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PREPITCH CHECKLIST :

**IN THE COURSE OF A 7 INNING GAME, THERE ARE OVER 200 

PITCHES TO FOCUS ON 

IT IS VERY DIFFICULT TO FOCUS AND STAY SHARP ON EVERY PITCH

ONE WAY TO STAY FOCUSED IS TO PREPARE A PREPITCH PROCESS 

BEFORE EVERY PITCH

THINK OF THE GAME AS A ONE PITCH GAME FOR SEVEN INNINGS

THIS WILL REQUIRE THE UMPIRES TO DEVELOP A MENTAL 

CHECKLIST FOR EVERY PITCH

HERE ARE A FEW THINGS WE SUGGEST TO ADD TO YOUR

MENTAL LIST



CHASE AREA / POSITION OF OUTFIELDERS

LOCATION OF PARTNER

UMPIRES NEED TO KNOW CHASE AREAS AND RESPONSIBILITIES

IF PARTNER CHASES, WHAT ARE YOUR RESPONSIBILITIES

BASE UMPIRE NEEDS TO KNOW OUTFIELDER POSITIONS TO

REACT QUICKER TO CHASE. EXAMPLE OF THIS IS BASE 

UMPIRE SEES OUTFIELDER SHIFT TOWARD CENTER 

FIELD AND BALL THEN GET HIT DOWN THE LINE

UMPIRES NEED TO KNOW THAT A BATTER HITS BALL DOWN TO

THE OPPOSITE LINE, THE BALL WILL GENERALLY SPIN

TOWARDS THE LINE AND AWAY FROM THE FIELDER

STUDY OUTFIELD PLAYERS TO GET A BETTER JUMP ON THE BALL



COUNTS / OUTS :

BASE UMPIRE BEFORE EVERY PITCH SHOULD KNOW THE 

COUNT. LESS THAN TWO STRIKES = POSSIBLE BUNT.

TWO STRIKES = A DROPPED THIRD STRIKE

COUNT IN THE BATTERS FAVOR, COULD MEAN A HIT AND 

RUN IF RUNNERS ARE ON BASE

IF THERE ARE TWO OUTS, IS THERE A TIMING PLAY

TEAMS WILL BE MORE AGGRESSIVE TO SCORE

LATE GAME SITUATIONS DICTATE LATE GAME DECISIONS

EXAMPLES OF THIS ** WINNING RUN ON THIRD CHANCES ARE 

INFIELDERS WILL PLAY IN. “THE NORMAL” CHANGES.OFFENSE 

MAY GET IN A RUNDOWN TRYING TO SCORE A RUN

THINKING OF ALL THE POSSIBLE SCENERIOS WILL KEEP YOU 

FOCUSED AND IN POSITION



SIGNALS :

COMMUNICATION IS OUR STRONGEST TOOL TO PREVENT  

DISASTERS

UMPIRES MUST HAVE A PRE-GAME OF HAND SIGNALS TO BE 

USED DURING THE GAME, TO REVIEW AND PREPARE

TO GIVE AND RECEIVE SIGNALS LED BY PLATE UMPIRE.

THE MOST COMMON OF HAND SIGNALS TO REVIEW :

INFIELD FLY SIGNAL. GIVE THIS SIGNAL FOR EVERY 

BATTER UNTIL SITUATION IS OFF. AT THAT POINT 

THE UMPIRES WILL “ WIPE OFF THE CALL “

TIMING PLAY . OCCURS WHEN THERE ARE TWO OUTS AND 

THE POSSIBILITY OF A RUNNER CROSSING THE PLATE AT 

THE TIME OF THE THIRD OUT BEING MADE ON A NON-

FORCED OUT RUNNER. NO RUN WILL SCORE ON FORCED 3RD

OUT. 

BASE UMPIRES NEED TO PREPARE FOR DROPPED THIRD STRIKE

PLATE UMPIRE SHOULD BE ABLE TO LOOK AT PARTNER FOR SIGN
 SIGNALS



CHECK SWINGS :

BASE UMPIRES NEED TO WATCH AND PREPARE FOR THE 

PLATE UMPIRE COMING OUT FROM BEHIND THE PLATE 

TO CHECK ON A CHECK SWING

BASE UMPIRES NEEDS TO HAVE A CLEAR PATH OF SIGHT TO

THE BATTER AND BATTERS BOX TO PREVENT THE 

SITUATION THAT PUTS EITHER TEAM AT A DISADVANTAGE



STEALS AND PICK-OFFS:

BOTH UMPIRES NEED TO PREPARE FOR STEALS AND PICK-OFFS

THIS SHOULD BE A LARGE PART OF PRE-GAME BY PLATE UMPIRE

BOTH UMPIRES NEED TO KNOW WHERE RUNNERS ARE , PRE-

PITCH THEIR RESPONSIBILITIES, DETERMINE IF DEFENSE IS 

AGGRESSIVE IN MAKING PLAYS

USE HAND SIGNALS TO COMMUNICATE RUNNER RESPONSIBILITIES

PLATE UMPIRES NEED TO KNOW WHERE TO MOVE, WITHOUT 

INTERFERRING, TO GET INTO POSITION TO ASSIST ON 

PICK-OFFS, OR MOVE INTO POSITION TO COVER 

ADVANCEMENT OF A RUNNER ON A STOLEN BASE



INTERFERENCE / OBSTRUCTION :
CONTACT BETWEEN A FIELDER AND A BASE RUNNER WILL 

RESULT IN INTERFERENCE OR OBSTRUCTION

UMPIRES NEED TO PRE-PITCH SITUATIONS FOR A POSSIBLE CONTACT

BASE UMPIRES NEED TO KNOW FIELDER PLAYING POSITIONS TO SEE 

WHO IS IN A PRE-POSITION TO POSSIBLY BE INVOLVED IN AN 

INTERFERENCE OR OBSTRUCTION, ESPECIALLY KEEPING AN 

EYE ON MIDDLE INFIELDERS PLAYING IN, AND THE POSITION 

OF THE FIRST BASE FIELDER WITH A RUNNER ON FIRST.

PLATE UMPIRE NEED TO MENTALLY BE READY FOR THE FOLLOWING:

RUNNING LANE VIOLATIONS

WATCHING FOR OBSTRUCTION AND INTERFERENCE CALLS 

AWAY FROM ROUTINE CALLS FROM PARTNER. WATCHING THE

PLAY CONTINUATION OF DOUBLE PLAY WHILE BASE UMPIRE

FOLLOWS THE BALL TO THE SECOND OUT



SLAPPER / BUNTER :

ALL UMPIRES NEED TO PRE-PITCH FOR A SLAP HITTER OR KNOWN 

BUNTER COMING TO THE PLATE

PLATE UMPIRE NEEDS TO BE AWARE THAT A SLAP HITTER MAY STEP 

OUT OF THE BOX OR A BUNTER MAY SQUARE AND STEP

ON THE PLATE

UMPIRES NEED TO PREPARE FOR AN INSIDE PITCH ON A BATTER THAT

IS MOVING. PRE-PITCHING THIS SITUATION ALLOWS THE 

UMPIRE TO BE MENTALLY PREPARED



CONCLUSION :

SUCCESSFUL UMPIRES NEED TO RUN THROUGH THIS LIST QUICKLY

BEFORE THE PITCH. WHILE IT SEEMS LIKE A LOT, IT 

SHOULDN’T TAKE BUT A FEW SECONDS TO RUN THROUGH 

IT.

WITH NO RUNNERS ON THE LIST BECOMES MUCH SHORTER, AND 

AS MORE BASE RUNNERS APPEAR AND GET ON BASE , THE 

LONGER AND MORE INTENSIVE THE LIST GETS

RUNNING THOUGH THIS LIST WILL KEEP YOU FOCUSED, BUT 

MORE IMPORTANT PREVENT POOR PERFORMANCE



CALLING FROM THE RIM :

OUR ASSOCIATION, THE NFHS, AND THE NJSIAA FOLLOW

THE SOFTBALL BASE MECHANIC OF WHEN THE BALL STAYS IN,WE STAY 

OUT AND WHEN THE BALL GOES OUT WE COME INTO THE 

DIAMOND.THIS IS THE FUNDAMENTAL THEORY OF BASE MECHANICS IN 

OUR AREA.

BUT AFTER SEVERAL CONVERSATIONS DISCUSSING THE INCREASING 

SPEED OF THE GAME, ALONG WITH THE INCREASE TALENT AND SPEED 

OF THE PLAYERS IN CONJUNCTION WITH THE SLOWING AND AGING 

OF SOME UMPIRES THE STATE ASSOCIATIONS LAST SEASON GAVE THE 

OK TO MAKE A COUPLE OF CALLS FROM THE RIM WHEN THE BALL 

GOES OUT. THESE ARE THE TWO WE DISCUSSED AND RECOMMEND 

YOU TRY TO ADOPT.



THE TWO RECOMMENDED RIM CALLS :
WHEN IN THE “B” POSITION. A RUNNER ON FIRST BASE, BATTER 

HITS A HARD LINE HIT DIRECTLY TO OUTFIELDER WHO HAS THE 

SPEED AND ABILITY TO THROW OUT THE RUNNER AT SECOND OR 

FIRST. UMPIRES REGUARDLESS OF SPEED OR AGE WOULD BE GREATLY 

CHALLANGED TO GET INSIDE THE DIAMOND AND TURN

FIND THE BALL AND MAKE AN ACURATE CALL ON EITHER BASE

THE TIMING AND SPEED OF THIS PLAY CAN RESULT IN THE UMPIRE 

MISSING THE PLAY OR JUST NOT HAVING A CLEAR VIEW OF THE PLAY 

IN TIME

RECOMMENDED: STAY IN POSITION, PIVOT TO WATCH PLAY FOLLOW AND 

MOVE WITH THE BALL TOWARDS THE PLAY,

GETTING INTO POSITION TO SEE AS MUCH OF THE FOUR 

ELEMENTS AS POSSIBLE. GET THE ANGLE THAT ALLOWS YOU TO SEE

RUNNER, FIELDER, BALL AND BASE AND THEN MAKE THE CALL



WHEN IN THE “C” POSITION :

FOR ALL THE SAME REASONS AS IN THE “B” POSITION WE DO IT 

FOR THE “C” POSITION

WITH RUNNERS ON BASE AND A BALL IS HIT DIRECTLY TO THE

FIELDER IN LEFT, TURN AND PIVOT FROM YOUR POSITIONS, 

FIND AND FOLLOW THE BALL,MOVE ON THE MOVEMENT OF 

THE BALL TOWARDS THE PLAY. GET A FAVORABLE ANGLE AND 

POSITION TO SEE THE BALL, RUNNER,FIELDER AND THE BASE 

TO MAKE AN ACCURATE CALL.

REMEMBER THAT EACH ELEMENT MISSING IN MAKING YOUR CALL

WILL REDUCE THE OVERALL ACCURACY OF THE CALL

SO, REMEMBER,HUSTLE TO GET INTO THAT POSITION



DELAY DEAD BALL FOR PITCHING VIOLATIONS

BASE UMPIRES ESPECIALLY MUST KEEP AN EYE ON PITCHERS 

REPLANTING THEIR PIVOT FOOT. PLATE UMPIRES CAN NOT WATCH 

THE PITCHER’S FEET AND WATCH THE PITCH.

STARTING LAST YEAR, PITCHERS CAN NOW LEAVE THE CONTACT

OF THE GROUND WITH BOTH FEET AS LONG AS THE BALL IS 

RELEASED BEFORE THE PIVOT FOOT COMES DOWN AND RESETS TO 

PUSH OFF A SECOND TIME

BASE UMPIRE MUST KEEP AN EYE OUT FOR THIS ESPECIALLY IF YOU 

HAVE A PITCHER THAT LEAVES THE GROUND REGULARLY

IF DETECTED THE BASE UMPIRE WILL PUT OUT HIS LEFT HAND

AND WITH A VOICE LOUD ENOUGH TO BE HEARD BY THE 

CLOSEST PLAYER WILL CALL ILLEGAL PITCH AND ALLOW PLAY TO 

FINISH GIVING THE OFFENSE THE OPTION OF THE RESULT OF THE 

PLAY OR A BALL ON THE BATTER



WHEN YOU CONSIDER HOW MANY YEARS IT 

TOOK THE SOFTBALL WORLD TO MOVE THE 

PITCHER’S PLATE FROM 40 TO 43 FEET. 

ALLOWING PITCHERS NOW TO REPLANT 

THEIR PIVOT FOOT GOING FORWARD WOULD 

BE EQUIVLENT TO MOVING THAT PITCHER’S 

PLATE RIGHT BACK TO 40 FEET. DON’T LET 

THIS HAPPEN

HAVE A GREAT SEASON THIS YEAR


