
2021 Game Day Director Duties

Opening the Park/Pre-Game Responsibilities
1. Please arrive no later than thirty minutes prior to the scheduled game time.
2. Unlock the base/equipment room (see instruction), umpire room, and bathrooms.
3. Put garbage bags in each garbage can.  Tie a small knot at the side and top so the bags don’t fall into the can.
4. Make sure the bathrooms are clean and have toilet paper.  If not, fill the toilet paper.
5. Hook up the scoreboard control boxes on each field. DO NOT let the kids hook up the
scoreboards. The power switches for the scoreboards need to be turned on and are
located in the base room inside of the cabinets where the light switches are (Ormsby,
Welsh) and in the umpire room (Nickolaou).
6. Introduce yourself to the concession stand manager.
7. Make sure all managers for our league are aware that you are the official
commissioner for that time slot.
8. Make sure that the respective teams on each field have the field ready for play
(chalked, bases in, any softball, rookie pitching rubbers removed, etc.)- this should be
completed at least fifteen minutes prior to the game.
8. Verify that all umpires are present.
9. For Ripken A/B and Rookie A: Distribute pitching log sheets to respective managers for them to fill out and 
return to you at game's end. These can be found in the Ripken slot under the cabinet in the base room.

During Games/End of Games
1. Be visible to all games involving our league. Do not camp out at one field and watch
that game and completely ignore the others.
2. NO bikes, rollerblades, skateboards, dogs, or rock throwing in the park. All bikes are
to be parked at the bike rack at the park's entrance, all skateboards must be in hand, all
rollerblades must be taken off. Repeat offenders throwing rocks should be asked to
leave or forced to sit with their parents/in the stands. These are all safety/insurance
risks.
3. Keep an eye on kids just hanging around-make sure they're not causing trouble.
4. Handle on-field disputes, but only if the umpire asks. Do not get involved in
judgment calls, ONLY rules interpretation. There will be a copy in the base room. Protests must happen before 
the next pitch, and the $25 protest fee must be paid at that time. Call the league president immediately to notify 
him of a protest.
5. Check to see if umpires need water. They are generally allowed one complimentary
bottle, but on hot days/nights this can be increased at your discretion.
7. Monitor each game's progress and make sure they are moving. If a particular game is
slow-moving, urge the umpire to keep it moving between innings, keep reminding
him/her and issue the warnings to the managers about not getting in the full game
unless they get moving. Encourage an early start to the game if all parties are ready.
8. Maintain bathrooms as needed.
9. Turn on lights as needed-all are located in the base room cabinet.
10. Monitor scoreboard control areas.



11. Keep fans, coaches, and players under control. You have the authority to ask
anyone to leave the ballpark at any time for any misconduct and/or rules
violation. Anyone ejected from a game must leave the park-escort that person
to their car or to Ridge Road in the case of someone without a car. If the person
in question refuses to leave, the Homewood Police may be called to assist.
12. Make sure each side is cleaned after the game-including dugouts and stands. The visitors are responsible for the 
garbage cans. Garbage cans are to be emptied by the respective teams, not the commissioners. All garbage bags 
should be deposited in the big dumpsters behind Ormsby.  All garbage cans can be turned over when they are 
emptied at the end of the night. Make sure that the fields are raked and bases put away (if last game of the night). 
Players are not to receive treat tickets until this is complete.
13. Make sure the home team puts the tarps on the batters box and pitchers mound if it’s the last game of the 
night.

Closing The Park
1. Tell any kids just hanging around to leave the park upon completion of all games.
2. Unplug all scoreboards and return to the base rooms, and turn off power supplies.
J. Turn off lights on Welsh and Nickolaou as those games end (after everyone has
cleaned up, etc.)-this will move people to the front of the park. Leave Ormsby
lights on until everyone has left the park, even if the Ormsby game has ended.
4. Check bathrooms and umpire room, make sure nobody is in them, tum off lights/lock.
5. Escort the Stand Manager to his/her car.
6. Check the base room, make sure nobody is inside, turn off Ormsby lights, lock base
room door. All lights are supposed to be off by 10:30.

UNLOCKING BASE ROOM, BATHROOM, UMPIRES' ROOM
There should be a key on the wall that will unlock all three rooms. The combo to that
lockbox will be announced. The bathroom and umpire room are no problem, but the base
room requires specific instructions.

Unlocking the Base Room
1. Unlock the upper and lower deadbolts.
2. Unlock the center lock and pull door open- the alarm will start to chirp. You have
sixty seconds to disarm the alarm.
3. Proceed to keypad, if the numbers are covered, use right index finger to pull open the
cover (on right side of box).
4. Enter the four-digit code followed by the "OFF" key (this is also the #1 on the keypad)
5. You may now proceed with your duties.

Locking the Base Room
1. Close all doors and make sure you can get out of the room by being familiar with the
locking mechanism of the center latch. There is a vertical sliding bar to hold the bolt
open if you hold the inside knob and then push up the sliding bar.
2. Stand still in front of the keypad.
3. Wait for green light, indicating that the motion detector above you does not see any movement.
4. Enter your four-digit code, followed by the "AWAY" key (this is also the #2 key).
5. The word "ARMED" will appear and the red light will light up. You have ninety
seconds to get out-make sure the center lock bolt is released and close the door.
Lock the center lock if not already locked.
6. Lock the upper and lower deadbolts.


