Section 6

Lineup Card Management

When we think of umpiring, we think of fastballs popping the mitt, overhand outs, and cir-
cling a play to find the ball. But there is a more mundane, less exciting side of umpiring that
is that is equally important. A lively, thrilling, close game can grind to a sluggish, chaotic,
and possibly embarrassing drudgery if we do not tend to the administrative side of umpiring.

Good lineup management, beginning at the pregame and continued through every substitu-
tion of the game, will ensure that an umpire rarely has to deal with those obscure, trouble-
some rules associated with the lineup card.

Aside from the boost of self-assurance you get from knowing you are on top of the paper-
work, there are things you can do while tending to the paperwork that can make you look
poised and instill confidence in others.

Know where the scorekeeper is and the procedure for reporting changes.

Carry an extra pencil or pen. Having to ask fer a pencil because the lead in yours broke or
your pen went dry makes you appear unprepared.

Step away from the plate to record all changes. Do not step back in behind the catcher un-
til your lineup cards and pencil are put away and your mask is on your face.

Do not put your pencil in your mouth. This does not look professional.
Take your mask off. A coach reporting a change deserves this common courtesy.
Do not put your mask between your legs. Put it under your arm.

Do not bend over and write changes on your leg. If necessary, carry the lineup cards ina
lineup holder and use the holder as a mini clipboard. A coach standing above a bent-over
umpire conveys a subtle but undesired message.

Record what is necessary when it happens even though this may slow the momentum of
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Section 6

the game. Do not burden yourself with having to remember to do something at the next
break.

You must record and/or report all:
« Al defensive conferences

« All offensive conferences

« All defensive changes

« All substitutions

» All reentries

« All changes concerning the DP or FLEX

Do not accept or allow changes that you know are illegal. You would not allow illegal things
to happen between the lines, so do not allow it in the paperwork either. If 2 coach requests a
change that you are not sure is legal, consult with your partners before allowing it. If a coach
requests a change that you know is not legal, do not allow it to happen. If, after being told,
he/she cannot make a certain change, the coach asks you what he/she can do; tell him/her if
you understand what he/she is trying to accomplish.

At the pregame, take the time to make sure each lineup has first and last names of the play-
ers, numbers for all players and that no numbers are duplicated, and that all nine defensive
positions are listed. Make certain that there are at least nine or ten players listed in the start-
ing positions. If a DP/FLEX is used, verify with the coach that the player listed as the DP is
the one who is going to hit and that the player listed as the FLEX is the defensive player.

When accepting changes during the game, take your lineup card out while the coach is still
near you. Confirm the name and number of the player(s) who is entering and/or leaving the
game. Do this by repeating the names and numbers back to the coach. If possible have the
coach point to them on your lineup card. Take one change at a time and follow this procedure
with each one. Finally, check that the player(s) who entered the game is wearing the same
number as the one you recorded.

Following the above outlined procedure will assure that, short of a coach not reporting a
change, you will have no problems with the mundane, but so very important, side of um-
piring.

In order to successfully track the many changes that could occur during a game and to be
able to explain and understand what has happened, an umpire needs a system. Listed below
is a suggested lineup management system. It has been used effectively by umpires across the
country since 1994, It is a great system. If it is unfamiliar to you, you will have study it, prac-
tice it, and commit to using it if you want it to work for you. Read through the entire presen-
tation first to get an general feel for the parameters of the system. Then work through the
changes on your own lineup card (Appendix E - make extra copies first) until you are com-
fortable using the system and have a grasp on its conceplts.
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This system has two Absolute Givens:

-

A CIRCLE around a number { # ) means

ipate in the game again.

the player is History - not eligible to partic-

v An “X” refers to either of the “Twins” - either the DP (designated player) or the FLEX.
Givens for Starters - The Real Werld

»

-

Pos Name # Changes
i
‘1| The i
i oor ﬁﬁa! o The
5| 4 Wﬁﬁd & Here
& 5 * 1% &
"1 | starters |— ~ Now
: 4 L # 21

Live
#10 Here |~
1111 . ¥ 1%
Subabitules §!

The -> Subs §'
Underworld Live Here o

Starters “live” in the Real World - the first 9 or 10 on the ineup card.
Starters are tracked in the Real World.

Starters cannot change positions in the Real World.

Starters have been in the game once already when the game begins.
Starters who are circled are History - cannot come in the game again.

Civens for Substitates - The Underworld
+ Substitutes “live” in the Underworld.

*

-

Substitutes are tracked in the Underworld,

Substitutes who are circled in the Underworld are History in the U nderworld - they
have entered the game and they cannot substitute again.

Givens for the Here & Now
Uncircled numbers in the Here & Now are in the game.
Circled numbers in the Here & Now are History - no longer in the game and not eli-

»

-

gible to come back.

An uncircled “X° means the “Twins are active,” - there are only nine (9) playing in the game.
A circled “X” means the *“Twins are not active.” - there are ten (10) playing in the game.
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*

*

| Pos Narive ¥ Changes
i t 1
203 !
3 2 18
4
4 op | Twin-DP | 10
§ . 4 f
s 0 8 13
s 3 14
L3 B X
8 & 1
| w7 | Twin-FLEX| 17 |
Substitutes
T P
i 3
54 %

Givens for the “Twins” - the DP and the FLEX

An “X" represents a Twin.
An “X” can only be in the DP slot or the FLEX slot

An X" in the DP slot means the FLEX is playing oftense for the DF (and the DP has left
the game).

An “X” in the FLEX slot means the DP is playing defense for the FLEX (and the FLEX
has lefi the game).

An uncircled “X* (active X) in the Here & Now means the “Twins are active.” and we are
playing with nine (9),

— If the uncircled “X”" is in the DP slot, it means the FLEX is playing offense for the DP.
— Tfthe uncircled “X" is in the FLEX slot, it means the DP is playing defense for the FLEX

A circled “X* (twins are not active) in the Here & Now means the “Twins are not active,”
(they were active but are not any longer), and we are playing with ten (10).

— fthe circled “X is in the DP slot, it means the FLEX had been playing offense for
the DP but she is not any more and has gone back to playing defense only.

— 1f the circled “X is in the FLEX slot, it means the DP bad been playing defense for
the FLEX but she is not any more and has gone back to hitting only (or she could
play defense for someone else).
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About the Twins

You can't have one without the other. If you have a DP, you must have a FLEX.

They are like Twins and they are special. They have very special privileges but not with-
out restrictions.

If the Twins are in the game they must be in the starting lineup.
Tf the Twins are not in the starting lineup, you can nevet have Twins in the game.

Each Twin has her own position in the lineup. The DP can be anywhere. The FLEX is al-
ways tenth (10th). :

The DP must play offense to be considered in the game. The DP has not left the game un-
til she leaves her offensive position.

The DP can never play just defense.

The FLEX must play defense to be considered in the game. The FLEX has not left the
game until she leaves her defensive position.

The FLEX can never play just offense.

Each Twin can leave her position in the lineup and return to that same position one time
during the game (re-entry).

Each Twin may use the other Twin’s spot in the lineup but not at the same time.

Each Twin may play both offense and defense but they both cannot play both at the same
time.

The DP is the dominant Twin...she was born first She has more privileges than the FLEX.

The DP can play defense for any of the other nine (9) players in the lineup. Hence, the
Twins could be on defense at the same time.

The FLEX can play offense only for the DP. Hence, the Twins cannot be on offense at the
same time.
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Here is a series of changes. Go through them first without marking a card. Get an un-

derstanding and feel for how the system
are left with at the end. Nothing is scratc

occurred during the game.

The changes:
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works. Notice the crisp, clean, concise card you
hed out and you can closely reconstruct all that

Change No. 1: — Betty Stein, No. 5,
in for May Vu, No. 21

« This is a straight substitution.

« Go to the Underworld where the
subs live and locate the substitute.

« Circle the sub in the Underworld so
you know she has been used.

« Put the sub in the Here & Now for
the player she is going in for.

« Vu has left the game - having an un-
cireled number in Vu's slot in the
Here & Now lets you know Stein is
in the game, not Vu.

Change No. 2: — Crystal Morgan,
No. 11, in as the DP for Lupe
Garcia, No. 10

+ This is a straight substitution.

« Go to the Underworld and locate the
substitute.

« Circle the sub in the Underworld so
you know she has been used.

« Put the sub in the Here & Now for
the player she is going in for.

« Garcia has left the game - having an
uncircled number in Garcia's slot in
the Here & Now lets you know
Morgan is in the game, not Garcia.
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Change No. 3: — Nicki Carter, No.
17, the FLEX, will run for Crystal
Morgan, No. 11 (whe is now the DP).

= The Twins are Active.

* Put an “X" in the DP slot in the
Here & Now.

« The TP is in on offense for the DP.

» The “X" tells you the FLEX is using
the DP’s siot,

» Circle the DP, No. 11 - she has left
the game since you cannot have two
players in the same slot.

« You are playing with nine (9) - ap
Active X,

Change No. 4: — Reenter Lupe Gar-

cia, No. 10, to hit

+ Reenter means you are dealing with
a starter.

* (o to the Real World 1o find the
slartey.

» If she is not circled, she can go back
.

» Since Garcia is coming back into
the game, there can be no other
players in her slot.

« Circle the “X7 - this sends the
FLEX back to defense only.

* You are playing with ten (10} - no
Active “X".

+ Because there are players, but no
uncircled players in the #4 slotin
the Here & Now, you know the
starter has reentered.

«You are playing with ten (10) - no
Active “X".
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Change Ne. 5: — Nicki Carter, No.
17, will run for Lupe Garcis, No. 10
» The Twins are going Active again.

» Put an “X in the DP slot. Carter is

the FLEX, and she can legaily play
offense for the DR,

= You cannot have two players in the
same slot so when Carter goes up o
run, Garcia must Jeave the game,

« You know Garcia had left the game
once already & reentered because
there are circled players in her slotin
the Here & Now.

» Circle Garcia, No. 10, - you know this
is Garcia’s second time to leave the
game so she becomes History.

« You are plaving with nine (9) - an Ac-
tive “X”".

Change No. 6: — Reenter May Vu,
No.21

* Reenter means you are dealing with a
starter.

« Goto the Real World and find the
starter.

» If she is not circled she can go back
in.

» Since Vu is coming back into the
game, there can be no other players in
her slot in the Here & Now.

* Circle No. 5 in the Here & Now - she
becomes History

* Because there are players, but no un-
circled players in the No. 8 slot in the
Here & Now, you know the starter has
reentered.




Pus Rarni ¥ Chsngis

i i S Sl £

2 &1 iy Batler 2

3 2 R Devoney =

4 | ] L Do @ Poinay |
5 i fobr P £

ii & Fawy By EE NOT!

b A1 Lagivna Jooes 4

# 1 8 | Me Ve 1y

i £ A B 3

i ¢ Niavks Uit 1%

Sunstitutes
Cryual Mooz f:ﬁ} Aanida Logus -t
hosden Tews e Eaonng Mdbr g
Sz Rrowen “* Beity B @
St
Pos Hama # Changes

1 H L s Sehesedt 4

2 s Fana Bratter

3 B Dy 1w

& ] op [ rapetenn | @] 8 (X)X

& &) B Peny 2

13 5 Fuge: Haket i

t $ | i b 4

& S 1 My W bt {;g;i

9 £ Ao Rlegay i (

i ¥ Wik i Ut ISR

Bubstitutes

vtk Mespal f}i Sopnda §ager it
Kavaawn Fewa iy Promms Ml &
Supssase foroien @ Hetr Snom f%;‘fs

&

Change No. 7: — Betty Stein, No. 5,
in for Rose Devinci, No. 18.

« This is a straight substitotion.

« Go to the Underworld where the
subs live and locate the substitute.
« Notice that Stein, No. 5, is cireled -
that means she is History - she hay

been used as a sub before and can-
not be psed again.

+ Tall the coach he/she cannot make

that substitution.

« If the coach cannot remember using
No. 3 then you can go to the Here &
Now and clearly see that No. 5 had
gone in for No. 21.

Change No. 8: -~ Susan Brown, Ne.
9, in for Nicki Carter, No. 17

» This s a straight substitution.

* Go to the Underworld where the
subs Hve and locate the substitute.
« Circle the sub to show she has been

used.

« Put the sub in the Here & Now for
the player she is goiag in for.

» Carter has left the game - having an
uncircled number in Carter’s slot in
the Here & Now lets you know
Browsn is in the game, not Carter.

« Since Carter is the FLEX, Brown
now hecomes the FLEX.

« Since the Twins are Active, Brown
is now playing offense for the DP,

* You are still playing with nine (9) -

an Active “X”,

L @A—(»L&‘teﬂ
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Change No. 9: — Donna Miller, No. 2, will
enter to hit inthe No. 4 slot as the DP

« You do not have encugh information to
make this substitution.

« The Twins are Active - No. 9, the FLEX, is
currently hitting in the No. 4 slot.

«+ Does the coach want to bring No. 2 in for
No. 9 or does he/she want to bring Neo. 2in
as the DP.

« This makes a difference. If No. 2 comes in
for No. 9 as the FLEX, No. 9 becomes His-
tory. If No. 2 comes as the DP, No. 9 reverts
back to defense only and is not History.

» The coach says No. 2 will be the DP.

« Go to the underworld and get the sub No. 2.

« Circle No. 2 in the underworld so you know
she has been used.

« Put No. 2 in the No. 4 slot in the Here &
Now as the DP

« Circle the “X”" - there cannot be two uncir-
cled players in the same slot in the Here &
Now.

« This sends the FLEX back to defense only.

« You are playing with ten (10) - no active
&{X’Y‘

Change No. 10: — The DP, Miller No.
2, will play defense for the FLEX,
Brown No. 9.

+ The Twins are active.

« Put an “X in the FLEX slot - Miller is
the DP and she can legally play de-
fense for the FLEX.

» Circle No. 9 since you cannot have two
players in the same slot. No. 9 must
leave the game. She is history.

« You are playing with nine (9) - an Ac-
tive “X.
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Change No. 11: — Enter Kristen
Tewa, No. 16 in as the FLEX,

«This is a straight substitution,

* Go to the underworld and get the sub.

«Cirele the sub to show she has been
used.

* Put the sub in the Here & Now for the
position she is going in for.

« Circle the *X” - there cannot be two
uncircled players in the same slotin
the Here & Now.

+ This sends the DP, No. 2, back to hit-
ting only.

*You are playing with-ten (10) - no Ac-
tive X7

‘Change No. 12; — Donna Miller, No.
2, {the DP) will play defense for Leti-
cia Jones, No. 14,

« Miller, No. 2, is the DP.

+ The DP can play defense for any play-
er in the lineup.

« If the DP plays defense for any player
other than the FLEX, that player be-
comes a ‘position’ player and has not
ieft the game,

» Since no one has entered or left the
iineup, you do not need to record it, but
you do need fo report it
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Change No. 13: — Reenter Nicki Carter, No.
17, the FLEX and she will also hit.

*» Reenter means you are dealing with a starter,

+ Go to the Real world and find the starter.

« If she is not circled she can go back in.

+ Since Carter is coming back into the game,
there can be no other players in her slot in the
Here & Now.

* Circle No. 16 - she becomes History.

» The Twins are going Active again.

* Pugan “X7 in the DP slot. Carter is the FLEX,
and she can legally play offepse for the BP.

« Circle No, 2. You cannot have two players in
the same slot in-the Here & Now so when
Carter goes up to hit, Miller, No. 2, nmust
leave the game - she becomes History.

* You are playing with nine (9) - an Active “X".

That is it! The game is over. You have had thirteen changes. Many have involved the DP
or the FLEX.

Look at your lineup card. It is clear, clean, and concise. No name or number is obliterat-

ed.

This system works. It has its own checks and balances incorporated into it. By using it
meticulously, it will not allow you to permit an illegal change.

Work through these changes several times on your own (without looking at the answers)
until you feel comfortable with the system. In Appendix E, there is another set of
changes and a copy of the final lineup card for those changes. Test your proficiency with

this guiz,
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