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BASE UMPIRING RULES & TIPS

As a base umpire, you have several responsibilities involving runners and fielders. But
your #1 responsibility is calling runners out or safe. As a PVLL Youth Umpire, your
main responsibility will be to make calls at 1% and 2" base. These will be the only
bases you will need to watch carefully. Experience at the bases provides a great, initial
introduction to umpiring techniques, and the rules of baseball.

The guidance that follows includes how to umpire with others as a team. It is based on
an established, simplified approach to base umpiring that is well suited for beginning
umpires and consistent with more advanced approaches used by veteran Little League
umpires.

Umpiring Tips
Umpire like a pro! Read these time-tested tips to grow your game and knowledge of
Little League rules.

The Top 4 tips that every umpire should learn!
The tips below are ordered by the typical base umpiring sequence, from getting ready
and moving into position, through mentally processing a play and making the call.

1. Favor angle over distance when making a call on a runner

- Ideally, try to be about 10 feet from a play being made on a runner and at a 90 degree
angle (approximately) between the play on the runner and from where the ball is being
thrown.

- The ideal is not always possible, so favor angle over distance. You want to be firmly
set, not moving, when it's time to make your call.

2. Look for just one outcome when deciding your call

- To simplify your decision process, look for just one outcome when there are two
possibilities. Some examples:

+ Did you see an out? If not, runner's safe.

» Did you see a strike? If not, must be a ball.

 Did you see a rule violation? If not, "you got nothin

apply.

- and there's no penalty to

- This approach also reduces indecision and second-guessing, especially on bang-
bang plays and outright misses. And when a coach complains about a blown call, you
can fall back on the conversation-ending retort, "I can only call what | see Coach" —
(only helpful once per game though).



3. Take your time making your call
- Whether a safe or out call, ball or strike, fair or foul, catch or no-catch, calling time ...
don't hurry your call.

- Take a few extra seconds to allow for the unexpected like a dropped ball by a fielder
making a tag or a ball swerving from fair to foul territory. Wait a moment after the pitch
reaches the catcher to process the trajectory of the ball through the batter's strike zone.
The extra time will help you from calling what you THINK is about to happen instead of
the true outcome.

- Delaying your call also gives others confidence that you're umpiring diligently and
thoughtfully, making them less likely to contest your call. It's especially important for
dead ball calls like a foul ball, which requires that all play immediately stops. A
premature, incorrect foul ball call cannot be undone, and could impact whether runners
advance and/or score!

4. Make your call with confidence (and demonstratively!)

- You signal most calls with a hand/arm gesture and by shouting it out. It's important to
do both, so everyone (players, coaches and fans), both far and near, understand your
call and respond accordingly. For example, runners will stop and return to their bases
when they hear your foul ball and time out calls. A distant base coach will read from
your arm gesture that a third out was called and thus refrain from sending a runner.

- The closer the play - strike or ball, out or safe, fair or foul — the more emphatic you
need to be! If you don't know what the right call is — be even more emphatic!! A meek,
so-so whimper of a call, will usually invite a dispute by a coach. Veteran umpires call
this "selling your call". So be outwardly confident in your calls, especially when you're
not actually so confident!

Base Umpiring Essentials

Where do | stand at the start of each play?

The short answer: In either position A, B or C, depending on where runners are on
base. If you forget where you should stand to start a play, stand in the Slot that is
directly in front of the lead runner.

Diagram 1 — Base Umpire Slot Positioning
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As a Base Umpire, there are four potential positions ("Slots") where you'll position

yourself to start each play.

Slot A: 10 — 12 feet behind 1st base in foul territory
Slot B: 2 — 3 steps behind and 2 — 3 steps to the left of the 2nd baseman (in normal

position)

Slot C: 2 — 3 steps behind and 2 — 3 steps to the left of the shortstop (in normal

position)

- If no runners on base — the Base Umpire will start in Slot A.
- If one or more runners on any of the bases — the Base Umpire will start in the Slot just
ahead of the lead runner, except when a runner is on 3rd base (3B). In that case, BU1

will start in Slot C.

« Example: if runner on 2nd base (2B), BU1 starts in Slot C (just ahead of the runner). If
a runner on 3B, BU1 also starts in Slot C.

Obstruction and Interference

Obstruction and interference are rule violations that occur in the field of play, typically

involving base runners.

Obstruction and interference can be confusing when deciding and explaining a
call. Remember — defense obstructs, offense interferes.

Obstruction

Interference

When a fielder, without possession of the
ball, impedes the progress of a runner

Always done by the defense (fielders)

(Most often) when a runner interferes with a
fielder attempting to make a play

Almost always done by the offense (team
at bat)

Typical examples:

- Fielder standing in front of a bag (or in
the base path) awaiting a thrown ball

- Fielder standing in the base path not
paying attention

- Fielder standing in the base path of a
runner attempting to steal a base after a
pitch

- A run down (aka “pickle”) where a fielder
is in the base path waiting on a thrown
ball

Typical examples:

- Runner collides with a fielder making a
play on a batted ball

- Runner is hit by a batted ball

- Runner obscures the fielder’s vision while
attempting to field a batted ground ball

When it occurs, play stops (umpire calls
time) depending on the type of
obstruction (below)

Generally, the runner is awarded base(s)
Other runners typically advance to the

base they were approaching at the time
of the obstruction

When it occurs, play always stops (umpire
calls time) at the time of the interference

The runner is called out

All other runners typically return to the last
base touched prior to the interference




There are two types of obstruction that determine if and when the umpire stops
play

- Type A: play is being made on the obstructed runner. Play stops immediately
(umpire calls time) and a dead ball results.

- Type B: play is not being made on the obstructed runner. Play continues and the
umpire may call time later depending on the play outcome.

Knowing who has the "right of way" will help you decide between an obstruction
or interference call

1. On a batted ball: the fielder has the right to the ball including within the base path.

- If a runner impacted a fielder's attempt to make a play on the ball, the ruling is
interference on the runner.

- Only one fielder is protected against interference (umpire judgment).

- If a fielder makes an error on the play, he is still protected by the interference rule if he
attempts to get a loose ball that is within a “step and a reach”.

2. On a thrown ball: the runner has the right to the base including along the base path.
- If a runner's path to a base was altered, for example if he slowed down or ran around a
fielder (without possession of the ball), the ruling is obstruction on the fielder.

3. If a fielder has possession of the ball - he can stand wherever he wants without
risk of being called for obstruction.

Obstruction and Interference

Understanding how to rule on the many possibilities is an acquired skill learned in the
heat of battle. In the meantime, here are two tips that will help you be better prepared
and deal with uncertainty.

What can | do to anticipate violations?
What should | do if I'm unsure about the right call?

Watch fielders’ positioning before the next pitch to anticipate potential violations
- Obstruction and interference are easier to see and call when you anticipate a violation
before it happens. As the pitcher prepares to throw the next pitch, look at where the
fielders are standing.

- If afielder is standing in the base path, especially when close to a base occupied
by a runner, the chance of runner interference or fielder obstruction on a batted
ball is high. The chance of fielder obstruction on an attempted steal and throw
from the catcher is high.



Examples:

The Play Your Call

Runner from first base (R1) runs into the first baseman
who attempted to make a play on a batted ball to his area | R1 out for interference.
of the field.

R1 is forced to go around the first baseman on a batted

ball to the shortstop and in so doing, is late (and out) at R1 safe on the obstruction

at first base.

2nd base.
. R1 safe on obstruction if
th1eah|aS to run around the first baseman on an attempted the catcher threw him out

at second.

- Younger players will often repeat the same positioning mistakes during a game until
they learn from having a penalty called on them. Look for other fielder tendencies like
standing in front of or on the bases for potential obstruction.

Dealing with uncertainty — let your crew decide on the call or “let it go”
- If you think a violation of some sort occurred but are unsure about what call to make,
take one of two options:

1) Let all play finish and when the runners have settled and the ball is under control by
an infielder, call “Time!” Meet with your umpire crew to decide what (if any), call to
make.

- This is not ideal with dead ball violations (obstruction A and interference) because it's
harder to recall who was where at the time of the violation. But much better than killing
a play in process if you're not sure (and later wrong!)

2) Wait a moment after the play ends. If nobody complains or says anything, then it
was either not of much consequence or completely missed. In that case, don’t say or
do anything and just “let it go”.

- Another opportunity when you’re unsure: meet with your umpire crew to decide
where to place runners after a violation.

Runner Interference
How do | manage interference violations?

The most common type of interference is by base runners that impede or hinder a
fielder’s attempt at making a play.

How do | enforce interference? Where do | place the batter-runner?
What's the call after a batted ball gets by the fielder?

To enforce interference, immediately call time and declare the runner out. Direct
other runners back to the bases they last touched.
Enforcement




- When a runner (offense) interferes with a fielder’s (defense) attempt to make a play,
the runner is immediately called out. Call time at the moment you spot the interference,
creating a dead ball situation that stops all further play.

- Most often, you'll return all other runners to the last base they touched prior to the
interference. No run is allowed to score after an interference play.

- Some interference violations are not so obvious and require umpire judgment.
Example: a runner passes in front of a fielder who fumbles a ground ball. If you believe
the runner didn’t cause the error, let the play stand. If the runner made a deliberate
attempt to avoid contact with the ball or fielder, than you have an even stronger case for
not calling interference.

Make Your Call
- Shout your call loudly so everyone understands the ruling. With multiple runners, point
at each and instruct them where to go.

- Only the interfering runner in the field of play
* “Time!” “She’s out!” “Interference!”

- Multiple runners
e “Time!” “That’s interference — runner’s out!” “You — back to second”! You — back to
third”! Scorekeeper, don’t score the run!"

A batter-runner does not return to home plate after an interference violation by
another runner

- Usually all runners return to the last base touched prior to the interference. An
exception is when the batter hits the ball into play. A good rule of thumb: “A batter-
runner (BR) is not penalized for interference by other base runners”. A BR acquires the
base that the umpire believes he would have reached if not for the interference.

- Award 1st base to the batter-runner (BR) if he hit the ball into play but did not reach
first base at the time of the interference. Any other runners are forced to advance to the
next base if needed.

Example: a runner at first (R1) was between 1st and 2nd at the time of interference by
another runner. R1 is placed on 2nd base in order to award 1st base to BR.

There is no interference on the runner if, after the first attempt by a fielder, no
other fielder has an opportunity to make a play

- If a batted ball goes through or by a fielder (including the pitcher), a runner is not at
risk for interference unless another defender has a chance to make a play on the ball.
Example: a shortstop, playing up in the base path, allows a ground ball to slip through
his glove which then hits a runner, running in the base path behind him. The runner is
not called out for interference and play continues.

- Only one fielder is deemed by the umpire to have a play on the ball at any
moment. If a second fielder had a reasonable chance to make a play after the error
in the example above, you would call the runner out on interference.



- A secondary fielder that is chasing a ball from a distance would not be considered as
having a “reasonable chance” to make a play and thus he would not be protected
against interference by the runner. The umpire will decide what is a “reasonable
chance” based on skill level for that age and the degree of difficulty.

Obstruction and Interference

Collisions (aka “train wrecks”) between a runner and fielder are among the most difficult
plays to rule on because player accountability can change in a split second. Sometimes
a collision results in “nuthin” (no call).

What is “nuthin™?

What are the most common types of collisions that result in nuthin’?

How do | make my call and manage a collision play?

Dispelling a common myth — does a runner have to slide to avoid contact?

Timing is critical in determining whether a collision results in obstruction,
interference or “nuthin”

- Nuthin’ means that no-call is made and play continues. A typical example is a runner
who collides with a fielder that is reaching to catch a ball. These are tricky calls
because accountability between the fielder and runner changes in a split second

- When you anticipate a close play between a runner and fielder, follow this sequence

once the ball is thrown:

+ Is the fielder providing access to the base path and base? If so, likely no obstruction
to call.

* Once the fielder has the ball, did the runner make contact? If so, he’s at risk of runner
interference.

When legally positioned players, through no fault of their own, are drawn into a
collision, you’ve got nuthin’

- First baseman suddenly reaches into the base path to catch a poor throw from an
infielder, colliding with the batter-runner.

- Catcher reaches into the base path to catch a ball from the outfield, resulting in a
collision with the runner at home plate.

- First baseman fields batted ball, attempts to outrun the batter-runner to the bag for a
force out, resulting in a collision at first base.

Make your call loudly and use the safe signal to indicate a no-call (nuthin’)
- Shout loudly, “I got nuthin!” and make a safe signal with your arms to indicate a no-call
and for play to continue.

- Even though you might have a nasty collision, don’t call time until the entire play
ends. Only stop play (“Time!”) if you feel that an injured player is at further risk of harm
during the remainder of the play.

- The nuthin’ ruling assumes that the runner was in his expected base path at the time



of the collision and contact was unintentional. Otherwise, you have runner
interference. It also assumes that no obstruction on the runner (e.g. hesitated, slowed
down, ran to the side) was caused by the fielder prior to the collision.

A runner must either slide or attempt to get around a fielder who has the ball AND
is waiting to make the tag

- In the above scenario, call the runner out for interference if he doesn'’t slide or attempt
to get around the fielder, whether the runner made contact or not. The intent of this rule
is safety (to prevent collisions) and to prevent a runner from trying to knock the ball
loose from the fielder.

- The runner does not by rule have to slide to avoid contact (a common myth). He has
four options: 1) slide; 2) get around the fielder like move to the side or even jump over;
3) retreat; 4) “surrender”.

- The runner need only attempt to avoid contact. A young player, who executes a poor
slide and ends up stumbling into the fielder, would not be called out for interference.

- But what if the fielder (who just caught the ball) was turned away from the oncoming
runner at the time of the collision? Then the call is nuthin’, because the fielder was not
deemed as being ready to make the tag!

- The nuthin’ call assumes that the runner’s contact was unintentional; otherwise, the
runner is always out (and ejected for unsportsmanlike conduct).

- For close plays, especially at home plate, a catcher with the ball and ready to make
the tag may “block the plate” with any part of his body.

WEBSITES FOR MORE INFORMATION / QUIZZES:

www.littleleagueumpire101.com

http://www.rulesofbaseball.com/quiz.html

http://doubleswitched.com/umpire.html

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

http://www littleleague.org/players/Test Your Knowledge With Dugout s Trivia Conte
st.htm

PRO UMPIRE CONTACT INFORMATION

Dewayne Geter
(323) 419-1991



