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Plate Mechanics: 
 
1) Working the Slot 

Basic Fundamentals: 
1) Head height is extremely important.   

Don’t drop your chin lower than the catcher’s head. 
2) Move with the catcher, but split the catcher at ALL TIMES. 
3)Position yourself behind the catcher and slightly inside  

the inside corner of home plate so your eyes are lined up at the top of the 
strike zone on the inside corner. 

4) Bend at the knees while keeping your back as straight as  
possible. 

  5)  Always be able to see the plate and the batter. 
  

Box Mechanic:   
Shoulders and feet (shoulder width apart) SQUARE to the pitcher. 

 
 Heel-Toe Mechanic: 

Line your front foot heel to your back foot toe with legs shoulder width apart. 
 

Timing Mechanic:   
You should drop to the set position immediately after the pitcher has 

 taken her sign and has started her wind-up.   
Reason for timing mechanic: 
 Setting too early can affect your timing and cause early fatigue. 

 
2) Calling Balls and Strikes 

Mechanic for strikes: 
1) Do not make a call until the ball is in the catcher’s glove. 
2) In making the call, your first move is to step back with the lead 

foot while coming up to a standing up-right position. 
3) Raise your right hand, make a verbal STRIKE call, and hammer. 

Mechanic for balls: 
1) Do not make a call until the ball is in the catcher’s glove. 
2) Keep head still!  Don’t lean in the direction of the pitch! 
3) Make a crisp BALL call. 

- Always called from the set position and before you come up. 
Mechanic for 3rd strike: 

1) Do not make a call until the ball is in the catcher’s glove. 
2) In starting the 3rd strike call, come to a more up-right position and shift 

weight to “inside” foot and step back. 
3) As you make a forceful, verbal STRIKE call, raise your  

“outside” hand in front of your body, while bringing your “inside” arm in a 
backward motion like ripping a phone book. 

  4)  Keep your head straight and your eyes on the ball! 
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3)  Giving the Count 
 Mechanic: 

1) Number of balls = left hand 
2) Number of strikes = right hand 
3) Give the count OUT FRONT, not from side-to-side. 
4) Verbalize the count as an added means of communication. 

When to give count: 
1) When requested. 
2) After a delay in the normal flow of the game. 
3) Whenever the plate umpire feels it is necessary. 

NEVER GIVE THE COUNT AFTER EVERY PITCH! 
 
4)  Trailing the Runner to 1st, then to 3rd 
 Mechanic:  

1) Leave the plate area from the left side of the catcher. 
Reason:  Avoid collision with catcher, because she goes right. 

2) With no runners on base, you should go half way down the line. 
3) With a runner on 1st, trail 1/3 of the way down the line and be aware of a 

possible play at third base on the lead runner, that is the plate umpire’s call. 
Reasons for trailing: 

a) Avoid collisions with the catcher. 
b) Observe collisions by the catcher and batter-runner. 
c) Observe tag plays and possible swipe tags. 
d) Violation of the three-foot line. 
e) Overthrows and blocked balls. 

 
4)  With runners on 1st and 2nd do not trail the runner, but watch the play develop,  
drift down the third baseline, and be aware of a possible play at third base on the 
lead runner, that is the plate umpire’s call. 

 
     Making Calls at 3rd 

Key:  Begin to “read” the play and “think ahead” as to what is going to happen.   Adjust 
your positioning according to what you are “reading”! 
 

 Mechanic:  
  Stay in foul territory until you see if there is a call to be made.  If there is, cut  

to the inside of the diamond about 2/3 of the way down the line and make the 
call. 

Why?  By getting in this position you have all 4 elements in front of you 
as the play develops, and you have avoided interference with a fielder or 
a runner. 

 
*  If the throw is wild or gets away from the 3rd baseman, the base umpire will 
drift toward home plate in case of a possible play.  If there is a play on a trail-
runner the Home Plate Umpire will make the call.  If this should happen, the 
situation will dictate your position. 
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5)  Fair, Foul, and Fly Balls 
 Mechanic:  The plate umpire calls all batted balls! 

A) Down the line 
- Straddle the line. 
- Think in terms of priorities: 

- First:  Fair / Foul?   Second:  Out / Safe? 
B) On fair balls 

- Only a hand motion is given that points toward the center of  
the diamond. 
 *  Never make a verbal call on FAIR balls! 

C) On foul balls 
- Both a verbal and physical sign are required. 
- When the ball becomes foul, raise both hands high above your head, 

giving the DEAD BALL SIGNAL! 
- Then, VERBALLY CALL Foul Ball. 

 
* Do not give the DEAD BALL SIGNAL on foul fly balls that 
are caught as the ball remains in play. 

 
D) Difference between a Foul Ball and a Foul Tip when dealing with the catcher 

A foul ball is a ball that does NOT go directly from the bat to the 
catcher’s glove.  The ball is DEAD and runners cannot advance. 
 
A foul tip is a ball that does go directly from the bat to the catcher’s 
glove and is caught.  You will give the foul tip signal.  The ball is LIVE 
and all runners can advance at their own risk. 

 
6)  Passed Ball, Wild Pitches, and Pop-ups to the screen or back stop area 
 Mechanic for these three events:   

Think in terms of priorities: 
- 1st - avoid a collision 
- 2nd - watch the catcher’s shoulders – she cannot move in any direction 

without turning them. 
- 3rd - when she turns shoulders, you know what direction she is headed. 
- 4th - pivot out of her way, clear the area, and find the ball. 

Gate Analogy: Be a gate…open up and let the catcher go 
through. 

 Positioning for Wild Pitches and Passed Balls: 
*  If the catcher goes right, then find yourself positioned outside the deepest 
corner of the right hand batter’s box. 

 
*  If the catcher goes left, then find yourself positioned in fair territory along the 
first baseline.  Be aware of the pitcher coming in to make a play at home.  

 
Positioning for Pop-ups to the screen or backstop area: 

Once you find the ball: 
- 1st  - Backstop or Foul line? 
- *  If Backstop – follow the play to watch for possible trapped ball, 

blocked ball, or leaving the field of play. 
- *  If Foul line – remember priorities: Fair / Foul?   Out / Safe? 
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7) Making Calls at the Plate 
  

A)  When the ball is coming in from the outfield stay outside the diamond, 
assume a position in foul territory, 90 degrees from the path of the runner just 
outside the deepest corner of the right hand batter’s box. 

- This is also the basic position for calling all force plays at the plate. 
 

When lining yourself up for a possible play at the plate, play your percentages 
and read the play. 

 
B)  On Tag Plays 

To ensure proper timing and avoid premature calls: 
- point at the ball with the left hand 
- waiting until you are sure possession has been maintained  

*  SHOW ME * 
- sell the call with the overhand out call. 
If the ball becomes loose, point at the ball with the left hand prior to 
making the SAFE call.  This will allow everyone to see that the catcher 
did not maintain possession and it will avoid the premature call. 

 
8) Illegal Pitch 

Plate responsibilities: 
        Use common sense rooted in the notion of advantage / disadvantage 
 Infractions to look for:   

1) going to the glove twice / starting with hands together as opposed to 
separated 

2) stepping outside the 24-inch width of the pitcher’s plate 
Mechanic: 

Delayed Dead Ball 
- Call it loud enough for the players within your vicinity to hear 

you. 
      -    Extend your left arm at shoulder height. 

  Penalty:  Ball on the batter and all runners advance one base 
  Exception:  Batter hits the ball, reaches first base and all runners  
    advance a minimum of one base. 
  Enforcing the penalty: 

1) The batter swings at the ball and misses 
2) The batter hits the ball and does NOT make it to 1st base safely. 
3) The batter must make it to 1st base safely and all runners do NOT 

advance at least one base. 
 
9) Throwbacks to 1st base 

Be alert, watchful, and ready to assist your base umpire if help is asked for. 
 
10) In between inning positioning 

Foul line of team that is coming up to bat 
 
11) Infield Fly Call 

Pledge Analogy: Right hand over heart  
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Base Mechanics: 
  
1)  Foul line stroll 

When no runners on base stroll in foul territory.  Take 3 steps up the line towards 1st base.  
By doing this, you are allowing yourself better reaction time to the possible plays. 

  
2)  Positioning for making calls 
   
       90 Degree / Force Play 

Mechanic:   
1) You should stop approximately 15 feet (90 degrees) from the 

base. 
2) As the fielder releases her throw to 1st base, then AND ONLY  

THEN do you turn into the base. 
3) Drop to the set position. 

- Feet are shoulder width apart 
- Hands slightly above the knees 

4) Look for all four elements:  ball, bag, defense, offense 
5) Another helpful hint:  Sound 

-  Listen for the sound of the ball hitting the glove 
    It helps you determine which arrived first –  

Ball or Runner’s foot? 
6) Proper timing for the call 

Suggestion:  A slight hesitation to allow the mind to clear and a mental 
picture to develop insuring the proper call. 
 
*  Timing should not vary from call to call, only the EMPHASIS 
according to the closeness of the play. * 

 
 The Tag Play: 

1) Keep all the above fundamentals in mind, with just some minor changes 
2) With the ball and runner converging at the base, you should move in on top of the 

play. 
3) Get an unobstructed view of the tag and concentrate on whether the tag was made 

prior to the runner reaching the base or the runner beating the tag. 
4) Proper timing for the call 

Suggestion:  Point at the ball with the left hand as the tag is being made, follow it 
with this pointing motion until possession has been maintained. 

5) When certain, pull the left hand in and give a good OVERHEAD OUT,  
and SELL IT. 
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Theories:   
    Inside-outside  
  If the ball is inside the diamond, stay outside the diamond. 

If the ball is outside the diamond move inside the diamond. 
 Why?  Keep all 4 elements in front of you:  ball, runner, defense, base 
 
 Mechanic: 

1) When the ball is hit outside of the diamond or into the grass,  
glance to pick up the ball. 

2) Pivot into the play and find the ball! 
3) Make sure the runner touches the base. 
4) Check for obstruction and stay with the play. 
5) If the runner continues to the next base, move with her. 
6) If the runner rounds the bag and returns, stay with the runner and you will 

not get caught off guard on a pick off attempt. 
  

      The At’ em Theory: 
  Mechanic:  

1) On all ground balls hit immediately to the shortstop or  
Second baseman’s glove side, move into the diamond right at the 
fielder fielding the ball. 

2) Stop when the fielder plays the ball. 
3) Let the player’s throw turn you into the play at first base. 
4) DO NOT drift too far inside the diamond.  Cuts down on your 

peripheral vision. 
 

       The O’ My Goodness Theory: 
 Mechanic:  

1) Situations:   
- When ground balls are hit to the 2nd baseman’s  

extreme left side. 
      -    Bunted balls in front of home plate. 
2) Stay outside the diamond in foul territory. 
3) Move up the line to make the call. 

Using this mechanic keeps you out of the way of the second 
baseman and a ball coming in from right field 

  
      The 2-step Theory: 
  Mechanic:  Take two steps out into fair territory. 
 
  When to use: On bunted balls and those balls hit back to the pitcher. 
 

Rationale: This positioning allows for a better view of the play as opposed to 
viewing it from foul territory. 
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3)  Double Play 
 Mechanic: 

1) Assume the proper position behind the 2nd baseman. 
Right Shoulder 

2) Ball fielded by fielder, take one step with the right foot toward 
the play at 2nd base and stop. 

3) Observe the play, making sure the ball beat the runner and that  
the base was legally touched. 

4) Let the ball or throw take you into the play at first base. 
DO NOT turn away from the play at 2nd until the ball has been released 
to complete the double play attempt.  Even though you immediately turn 
your body toward 1st base and move in that direction, do not turn your 
head until the ball is released. 

5) Your move to 1st base is limited by the amount of time it takes  
for the ball to arrive.  DO NOT make your call on the move. 

6) Plant yourself in the set position. 
7) Make the call and SELL IT. 

 
 
4)  Illegal Pitch 
        Use common sense rooted in the notion of advantage / disadvantage 
 Base responsibilities: 
  Infraction to look for: 

1) Backwards step with the free foot simultaneous with the start of the 
pitch. 

2) crow hop = replanting of the pivot foot 
(Walking away from the rubber with the pivot foot) 

3) leap 
(Both feet in the air at the same) 

 
Mechanic: 
 Delayed Dead Ball 

-  Call it loud enough for the players within your  
vicinity to hear you. 

- Extend your left arm at shoulder height. 
Penalty:  Ball on the batter and all runners advance one base 
Exception:  Batter hits the ball, reaches first base and all runners 
  advance a minimum of one base. 
Enforcing the penalty: 

1) The batter swings at the ball and misses 
2) The batter hits the ball and does NOT make it to 1st base 

safely. 
3) The batter must make it to 1st base safely and all runners  

do NOT advance at least one base. 
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5)  Rundowns 
 Mechanic:   
     With a single runner in a run down, umpires need to bracket the play. 

1) Runner between first and second: 
- The plate umpire should take the trail position, closest to  

1st base, inside the diamond. 
- The base umpire should take the lead position, closest to  

2nd base, outside the diamond. 
 Scenarios:  Pick-off play, Steal and return to 1st 

2) Runner between second and third: 
- The plate umpire should take the lead position, closest to 3rd 

base, inside the diamond. 
- The base umpire should take the trail position, closest to  

2nd base, outside the diamond. 
3) Runner between third and home: 

- The plate umpire should take the lead position, closest to  
home, outside the diamond. 

- The base umpire should take the trail position, closest to  
3rd, inside the diamond. 
 Exception:  Steal at second, overthrow, and an umpire 
 rotation.  In this case, roles are reversed. 

4) There are possibilities for both umpires to be inside the diamond 
- After a base hit, runner takes a big turn at a base 
- After a fly ball, runner tags up, but then returns 

 
6)  Interference 
 On all interference plays, you must be mechanically sound.  You must take 
 charge and halt the action. 
 
  Mechanic:   

1) Make a proper dead ball signal with both arms extended high  
in the air. 

2) At the same time, give a vigorous vocal call, “DEAD BALL!” 
3) Hesitate slightly after the call to allow your mind to clear and make the 

correct interpretation. 
Gives the impression that you are in control of yourself and the 
game.  This is the first step in handling a difficult situation. 
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7)  Obstruction 
  Situations: 
              -  Obstruction on a runner being played upon, requiring DEAD BALL! 

   -  Obstruction on a runner NOT being played upon, requiring a  
                  DELAYED DEAD BALL SIGNAL. 
   
  Mechanic: 

1) Extend the left arm parallel to the ground, shoulder height. 
2) You are only protecting the runner to the base she would have 

reached had there been no obstruction.   
3) Once she has reached that base, drop your arm.  She is now “on her 

own.”  You protected her as far as you had to. 
4) If the runner rounds 1st base and is obstructed by the 1st baseman, but 

in your opinion, she would have only reached 1st base, you should 
still signal DELAYED DEAD BALL and verbally call 
OBSTRUCTION loud enough for the players in the immediate area 
to hear. 

5) If a play is being made on the obstructed runner or if the batter-
runner is obstructed before reaching 1st base, the ball is dead 
immediately and all runners advance if forced, without liability to be 
put out, to the bases they would have reached, in umpire’s judgment, 
if there had been no obstruction. 

 
8)  Throwbacks to 1st: 

Take all throwbacks from the catcher and ask for help if you are unsure when you are 
between 2nd and 3rd base ONLY.  Get the best view possible between 1st and 2nd and look 
to make a call. 

 
9)  Give the Count to your partner ONLY when asked.  Place the count on your thighs. 
 
10) In between inning positioning 

a. In the outfield (behind the outfielders) 
b. Clean off the pitcher’s plate and bases, then return to foul territory beyond 1st base 

 
11) Infield Fly Signal 

Pledge Analogy:  Right hand over your heart 
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2 Man Rotations: 
 
Mechanic #1: 
 
 Runner on 1st base ONLY: 

-Overthrow to 2nd on a stealing base runner, and the ball goes into the outfield.   
-Plate Umpire heads down the third base line in FAIR territory to get in a 
position to make a call at 3rd. 
-Base Umpire buttonhooks into the diamond, and begins to drift toward home 
plate for a possible play.  Needs to let Plate Umpire know that home is covered! 

              -Best position for this play will be up the 1st baseline in fair territory.  This      
   position lets you see all 4 elements. 
 
Mechanic #2: 
 

Runner on 1st base ONLY: 
     -A passed ball that goes to the backstop. 

-Plate Umpire heads down the third base line in FAIR territory if the ball goes to 
the backstop and ricochets down the 3rd baseline to get in a position to make a 
call at 3rd.  Move into FOUL territory if the ball goes to the backstop and 
ricochets down the 1st baseline. 
-Base Umpire buttonhooks into the diamond, and begins to drift toward home 
plate for a possible play.  Stop at the top of the pitcher’s circle.  There is no need 
to fully commit to home unless there is an overthrow at 3rd which would allow 
the runner to head home in an attempt to score.   
-Base Umpire needs to let Plate Umpire know home is covered! 

 
Mechanic #3: 
 
 Runner on 2nd base and the first throw on the infield is to 1st. 
 
 Base Umpire needs to move towards the middle of the infield for two reasons:   
  One:  To get a better angle on the play at 1st. 
  Two:  To clear out for the Home Plate Umpire to make the call at 3rd should there    
   be another throw. 
                          Why?  Because Plate Umpire has LEAD  RUNNER responsibilities. 

 
So, should there be an overthrown ball at 3rd base that stays in 
play, the base umpire will drift toward home plate in case of a 
possible play.   
 
Best position for this play at the plate will be up the 1st baseline 
in fair territory.  This position lets you see all 4 elements. 
if there is a play on a trail-runner the Home Plate Umpire will 
make the call.  If this should happen, the situation will dictate 
your position. 
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Pre-Game Conference: 
 

1) Greet the coaches and the players. 
 

2) Introduce yourself by name – NOT POSITION on the field. 
 
 

 3)  Pre-game conference card 
 Are ALL players legally and properly equipped? 
  

4)  Have the coaches look over their line-ups one more time, then submit them to you (the 
plate umpire). 
 

 5)  Double Coin Toss 
  

6)  SUGGESTION:  Have the team who the first toss, call in the air, and the other team 
ECHO that call.  Now there is NO DOUBT what has been called. 
 
7)  After coin toss, give them a start time and play ball. 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 


