its 

laws. I will play fair, and strive to win, but win or lose, I will always do my best." 

The pre-game managers meeting should not last more than 90 seconds. 

================================== 

AFTER THE PRE-GAME MANAGERS MEETING 

* BOTH UMPIRES: The officially recognized manager for each team is the person who presents the Lineup Card at the 

beginning of the game. After the Lineup Cards are exchanged, only the manager can address an umpire during the game. 

If someone else addresses you, simply say "Sir (or Madam), please return to your dugout. If there is a question, please 

have your manager come and ask me."  

* PLATE UMPIRE: All coaches and managers from both teams must remain in the dugouts between innings while the 

defensive team is warming up on the field and the first batter of the inning is taking practice swings on the field between 

his team's dugout and home plate. The base coaches must wait until the catcher throws the ball down to second base 

before taking their positions in the coaching boxes. 

* PLATE UMPIRE: Allow the starting pitcher for each team to throw all 8 pitches before their team's half of the first 

inning. When the pitcher has thrown 7 pitches, tell the catcher to "Call it in" and he will shout "Balls in! Coming down!" 

to his teammates, who will then roll/throw their warmup balls to their dugout. The catcher then throws the final warm-

up pitch down to the shortstop or second baseman at second base, who then throws it back to the pitcher. 

================================== 

DURING THE GAME 

* PLATE UMPIRE: From your position behind the catcher, point to the pitcher and shout "Play!" to start the game. Do 

this to start every half inning and also to start the game again after a time out. 

* PLATE UMPIRE: Keep your indicator in your left hand. When the ball is put in play, immediately remove your mask with 

your left hand so your indicator and mask are both in your left hand. This will leave your right hand empty for making an 

out call. (Practice taking off your mask with an indicator your left hand until you can do it quickly while leaving your hat 

in place on your head.) 

* PLATE UMPIRE: Keep home plate clean and face the stands when you sweep it. Do not show your back side to the 

spectators. 

* PLATE UMPIRE: At the end of every half inning, get the pitch count for the pitcher who just finished the inning and give 

it to that team's manager. 

* PLATE UMPIRE: If a pitcher is returning to the mound to start another inning, enforce the one minute rule to keep the 

game moving. This means the returning pitcher may throw only three or four warm-up pitches instead of eight.  



When a new pitcher is either brought to the mound during an inning or starts a new inning, confirm that the pitcher's 

name is not crossed out on your lineup card, confirm with the pitch counter that the new pitcher has not played the 

catcher position for four innings, and also confirm that the pitcher has not already pitched and been removed earlier in 

the game. A player who plays four innings as catcher cannot pitch that day. A player is considered to have played the 

catcher position for four innings when that player has completed three innings plus caught one more pitch in a fourth 

inning as catcher. Once a pitcher has been removed from the mound, that player cannot pitch again during that game, 

and any player who throws 41 pitches cannot play the catcher position that day. 

 Once you have confirmed that the pitcher is eligible to pitch, get the name and league age of the new pitcher and give it 

to the pitch counter. After the new pitcher has finished throwing his eight warm-up pitches, approach the mound and 

let the pitcher know how many outs there are, where the baserunners are, if any, and what the count is if the pitcher is 

entering the game in the middle of an at-bat.  

  To speed up the game while a new pitcher is warming up either between innings or during an in-inning pitching change, 

tell the catcher to NOT chase any pitches that get away. If a pitch does get away from the catcher, toss a ball from your 

ball bag to the pitcher and replace it with the ball that got by the catcher.  

* PLATE UMPIRE: Only one batter may swing a bat to warm up outside that team's dugout between innings. Stand 

between home plate and the batter to make sure the batter stays a safe distance from the incoming warm-up pitches. 

Batters are not allowed to swing a bat to warm up during an inning because there is no "On Deck Circle" in the AA, AAA, 

or Majors divisions. 

*PLATE UMPIRE: Jewelry and necklaces are not allowed to be worn by any player on the field. Pitchers are not allowed 

to wear a white or gray long-sleeve shirt underneath a short-sleeved uniform top. 

* PLATE UMPIRE: The defensive team's manager and coaches, and any players who are not out on the field, must all 

remain inside the dugout once you call "Play" to start an inning. If anyone from the defensive team is outside the 

dugout, call time and ask that person or persons to go back inside the dugout. A manager or coach is allowed to stand or 

sit on a bucket in the dugout doorway, but not in front of the doorway or next to the doorway outside the dugout. 

* PLATE UMPIRE: Once in your crouch waiting for the pitch, remain completely still until the pitch is caught by the 

catcher, has gotten past the catcher, is struck by the batter, hits the batter, or hits you. Don't flinch and always keep 

your eyes open. If you blink you may not see a swing that everyone else saw. Trust your protective gear. When calling 

balls and strikes, allow a moment to pass between the arrival of the pitch and your call. After the pitch comes in, think to 

yourself "That's a ..." and then call out "Ball" while still frozen in your crouch, or "Strike" as you stand up straight and 

give the strike signal with your arm. 

* PLATE UMPIRE: Keep the game moving. If a pitch is hit out of play or down the line into foul territory, confirm the ball 

is dead and out of play and then throw the pitcher a new ball from your ball bag. If the catcher retrieves the ball, have 

him hand it to you so you can put it in your ball bag. If another fielder retrieves the ball, have that player toss the ball to 

the nearest base coach. You may also do this when a pitch gets by the catcher with no baserunners on base. 

* PLATE UMPIRE: If a player is not present at the beginning of the game and arrives late, that player must be added to 

the last spot in the batting order. 

*BOTH UMPIRES: Do not ever trust the scoreboard for anything. If the scoreboard is wrong, ignore it unless a manager 

calls time and asks for a correction. 

* PLATE UMPIRE: If you lose track of the count or number of outs, call time and confirm it with the base umpire and the 

scorekeeper. 



* PLATE UMPIRE: If the batter squares around to bunt and wiggles his bat in an attempt to distract the pitcher, and the 

batter is still wiggling the bat after the pitch has left the pitcher's hand, call the pitch a strike no matter where it goes.  

*BOTH UMPIRES: If a manager approaches you to protest a call, keep your distance. The only time an umpire should 

touch a manager is for the handshakes at the beginning and (hopefully) the end of the game. 

* PLATE UMPIRE: After every pitch, announce the count and hold your hands out to show the pitcher the number of 

balls and strikes. Balls are indicated by the fingers on your left hand and strikes with your right hand.  

* PLATE UMPIRE: When a batter swings and misses, don't call out "Strike!". Instead, just give the strike indication with 

your right arm without saying anything. Be reserved on a called strike three for AA players. On ball four, just say "ball 

four" and do not point to first base because the arm motion may be interpreted as a strike call. 

* PLATE UMPIRE: When a batter makes a partial swing and a miss, and the end of the bat reached the first base line for a 

right-handed batter (or the third base line for a left-handed batter), stand up, point to the batter and call out "Yes he 

did!" and then "Strike!" while giving the strike indication with your right arm. If the batter makes a partial swing and a 

miss at a pitch outside the strike zone and did not complete the swing as described above, stand up, point to the batter 

and call out "No he didn't!" and then "Ball!". 

* PLATE UMPIRE: The plate umpire makes all fly ball catch or no-catch calls in both the infield and the outfield. When a 

batted fly ball is caught in the air, make the out indication with your arm and shout "Catch!" loud enough for everyone 

on the field to hear you. 

* BASE UMPIRE: When a ball is hit in the air to the outfield with one or more baserunners on base, watch the feet of the 

baserunners and listen for the plate umpire to shout "Catch!" as you move into the infield. If any of the baserunners 

leave their base before you hear the plate umpire shout "Catch!", don't say or do anything. To make a proper appeal 

that the baserunner left early, a player on the defensive team must step on that base while holding the ball or tag the 

baserunner who left early. If the baserunner did leave early, call out "Yes he did!" while indicating an out with your arm. 

If the baserunner did not leave early, call out "No he didn't!" while indicating safe with your arms. See the APPEALS 

section below for details on making a proper appeal.  

* BOTH UMPIRES: If a baserunner fails to step on a bag while running the bases, don't say or do anything. If the 

defensive team makes a proper appeal that a baserunner missed a base, call out either "Yes he did!" while indicating an 

out with your arm or "No he didn't!" while indicating safe with your arms.  

* BOTH UMPIRES: If there is a close tag play in the dirt and you believe the baserunner is out, do not make the out call 

right away. Instead, point to the fielder's glove and shout "Show me the ball". If the player can show the ball in his glove 

unassisted by his throwing hand and you still believe the baserunner is out, then make the out call. Doing this 

demonstrates that you have carefully considered what you saw before you made the call. If the player has to use his 

throwing hand to keep the ball in his glove to "show you the ball" and in your opinion cannot prove that he had clear 

possession when making the tag, you have the opportunity to call the baserunner safe. The plate umpire can use this 

same method for making a call on a trap fly ball that is caught close to the ground. 

* BASE UMPIRE: Baserunners cannot leave their base before the pitch reaches the batter. AA is a developmental 

division, so if you see one or more baserunners leave a little early, let it go. And then at the end of the inning go tell the 

plate umpire that the baserunners are not staying on their bases. The plate umpire should then go have a discussion 

with that manager, who can remind his players to stay on the bases. If a baserunner has taken two or more steps before 

the pitch reaches the batter's box and has obviously left the base early, drop your hat on the ground and allow the play 



to finish. After the play is over, call time, put your hat back on your head, and go tell the plate umpire that you saw a 

baserunner leave early. See the LEAVING A BASE EARLY section below for details. 

* PLATE UMPIRE: Keep track of the time. If the game has been in progress for more than 1 hour and 40 minutes as the 

home team's pitcher is warming up in the top of the 4th or 5th inning, declare "Last Inning" to both managers. If the 

score is tied after the bottom of the sixth inning is completed and the two-hour time limit has not been reached, the 

game continues into a seventh inning. All innings from the sixth inning on use the Last Inning rules.  

* BOTH UMPIRES: When making a call: Pause. Read the play. Then react. Be decisive.  

* PLATE UMPIRE: If it starts raining, it is your responsibility to stop play when, in your judgment, it is no longer safe for 

the players to play baseball. The plate umpire's decision on this is final. 

* BOTH UMPIRES: Don't make calls that belong to your partner umpire, don't overrule a call made by your partner 

umpire, and don't attempt to assist on a call made by your partner umpire unless asked to do so. If you saw something 

during a play that may assist your partner umpire to make a call, tap your fingers against your chest. This is a signal that 

means "I know it's your call, but I saw something you may not have seen." 

================================== 

AFTER THE GAME 

* BOTH UMPIRES: Leave the field through the winning team's dugout, and politely acknowledge anyone who thanks you 

for umpiring the game.  

* PLATE UMPIRE: Sign both the scorebook and the pitching log. Remind the scorekeeper to sign the scorebook and the 

pitch counter to sign the pitch count log if they have not already done so. If you used the chest protector, mask, shin 

guards, indicator, plate brush, and ball bag provided by the league, put them all back in the duffel bag, zip it shut, and 

leave it in the bin. If you have any game balls left in your ball bag, return them to the home team manager. 

* BOTH UMPIRES: Have a post-game evaluation discussion to address any umpiring issues or questions that came up 

during the game. Communicating with other umpires is an important part of becoming a better umpire. 

* PLATE UMPIRE: Take your copy of both lineup cards home with you after the game and keep them in a safe place along 

with the lineup cards of all of the other games for which you have been an umpire. If a protestable situation is brought 

before the board of directors, you may be asked to present your copy of the lineup card. 

* BOTH UMPIRES: Umpires are allowed one free food item and one free drink item from the snack bar. If your game is at 

Canada Vista you can drive to the Tijeras Creek fields to claim your post-game refreshment. Enjoy!  

================================== 

Review these sections below for a concise explanation of each: 

LIVE BALL PLAY 

INTERFERENCE 

COLLISIONS VS INTERFERENCE 

INTERFERENCE BY THE BATTER 

CATCHER'S INTERFERENCE 



OBSTRUCTION 

OVERRUNNING FIRST BASE 

OVERTHROWS AND AWARDING BASES 

APPEALS 

LEAVING A BASE EARLY 

ILLEGAL PITCH 

INFIELD FLY RULE 

RUNNING LANE TO FIRST BASE 

DROPPED THIRD STRIKE 

------------------------------------------------ 

Learn the basics of two-man umpire mechanics by studying the powerpoint presentation under "SMLL Forms" on the 

Santa Margarita Little League web site: 

http://santamargaritall.com/ 

Little League International has an Umpire Resource Center. Join for free at: 

http://www.LittleLeagueUmpire.org 

Improve your in-game practical application of the rules using this interactive online umpire quiz: 

http://www.thetasoft.com/quiz/quiz.aspx 

This web page provides clear examples and explanations of the most misunderstood Little League baseball rules: 

http://www.llumpires.com/rules/myths.html 

Many sporting goods stores such as Dick's, Big 5, and Sports Authority sell umpire gear and clothing. Everything an 

umpire would need is also available online through web sites such as: 

http://www.ump-attire.com 

Use this web site to create an account and submit requests for umpire assignments: 

http://cgisports.com/ump/2122 

If you have any questions, please contact SMLL Chief Umpire (UIC) Dan Jorissen at fictionwise@yahoo.com. 

================================== 

================================== 

================================== 

LIVE BALL PLAY 

The ball is live when the plate umpire points to the pitcher and shouts "Play". The ball remains "live" and continues to be 

in play when: 

1) The batter does not make contact with a pitch 

2) The ball is batted into fair territory 

http://santamargaritall.com/
http://www.littleleagueumpire.org/
http://www.thetasoft.com/quiz/quiz.aspx
http://www.llumpires.com/rules/myths.html
http://www.ump-attire.com/
http://cgisports.com/ump/2122


3) A batted fly ball is caught in foul territory 

4) The batter hits a foul tip into the catcher's mitt (A foul tip is a batted ball that goes sharp and direct from the bat and 

is caught by the catcher.) 

When the ball is "live", the baserunners may advance at their own risk until the play is over. The play is considered over 

when all three of these things happen: 

1. All of the baserunners have stopped advancing. 

2. The pitcher has the ball in his possession with his foot on the pitcher's plate. 

3. The catcher is in the catcher's box ready to receive delivery of the ball. 

"Ready to receive" means the catcher must have his equipment on (including his helmet) and be in the catcher's box 

facing the pitcher. The catcher can be either standing or squatting, and the batter does not have to be in the batter's 

box. The catcher's box is not just directly behind home plate -- it also includes the area behind and to the left and right 

of home plate, such as where the catcher would stand when a batter is being given an intentional base-on-balls walk. 

A batter-runner may try to run all the way to second base after receiving a base-on-balls walk. Some managers 

mistakenly think they can prevent this by having the catcher immediately return the ball to the pitcher and have the 

pitcher step on the pitcher's plate before the baserunner arrives at first base. Instead, the batter-runner may continue 

to advance to second base on a base-on-balls walk regardless of what the pitcher and catcher do. If the baserunner 

stops, or has already stopped, when the pitcher steps on the rubber, the baserunner must then return to first base. If a 

batter-runner who has received a base-on-balls walk reaches first base and then steps off first base, he can be tagged 

out. If the batter-runner reaches first base, stops advancing, and then attempts to continue to advance, he shall be sent 

back to first base. The defense shall not be granted time out while a baserunner is advancing. The play must over as 

described above before an umpire grants time out. 

Baserunners may not advance when the ball is "dead". Some examples of "dead" ball situations are when: a pitch is 

batted into foul territory and not caught, a batter is hit by a pitch, a baserunner interferes with a fielder's attempt to 

field a batted ball, or an umpire calls "Time Out." Other situations that result in a "dead" ball are explained elsewhere in 

this manual. 

------------------------------------------------------------------------------------- 

OFFENSIVE INTERFERENCE 

Offensive Interference is when the team at bat interferes with, obstructs, impedes, hinders or confuses any fielder 

attempting to make a play.  

When a baserunner "interferes with, obstructs, impedes, hinders or confuses" a fielder who is attempting to field a 

batted ball, the umpire immediately calls "Interference!" and stops play. The ball is immediately dead, the baserunner 

guilty of Interference is out, and the batter is awarded first base if the Interference call is not the third out of the inning. 

All baserunners return to the base they had last touched at the time of the Interference unless forced to advance by the 

batter-runner being awarded first base. If the batter-runner did not reach first base when Interference occurred, all 

baserunners return to the base they had last touched at the time of the pitch unless forced to advance by the batter-

runner being awarded first base. 

EXAMPLE: A baserunner is out when hit by a batted ball unless the batted ball was first deflected by a fielder or the 

batted ball passed an infielder before hitting the baserunner.  



A baserunner must avoid a fielder attempting to field a batted ball. If he does not, he is guilty of Offensive Interference. 

The fielder's protection begins the moment the ball is hit. That protection continues as he completes his initial play. His 

protection ends if he misplays the batted ball and has to move to recover it. Contact between the baserunner and the 

fielder is not necessary for Interference to be called. 

Interference with a thrown ball must be judged as an intentional act. If a baserunner is hit by a thrown ball while running 

the bases, he is not out unless the umpire judges that the baserunner intentionally interfered, obstructed, hindered or 

confused the defense attempting to make a play. (See FIRST BASE RUNNING LANE below for an exception to this rule). 

Other examples of Offensive Interference are: 

* Yelling at a fielder as he attempts a catch or play (Note that the rule states "the team at bat..", so this includes coaches 

and players on the bench.) 

* Waving arms to distract the fielder 

* Making contact with the fielder as he attempts a throw 

* Making contact with the fielder as he attempts to catch or field a batted ball 

* Making intentional contact with a fielder as he attempts to catch a thrown ball. The baserunner has a right to the base 

path except when a fielder is attempting to field a batted ball 

* Making intentional contact with a thrown ball 

* Stopping directly in front of a fielder attempting to field a ground ball 

The batter is allowed to stay in the batter's box unless a baserunner is advancing toward home, in which case he must 

step backwards away from the baserunner's path. If the batter has a chance to get out of the way of a play at the plate 

and does not, he is guilty of Interference if, in the umpire's judgement, the batter interfered with the play. If the umpire 

judges batter Interference, the batter is out. 

When the catcher attempts to throw the ball back to the pitcher or to any other fielder, and the ball hits the batter or 

the bat while the batter is in the batter's box, the ball is live and in play if, in the judgement of the umpire, the batter did 

not intentionally interfere with the throw. 

When, in the judgement of the umpire, the batter intentionally impedes, hinders, or obstructs the catcher's throw, the 

batter shall be called out for interference even when he is within the batter's box. 

------------------------------------------------------------------------------------- 

DEFENSIVE INTERFERENCE (also called Catcher's Interference) 

The most common form of Defensive Interference is commonly called Catcher's Interference, which is when the catcher 

interferes with the batter's attempt to hit the ball as he swings, and his bat makes contact with the catcher's mitt. If the 

catcher interferes with the batter in some other way prior to the pitch being delivered, the umpire should call time and 

no penalty assessed. 

When the batter swings, his bat makes contact with the catcher's mitt, and the ball is not put in play, then the ball is 

dead, the batter is awarded first base, and all baserunners forced to advance may advance. If the ball is hit in play, the 

result is termed a "delayed dead ball", meaning that the umpire allows the play to continue until a point where no 

further action is possible and then calls time to enforce such penalties or awards as required. 



When the ball is put in play and all baserunners, including the batter-runner, safely advance at least one base, then the 

play continues without further reference to the Catcher's Interference. Any advances or outs stand. 

EXAMPLE: Runner on second base, no outs. The catcher interferes with the swing and the batter hits the ball on the 

ground into right field. The baserunner advances to third and tries to score but is thrown out at plate. The batter-runner 

stops at first base. This play stands and the manager cannot choose to enforce the Catcher's Interference. 

When the ball is put in play on Catcher's Interference, and any baserunner or the batter-runner fails to advance at least 

one base, the manager of the offense may either take the result of the play or enforce the Catcher's Interference.  

EXAMPLE: Runner on third base, no outs. The catcher interferes with the swing and the batter hits a long fly ball to 

center field where it is caught by the center fielder. The baserunner at third tags and scores. Because the batter did not 

reach first base, the manager has two choices: (1) Enforce the catcher's interference, which would place the batter-

runner on first base and return the baserunner to third base with no outs; or (2) Accept the result of the play, which 

would make the batter out and the baserunner on third scores. 

------------------------------------------------------------------------------------- 

COLLISIONS VS INTERFERENCE 

The baserunner has a right to an unobstructed path while running the bases. The fielder has a right to make a play 

without interference. The baserunner has the right to the base path except when a fielder is attempting to field a 

BATTED BALL or has possession of the ball. 

Sometimes when the baserunner and fielder collide, no penalty should be applied. The umpire must judge whether 

someone's rights were violated. This applies mainly to plays where the throw and the baserunner are arriving at the 

same time. There is no such thing as a must slide rule. When a baserunner collides with a fielder attempting to field a 

batted ball, he should be called out in almost all cases.  

If the baserunner collides with a fielder attempting to catch a throw, the umpire must first decide if the collision was 

intentional, then decide if the act interfered with, impeded, hindered or confused the fielder. If the baserunner is legally 

in the base path and simply running the bases when a collision occurs, he is not out. If he deviates from his path and/or 

intentionally interferes, or makes malicious contact, he is out. In sliding to a base he must be close enough to reach out 

and touch the base with his hand. If he slides into a fielder while more than an arm's length from the base, it is 

Interference if the fielder is attempting a play. If a baserunner goes into a base standing up and this act hindered the 

fielder in an attempt to make a play, it is Interference and the baserunner is out. The baserunner is not required to slide, 

but if he doesn't slide he must still attempt to get out of the fielder's way. 

The "must slide" rule is a myth. Only when the fielder has possession of the ball is the baserunner required to make a 

choice of actions. The baserunner has two choices, slide OR attempt to get around the fielder.  

------------------------------------------------------------------------------------- 

OBSTRUCTION 

Obstruction is called when a defensive player hinders a baserunner's ability to run the bases while not in possession of 

the ball, and not in the act of fielding the ball. There are two applications of the rule. Type A Obstruction is when a play 

is being made on an obstructed baserunner, or when the batter-runner is obstructed before he touches first base, and 

Type B Obstruction is when a play is not being made on an obstructed baserunner. 



Type A Obstruction: The ball is dead and the umpire immediately calls time out. The umpire then puts the baserunner on 

the base that he believes the baserunner would have reached without obstruction, which is always at least one base 

past the base that he last reached. Any preceding baserunners forced to advance do so without liability to be put out. 

EXAMPLE: A baserunner on first base is attempting to reach third base on a hit to the outfield. He is obstructed by the 

shortstop between second base and third base as the throw from the outfield is heading toward third base. The throw 

from the outfield to third base is a play on the baserunner, so the umpire immediately calls time and awards the 

baserunner third base.  

EXAMPLE: A baserunner is obstructed while being played upon in a run-down (pickle) between second base and third 

base, the baserunner is awarded third base regardless of which direction he was running at the time of the obstruction.  

EXAMPLE: A baserunner is obstructed attempting to get back to first base on a pick-off play, the ball is dead and he is 

awarded second base. 

Type B Obstruction: When Type B obstruction occurs, the umpire does not immediately call a time out. Instead, he holds 

his right arm straight out to his side while making a fist with his hand and says "That's obstruction", allowing the play to 

finish. After the play is finished the umpire then calls time out and awards the baserunner the base to which he believes 

the baserunner would have reached had he not been obstructed.  

EXAMPLE: The batter hits a ball in the gap for what looks like an clean double. No play is being made on him. As he 

rounds first base the first baseman is in his path and they collide. The batter stops at first. The umpire awards the 

baserunner second base if he believes the baserunner would have made it to second base had he not been obstructed.  

Note that with Type B Obstruction, a baserunner may still be called out, if he is tagged out and in the umpire's 

judgement he would have been out anyway without the obstruction. 

If a fielder is about to receive a thrown ball, and the ball is in flight directly toward or near enough to the fielder so he 

must occupy his position to receive the ball, he may be considered "in the act of fielding a ball" and not guilty of 

obstruction. This determination is judged by the umpire. While a fielder may move into the baserunner's path in an 

attempt to field a thrown ball, the fielder may not actually block a base until he has possession of the ball. 

After a fielder makes an attempt to field a ball and misses, he is no longer in the "act of fielding" the ball. For example: 

an infielder dives at a ground ball and misses, and he continues to lie on the ground and delays the progress of the 

baserunner, he has obstructed the baserunner. 

A fake tag that slows the advance of a baserunner is considered obstruction. 

Contact between the baserunner and fielder is not necessary for obstruction to occur. If a baserunner must slow down 

or alter his path to avoid a fielder who is not in possession of the ball or in the act of fielding, he has been obstructed. 

------------------------------------------------------------------------------------- 

OVER-RUNNING FIRST BASE 

The batter-runner is allowed to over-run first base as his forward momentum takes him past first base. After over-

running first base, the batter-runner can turn to his left or to his right to return safely to first base, as long as, in the 

judgement of the umpire, he did not attempt to advance toward second base or in any other direction other than 

directly back to first base. 



If a defensive player tags the batter-runner as he is returning directly to first base, the batter-runner is not out. If the 

batter-runner attempts to avoid a tag while returning directly to first base, the batter-runner is not out. If the batter-

runner over-runs first base and then for any reason advances in any direction other than directly back to first base, he 

can be tagged out. This can happen when the batter-runner over-runs first base and then starts walking toward the 

dugout because he thinks he was called out, or thinks the inning is over when there are less than three outs. 

If the batter-runner slows down and stops on first base, and then steps off first base, he can be tagged out. 

------------------------------------------------------------------------------------- 

OVERTHROWS INTO DEAD BALL TERRITORY 

"Dead ball territory" is over, under, or through any fence, or into any dugout. The rules described in this section apply to 

all divisions, but the AA division has additional overthrow rules described in the AA Local Rules Overview section above. 

If a ball thrown into dead ball territory is the first play by an infielder, the award is two bases from where the 

baserunners were at the time of the pitch. (There is one exception described below.) If the throw was the second play by 

an infielder, or if the ball was thrown by an outfielder, the award is two bases from the time of the throw. The moment 

when the ball enters dead ball territory has no effect on the determination of the placement of the baserunners.  

EXCEPTION: If ALL baserunners including the batter-runner have advanced one base before the first play by an infielder, 

the award is from the time of the throw instead of the time of the pitch. 

If the pitcher throws the ball into dead ball territory while he is in contact with the pitcher's plate, the baserunners are 

awarded one base. If he is not in contact with the pitcher's plate he is a fielder, and the baserunners are awarded two 

bases.  

A key thought to remember for overthrows into dead ball territory is: First Infield Throw = Time Of Pitch. Second Infield 

Throw or Outfield Throw = Time Of Throw." The award is always two bases. Both umpires must watch the baserunners 

and note their positions each time the ball is thrown by the defense. 

------------------------------------------------------------------------------------- 

APPEALS 

An APPEAL is an act of a fielder in claiming violation of the rules by the offensive team. When the ball is live, an appeal 

may be made by the defense in any of the following ways; 

--by tagging with the ball the baserunner whom they believe committed a baserunning infraction 

--by tagging with the ball the base they believe was missed while the baserunner was advancing 

--by tagging with the ball the original base that a baserunner left before a fly ball was caught 

An Appeal must be made while the ball is live and in play, and it must be made before the next pitch or play. The 

defensive team cannot make an Appeal during a dead ball or time out. If the defensive team attempts to make an 

Appeal after time has been called, the umpire should instruct the defensive team to put the pitcher on the mound with 

the ball in his glove and his pivot foot against the pitcher's plate, and the catcher in ready position behind home plate. 

When the pitcher and catcher are in these positions, the plate umpire can then point to the pitcher and shout "Play!" to 

put the ball in play, and the defensive team can then make the Appeal. 



In all cases, the defense must make a verbal Appeal to the umpire or complete an act that is unmistakably an Appeal. 

Accidentally touching a base that was missed is not an Appeal. A throw to a base to catch a baserunner who had not 

retouched is unmistakably an Appeal. 

The defensive team loses their right to Appeal when any of the following actions occur: 

--When the throw made in an Appeal attempt goes into dead ball territory. When this occurs no more Appeals may be 

made at any base. This is an "err" on an Appeal and is interpreted to be the same as a play 

--An illegal pitch is committed before or as part of an Appeal attempt 

--A pitch is made to the batter 

--A play is made that is not part of continuous action 

Continuous action example: 

The baserunner on first misses second base as he advances to third base on a hit. The defense makes a play on him at 

third base and he is safe. The play was part of continuous action after the hit, therefore, the defense may Appeal the 

infraction at second base. An Appeal should be clearly intended as an Appeal, either by a verbal request by the player or 

an act that unmistakably indicates to the umpire that it is an Appeal. 

------------------------------------------------------------------------------------- 

LEAVING A BASE EARLY 

When a pitcher is in contact with the pitcher's plate, has possession of the ball, and the catcher is in the catcher's box 

ready to receive delivery of the ball, baserunners shall not leave their bases until the pitch has been delivered and the 

ball has reached the batter. 

"Reached the batter" means literally that. If the batter is standing in the front of the box, the pitch reaches him earlier 

than when he is standing in the back of the box. This ruling does NOT apply to when the pitch crosses the plate. 

If one baserunner is guilty of leaving early, they are all guilty. If a baserunner leaves early, the base umpire tosses his hat 

on the ground without saying anything. After the play is over, if the batter-runner advanced past the base that the 

umpire judged as the value of the hit, the umpire will place the batter-runner back on that base. For example: If the 

umpire judges the hit to be a single, the batter-runner is placed back on first base if he advanced past first base. If the 

umpire judges the hit to be a double, the batter-runner is placed back on second base if he advanced past second base.  

The plate umpire will then place all baserunners back on, or as close as possible to, their original bases. 

EXAMPLE: Runner on second base, no outs. The baserunner leaves early and the batter hits a double. The baserunner 

scores and the batter-runner stops at second base. The batter-runner stays at second base, the baserunner is put back 

on third base, and the run does not score. 

EXAMPLE: Runner on second base, no outs. The baserunner leaves early and the batter hits a double. The baserunner 

scores and the batter-runner is thrown out trying to stretch his double into a triple The batter-runner is out, the 

baserunner is put back on second base, and the run does not score. 

EXAMPLE: Runner on second base, no outs. The baserunner leaves early and the batter hits a triple. The baserunner 

scores and no penalty is applied. 



EXAMPLE: Runner on second base, two outs. The baserunner leaves early and the batter hits a double. The baserunner 

scores and the batter-runner is thrown out trying to stretch his double into a triple. The batter-runner is out, the run 

does not score, and the inning is over. 

EXAMPLE: Bases loaded, no outs. A baserunner leaves early and the batter hits a double. All baserunners score and the 

batter-runner is thrown out at third trying to stretch his double into a triple. The batter is out, all baserunners return to 

their bases, and no runs score. This same principle is applied for all instances of a baserunner leaving early and the 

batter-runner is put out for the first or second out. The baserunners are returned to their original bases. 

EXAMPLE: Bases loaded, two outs. A baserunner leaves early and the batter hits a double. All baserunners score and the 

batter-runner is thrown out at third trying to stretch his double into a triple. The batter-runner is out, no runs score, and 

the inning is over. 

When a baserunner leaves early, he remains guilty even if he returns to touch the base. 

EXAMPLE: A baserunner on second base leaves early. Batter hits a fly ball to right field. The baserunner returns to 

second base to tag up after the catch and then advances toward third base. The throw gets past the third baseman and 

the baserunner scores. The umpire puts the baserunner back on second base and the run does not score. 

------------------------------------------------------------------------------------- 

ILLEGAL PITCH 

All of these are considered an illegal pitch in AA, AAA, and Majors: 

(a) the pitcher delivers a pitch to the batter when the pitcher does not have the pivot foot in contact with the pitcher's 

plate 

(b) the pitcher, while touching the pitcher's plate, makes any motion naturally associated with the pitch and fails to 

deliver the pitch 

(c) the pitcher, while touching the pitcher's plate, feints a throw to first base and fails to complete the throw 

(d) the pitcher, while touching the pitcher's plate, fails to step directly toward a base before throwing to that base 

(e) the pitcher, while touching the pitcher's plate, throws, or feints a throw to an unoccupied base, except for the 

purpose of making a play 

(f) the pitcher delivers the ball to the batter while not facing the batter 

(g) the pitcher makes any motion naturally associated with a pitch while not touching the pitcher's plate 

(h) 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, and feints a pitch 

(j) the pitcher, while touching the pitcher's 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 makes a quick pitch. The umpire will judge a quick pitch as one delivered before the batter is reasonably 

set in the batter's box 



PENALTY FOR AN ILLEGAL PITCH: The ball is dead and no baserunners will advance. The pitch shall be called a ball and 

added to the pitch count even if the pitch is not actually thrown. 

EXCEPTION: If the pitch is delivered and a play follows the illegal pitch, the play shall be allowed to continue as a delayed 

dead ball. Upon completion of the play, the manager of the offensive team may choose to decline the illegal pitch 

penalty and accept the play. Such election shall be made immediately at the end of the play. However, if the batter hits 

the ball and reaches first base safely, and if all baserunners advance at least one base on the action resulting from the 

batted ball, the play proceeds without reference to the illegal pitch. 

NOTE: Under no circumstances shall a balk be called in AA, AAA, or Majors. 

------------------------------------------------------------------------------------- 

INFIELD FLY RULE 

If there are baserunners on first and second base, or first, second, and third base with less than two out, the Infield Fly 

rule is in effect. If the batter then hits a fly ball (not a line drive or bunt) that could be caught in fair territory by a 

infielder with Ordinary Effort, an Infield Fly should be called. Keep in mind that Ordinary Effort for a 9-year-old may not 

be the same as for a 12-year-old. One way to think of it is, "Is the fielder comfortable under the ball?" If so, it is Ordinary 

Effort. The umpire watches both the ball and the fielder and decides if the batted ball qualifies as an Infield Fly. If so, 

when the ball reaches its highest point, the umpire points at the ball and shouts "Infield fly. Batter is out!" If the ball is 

close to the foul line, the umpire will shout "Infield fly if fair!" (Either/any umpire can call "Infield Fly".)  

As soon as the umpire shouts "Infield fly. Batter is out!" or "Infield fly if fair!", the batter is out and the force is removed 

from the baserunners. The purpose of the rule is to keep the defense from getting a cheap double play. The baserunners 

do not have to run if the umpire invokes the Infield Fly rule. The call of Infield Fly only affects the batter-runner, so the 

batter-runner is immediately out, which removes the force. The baserunners are subject to the rules regarding tagging 

up just as if the ball had been hit into the outfield. If it's caught, they must tag up before they advance. But if it's not 

caught, they do not have to tag up to advance. Whether the ball is caught or not does NOT affect the Infield Fly call, it 

only affects whether the baserunners must tag up to advance. The ball stays live during an Infield Fly play, so 

baserunners off base may be tagged out. 

------------------------------------------------------------------------------------- 

FIRST BASE RUNNING LANE 

The first base running lane is chalked or painted parallel to the first base foul line, three feet into foul territory, starting 

at 30 feet up the foul line from home plate to first base. The distance between home plate and first base is 60 feet, and 

the running lane starts at 30 feet up the first base foul line so the umpire can see where the half-way mark is between 

home plate and first base. First base itself is not in the first base running lane. The application of rules regarding the first 

base running lane is best explained with examples of when a bunted or batted ball has been fielded in front of home 

plate. 

The batter-runner is SAFE when-- 

* Batter-runner has advanced more than half the distance toward first base and is running inside the running lane when 

he is hit with a thrown ball. 



* Batter-runner had advanced less than half the distance toward first base and is running outside the running lane in fair 

territory when he is hit with a thrown ball. (Explanation: The batter-runner is not required to be in the first base running 

lane until he is half way to first base.) 

* Fielder sees that the batter-runner is running outside of the running lane and is in the way of the throw, so the fielder 

holds the ball and doesn't make the throw. 

* Batter-runner has advanced almost all the way to first base and moves outside the running lane on his last step to 

touch first base. (Explanation: First base is not in the first base running lane, so the baserunner is allowed to move out of 

the running lane on his last step to touch first base.) 

* First baseman sets up in foul territory to receive the throw from the catcher. The batter-runner advances toward first 

base running outside the running lane in fair territory and is hit with the ball before touching first base. (Explanation: 

The batter-runner is allowed to exit the running lane in order avoid a fielder, which in this case is a first baseman who is 

standing directly in the running lane. Since the batter-runner is not intentionally trying to interfere with the throw or the 

first baseman, he should be called safe.) 

The batter-runner is OUT when-- 

* Batter-runner has advanced more than half way toward first base running outside the running lane in either fair or foul 

territory, and is hit with the thrown ball. 

* First baseman sets up in foul territory to receive the throw from the catcher. Batter-runner advances toward first base 

running outside the running lane in fair territory, and then moves into the running lane and is hit with the ball before 

touching first base. (Explanation: If in the judgment of the umpire, the baserunner moved back into the running lane in a 

deliberate attempt of being hit by the ball or interfering with the first baseman's ability to catch the ball, then the 

baserunner should be called out.) 

Note that a batter-runner can also be called out for interference by making contact or interfering with the first 

baseman's ability to field the thrown ball. So in the previous example if the batter-runner is advancing in the running 

lane and runs into the first baseman or interferes with his ability to catch the ball, the batter-runner should be called out 

even though he is in the running lane. Just as the batter-runner is not automatically out by running outside the running 

lane, he is also not automatically safe by running in the running lane. The umpire needs to judge whether the batter-

runner is intentionally interfering or not, and then make the call based on that. 

------------------------------------------------------------------------------------- 

DROPPED THIRD STRIKE 

This rule is enforced only in the Majors division. 

When first base is unoccupied with 0 or 1 out, or when first base is occupied with 2 outs, the batter becomes a runner 

when the catcher does not catch a pitched ball after a called third strike, or when the batter swings and misses for strike 

three. 

When the batter becomes a baserunner on a dropped third strike, he must be put out by being tagged or by throwing to 

first base before the batter-runner reaches first base. When this rule comes into play, the batter's "situation," and that 

of all other baserunners, is just as it would be if the batter had hit a fair ball. A batter forfeits his/her opportunity to 

advance to first base if he enters the dugout or other dead ball area.  



Because a Dropped Third Strike is the same a batted fair ball, any baserunners may be tagged out or forced out on a 

dropped third strike. 

EXAMPLE: 2 outs, bases loaded. Batter swings and misses at strike three that is dropped by the catcher. The catcher 

picks up the ball and steps on home plate for the third out. 

These are examples of a Dropped Third Strike: 

--Batter swings and misses at an 0-2 pitch that goes directly into the catcher's mitt and then drops to the ground. 

--Batter swings and misses at an 0-2 pitch that bounces on the ground and goes directly into the catcher's mitt. 

--Batter looks at called strike three that goes directly into the catcher's mitt and then drops to the ground. 

--Batter looks at called strike three that bounces on the ground and goes directly into the catcher's mitt. 

The term "Dropped Third Strike" is the common phrase used to describe this play, but it is not technically accurate 

because the ball does not need to be dropped for this rule to be in effect. The correct term is "uncaught third strike". A 

CATCH is the act of a fielder in getting secure possession in the hand or glove of a ball in flight and firmly holding it 

before it touches the ground providing the fielder does not use cap, helmet, protector, pocket or any other part of the 

uniform in getting possession. 

This is a Dropped Third Strike: 0-2 count. The pitch bounces in front of the plate, the batter swings and foul tips it 

directly into the catcher's mitt. Because the ball touched the ground before it reached the catcher, it was no longer "in 

flight" when the catcher secured it, so the pitch was not legally caught.  

This is not a Dropped Third Strike: Batter swings and misses at an 0-2 pitch that goes cleanly into the catcher's glove, but 

he fumbles with it momentarily, eventually pinning it between his glove and his chest. 

Also, Interference cannot be called if the team on defense doesn't know the rule. 

EXAMPLE: 0-2 count. 0 outs with a baserunner on first base. Batter swings and misses and the catcher fails to catch it 

legally. The batter advances toward first base, and the baserunner advances toward second base. Instead of throwing to 

second base, the catcher throws to first base. This is not Interference against the batter for "drawing a throw when 

already out" just because the team on defense thought the Dropped Third Strike rule was in effect when it actually was 

not. 

Be aware of Dropped Third Strike situations. When there are two strikes on a batter, make sure you know whether there 

are two outs or whether first base is unoccupied. If either of these are the case, you may have a Dropped Third Strike 

play coming up. When there is a Dropped Third Strike, call or signal the third strike and then, if the batter is not out 

because of the Dropped Third Strike, make a "safe" signal. When a batter who is actually out takes off toward first, signal 

the out and shout loudly "Batter's out! Batter's out!"  

======================================== 

======================================== 

======================================== 

A Little League Umpire's Small Diamond On-Field Mechanics Manual: Where To Be, Where To Go, and What to Watch 

For as a Little League Baseball Umpire in the AA, AAA, and Majors Divisions. 

Each of the sections below pertain to the situations described: 



---------------------------------------- 

NO BASERUNNERS 

** BASE UMPIRE stands about 10 feet behind the first baseman with both feet in foul territory facing home plate. Right 

foot just off the foul line with legs spread just over shoulder width apart in a set position. (Position A). BASE UMPIRE 

watches the pitcher whenever he has the ball, watches the pitch all the way to the plate, and then helps the home plate 

umpire with check swings or hit batters, if asked. 

---------------------------------------------------- 

NO BASERUNNERS, BALL HIT TO OUTFIELD 

** BASE UMPIRE moves into the infield to watch the batter-runner advance and step on first base. The PLATE UMPIRE 

will call all fair/foul, catch/no-catch. The BASE UMPIRE pivots to stay ahead of the batter-runner in case he should 

decide to advance for extra bases. 

---------------------------------------------------- 

NO BASERUNNERS, FLY BALL OR LINE DRIVE DOWN LEFT FIELD LINE 

** PLATE UMPIRE: Moves around the catcher and about 20 feet up toward third base on the foul line and comes to a 

complete stop. If the ball lands fair, he says nothing and points to fair territory. If the ball lands foul, he calls out "Foul!" 

with both hands in the air. If the ball touches the fielder's glove or person, the PLATE UMPIRE first signals fair or foul and 

then waits for the catch/no catch to be completed by the player. PLATE UMPIRE will then either signal and call "Out!" or 

signal safe and shout "No Catch! No Catch!", and then moves back toward home plate in foul territory to await a 

possible play at home plate. 

---------------------------------------------------- 

NO BASERUNNERS, FLY BALL OR LINE DRIVE DOWN RIGHT FIELD LINE 

** PLATE UMPIRE moves into fair territory around the catcher and batter 20 feet up toward first base on the foul line. If 

the ball lands fair, he says nothing and points to fair territory. If the ball lands foul, he calls out "Foul ball!" with both 

hands in the air. If the ball touches the fielder's glove or person, the PLATE UMPIRE first signals fair or foul and then 

waits for the catch/no catch to be completed by the player. PLATE UMPIRE will then either signal and call "Out!" or 

signal safe and shout "No Catch! No Catch!", and then moves back toward home plate in foul territory to await a 

possible play there. 

---------------------------------------------------- 

NO BASERUNNERS, FLY BALL OR LINE DRIVE AT OR BETWEEN OUTFIELDERS 

** PLATE UMPIRE moves from behind the plate in the direction the ball is hit to about 10 feet in front of home plate. 

PLATE UMPIRE then either signals out and shouts "Catch!", or signals safe and shouts "No Catch! No Catch!"  

---------------------------------------------------- 

NO BASERUNNERS, EXTRA BASE HIT TO OUTFIELD 

** BASE UMPIRE moves into the infield and pivots to watch the batter-runner touch first base, turns to see where the 

ball is, and then turns back to watch if the batter-runner advances for extra bases. If the batter-runner rounds first base 



and advances toward second base, the BASE UMPIRE again checks the location of the ball and then watches and follows 

the batter-runner to second base. If the batter-runner advances toward third base, the BASE UMPIRE again checks the 

location of the ball and then watches and follows the batter-runner to third base. The BASE UMPIRE must glance back 

and forth between the ball and the batter-runner as needed to be in the best position to make a call. 

** PLATE UMPIRE: Once the batter-runner advances toward second base, retreats into foul territory behind the third 

base line to set up for a play at the plate. 

---------------------------------------------------- 

NO BASERUNNERS, GROUND BALL TO INFIELD 

** PLATE UMPIRE jogs around the batter and catcher in fair territory about a third of the way up the first base line and 

stops, straddling the foul line, when the play occurs at first base. PLATE UMPIRE is in this position to make any of these 

calls: Interference if the batter-runner is running out of the first base running lane, overthrows, swipe tags, and a pulled 

foot by the first baseman. 

** BASE UMPIRE moves from his/her set position about 10 feet into fair territory to get a right angle view of the play 

facing first base. BASE UMPIRE focuses on the bag and uses peripheral vision to watch the baserunner's foot and the ball 

hitting the glove, listening for both the sound of the foot hitting the bag and the sound of the thrown ball hitting the first 

baseman's mitt. The timing of the sounds may provide a better indication as to safe or out than relying solely on visual 

evidence. 

---------------------------------------------------- 

NO BASERUNNERS, GROUND BALL TO INFIELD NEAR FIRST BASE 

** BASE UMPIRE can move into fair territory to make the call, but should stay in foul territory if needed to stay clear of 

the players while keeping a 90 degree angle on the play, and is ready move into the infield to follow the batter-runner to 

second base in case of an overthrow. 

---------------------------------------------------- 

NO BASERUNNERS, BUNT OR TAPPED GROUND BALL IN FRONT OF HOME PLATE 

** BASE UMPIRE moves into fair territory to establish a 90 degree angle to the throw while staying behind the second 

baseman moving to cover first base, and is ready to move into the infield if needed to follow the batter-runner to 

second base in case of an overthrow. 

---------------------------------------------------- 

BASERUNNER ON FIRST BASE 

(PLATE UMPIRE signals to base umpire that he will take the call on any plays at third base.) 

** BASE UMPIRE is positioned on the grass facing home plate just behind the infield dirt midway between the second 

baseman and the second base bag, and checks to be sure not to block the right fielder's view of home plate. (Position B) 

---------------------------------------------------- 

BASERUNNER ON FIRST BASE, FLY BALL OR LINE DRIVE HIT TO THE OUTFIELD 



** BASE UMPIRE moves into the infield and watches the baserunner at first base for a tag up if the ball is caught, 

touches of first and second base by the baserunner and the batter-runner, and touch of third base by batter-runner. 

BASE UMPIRE also watches for any play back to first base. 

** PLATE UMPIRE watches the touch of third base by the baserunner, and always watches all touches at home plate of 

all baserunners.  

** If the baserunner on first base rounds second base and advances toward third base, the PLATE UMPIRE becomes 

responsible for that baserunner and the BASE UMPIRE then watches the batter-runner. If there will be a play at third 

base, the PLATE UMPIRE moves into the infield at the third base cut-out to make the call. If there is an overthrow on the 

play at third and the baserunner advances toward home, the PLATE UMPIRE moves back toward home plate in fair 

territory to make the call at home. 

** If there is no play at third base, PLATE UMPIRE will move back toward home in foul territory to take a call there 

should the baserunner attempt to score. 

---------------------------------------------------- 

BASERUNNER ON FIRST BASE, FLY BALL DOWN RIGHT FIELD LINE 

** PLATE UMPIRE moves into fair territory around the catcher and batter 20 feet up toward first base on the foul line. If 

the ball lands fair, he says nothing and points to fair territory. If the ball lands foul, he calls out "Foul!" with both hands 

in the air. If the ball touches the fielder's glove or person, the PLATE UMPIRE first signals fair or foul and then waits for 

the catch/no catch to be completed. PLATE UMPIRE will then either signal and call "Out!" or signal safe and shout "No 

Catch! No Catch!", and then moves back toward home plate in foul territory to await a possible play there. 

** BASE UMPIRE moves to the infield and sets up in the working area, and is responsible for plays at first, second, and 

third base. 

---------------------------------------------------- 

BASERUNNER ON FIRST BASE, GROUND BALL HIT TO INFIELD 

** PLATE UMPIRE moves toward third base in foul territory to make a call at third base if needed.  

** BASE UMPIRE faces the fielder who fields the ball and gets ready to make both calls in case of a double play. If a 

double play attempt is made, the BASE UMPIRE turns with the ball as it is thrown to second base to make the call, and 

then takes several steps toward first base to stop and make the call at first.  

---------------------------------------------------- 

BASERUNNER ON SECOND BASE 

BASERUNNERS ON FIRST AND SECOND BASE 

BASERUNNERS ON FIRST AND THIRD BASE 

BASERUNNER ON THIRD BASE 

BASES LOADED 

** BASE UMPIRE is positioned on the grass facing home plate just behind the infield dirt three steps to the left of the 

shortstop, and checks to be sure not to block the left fielder's view of home plate. If the shortstop is unusually close to 



the second base bag, BASE UMPIRE takes a position to the right of the shortstop halfway between the second and third 

base bags. (Position C) 

---------------------------------------------------- 

BASERUNNER ON SECOND BASE, FLY BALL OR LINE DRIVE TO OUTFIELD 

** PLATE UMPIRE moves in foul territory about 6 feet up the third base line, makes the catch/no catch call, and also 

watches for the tagup at second base in case the base umpire should need any help with that call. 

** BASE UMPIRE moves into the infield without obstructing the baserunner. On a fly ball the BASE UMPIRE watches for 

the baserunner to tag up at second base and then make the call at third base. On a line drive the BASE UMPIRE watches 

the batter-runner touch first base, then makes the call on any play at first, second or third base.  

---------------------------------------------------- 

BASERUNNER ON SECOND BASE, BASE HIT TO OUTFIELD 

** PLATE UMPIRE moves in foul territory about 6 feet up the third base line to watch the baserunner touch third base 

and then be ready to make a call at home plate. 

** BASE UMPIRE moves into the infield "working area", watches the batter-runner touch first base, and then moves in 

the working area to make a call at second base if the batter-runner advances. 

---------------------------------------------------- 

BASERUNNER ON SECOND BASE, GROUND BALL TO THE INFIELD 

** PLATE UMPIRE moves in foul territory about 6 feet up the third base line to watch the touch of third base by the 

baserunner, and then gets ready to make a call at home.  

** BASE UMPIRE does not move into the infield, but instead turns to face the fielder who is fielding the ball, and then 

moves and stops to the position with best angle to make the call on wherever the play is. BASE UMPIRE makes the call if 

the initial play by the infielder is made on the batter-runner at first base or on the baserunner at third base, plus any 

other plays except at home plate. 

---------------------------------------------------- 

BASERUNNER ON THIRD BASE, FLY BALL OR LINE DRIVE TO OUTFIELD 

** BASE UMPIRE moves into the infield "working area" and watches for the batter-runner touching first base, for any 

play on the baserunner on third base going back into third base, and any play at first, second, or third base if the ball is 

not caught. 

** PLATE UMPIRE moves in foul territory about 6 feet up the third base line to make the catch/no catch call, watch for a 

tag up by the baserunner on third base, and then gets ready to make a call at home.  

---------------------------------------------------- 

BASERUNNER ON THIRD BASE, GROUND BALL TO THE INFIELD 

** PLATE UMPIRE moves in foul territory about 3 feet up the third base line and gets ready to make a call at home.  



** BASE UMPIRE covers all plays at first, second, and third base. 

---------------------------------------------------- 

 BASERUNNERS ON FIRST AND SECOND BASE, FLY BALL OR LINE DRIVE TO OUTFIELD 

 BASERUNNERS ON FIRST AND THIRD BASE, FLY BALL OR LINE DRIVE TO OUTFIELD 

** BASE UMPIRE moves into the infield "working area", watches the batter-runner touch first base, and then moves in 

the working area to make a call at second base if the batter-runner advances. 

** PLATE UMPIRE makes the catch/no catch call and watches for tag up by the baserunner on second base, and then 

moves into fair territory at the third base cut-out to make the call on a play at third base if the runner tags up and 

advances.  

---------------------------------------------------- 

BASERUNNERS ON FIRST AND SECOND BASE, BASE HIT TO OUTFIELD 

BASERUNNERS ON FIRST AND THIRD BASE, BASE HIT TO OUTFIELD 

BASERUNNERS ON SECOND AND THIRD BASE, BASE HIT TO OUTFIELD 

BASES LOADED, BASE HIT TO OUTFIELD 

** PLATE UMPIRE moves in foul territory about 3 feet up the third base line, watches all baserunners touch third base 

except the batter-runner, and gets ready to make a call at home.  

** BASE UMPIRE moves into the infield without obstructing the baserunner and watches all touches of first and second 

bases as well as the touch of third base by the batter-runner. The BASE UMPIRE stays in the "working area" and only 

moves toward a base to make a call. 

======================================== 




