
GUIDE DES MARQUEURS | Niveau 1 

POSITIONS BY NUMBERS 

A BATTER GETS ON BASE 

1- Advance the runner by tracing a line towards the base where they now are.
2- Circle the code that explains how the batter got on base.

• If the code isn’t on the scoresheet, write the code on the outside of the line.

Base on balls: BB 
Batter hit by pitch: HBP or AL 
Single: 1B 
Double: 2B 
Triple: 3B 
Homerun: HR or CC 
Dropped 3rd strike: KPB
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1- Pitcher (P)
2- Catcher (C)
3- 1st base (1B)
4- 2nd base (2B)
5- 3rd base (3B)
6- Shortstop (SS)
7- Left field (LF)
8- Center field (CF)
9- Right field (RF)

10- Rover
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1- Pitcher
2- Catcher
3- 1st base
4- 2nd base
5- 3rd base
6- Shortstop
7- Left field
8- Center field
9- Right field

10- Rover

SCOREKEEPER MEMORY-AID

BEFORE THE GAME: 
- Arrive 30 minutes early
- Ask the teams for their line-ups
- Prepare the scoresheet (headers and

batting orders)

AFTER THE GAME: 
- Have the scoresheet signed by the

umpires and the coaches of the 2
teams.

- Give the scoresheet to the right person
based on what is asked of you by your
league or association.

- Give a copy of the scoresheet to each
coach.

A BATTER GETS ON BASE 
BB: Base on balls 
HBP or AL: Batter hit by pitch 
1B : Single 
2B : Double 
3B : Triple 
HR or CC: Home run
KPB : Dropped 3rd strike  

A BATTER OF RUNNER IS OUT
K : Strike out 
F + position: Fly ball caught by a defensive 

player 
G + position: Ground ball (the defensive player 
gets the batter-runner out themselves 
G + position - position: Ground ball (the 

defensive players throws to another player) 
BOO: batting out of order 

* Do not forget to write the number
of outs.

ADVANCING A RUNNER 
SB: Stolen base 

OTHER 

End of an inning 

Pitching change 

In all cases in which you don’t know 
the code to indicate how the out 
occurred, simply write out in the 
diamond and write how many outs 
there are now in the bottom right 
corner.  
 

LGSA HOUSE LEAGUE:
- Mark down start time of game
- Advise umpire when clock has reached the 1h20m mark
- Umpires and 1 coach from each team  must sign scoresheet

HAVE WITH YOU:
- Pens
- Scoresheets
- Other required documents
- Watch or cellphone
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