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Station 1—Umpire Training Course 

For Rookie and Midget League Games 

Preliminaries 

• Arrive 15 minutes before game; be on time; do not be late 

• Get blank game card and fill it out; introduce yourself to head coaches and write down their names 

on the game card 

• Get 2 game balls from the head coaches 

• If 2 umpires, decide who is plate umpire and who is field umpire 

• All umpires (both plate and field) need to have an indicator 

o It would be helpful if plate umpire also has an umpire brush 

o Umpire tool kits can be purchased at Academy or other sports stores 

Plate Umpire Responsibilities 

• Plate umpire responsibilities (2-man crew): (1) with stopwatch, timepiece or phone, start official 

game clock at beginning of game; if asked during game, tell coaches how much time is remaining 

2. With indicator, keep track of # of strikes and pitches (only # of pitches in Rookie League) 

a. On indicator, use ball and strike wheels for the 6-pitch maximum count 

b. With indicator, keep track of # of outs in each half-inning 

c. The inning wheel may be best way to keep track of runs (5-run max) in each half-inning 

3. Tell coach pitcher when there is one pitch left (i.e., when 6th pitch is coming up) 

4. With game card, write down # of runs scored, doing so at end of each half-inning 

a. Do not hold card in hand during play; put in pocket, umpire bag or on ground 

5. Make out-safe calls at home plate 

6. Make most fair-foul calls (this is prime time for plate umpire, when you are most active) 

• With brush, brush dirt off home plate as necessary during game 

• Assist field umpire in determining award of any extra bases upon dead ball 

• Determine if run counts if and when third (non-force) out made in the field 

• Being aware of three (3) ways game can end; call end of game 

• After game ends, get both head coaches to sign your game card (this is optional) 

• 1-man crew: if you ever have to ump solo, you have all of the above plate responsibilities, plus field  

Initial Positioning – Plate Umpire 

• Plate umpire (1 or 2 man crew): beside fence on 3B side, near dugout 

o You want to be in a spot where you can get to 1B foul line extended (to backstop) in 3-4 steps 

o From same spot, you can get to straddle position on 3B foul line in 3-4 steps 

• Note on 1-man crew: when only one umpire, optimal position is that of plate umpire 

o Main reason for that is that fair-foul calls happen before out-safe calls in the field, and plate 

umpire position is best position for fair-foul calls on both foul lines 

o Secondary reason is that with field being so small, an energetic umpire can hustle from his home 

plate position to get in good position for out-safe calls in field 
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Fair-Foul Calls 

• With 2-man crew and field umpire in A position, plate umpire has fair-foul call for entire 3B line and 

up to 1B bag on balls hit down 1B line 

o In A position, field umpire has fair-foul call on balls from 1B bag and beyond (into outfield) 

• When field umpire not in A position or 1-man crew, plate umpire has all fair-foul calls 

• When potential fair-foul call, hustle to foul line and straddle line 

o It is important that umpire always straddle the line on fair v foul call; when you straddle, the line 

between your legs cuts you in half and makes it easier to judge fair v foul as you look down line 

o Because straddling the line is essential on fair-foul call, it is imperative that plate umpire hustle 

from his position behind the plate to the appropriate foul line to get in a good straddle position 

o For foul ball, first raise arms high, palms facing out, and with hands and fingers spread apart, yell 

“Foul”; second, point in direction of foul ball with arm fully extended, index finger out and 

thumb down; other arm is straight down by side 

 
 

 

First part of “foul ball” mechanic Second part of “foul ball” mechanic 

  

o For fair ball, just point in direction of fair territory with arm fully extended, index finger out and 

thumb down; other arm is straight down by side 

 Do not say anything on a fair ball; never verbalize a fair ball 

o There is no physical mechanic nor verbalization of “Foul” for an obviously foul ball that everyone 

already knows is foul 

• Top five (5) things to know on fair v foul balls 

o If and when defensive player first touches ball, fair or foul depends on where ball is when 

touched, not where player is who touched ball 

 Walk through at least two examples on the field to make this clear 

o A bounding ball that passes over any part of 1B or 3B as it bounds to the outfield, even if it next 

hits the ground in outfield foul territory (beyond 1B or 3B), is fair 

 Walk through at least two examples on the field to make this clear 

o The foul lines and home plate are all in fair territory so that if a fly ball first hits a foul line in the 

outfield, it is fair—as is an untouched ball in the infield that settles on foul line or on home plate 

o As soon as a baseball hits any base—1B, 2B or 3B—it is a fair ball, even if it immediately rolls 

into foul territory afterwards 
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 By contrast, an untouched ball that hits the pitching rubber and then ricochets foul through 

the infield is a foul ball 

o If a batted ball hits any part of the batter—his foot, arm, whatever—when he is still in the 

batter’s box, it is a foul ball 

Determine if Run Counts When Third (Non-Force) Out Made in the Field 

• According to the standard rules of baseball, if a runner crosses home plate before the third out is 

made in the field, the run counts provided such third out is not a force out 

o As a plate umpire, this call is your responsibility and, on the rare occasions that this occurs, you 

must be ready to determine whether the runner crossed the plate before the out was made 

• Imagine a situation where, with two outs and a runner on 2B, the batter hits a ball to left field fence 

o The left fielder has a cannon for an arm and is throwing all the way to 2B while the batter is 

going for the double, making for a close and exciting tag play at 2B (note the non-force out) 

o In this situation, the plate umpire must not get lost in the excitement of the play at 2B; instead, 

the plate umpire must recognize that he might have an important call to make at home plate 

o Specifically, if the field umpire calls the batter-runner out at 2B at about the same time that the 

run is crossing home, the plate umpire must determine if the run counts or not 

Game Conclusion 

• Be aware of three (3) ways game can end: reach time limit, play full 5 ½ or 6  innings, or 

mathematical elimination 

• At conclusion of game, make sure both head coaches agree with the scoring on your game card and 

get them to sign or initial your game card 

• Place the completed game card at the designated spot in the shed at Pine Shadows or Guthrie 

• Try to be flexible with your 1.5-hour or so scheduled game time 

o If, for example, you umpire a blowout 15-0 game that ends in 45 minutes, consider sticking 

around to umpire an extra inning or two  if coaches want to continue playing for fun 

o Or consider assisting on another field where there is only one umpire 
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Station 2—Umpire Training Course 

For Rookie and Midget League Games 

Initial Positioning – Field Umpire: A Position 

• Field umpire: with bases empty, A position 

o A position is 10-12 feet behind 1B bag with both feet in foul territory, and with right foot very 

close to 1B foul line  

o Field umpire always in A position with bases empty (except in Rookie League) 

o So always in A position at beginning of game and beginning of each half-inning (except Rookies) 

 

 

 

A Position A Position: bases empty or baserunner at 3B only 

  

Field Umpire Responsibilities 

• Field umpire responsibilities (2-man crew): know which position, A or B position, you should be in 

before every batter steps into the box 

o From A or B positions, move around energetically so as to always be in optimal position to make 

all out-safe calls in the field 

o When in A position, make fair-foul calls on balls hit near foul line beyond 1B 

o Signal that play has stopped (ball is dead) 

o Determine the award of any extra bases upon dead ball 

o With indicator, keep track of # of outs and # of runs in each half-inning 

Out-Safe Calls at 1B 

• Movement from A position: On infield hit, gain ground to get within 6-8 feet of 1B, putting yourself 

at a 90 degree angle to where ball was hit (to P, 3B, SS or 2B) 

o Stay focused on the fielder (keeping chest to ball) until fielder makes a play and then throws 

o React to throw by turning 90 degrees to focus on play at 1B 

o Do not pivot 90 degrees until you see/read good throw from fielder 

o Get “hands on knees” set to make call at 1B 

o Take your time on the out-safe call at 1B; there is no need to rush the call 
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o Be decisive in making your out-safe call 

• “Out call” mechanic:  Hands on knees, with nice wide base and in athletic position; then stand 

straight up; bottom half of arm parallel to ground; then top arm is like you are holding a nail and 

nailing it into a wall; say “He’s out”; then hands back on your knees 

o Keep right hand to side of head because you never want to have your hand in front of your face 

blocking your vision 

 
  

“Out call” mechanic “Out call” mechanic 

  

•  “Safe call” mechanic:  Hands on knees; then stand up and arms in front; arms spread out and say 

“Safe”; arms back in front; then hands back on your knees 

o In safe call, hands never above shoulder because you do not want to block your vision 
 

 
 

 
 

1st part of “safe call” mechanic 2nd part of “safe call” mechanic 3rd part of “safe call” 

mechanic 

   

• Tie does NOT go to the runner: in practice, runner has to “beat ball” at 1B to be safe 

o If runner does not beat the throw, he is out 

o In a sense then, tie goes to the defense 

o But better way to think about it is that there are no ties: runner either beats throw and is safe, 

or runner does not beat the throw and is out 

• Avoid the rookie mistake: Don’t be so anxious, so quick, to make call at 1B that you call the runner 

out as soon as first baseman catches ball, and then right in the middle of your out call, the first 

baseman drops ball so that, in fact, the runner is safe 

o Remember, don’t rush the call; take the extra second to make sure the first baseman controls 

the baseball and has a foot on first base; take the extra second to get the call right the first time 
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o If something could happen one second later that would change your call, wait the extra second 

Pivot and Inside Track from A Position 

• If, from the A position, a ball gets hit to or into outfield, you will hustle to the spot at the corner of 

the 1B cutout closest to the pitching circle 

• Watch the ball in the outfield until the batter-runner gets within a couple of steps of 1B, and then 

pivot so that you are looking directly at 1B so that you can see the runner touch 1B 

• If the runner then proceeds to 2B, run along beside him on the inside track of the baseline from 1B 

to 2B so that you can be in a position for any potential play at 2B 

o The inside track will be the line about 6-8 feet in from, and parallel to, the direct base line from 

1B to 2B 

o Looked at another way, the inside track will go from roughly the corner of the 1B cutout closest 

to the pitching circle to the corner of the 2B cutout closest to the pitching circle 

o If the batter-runner tries to turn his hit into a triple, continue on the inside track in the same 

fashion from 2B to 3B 

• Main thing to remember here is that, from A position, as soon as you see the batted ball going into 

outfield, whether grounder, line drive or pop-up: 

o Hustle to the starting point of the inside track 

o Pivot to see  runner touch 1B, and then 

o Be ready to hustle along the inside track of baseball diamond to best position yourself for 

potential plays at 2B or 3B 

Field Umpire Movements for Optimal Positioning and Decision-Making 

• The field umpire job should be an active one, as the best umpires move around the field 

energetically so as to always be in the best position to make all out-safe calls in the field 

o Nobody likes the apathetic umpire who stays in one spot and makes calls from 40 feet away 

because he is too lazy to hustle to get in a better position closer to the play; don’t be that guy 

• From the B position, be prepared to move and gain ground towards 1B because there will be many 

infield ground-out plays to 1B when you are set up near 2B 

o From the A position, be ready to hustle along the inside track to optimally position yourself to 

make out-safe calls at 2B and 3B when the batter hits the ball out of the infield 

o From the B position, be prepared to move and gain ground towards 3B in those instances when 

the ball is hit to 3B or SS and there is an opportunity for an out at 3B 

• Whenever you hustle to a good position to make a call, keep in mind this important mechanic: 

o Always come to a complete stop before making your out-safe call 

o Just as it is better for a photographer to take a picture when he is still rather than when he is 

moving, the same is true with an umpire making an out-safe call 

o As an umpire, coming to a complete stop before making your call gives you the best picture of 

the play before you, which leads to more accurate out-safe calls 
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Station 3—Umpire Training Course 

For Rookie and Midget League Games 

B Position for Field Umpire 

• When the first batter-runner in an inning reaches 1B or 2B, you will need to set up in the B position 

for the next batter (in the Rookie League, the field umpire sets up in the B position every time) 

o For our purposes, the B position is the corner of the 2B cutout closest to the pitching circle; go 

to that spot and then take one full step to the left 
 

 

 
  

B Position B Position B Position 

   

• In the B position it is important to be one step to the left of the corner cutout closest to pitcher 

o This one step over towards 1B gives you clear view of batter, unobstructed by coach pitcher; 

and if there is a runner on 2B this position will not obstruct the 2B runner’s view of the batter 

• In real baseball, there are B and C positions for the field umpire, but because of our small field we 

consolidate into one position, our so-called B position 

o In real baseball, the B and C positions are both located halfway between the pitching mound 

and 2B, but we do not want to set up there because, on our small field, the umpire runs the risk 

of blocking the middle infielders’ view of grounders and of being in the way of their throws to 1B 

o So we set up here at the corner, which experience tells us is the optimal position on a small field 

• Set up in the B position whenever there is a runner on 1B or on 2B 

o Thus you should be in B position with runner(s) on 1B only, 2B only, 1B and 2B, 1B and 3B, 2B 

and 3B, and bases loaded 

o In all these situations where you have a runner on 1B and/or 2B, there is a potential play at 2B 

or 3B, and the B position puts you in an excellent spot for calls at those bases 

o The B position is also close enough to 1B that you can gain ground and be in a good position for 

any play at 1B too 

• We do not set up in the B position when there is a runner on 3B only because, with closed bases, 

there are no pickoffs to 3B and so there are no calls for the field umpire involving that runner at 3B 

o When there is a runner on 3B only, set up in the A position 

• To summarize, set up in the A position when bases are empty or there is a lone runner at 3B 

o In all other situations, set up in the B position 

o The above applies in the Midget league; in the Rookie league, always set up in B position 
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One-Base Limit on Infield Hits in the Rookie League 

• Two years ago SBMSA adopted a new rule, a one-base limit on infield hits in the Rookie League, to 

prevent Rookie games from turning into a track meet  

o In the Rookie league there is a 15-foot line that separates infielders from outfielders 

o On balls hit into the infield (in front of, or on, the 15-foot line), baserunners and the batter are 

limited to advancing one base from where they were at the time the ball was pitched 

o On balls hit into the outfield (beyond the 15-foot line), there are no baserunning limits 

• Because of this rule, field umpires in Rookie games are required to always set up in B positon 

o From A position, it would be difficult to see if, say,  left fielder stopped the ball on the 15-foot 

line or right behind it—and the umpire’s judgment  of infield or outfield hit here is critical 

because it can be difference between a single or extra bases (maybe even a home run) 

o But from B position, you are in great position to see if any ball hit is infield or outfield hit 

 

• As field umpire in Rookie league, when you see 

that a hit is an outfield hit, you should 

immediately raise your hand with index finger 

pointed in the air and then make a circling 

motion 

• This is pretty much same signal you see on a 

disputed HR in MLB where the ump confers 

with NY and then comes out and signals a HR 

• For us, the signal would mean that all 

baserunners are free to round the bases and 

keep going until the defense kills the play 

• If, after seeing the field umpire give the 

outfield-hit signal, the plate umpire wants to 

do the same, he can (but it is not required) 

• On an infield hit, umpire will make no signal at 

all 

 

 

 

Field Umpire Movements from B Position 

• From the B position, be prepared to move and gain ground towards 1B because there will be many 

infield ground-out plays to 1B when you are set up near 2B 

• From the B position, be prepared to move and gain ground towards 3B in those instances when the 

ball is hit to 3B or SS and there is an opportunity for an out at 3B 

• Always stay on the inside track as you move around the infield; do NOT cross base path and do NOT 

go into outfield 
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Signaling That Play Has Stopped 

• According to our rules, there are two ways for the defensive team to stop play: 

o “Dead the ball” with the pitcher controlling the baseball within the pitching circle, and 

o “Freezing the lead runner” with an infielder in possession of the baseball being in front of the 

lead runner, forcing him back towards the base, and presenting the baseball 

• Whenever play has been legally stopped, the umpire will immediately declare the ball dead (play 

over) with the following mechanic: 

o Raise both arms to shoulder level, palms facing out, and hands and fingers spread apart 

o This is similar to foul-ball mechanic, although here hands are a bit lower 

 
 

“Dead ball” mechanic “Dead ball” mechanic 

  

• As an umpire, there are at least three things you need to be aware of in signaling play has stopped: 

o If a defensive player freezes a trailing runner—not the lead runner—do not signal anything 

because the play is not dead 

o Sometimes the pitcher will drop or otherwise not catch the baseball being thrown to him in an 

attempt to “dead the ball” 

 If this happens, do not signal that the ball is dead until the pitcher picks up the ball or 

otherwise controls the ball inside the pitching circle 

o If an outfielder tries to freeze the lead runner, do not signal anything because an outfielder is 

not permitted to freeze runners 

• On outfield hits in the Rookie league, defense has to stop play in normal way 

o But on infield hits in the Rookie league, since baserunners limited to one base, there is no real 

need for defense to kill play by deading the ball or freezing the lead runner 

o So on infield hits in Rookie league, umpire will call play dead when “action of the play is over” 

o What that means is that when umpire sees that all runners have stopped moving after having 

reached the one base to which they are limited, the umpire should signal that play is dead 
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Awarding Extra Bases upon Dead Ball 

• Going hand-in-hand with the umpire’s “dead ball” call is the umpire’s determination of whether any 

runners get awarded the next base 

o According to our rules, if a baserunner is at or more than halfway to the next base when play 

was stopped, he is awarded the next base 

o If he is less than halfway to next base, he goes back to prior base 

• As an umpire, it is important that as soon as you signal a play dead, you then look at all the base-

runners, make the determinations, and then point to the bases where each runner should go 

o In the case of multiple runners, the field umpire might get assistance from the plate umpire who 

should focus on the lead runner while the field umpire focuses on trailing runners 

• One of the bigger mistakes that young umpires make is forgetting to monitor the positions of 

baserunners at time play is called dead 

o Always remember that your “awarding extra base” responsibility is tied right in with your 

“stopping play” signaling responsibility 

 

If Extra Time Available in Station 3 

One-base limit on infield hits in the Rookie league—runner still liable to be put out 

• If a batted ball settles in the infield or is controlled by a player when the ball is in front of, or on, 15-

foot line, the ball is considered an infield hit, and all runners and the batter are limited to one base. 

o After a baserunner reaches the one base to which he is limited, he is still liable to be put out for 

any baserunning error that he commits up to the point that the umpire declares the play dead.  

o EXAMPLE 1: Runner on first base, batter hits ball to shortstop who bobbles the ball and then 

runs over to second base. The runner from first base reaches second safely but then over-slides 

the base and is tagged out by the shortstop. RULING 1: Runner is out.  

o EXAMPLE 2: Runner on first base, batter hits ball to SS who holds the ball rather than making a 

throw to second or first base. The runner from first base reaches second safely but then tries to 

take third. The SS tags the runner out between second and third. RULING 2: Runner is out.  

o EXAMPLE 3: Runner on first base, batter hits ball to shortstop who holds the ball rather than 

making a throw to second or first base. The runner from first base reaches second safely and 

then is somehow able to take third as well. Shortstop trails runner to third and then tags runner 

as runner is standing safely on third base. RULING 3: Runner is not out, but runner must return 

to second base because that is his one-base limit on the infield hit.  
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Extra Topics if Time Available—Umpire Training Course 

For Rookie and Midget League Games 

Two qualities of good umpires—(1) focused on the game and (2) firm, authoritative in their calls 

• It is easy to observe who is a good umpire and who is just average.  Coaches do this all the time, as 

does the Umpire Coordinator.  We get feedback from coaches praising umpires who are focused on 

their game, undistracted by things like iPhones.  We also receive praise about umpires who are 

clear, firm and authoritative in their calls, leaving no doubt for the coaches, fielders, or runners as to 

the call.   When playoffs come around, the Umpire Coordinator and his Crew Chiefs will only select 

the best, most highly-rated umpires to work playoff games. 

Know the rules—plays at the plate 

• Question: a runner does not slide at home plate on a close play; is he always out for not 

sliding?  Answer: No, the runner is not always out.  First off, in the Rookie league, umpires only give 

warnings, never outs, to these kindergartners when they fail to slide at home.  Second, in Midgets 

and Pee Wees (the two leagues that do have an out penalty for non-sliders), the umpire should only 

call the non-slider out when a “tag play is evident” (i.e., when there is a close play at the 

plate).  Whether “a tag play is evident” at home plate is a judgment call of the umpire. 

Know proper protocol—umpires do not bring up appeal 

• One year we had an unfortunate situation where one of our new 7th grade umpires called a 

baserunner out for missing home plate when the action of the play was in the outfield, nowhere 

near home.  The umpire’s mistake was volunteering that the kid missed home and calling him out 

when the proper protocol was to do nothing unless and until the defense appealed the runner 

missing home.  Missing a base or leaving a base early on a tag-up are examples of appeal plays, and 

it is always the responsibility of the defensive team to appeal the play.  No appeals should ever be 

brought up by the umpire.  

Know the rules—three-foot rule 

• A baserunner is out when he runs more than 3 feet away from his base path to avoid being tagged.  

A couple things to note here. First, the base path is not the direct line between two bases; rather it 

is the unique base path established by the runner himself. Second, the 3-feet distance applies to 

either side of the base path so that we are talking 6 feet in total.  Third, the runner is only out if he is 

avoiding a tag. A runner who runs more than 3 feet away from his base path trying to avoid contact 

with a clueless second baseman who is in his path without the baseball should not be called out.   
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Know the rules—15-foot line separating infielders and outfielders 

• In Midgets and Rookies there is a 15-foot line separating infielders from outfielders in their initial 

positioning.  Once the ball is put in play, fielders are free to cross the 15-foot line.  This rule prevents 

the stud Midget shortstop from setting up in left field when the stud 3-hole hitter comes up to bat.  

Yet once the ball is hit, the rule allows the stud shortstop to cross the 15-foot line and attempt to 

make a play in the outfield. 

Know the rules—baserunner passes another baserunner 

• You can sometimes see some wild baserunning in Rookies and Midgets.  If you ever see a trailing 

baserunner run past a preceding runner before such preceding runner is out, the passing runner is 

out.  The baserunner who was originally in front is OK because he did nothing wrong. But the 

baserunner who was originally behind the other runner is out because it is illegal to pass a preceding 

runner. 

Know the key rules for Rookie and Midget league games 

• Before you umpire a Midget or Rookie game, familiarize yourself with the relevant rules. A summary 

document with the key rules for Midget and Rookie can be found on the SBMSA website.  

How to handle coaches who challenge your call or dispute your ruling 

• Limit the challenge to just the head coach.  You don’t want two or three coaches from the 

challenging team bearing down on you.  Best practice is to go right into listen-only mode by asking 

the coach to tell you what he saw or explain why he thinks you misapplied a rule. You may want to 

have your umpire partner join in on the discussion, and the head coach from the other team may 

join in as well.  Continue in listen-only mode until the coach has pleaded his case. Once he is done, 

tell him that you and your partner are going to step off to the side by yourselves, deliberate and 

make a ruling.  Once you make the ruling—whether keeping to your original call or changing your 

call—the dispute is settled and it is time to move on.   

Umpire communications / helping each other out 

• Umpires need to help each other out during the game, as in the situation above where the umpires 

get together to decide on a coach’s challenge.  Sometimes a plate umpire might see that a first 

baseman pulled his foot off of the bag in a play where the field umpire mistakenly called the batter 

out because he didn’t see the pulled foot.  If asked, the plate umpire can help the field umpire and 

together they can get the call correct.   


