Tim Huber- Augustana Baseball

Infield Play
1. Fielding Position & Ready Position
a. Ready- Happens when ball gets to hitting zone (hop vs. step vs. stationary)
b. Fielding- Knees bent, butt down, back flat, glove in front, fingers below the wrist 
2. Approaching the ball

a. Circle the ball, work to the right

b. Field the ball off the left eye.  Don’t let it cross the midline
c. Long step followed by wide step (stay behind the ball)
3. Glove actions 
a. When ball hits the ground show palm to the ball

b. Work through the ball (no funnel)
c. Ball closes the glove (soft hands), bring the ball to center, separate the hands
4. Picks

a. Stay on plane with the baseball (One hand play)
b. Get the short hop (good hop)

i. Good infielders don’t get bad hops (short or big hop)
5. GBR 
a. Picks (Regular or on knees)
b. Regular (soft hands)

c. Footwork

d. Slow Roller

e. Tweener

f. Step Backs

6. DP Footwork
a. Pivots= Let the ball travel, short steps on footwork

b. Feeds for SS & 2B
7. Other= Short Hop drills, Relays, 4 Corner tags, 4 Corner footwork/throws, 1B, MPD
MPD #1=2 Fungos (F), 2 P’s, No SS……F1 hits gb to 1B and P1 covers, F2 bunts and P2 & C communicate and make play to 1B, F1 hits GB to 3B for 5-4-3, F2 bunts to 3B & throw to 2B.
MPD #2= Pitchers throw a pitchout, catcher throws thru to 2B (peek at runner at 3B) and middles read the base runner, Fungo gets hit to right side of the infield, 2nd catcher rolls a bunt to 3B.

MPD #3= Pitchers throw a 59’ breaking ball, catcher blocks and recovers and throws to 3B, Fungo to P or 1B for DP, 3B makes the tag and fires home for catcher tag play, Fungo another DP ball anywhere.

MPD #4(DPs)= 2 Fungos (F), 2 P’s… F1 hits GB to 1B for 3-6-1, F2 hits GB to 3B for 5-4-3, F1 hits GP to P for 1-6-3, F2 hits GB to 3B for 5-4-3

MPD #5= 2 Fungos (F)….F1 Bunt to 1B who is charging & throws to 3B (follow and stay at 3B), F2 to 4-6-1, F1 slow roller to 3B (follow and stay at 1B), F2 to 6-4-3. F1 C pop-up  
Outfield Play- The least practiced position

Tim Huber- Head Baseball Coach- Augustana University

1. Developing a mind set 

A. Coach and Player-   Coaches need to spend time with OF’s 

a. Rotate your time during practices, have each of your players get reps at each position

b.  Work on footwork/drills

c. Aggressive mindset (go get the ball)    DON’T BE AFRAID TO MAKE A GREAT PLAY!

2. Check the Conditions

A. Weather & Surface

a. Wind (take pre-game FB’s from behind 2B), Warning track , hard or soft OF, bumpy or smooth (hit OF ground balls during pre-game), type of fence (ball bounce) 
3. Preparation 

A. Positioning 

B. Ready Position

C. The Catch- Off to side of the head, in front of the face, above the eyes (teach them to catch the ball out front- nearly an extended arm)
4. Movements/reads

A. Live BP reads- the single most important part of practicing OF play
B. Ball Flight (pull side or opposite field of hitter)

a. Pull side or center field= bill of cap- above is back, below is in

b. Oppi way= talk about ball crossing the face

C. Hit Fly Balls from Home Plate
5. Pet Peeve Play- Rep this play it will save you a game

A. Runner on 1B and base hit to OF

B. Keep batter/runner on 1B

         a)Make sure middles communicate      b)Must have an out at 3B for OF to throw there

6. Communication Rules
A. Priority for gaps=CF high and in front, LF/RF low and behind (when work with INF= OF go low)  a)Be loud and vocal- change your tone      b)Call only when you know you have the ball

7. Do or Die- OF’s opportunity to change the game

A. Cues= Maintain direction to the base, Work thru the ball, Quickness and accuracy over velo

B. Ground Ball Footwork

C. Fly Balls

D. Progression & Throws (long hop or no hop)
8. Drills and other things to work on
A. Tracking- Find the ball find the wall, Pick a spot

B. Wheel play & Slide play

C. Balls down the line (no one on base- don’t hit the cut off)

D. Dive plays/sliding catches

E. Shoestring catches

F. Drop Steps (turn head/inside turn)

G. Redirection 

H. Blind Balls

I. Wall Balls (in air and on ground)

J. Bare hand pick ups

K. Any running catches (over glove shoulder= wheel) 

