
                          SCOREKEEPING MANUAL  
Scorekeeper Coordinator: Wendy Willis 

831-252-7883 
wendywillis71@gmail.com 

WHAT DOES IT TAKE TO BE AN OFFICIAL SCOREKEEPER? 
Willingness to learn!  We don’t expect expert scorekeepers.  Start with the basics and build 
from there.  Scorekeeping takes practice and will get easier over time. 
 
We do expect you to be responsible: 

 Show up 30 minutes before game time to prepare. 
 Stay for the entire game, sometimes games are shortened or have extra innings. 
 Follow game day procedures.  
  

And attentive: 
 Focus on the game being played and keep friends, family and other things from distracting 

you. 
 Keep your eye on the umpire, the batter, the runners, the fielders, and every play. 
 Communicate clearly with umpires, managers and league officials. 

 

WHAT DO SCOREKEEPERS DO? 
The scorekeeper is the official recorder of the game. Scorekeepers make impartial 
judgments that are consistent with Little League rules and record them in the official 
scorebook.  Scorekeepers make judgments about every at bat, and account for every 
movement of a batter-runner or preceding runners.  It is important to be familiar with Little 
League National and Local rules (copies are in the booth and on the website). 
 
When the game is completed, the score keeper’s recordings become the official record of 
the game and may be used to confirm statistics, standings, or other information.  As an 
official record of the game, it is important that a game is recorded as accurately and legibly 
as possible.   

SCOREKEEPERS RESPONSIBILITIES: 
 Keep track of runs, outs, strikes, balls and other records of the game in the scorebook and 

on the scoreboard. 
 Make decisions about plays based on "ordinary effort" (Passed balls, wild pitches, outfield 

errors...) 
 Keep an accurate pitch count per each active pitcher. 
 Point out ineligible pitchers or players to the UMPIRE (not manager or coaches) to help 

prevent protests.  “All Little League officials are urged to take precautions to prevent 
protests.” (Rulebook, section 4.19). 

 Tell umpire when a pitcher will exceed their pitch count on the next pitch. 
 Refer to umpires for final decisions. 

 
 



SCOREKEEPERS DON'T: 
 Make decisions that conflict with Little League Baseball Rules. 
 Influence the outcome of the game. 
 Point out batting out of order. This is up to defensive team to notice. 
 Change scoring because of manager, coach or parent requests. 
 Chase after foul balls or leave the scorekeeping area for any reason during an inning. 

 

GAME DAY PROCEDURES FOR SCOREKEEPING  
 
The Score Booth is the official scorekeeper’s home.  Here you’ll find all the scorekeeping 
materials you will need. 
 
While you are scorekeeping you may choose to have one or two people help you with your 
tasks (scorebook, pitch count, scoreboard, announcing).  This person should be someone 
who will help you and not distract you.   

BEFORE THE GAME 
1. Open score booth.  Find a manager, board member or text Wendy if you need the 

code.   
2. Gather items needed:  

a. Scorebook (find your division and proper field.  Check which book number 
you are on.) 

b. Pitch Count Clip Board for field 2 or 3 (These will have the Pitch Count Guide 
on them and directions for keeping pitch count) 

c. Pitch Log (These are in the division binders and are color coded for divisions) 
d. Scorekeeping Guide (These are laminated and by the door) 

3. Make sure you have at least 2 sharpened pencils with erasers.   
4. Field 2: Set up behind home plate. 
5. Field 3: find a good place to sit where you can hear Umpire and see all play on the 

field. 
6. Get the completed line-up card and Pitch Count Data Sheet from both team 

managers 20 minutes before game time. 
7. Fill out teams, players, date, and time in Scorebook and put pitchers in Pitch Count 

Data Sheet. 
8. Set up scoreboard if your field is using one.  
9. Verify pitching eligibility 

a. Both teams may have ineligible pitchers – alert manager/umpire 
b. Know who is and isn’t eligible  

10. Majors only: Verify minimum play requirements  
a. Some players might be required to start and play missed time 
b. Alert managers of both teams 

11. Record game time (The time the game actually starts) 
a. Umpire is responsible for keeping game time and imposing game limits but it 

can be a big help if the scorekeeper does this also. 
b. Know the time limits for your division. 

**If you are not ready for the game to start - alert the umpire.  There is no first pitch until 
you are ready. 



DURING THE INNING 
1. Score the game. Watch each play and record the results in the scorebook. 
2. Keep an accurate count of all pitches thrown and record in the scorebook after each 

batter 
3. Update the scoreboard after each pitch, out and run. 
4. Listen for and record substitutions made by the umpires or coaches. 

BETWEEN INNINGS 
1. Double check your work.  This is time to double check pitch counts with your pitch 

counter and also double check that the scoreboard is matching the scorebook. 
2. Record any changes to the batting order or field players given to you by the umpire. 
3. (optional) Record the totals for the half inning at the bottom of the page: pitch 

count, hits, runs, left on base, and errors. 

AFTER THE GAME 
1. Record the final score for the game in the scorebook. 
2. Complete the Pitch Count Data Sheet and double check numbers with the 

scorebook. 
3. Have managers review and initial their Pitch Count Data Sheet and hand it back to 

them. 
4. Throwaway line-up sheets. 
5. (optional) Take pictures of the scorebook and text/email to your manager.  
6. Zero out and turn off the scoreboard. 
7. Return scorebook and clipboard to booth and place the Pitch Count Log in the 

binder marked “Pitch Count Sheets” for your division (You may also be handing it 
over to the next scorekeeper on the field if they are in the same division – please do 
not just leave it on the bench.) 

8. Lock up equipment as needed. 
9. Pack up trash and put things away.  Always clean up after yourself.  

 ***It is up to each scorekeeper to keep the booth clean and neat. 
 

Score Booth – Field 1 Opening/Closing Procedure 
Opening: 
Turn ON scoreboard and PA switch, located next to Entry Door. 
Turn ON Wi-Fi Router/Modem Utility Strip (inside Scorekeeper’s Closet). 
Turn ON scoreboard system and set it up. (ID=1, Baseball) 
Check that microphone is working (if not – try wireless in Score Keeper Closet). 
(If closet isn't open, have a Board Member assist. Or text Wendy) 
 
Closing: 
Clean counter of any Bottles, Cans and/or wrappers, and Sweep floor. 
Empty trash cans into dumpster. 
Turn OFF Scoreboard system. 
Turn OFF Scoreboard and PA switch next to the Entry Door. 
Turn OFF Utility Strip for Wi-Fi Router/Modem in Scorekeeper’s closet. 
Lock and Close Scorekeeper and Umpire closets. 
Turn OFF Score booth lights. 
Close and padlock Entry Door and Gate to Score Booth. 
 



FIELD 2 SET UP 

 
 
 
Get extension cord out of equipment box (big green box by 1st base dugout and by scoring 
table). 
Open metal box next to scoring table.  Key is located in small key box on the back of the 
backstop on far left.  Make sure you put the key back immediately (you usually have to do 
the code again to make it go in).  Pull out scoreboard controller and power strip and put on 
table. 
Open electrical box on fence behind 3rd base dugout.  Plug extension cord into it and lead it 
to the table and plug it into the power strip that the scoreboard is connected to.  Plug in the 
power strip  
Plug yellow power cord into electrical socket out in left field.  The cord is dangling under the 
football scoreboard.  THIS MUST BE UNPLUGGED AFTER YOUR GAME OR THE 
SCOREBOARD WILL GET DAMAGED!!! 
Microphone is ready to go.  You also have the ability to plug in a phone for music.   
AT THE END OF YOUR GAME – EVERYTHING MUST BE PUT AWAY AND LOCKED UP.  
SCOREBOARD NEEDS TO BE UNPLUGGED AT THE FENCE!!! THIS IS EXPENSIVE EQUIPMENT.  
PLEASE TAKE CARE OF IT.  IF THERE IS ANOTHER TEAM TAKING OVER, MAKE SURE THEY 
UNDERSTAND THEY ARE NOW INCHARGE OF PUTTING EVERYTHING AWAY AND 
UNPLUGGING THE SCOREBOARD. 
 
 

BASEBALL SCOREBOARD 

FOOTBALL 
SCOREBOARD 



 
Scoreboard for Field 3 

The scoreboard is in the score booth above the closet (or look around).  The remote to it is 
attached to the back with Velcro.  Take it to field 3 and hang it in a good secure spot on the 
fence in the outfield where both sets of bleachers can see it (although fans may need 
binoculars).   
 
To turn on: press green button on top until you see the numbers flip on.  Then the remote is 
ready to be used.  Use the Clear Item button to clear balls/strikes/outs or to correct 
mistakes.  Press the clear item button and then what you want to clear.   
To turn the unit off: hold the off button until you see PO in both corners and all goes black.   
 
I highly suggest once you set up the scoreboard you play with the remote to make sure you 
understand how it works.  It is not complicated but you don’t want to figure it out during 
the game. 
 
If the scoreboard does not seem to be working – try changing the battery in the remote.  
There is a new battery in the score keeper’s closet in the battery box.   
 

WHEN DONE YOU MUST RETURN THE REMOTE TO THE 
BACK OF THE SCOREBOARD AND THEN EVERYTHING BACK 

TO THE SCOREBOOTH. 
DO NOT PUT IT IN THE EQUIPMENT BOX WHERE IT WILL BE DAMAGED AND CERTAINLY 

DON’T LEAVE IT OUT.  YOU CAN ONLY LEAVE IT OUT IF YOU HAVE GIVEN THE REMOTE TO 
THE NEXT SCOREKEEPER ON THE FIELD AND HAVE INSTRUCTED THEM THAT THEY ARE IN 
CHARGE OF PUTTING IT BACK IN THE SCOREBOOTH.  DON’T ASSUME THE NEXT PEOPLE 

KNOW WHAT TO DO AND WHERE TO PUT IT. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



Instructions for Pitch Counters 
 
Make sure you have the Pitch Count Data Sheets from both team’s managers. 
 
Check the pitch count data sheets when each pitcher is warming up to 
ensure they are OK to pitch that day. 
 
Make sure you also have a Pitch Count Log from the score booth binders 
 
If the pitcher on the mound is not listed on the form or line-up card, have the plate  
umpire obtain the information you need from the Manager. 
 
If there is an issue, notify the plate umpire. 
 

When keeping pitch counts here are the major things. 
Only count “official pitches” if the umpire advises “no pitch” then that pitch does not 
count.   DO NOT count warm up pitches. 
 
If a batter is walked – count that as 4 pitches for that pitcher. 
 
Make hashes in opposite directions per batter, make an X in the box of the last pitch to that 
batter.  Make a thick box around the last pitch in the inning. 
 
Check with the scorekeeper throughout the game to ensure your pitch totals are matching. 
 
Notify umpire when a pitcher will exceed their pitch count on the next pitch. 
 
When calculating the FINAL pitch count.  ALWAYS use the FIRST PITCH TO THE 
LAST BATTER AS YOUR FINAL PITCH COUNT.  Circle this number on the sheet. 
 
Use the final pitch count to calculate the days rest needed and to determine next eligible 
day to pitch.  Record this on the Pitch Count Data Sheet  
 
**No pitching in a game is allowed on a “calendar day of rest”.  As an example, when 3 
calendar days of rest are required, the player may not pitch in a game until the fourth 
calendar day. 
 
After the game: Complete the pitch count data sheet.  Double check your numbers with the 
scorekeeper.  Initial the sheet then meet with the Managers to have them initial the pitch 
count and then leave the form with the Manager. 
 
If the Manager is not in agreement with the Pitch count – It is not up for argument.  You can 
however review the number with the scorekeeper and your paperwork. 
 
 
 



Pitch Count for SCLL 2018 

 Please review the 2018 SCLL Local Rules for pitch count information for each division.  Be 
aware that SCLL is more restrictive than LLB and know your counts! Refer to LLI Regulation 
VI(c) and SCLL Regulation VI(c). 

 
League Age Daily Max (pitches in Game) Required Rest (pitchers)        
  0 

Days 
1 
Day 

2 
Days 

3 
Days 

4 Days 

7-8 35 1-20 21-
35 

N/A N/A N/A 

9-10 50 1-20 21-
35 

36-
50 

N/A N/A 

*11-12 Before and on March 25, 2018: 9-10 rules shall be followed. After that date – 
follow rules below 

11-12 85 1-20 21-
35 

36-
50 

51-
65 

66+ 

13-14 95 1-20 21-
35 

36-
50 

51-
65 

66+ 

**No pitching in a game is allowed on a “calendar day of rest”.  As an example, when 3 
calendar days of rest are required, the player may not pitch in a game until the fourth 
calendar day. 
 
 
Other rules: 

A pitcher may finish a batter, even if it puts him/her over limit.  Pitch count reverts 
to lower threshold for purposes of rest days, etc.  The first pitch to the last batter is 
used as the final pitch count for the pitcher. Refer to LLI Regulation VI(d). 

 
AAA/Majors/Intermediate: If a pitcher pitches more than 40 pitches in a game they 
may not play catcher. Refer to LLI Regulation VI(c). 

 
A/AA: If a pitcher pitches more than 30 pitches in a game they may not play catcher 
on that day or following day. If a pitcher pitches more than 20 pitches but fewer 
than 31 pitches, they may play catcher that day, but not the following day. Refer to 
SCLL Regulation VI(c). 

 
Any player who has played the position of catcher for 4 or more innings in a game 
may not pitch that day. (1 pitch to a batter in the 4th inning constitutes a full inning.) 
Refer to LLI Regulation VI(a). 

 
No pitcher can pitch 3 days in a row. Refer to LLI Regulation VI(d). 

 
 
 
 



Rules to know to be added here: 
 
More Scorekeeping Tips 

 Always use a pencil 
 Secure food so there are no spills on the scorebook 
 Don’t hesitate to ask the umpire for clarifications (missed calls…) between batters or 

innings.  NEVER interrupt live play. 
 Leave issues and arguments to the umpire to decide.  You can ask managers/coaches to 

leave during discussions with the umpire. 
 If there are two or more players running the bases, fill out the score sheet “backwards” after 

every play.  
 Start with the batter and record what happened to that player.  Then, go up the lineup to 

the previous player on the bases, and record what happened to that player. And so on… 
 Remind yourself, you are a volunteer providing the League a service, doing the best you 

can…HAVE FUN! 
 

 
Other hints to make life easier: 

 Keep a binder that contains 
 Team roster which includes their full name, jersey number, and league age. 
 “What the Score?” 
 Print out of appropriate League Rules for you division for quick reference 
 Baseball Scorekeeper’s Manual 

 
Get your own scorebook and keep score when your team is the visiting team. (Your manager will 
love you for it.) 

 
Work with an experienced scorekeeper for a few games 
 

 
 
***Notify Wendy Willis if anything is broken, missing, needs tending to in the score booth or for any 
equipment on the other fields. 
 

SOURCES 
What the Score, 2007, Little League Publications 
Little League Official Regulations and Playing Rules, Little League Publications 
The Baseball Scorecard, www.baseballscorecard.com 



SCOREKEEPING BASICS 

SHORTHAND FOR POSITIONS 
 
 
 

FIELDING POSITIONS FOR LINE UP 
P Pitcher 2B Second Base LF Left Field 
C Catcher 3B Third Base CF Center Field 
1B First Base SS Shortstop RF Right Field 
      

 
 
 

 
 

FIELDING POSITIONS FOR RECORDING PLAYS 
1 Pitcher 4 Second Base 7 Left Field 
2 Catcher 5 Third Base 8 Center Field 
3 First Base 6 Shortstop 9 Right Field 
 
  



 

Scoring Samples 

These are just a few of the basics often seen in similar formats on most every scorekeeper's 
card. Many variations exist but after a few moments of comparison you should be able to 
figure out a fellow scorekeeper's system, doing this may also teach you a new way of doing 
something better and add to the overall enjoyment you are sure to receive from scoring a 
game. 

Scoring A Single 

 
Scoring A Double   

 
 Scoring A Triple 

 
Scoring A Home Run  

     or      

Scoring A Base On Balls 

 
Scoring A Strikeout   
(Batter swung and missed) 

     or      

 Scoring A Called Strikeout 
(Umpire called strike due to 
ball was in strike zone)       or      

  
Scorekeeper Shorthand 
Scorekeeping is accomplished by a sort of "shorthand," which is basically a combination of 
position numbers and abbreviations.  Refer to the "Scoring Abbreviation" page to see some 
common numbers and abbreviations used throughout a game. 



Batter Up! 
Let's see what we need to do as each player has his turn at bat.  We'll confine ourselves to 
the top of the lineup. 

 
If you've familiarized yourself with the position numbers, you'll see that the center fielder, 
second baseman, catcher, and right fielder are the first batters up. 
Smith singles to center field.  A lot of pre-printed scorecards will have a diamond 
representing the field in the middle of each box.  To mark Smith's single, we'll darken the 
line from home to first and place a 1B next to it.  Many people also like to draw a line to 
show where the batter hit the ball. 

 
Lawson's up next and he strikes out swinging.  A "K" is placed in his box to indicate that he 
struck out.  If it was a called strike three, a "Kc" or a backwards "K" would be placed in the 
box.  A circled "1" is also placed in the box to indicate that it is the first out. 

 
Henry is batting next, but while he is batting Smith manages to steal second.  The line from 
first to second should be darkened and an "SB" along with a number to indicate who was at 
bat is written to indicate that Smith stole second during Henry's plate appearance.  I like to 
use the player's jersey number for this.   It makes it easier for me to keep track of things.  
Other people use the player's position number.  So, I could have just as easily written "SB2" 
instead of "SB17".  If Henry hit or sacrificed the batter over to second, you would place just 
the uniform or player number next to the path from first to second to show how Smith got 
to there. 

 



Henry manages to draw a walk.  The line from home to first is darkened and either a "BB" or 
"W" is written to indicate the walk.   I prefer to use BB for "Base on Balls." 

 
Jones is now at bat and hits it to the short stop who tosses it to the second baseman who 
tags the bag to get Henry out.  The second baseman then throws to first to get Jones out.  A 
classic 6-4-3 double play, which is what is written in Jones' box.   Of course, both outs must 
be recorded.  So a line is drawn halfway between first and second in Henry's box and is 
marked with a '33' to indicate that Jones was the batter.  A circled '2' is also entered to 
indicate that Henry was the second out. 

 
In Jones' box a 6-4-3 is written along with a 'DP' for the double play and a circled '3' to 
indicate the third out.  A 'DP' could also have been entered in Henry's box to indicate that 
he was caught up in the double play as well.  One other method is to draw a line connecting 
the two boxes. 

 
The '6-4-3' above is an example of how all players who were involved in putting the runner 
out are given credit.  
Since this is the third out, a slash is drawn across the lower right-hand corner of Jones' box 
to indicate the end of the inning.  This is what the scorecard should look like after the first 
half-inning. 

 
  



SUBSTITUTIONS 
Later in the game... 
I've never seen a game where at least one substitution was not made.  There are many 
reasons to replace a starter: pitchers get tired, batters aren't hitting, players get injured, 
someone's ejected, or the manager makes a strategic move.   Whatever the reason, sooner 
or later you're going to have to mark a substitution on your scorecard. 
So, how do you do this?  It depends on the substitution. 
For batter substitutions, I draw a line between the last scorebox of the previous batter and 
the first scorebox of the new batter. 

 
Kitt pinch hits for Lawson  
If the new batter is a pinch hitter, place "PH" in the position box.  If he is taking a position in 
the field, use the normal position numbers.  If players are moved around in the field, you'll 
want to show that on your scorecard.  Usually, I make a note by the player's name 
indicating the move.    
When a substitution is made for the pitcher, place a line under the score box of the last 
batter the previous pitcher faced. 
 
AFTER THE GAME 
Back in the Dugout 
Now that the game is over, you can tabulate all the data you've compiled.   If you haven't 
been keeping up with it during the game, now is the time to add up the statistics for each 
inning:  runs, hits, errors, passed balls, and men left on base.  You can also add up the data 
for each pitcher:  innings pitched, batters faced, strikeouts, walks, hits, runs, earned runs, 
wild pitches, batters hit, and balks.   There may be other statistics that you can fill in on your 
card  Professionally printed scorecards may contain several fields to tally a batter's 
performance:   at-bats, runs, hits, singles, doubles, triples, home runs, runs batted in and 
others.  It's up to you to decide how much you want to do. 
  
Finally 
The official scorekeeper can prove the official box score, which is what becomes part of the 
official record.  The formula is very simple and must be applied to each team’s scorecard.  
First, total the number of runs, men left on base and opponents' putouts for one team.   
Next, total the number of at-bats, walks, sacrifices, batters hit by pitcher and awards of first 
base due to interference for the same team.  If these two totals are equal than this team's 
box score is "proven."   Repeat the process for the other team. 
You do not have to prove a box score, but I thought others might find it interesting. 
Take a Swing 
Hopefully, the above examples will give you an idea about how scorekeeping is done.   Give 
it a try next time you go to out to the ballgame.  Also, don't be afraid to experiment.  What 
works best for others may not be best for you.  



SCOREKEEPING CONVENTIONS 

1. Balls and Strikes 
Strikes go in the top line; balls in the bottom and should be marked with either a slash / or 
X. 
For fouls after the first two strikes, place a mark that is different from what you normally 
use, such as a slash /, an X, or a     to the right of the 2 strike boxes.  Ex.: if you normally 
mark with an X, mark foul balls beyond the second strike with a /. 

2. On the bases 
Draw a line from home to first, first to second, and so on each time a player reaches a base 
safely. 
If a runner steals a base, advances on a wild pitch, passed ball, fielder’s choice, or error, 
note that between the bases advanced. 
Runs are noted by filling in the diamond of the runner who scored.  
Mark RBIs in the appropriate batters box.  
Circle the number of the player that the pinch runner is running for.  
3. Outs 
On ground balls write the number of the fielder who fields the ball and the number of the 
player who catches the ball for the out in the batter’s scorebox or of the runner. 
On fly balls write the number of the fielder who made the catch, preceded by the letter F. 
For example, F-7 is a fly ball to left field. FO-3 is a foul out to first base. 
For outs made when the ball is not batted, e.g., caught stealing, record this information in 
the scorebox of the player who was put out. 
Draw a line from the last base reached safely toward the next base with a line perpendicular 
across the base path to indicate that the runner did not reach the next base safely on force 
outs, put outs, failed stolen base attempts, or outs made trying to extend a hit (e.g., trying 
to stretch a single into a double). 

4. Substitutions 
For offensive substitutions use a vertical or squiggly line in front of the inning in which a 
new player enters the game. 

For defensive substitutions write in the name, number, and position of player and note 
the inning in which the new player entered the game. 
5. Pitching changes 

a. Use a horizontal or squiggly line to indicate a pitching change under the last batter 
faced by the pitcher in the game. 
When the pitcher is changed mid-batter, place a slash in the upper right hand corner of 
current batter’s box to separate the pitch counts for each pitcher.  Also make a slash at the 
bottom of the column to separate the pitch counts for each pitcher for that inning. 

6. End of inning 
Draw an angled line through the lower right corner of the square to indicate the last batter 
of an inning. 

7. More than 9 batters in an inning 
Use an arrow to point from the 9th batter of an inning to the 10th batter of the inning.  The 
10th batter is in the next column to the right.  
Adjust the numbers at the top of the page to the correct inning number.  



 

 

 

BASEBALL SCOREKEEPER’S 
NOTATION GUIDE 

 REACHING BASE 

 MAKING OUTS 

 ADVANCING ON BASE 

 OTHER NOTATIONS 



Scorekeeping Notation 
Reaching Base 
Symbol Definition & Notation Notes 

1B Single 

 

Base Hit Guidelines 
The batter reaches base safely on a ball 
hit with such force, or so slowly, that 
any fielder attempting to make a play 
has no opportunity to do so. 
A ball that takes an unusual bounce and 
makes it impossible for a fielder to 
cleanly handle. 
Good fielding of a ball that does not 
result in a putout.  

2B Double 

 
 

 
 

 
 
 
 
 
 
Runner over slides into a third and is 
tagged out before getting back. Scored 
last based reached safely as second 
with tag out: score 2B, 1-5. 
The circled 2 indicates the second out 
of the inning.  

3B Triple 

 

 

HR Home run 

   
 

 

BB Base on balls 

 
 

Also called a Walk. Does not count as 
an official at bat.  



Reaching Base 
Symbol Definition & Notation Notes 

HP 
HBP 

Hit by pitch  

 
 

A batter is hit by a pitched ball. The 
umpire awards first base. Does not 
count as an official at bat.  

FC Fielder’s choice 

 
 

Another runner is forced out as a result 
of a batted ball. 
A fielder attempts to retire a preceding 
runner and in your judgment the 
batter-runner could have been retired 
at first.  

E Error 

 
 

Error Guidelines 
A defensive player through ordinary 
effort muffs a batted or thrown ball, 
throws the ball widely or drops the ball 
which prolongs the time at bat, life of a 
runner or permits a runner to advance 
on bases.  
Baseman neglects to have foot on the 
base when the ball is being received.  
No error if a fielder must range far from 
usual position to make play. 
No error if failed to complete a double 
play.  

GRD Ground-rule double 

 
 

A batter hits a fair ball out of play. The 
umpire awards the batter a ground rule 
double.  

CI Catcher interference 

 
 

The catcher interferes with the batter. 
The umpire awards first base to the 
batter. Does not count as an official at 
bat.  

 
  



Making Outs 
Symbol Definition and Notation Notes 
KS Strike out swinging  

  
 

 

KC Strike out called or strike out looking 

   
 

 

F Fly out 

 
 

 

FO Foul out 

 

 

L Line out 

 
 

 

U Unassisted ground ball put out 

 
 

 



Making Outs 
Symbol Definition and Notation Notes 
No 
symbol; 
defensive 
positions 

Force out or tag 

   
 

  
 

 

DP Double play 

 

Every out must be accounted for. The 
number 33 indicates the player who hit 
into the double play and caused the 
preceding runner to be out. 

IF Infield fly 

 

Call yourself an expert if you know the 
Infield Fly Rule. 
A fair fly ball (not including a line drive 
nor an attempted bunt) which can be 
caught by an infielder with ordinary 
effort, when 1st and 2nd, or 1st, 2nd, and 
3rd bases are occupied before two are 
out. The batter is out.  
 
Ball is live and runners may advance at 
the risk of that ball being caught or 
retouch and advance after the ball is 
touched or caught, the same as any fly 
ball.  

SAC-B Sacrifice bunt 

 

The batter sacrifices chance to hit safely 
by bunting ball for an easy put out  at 
first and advances a preceding runner. 
Does not count as an official at bat. 

SAC-F Sacrifice fly 

 
 

The batter hits a fly ball or line drive 
that is caught in the outfield, and allows 
a run to score. Does not count as an 
official at bat.  



Making Outs 
Symbol Definition and Notation Notes 
CS Caught stealing 

  
 
Caught Stealing- Rundown 

 
 

 

MB 
 

Missed Bases 

 
 

Credit only last base touched. Score, 1B, 
MB 2B; Runner is out. 

I Interference 

 
 

Team at bat interferes with, obstructs, 
impedes, hinders or confuses any 
fielder attempting to make a play. 
Batter or runner may be called out. All 
others return to last legally touched 
base.  

 
  



Other Ways to Advance on Base 

Symbol Definition and Notation Notes 
SB Stolen base 

 
 

 

WP Wild pitch  

 
 

Pitched ball is one so high, low, or wide 
of the plate that it cannot be handled 
with ordinary effort by the catcher 
Pitched ball touches ground before 
reaching home plate and is not handled 
by the catcher, permitting runners to 
score 
 
 

PB Passed ball 

 
 

Failing to hold or control a pitched ball 
that the catcher should have handled 
with ordinary effort and permits runner 
to advance. 

 
Other Notations and Statistics 
Symbol Definition Notes 
PR Pinch Runner 

 
 

Any player not in the batting order who 
runs for an offensive player. Only one per 
inning and one pinch runner for any one 
player.  

RBI Run Batted In Credit a batter with an RBI if a runner 
scores due to the batter getting a hit, 
sacrifice, or walk. No RBIs on errors or 
double plays unless in the judgment of 
the scorekeeper the ball was hit hard 
enough to allow the run to score. 
 

LOB Left on base The number of runners left on base at the 
end of an inning. 

R Runs The number of runs a team scores. 
AB At bats The number of “official” at bats. Errors, 

interference, walks, hit by pitch, sacrifice 
bunt or fly, does not count as at bat.  

 
 
 
 



 
 

 
 
 



 


