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HTV Umpire Class 
2022


Pregame 
• What to bring from home:


• indicator, brush, pen, drawstring bag, water, watch 

• Please wear long pants, umpire shirt, and, preferably, a hat


• When it is cold, try to wear sweatshirts and long sleeves underneath your 
umpire shirt. This is not always feasible for very cold nights, but try


• We usually don’t have summer divisions that require umpires. It doesn’t get hot 
enough in the spring to need shorts. You’ll sweat a little- it’s ok


• You need to wear your umpire shirt. The players have a uniform, the umpires must 
have their uniform too. If you need a different size, or an extra, ask someone here


• Get to the field complex at least 20-30 minutes before game

• We want to be on the field 10-15 minutes before game time for the slip to be 

signed, check the field, and start game on time

• Go to the Concession Stand and ask for slip and baseballs


• If you have extra game baseballs from previous games, feel free to bring them 

• When working Memorial, bringing 3 balls is often necessary as they are lost 

easily

• Fill out your slip with a pen from home or from the Stand (the team numbers aren’t 

required, but helpful)

• Gather your equipment from the storage box behind the backstop of Heid field (ask 

Concession Stand to unlock it if necessary)

• Get mask, bubble protector, and shin guards. You can put them on immediately 

or carry them to the field

• There are face masks in the storage box and hockey masks in the stand. If 

your afraid that you will flinch or want more protection, ask for the hockey 
mask. The face-mask is lighter and easier to take off, but the hockey mask 
provides more protection. Either is fine, professional umpires use both
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• When at field, leave your drawstring bag, water, and other belongings outside the 
field (outside the gate), down the line and out of play if in field, or if on Volunteer, 
close to the straight fence- not the backstop

• If in the field, try and leave everything but water with home plate umpire’s 

belongings off the field 

• As teams are warming up, make sure bases are firmly attached to magnetic base, 

and note if there is a safety base (orange/red) at first

• With 10-5 minutes before game time, approach the home team’s head coach to 

have slip signed

• There are rarely any problems, but if they refuse to sign your slip, do not umpire 

the game

• Tell the coach that they can take the field as soon as they are ready, and the time 

starts at game time (6:30, 1:00, etc.) as according to your watch or phone

• Talk to partner about covering different plays-the standard coverage for 60 foot 

fields will be covered later


Little League Rules (Read Supplementary Rules Sheet) 
• No new inning may begin after 1 hour and 45 minutes after game time, according to 

your watch or phone (which you MUST tell each coach). Drop dead time is 2 hours 
and 10 minutes and the score goes back to the previous inning


• Game time is the scheduled time of the game, if both umpires are ready: not first 
pitch. If you are late (you shouldn’t be), game time waits for you


• Try and get the home team on the field, warming up for the first inning, a few minutes 
before game time


• If the game before yours runs long, give them adequate time to warm up and tell the 
coaches when the game time is (roughly when the home team takes the field)


• Runner’s may not leave the base until the ball reaches the batter

• Players may not slide head first into the next base. They may dive head first back into 

a base they have already reached

• All players must slide or avoid contact on all plays: it is NOT a must slide rule, it is an 

avoid contact rule

• All catcher’s must have a dangling throat guard attached to their mask

• A pitcher may not catch after throwing 40 pitches, and a catcher may not pitch after 

catching more than 3 innings (any pitch in a fourth inning)


Majors Rules 
• There is infield fly

• Bunting and slashing are allowed 

• There is no 5 run rule in any inning

• No new inning after 1 hour 45 minutes, drop dead at 2 hours after game time

• Runners may advance from 3rd on all plays

• All other rules are the same
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Plate Umpire 
• The Plate Umpire is the Umpire in Chief for the game, but that does not mean you 

can overturn other umpires’ calls. You keep the time and “run” the game, you still 
work with your partner


• At the start of the game and every half inning, the home plate umpire should explicitly 
check that the base umpire is ready in the A position by pointing to him and getting a 
point back, then putting the ball in play. After every called time or foul ball, the home 
plate umpire should look at the base umpire to make sure they are ready (an explicit 
motion is not necessary), and put the ball in play


• Do not wear your hat backwards under your mask, put it with your belongings, or 
wear it facing forwards


• This is where the home plate umpire should be to make all ball-strike calls: this is 
referred to as the slot:


• As the pitch is being thrown, bend at the knees into the ready position, and track the 
pitch from the hand of the pitcher into the catcher’s glove. Then, take a second to 
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decide if the pitch was a ball, a swinging strike, or a called strike. Make the 
appropriate call

• The common Little League Strike Zone is: any part of the ball crossing the 

armpits, the bottom of the knees, and any part of a pitch within 1 or 2 balls width 
(3-6 inches) off both corners of the plate

• This is, obviously, one of the hardest parts about umpiring, so practice


• Every now and then, you should give the count. When there’s a play on the bases 
(passed ball, wild pitch, etc) where the batter is still up, you may want to repeat the 
count to make sure everyone knows what you called on that pitch. Otherwise, wait 2 
or 3 pitches, and then give the count about every other pitch

• Always give balls in your left (indicator) hand, strikes in your right. Do NOT give 

full count with a closed fist, give 3 and 2.

• If the ball is put in play, and you have time (not a hard hit ball down the line where 

taking your mask off will impede you from making the call) immediately take your 
mask off with your left hand (the hand with the indicator in it) and step out on the left 
side of the catcher.


• If there is nobody on the home plate umpire should be tracking the runner down the 
line and be ready to help if there is interference, a tag, or a ball going out of play (into 
the dugout, under the fence: the runner moves up one base)
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• If there is a ball down the line, line yourself up with the foul line extended back 
through home plate, and set yourself to make the call

• Often times, there will not be lines on the field. Using the diagonal back line of 

home plate through the outside (foul) side of the base, through the painted line on 
the grass, make the call. Remember, the plate is in fair territory


• With runners on base, the plate umpire should work with the base umpire on tracking 
all runners touching each base, looking for interference, and being at the correct 
location to make a call at all bases. Often times, the home plate umpire will watch the 
lead runner touch third base and home, and make calls at those two bases if the 
base umpire is occupied at second and first

• With two umpires, it is necessary that you communicate before the game and 

during the play who will make a call at each base

• If the base umpire is in position to make a call at any base, they should make 

the call

• The home plate umpire should always be ready to make a call at home, as the base 

umpire will rarely be able to cover for the home plate umpire

• Thus, when making a call at third, the home plate umpire must be ready to sprint 

back to position to make a call at home

• With runners on 2nd or 3rd, the home plate umpire should never vacate home 

plate, and they should communicate this to their partner: Point with both hands 
directly down, indicating you are staying at home. Get an acknowledgment from 
your partner


• When making a strike-ball, fair-foul, or out-safe call, you should be completely 
stationary (this applies for base umpires as well) Try and get a good angle on the play, 
so you can see the foot on the base, the throw going into the glove, and the runners 
foot hitting the base

• Especially crucial on plays at the plate- the HPU will likely be on the third base 

side, 5-10 feet away, mask off, and stationary. Use the mechanics for base 
umpires making safe-out calls


• The HPU is responsible for fair foul on both lines all the way to the fence except 
when the base umpire is in the A, where they get from the base on 


• You also get all catches to the outfield. Get out from behind the plate if there is no 
play at home imminent, and be near the mound, stationary, to make the call


Field Umpire 
• Positioning is key for the Base Umpire, as there is a lot of ground to cover and not 

much time

• Try and get a good angle on the play over being close- you should never be blocked 

by a player (even if they are in the play) to see the base, the ball, the feet of each 
player, and places where a tag can occur

• For instance, a slide into third should not be called from the edge of the infield 

grass in front of the shortstop, as you are behind the runner and cannot see the 
base


• When making all calls, you should be stationary, process the play, and then make the 
call. It is better if you take a second to make the call, as it gives you time to process 
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the call, and allows you to see dropped balls, feet coming off the base, and other 
occurrences that you may miss if you make the call immediately

• When making any call, continue to look at the play so you do not miss anything


• To start in every position, the umpire should be in the set position

• This umpire is in the A position: note how he is completely in 

foul territory. If a ball hits him, he would know the ball is foul. Do 
Not straddle the line


• There are 2 basic calls for the base umpire: out and safe. 
Eventually, you will want to learn calls like “off the bag," or “on 
the tag.” For now, verbalize these calls, you can learn 
mechanics later. You must still look for these occurrences

• Start a call from the set position. Run to the spot where you 

will make the call (discussed below), get set again (in this 
position, or some stationary position), and make the call





or


• There are 3 positions for the base umpire (D is used with 3 and 4 umpire crews)

• Some umpires are uncomfortable making calls at first base from the C position, 

and therefore give responsibility of calls at 3rd base to the plate umpire. This is 
OK, but MUST be discussed before the game
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• Note, in the A, the base umpire must be completely in foul territory

• The umpire should always be behind the fielders, likely on the edge of the outfield 

grass, to start the play

• For advanced umpires, you can follow the In-Out Mechanics the base umpire goes 

where the ball isn’t

• On balls that stay in the infield, the umpire stays on the outside of the fielders, 

but usually onto the dirt to make a good call

• For balls to the outfield, the base umpire can make is way to the infield, staying 

out of the way of all players (previous page)

• With no runners on, the base umpire will cross into the infield, watch the runner 

touch the base, and follow him to 2nd and 3rd

• With runners on, the base umpire should go to the area behind the mound, and 

shift to where the play is going to occur. Remember, angle over distance

• Base umpires should always be prepared to help with check swings. You must pay 

attention, even if they are rare at this age. You should also be looking for hit 
batsman, foul balls, etc.

• You don’t want to embarrass your partner when they ask for your help


• The base umpire should always be keeping track of the count, outs, and innings on 
their indicator to provide back up for the HPU

• Please don’t throw around the indicator, it looks very unprofessional


• Both umpires should be on the look out, but the field umpire has the responsibility for 
making sure no runner leaves early. All runners must be in contact with the base 
when the ball reaches the batter

• What does the ball has reached the batter mean? It’s purposely vague, so the 

umpires must use judgement in determining if the runner “left early.”

• The vagueness leads people to think the rule is “the ball crosses the plate.” It’s 

not. Don’t let coaches try and convince you otherwise. If it isn’t egregious, you 
don’t have to call it. You should be confident that it occurred, as some penalties 
are odd and extreme


• When a runner leaves early, the ball is not dead. Officially, umpires should have a 
red flag that they drop. For us, do not call time, and let the play resume, just point 
and call, “He left early!” Then, when the play is complete, call time: 

• if the runner who left early is out, he is out no matter what; If there is no hit, 

ALL runners return to their original base (on a steal for instance, ALL runners 
must return to their original base);


• if the batter gets a hit and force the runner, they only go as far as they would 
be forced by the hit (a double moves the runner only to third, no matter what, 
even if they start on third);


• There is a poof rule, if a runner leaves early with bases loaded, and the batter 
reaches first base on an infield hit or uncaught third strike, the runner on third 
is not out, does not score, and is removed from base


• Please read the rule book to understand this rule: 7.13

• If you are in the A, you get fair foul calls from the base to the fence. You follow the 

ball in this case. Otherwise, you follow the runner, and the home plate umpire gets 
catches- you can assist as long as you don’t miss your responsibilities
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Doing a Game Alone 
• It’s a difficult thing to do, and you will miss some things. You need to be as mobile 

and aware as possible

• Balls and Strikes are still your primary responsibility. You should look for runners 

leaving early, but usually only from second, where they are in your vision

• Get out from behind the plate. Unless a runner is on third, you should be moving in 

front of the plate to track the ball and make a call

• With no runners on, you can commit yourself to first base and get half way there (you 

should be able to move that fast)

• Otherwise, get to around the pitchers mound to try and see calls at all bases, tracking 

base runners, and be ready for a play at the plate, where you must get back

• You will miss things. Do your best


After the Game 
• If you have two game balls left (including the one to make the final out) you can roll 

them to each dugout so they can give them out

• It is not necessary, but you can thank the coaches after the game and shake hands

• Do not leave without your partner, and walk back to the Concession Stand together

• Give your slips to the stand, get paid, put away your equipment, and head home


Pace of Game 
• Try not to let batters step out repeatedly, they can keep one foot in the box

• Coaches are allowed one offensive time out per inning in which they can talk to their 

batter. Don’t let them talk to every batter

• Between innings, coaches ARE NOT allowed to warm up their pitchers: either have a 

player sitting out put on a catchers mask and throw with the pitcher, or the pitcher 
can have a catch with their 3rd baseman or shortstop. Do not allow coaches to warm 
up the pitcher

• When inning breaks take a long time, you can reduce the number of warm up 

throws with the actual catcher the pitcher receives. If they come out immediately, 
give the normal amount (or however many they want), 8 for a new pitcher, 5 for a 
returning. After 30-45 seconds, take one away, etc. Try to always give them at 
least 2 or 3.


• Don’t be on your phone constantly between innings. It’s ok to check the time, 
respond to your parents, but always be paying attention- you should be speeding up 
the game, not slowing it down. Be discrete and professional


• Don’t talk with the coaches too much between innings. Checking the score every 
now and then is fine. Feel free to be friendly, don’t give the impression of being 
biased

• Usually, the HPU just stand near the fence or the foul line a few feet from home 

plate. Drink water, and get ready for the game to continue

• Base umpires should be in short right field or near the fence drinking their water
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Being a Good Umpire 
• Ignore parents who talk about your calls, they are usually wrong. If they start to get 

on your nerves, go to the coach and ask them to control their parents

• If the coach doesn’t help, tell the coach that you will have to leave the field and they 

will forfeit

• It should never get this far. You can usually ignore parents. Don’t be 

confrontational. If there is a problem, call Mike, Frank, or Roger. They can deal 
with the parents and coaches for you


• Ideally, you don’t eject anyone. But if you have to, ask them to leave the field, and do 
not start the game until they have done so


• Be loud. Coaches want to be able to hear your call, and being loud will give you more 
authority and make you sound more confident


• Take your time to make a call (a second or so), but don’t be lazy or obnoxiously slow

• If you did not make the call, you cannot change the call. If your partner, not the 

coach, asks you for help, you may then give your opinion to your partner. Meet and 
discuss quietly. They ALWAYS change the call, not you


• If you do need help with a call, call your partner and have a brief discussion about it

• Don’t allow gum, seeds, or food on Heid, and don’t use them yourself

• If any umpire or coach sees lightning, all players must vacate the fields and go to 

their cars for 30 minutes. If another strike of lighting within those 30 minutes will end 
the game for the day. After 30 minutes, play can resume, and time restarts


• You run the field, so if there is rain, you control when the field is playable. Heavy rain 
can send players to the dugouts to wait it out. If the field becomes slick, unplayable, 
it is your call. There will likely be a director there to help, but it is your call when the 
field can’t be played on


Common Myths to Know- These are all FALSE 
• The ball is dead on a foul tip (a foul tip is tipped ball directly into the catcher’s glove)

• A runner may not steal on a foul tip.

• A batted ball that hits the plate is a foul ball.

• The base coach can’t leave the coach’s box during play or he/she will be guilty of 

interference.

• A batter-runner cannot overrun first base on a base-on-balls.

• A base runner cannot be guilty of interference on a ground ball if he or she doesn’t 

touch the fielder.

• A batter who bats out of order is out.

• The pitcher gets eight warm-up pitches between innings.

• If a pitch hits a player’s hands it’s considered a foul ball, since hands are considered 

part of the bat.

• The runner must always slide when the play is close.

• In order to be called out on a caught foul ball, the batted ball must go higher than the 

batter’s head.

• If a fielder holds a fly ball for two seconds it’s a legal catch, even if he/she drops it 

thereafter.

• A runner who runs more the three feet away from a direct line between bases is out of 

the baseline and should be called out.
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• The runner is out if tagged when he/she turns to the left after crossing first base.

• It can’t be an Infield Fly if the infielder is standing on the outfield grass.

• In order for a runner to be called out for interference, it must be intentional.

• The home plate umpire can over-rule another umpire if he/she has more experience 

or a better look at the play.

• When the batter backs out of the box when a pitch is delivered, it’s an automatic 

strike.

• A runner cannot be called out if hit by a batted ball while standing on a base.

• A pitch that bounces as it comes in cannot be hit.

• The batter is not out for interference with the catcher if he/she stays in the batter’s 

box.

• Tagging the runner running from first on a ground ball is a tag play, not a force out.

• Judgment calls can be appealed if the manager feels that the umpire missed the call.

• Contact must occur for interference or obstruction to be called.

• If a fielder runs into an umpire while chasing a fly ball, this is interference and the 

batter should be called out.

• The batter-runner is always out if he runs outside the running lane after a bunted ball.

• Any Little League player who slides headfirst at any time is out.

• If the batter does not pull the bat out of the strike zone while in the bunting position, 

it’s an automatic strike.

• Tie goes to the runner.

• Runners may not advance when an infield fly is called.

• The batter does not get first base if hit by a pitch after it bounces.

• You must tag the base with your foot on a force out or appeal.

• If a player’s feet are in fair territory when the ball is touched, it is a fair ball.

• If a fielder catches a fly ball and then falls over the fence it is a home run.

• The ball is dead anytime the ball hits an umpire.

• Runners must stay on their bases until the pitcher releases the ball.


Contact Information (Put These in Your Contacts) 
Frank Vega: Vice President of Softball, Seniors, D34 Ump: 631-561-1498

Roger Snyder: president, Safety Officer: 631-925-6104

John Zammillo: Umpire-in-Chief: 631-987-5954

Joe Deceglie: Umpire Coordinator: 631 - 757 - 4962


Useful References: 
Please read the Little League Rulebook. Tournament rules don’t apply to you, but you 
should know the rules of the game that you umpire.

Little League University has many useful videos that will help your mechanics once you 
leave. Watch them.

There are many online websites for umpires. Google some and read, you can always 
learn something



Spring 2022 • Minors Rules 
 

● Teams may now start and play games with 8 players. There will be eight players on defense, and when 
batting, the ninth spot in the order will be skipped without penalty.  As before, if an additional player 
arrives, they are put at the end of the batting order, (in this case the ninth spot). 

● A team may use a courtesy runner for the pitcher and/or catcher of record when there are two outs. The 
runner will be a player in the batting order who makes the last out.  

● The defensive team may “intentionally walk” a batter at any time during the at-bat by the manager 
requesting time and announcing such a decision to the umpire. The ball is dead and no other runners 
may advance unless forced by the batter’s award. 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 will be 
added to the pitch count.  

● There is NO Batting practice allowed on the field within 30 minutes of game time. This includes 
the use of hitting sticks and other training aids.  Players may not swing a bat on the field, or outside 
of the dugouts at any time before or during a game. 

● Bat Donuts or other swing weights are NOT allowed in Little League 

● There are NO On Deck Batters allowed, ever, at any point of the game. 

● Coaches may not serve as catchers in between innings for pitcher warm ups. Only a Player can warm 
up a pitcher. 

● All catchers MUST have throat guards on their catchers’ masks. Catchers must use a catchers’ mitt 

● All runners must slide or give themselves up, especially with plays at the plate.  Any runner who runs 
into a catcher at home plate will be called out. 

● Pitchers and Catchers are not allowed to warm up on the field during a game.  There are no bullpens 
in foul territory on the field. 

● Players may not throw bats at any point. This includes throwing a bat after hitting the ball.  A player who 
throws a bat and that bat hits a catcher will receive a warning.  If that batter throws a bat a 2nd time and 
that bat hits or injures a catcher, he or she will be called out, and may be ejected from the game. 

● When a pitcher is in contact with the pitcher’s plate and in possession of the ball and the catcher is in 
the catcher’s box ready to receive delivery of the ball, base runners shall not leave their bases until the 
ball has been delivered and has reached the batter. Ready to receive means the catcher must have 
his equipment on (including helmet) and be in the catcher's box facing the pitcher. He does not have to 
be squatting. The batter does not have to be in the batter's box. A runner who is already advancing 
does not have to stop when the pitcher takes the mound with the ball, nor should a defensive time out 
be granted. (No time out is in effect until the umpire calls it, and time is always out when an umpire 
calls it.) If a runner stops or is already stopped when the pitcher steps on the rubber, that runner must 
return. If they advance after being stopped while the pitcher is on the rubber, they shall be sent back. 
This is all in the umpire’s judgment. 

● Uncaught third strikes are strikeouts and outs. Baserunners on 1st and 2nd may advance at their 
own risk. Base runners reaching 3rd may not advance to home on a passed ball / wild pitch, or 
on the throw back from the catcher to the pitcher. Runners on any base may take as many bases 
as they safely reach on all other overthrows. 

● The infield fly rule is not in effect. 



● Pitchers must pitch from a distance of 46 feet, (the pitching rubber). There are no balks. A defensive 
team may intentionally walk a batter. A pitcher gets a maximum of eight pitches, or one minute from 
the end of the previous inning to warm up, unless extended by the umpire.  

● Bunting is allowed. Slashing is not allowed.  

● An at bat is dictated by a regular count of 4 balls and 3 strikes.  

● All players that come to play the game should be included in the lineup. You must have eight players 
at all times to start and play a game. Before the game you may borrow players from other teams in 
the Minors Division only. You may not borrow players from an opponent team for an official game. 
Late arrivals to the field should be added to the end of the existing lineup and the opposing manager 
should be informed of the addition. A maximum of 9 defensive players are allowed on the field at 
any one time. Players that leave the game due to illness may return to the game and will bat in the 
same spot in the lineup.   

● An inning ends when 3 outs are made, when all the players on the roster for the game have 
batted, or when five runs are scored. All runs scored on a home run over the fence will be counted. 
All plays should be allowed to run to completion, but (with the exception above), a maximum of five 
runs will be recorded. The 5 run rule is suspended for the sixth inning only. A full game is six 
innings. The run rule of 10 runs after 4 innings and equal at bats is in effect. No inning may start after 1 
hour and 45 minutes from game start time. Drop dead time is 2 hours and 10 minutes. The umpire 
determines game start time. (It is not first pitch time.) A game shall be considered official at the 
completion of 4 innings, or 3 ½ innings if the home team is ahead. An inning ends at the moment the 
last out is made, or five runs are scored, and the play finishes.  

● Batters running through first base must use red base (if the red base is present). Any runner is out 
when the runner does not slide or attempt to get around a fielder who has the ball and is waiting to 
make the tag, or slides headfirst while advancing to a base. A base coach may not physically assist a 
runner, or the runner may be called out. 

● Only 3 adults, the manager and 2 coaches per team, will be allowed inside the fenced area.  All 
adults inside the fenced area must have completed and filed a volunteer form (in 2021) with the HTVLL.  
The team at bat may place one adult coach (or team player w/ helmet) at first base and one at third 
base. The other coaches must be in or at the dugout depending on the field. Base coaches must wear 
protective helmets. No member of the offensive team is allowed on the field during play without a 
helmet, or they may be called out. All defensive coaches must be in the dugout. No adult on the field 
should interfere with a playable ball in any way! A coach may leave the dugout are between innings, or 
when a time out is granted by an umpire. 

● Any call made by the official umpire stands and should not be argued.  Remember, umpires are human.  
Coaches who argue calls and raise their voice will be ejected from the game and will be suspended for 
the subsequent game. 

● Coaches should share lineup cards prior to each game.   

● Coaches should confirm pitch counts and scores at the end of each inning. 

● All teams must follow Little League pitching rules (briefly): 

The manager must remove a pitcher when the pitcher reaches the limit for their age group, but the 
pitcher may remain on the game at another position* (pitcher may finish batter): 

League age:  8 - 50 pitches per day 
9 & 10 - 75 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. 



  
*A pitcher who delivers 41 or more pitches in a game and is not covered by the threshold exception, 
cannot play catcher for the remainder of that day. A player who plays catcher more than three 
innings (i.e. any part of a fourth inning) may not pitch 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 in the same day, may not return to the catcher position on that calendar day. The 
threshold exception shall also apply to a pitcher switching to catcher. 

All pitchers must adhere to Little League days of rest requirements (pitcher may finish batter): 
 

● 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. 

 

All bats shall bear the USA Baseball logo. Any bat with a USSSA or BBCOR standard are considered illegal. 
No bats used in Minors prior to 2018 are allowed to be used by players in practice or games. No bats labeled 
“T-ball” are allowed in Minors. If a player walks to the plate with an illegal bat, the umpire shall remove that bat 
from play. Repeated offenders will be ejected from the game. 

Both teams please report game results and pitch counts of all pitchers as soon as possible following each 
game on the division website. Medical release forms and first aid kits must be present at all games and 
practices. 

If you have any questions, please call me 516-557-6228 (cell) or email me at pfbuffolino@gmail.com. I’m here 
to help. –Pat Buffolino 
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