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Building Culture for Game 
Speed Drills 



IT’S ALL ABOUT STANDARDS

You either live up to the STANDARD or you run it. 



Assistant Coach Standards

Serve First. Your #1 job is to make the head coach’s job easier. Do this by being a servant leader, showing up prepared, reliable, 

and ready to give of yourself each day.

Own Your Role. Act as if this is your own team. One day, it may be. Lead with the responsibility, humility, and care you would 

expect from others.

Work With What You Have. Do what you can, with what you have, where you are. No excuses, creativity, and persistence.

Protect the Culture. Enforce our team standards at all times. Protect the clubhouse. Culture is everything. 

Be a Problem-Solver. When you see a challenge, bring a solution. Do not add to the head coach’s load, lighten it.

Be Professional. Always. Your conduct, your words, your presence should reflect integrity, respect, and discipline.

Encourage and Inspire. Motivate everyone in your area to buy in to what the program needs. 

Bring Energy and Joy. Every day, bring enthusiasm, effort, and positivity. 75% of your words at practice should teach and 

inform. The other 25% should encourage, uplift, and reinforce standards.

Be Honest. When asked for input, speak truthfully. Don’t be a “yes” man. True loyalty means giving honest perspective, even 

when it’s hard.

Stay Present With Athletes. Once practice begins, coaches shouldn’t be discussing drills or arguing a point. That belongs before 

or after practice. During practice, our full attention belongs to the athletes, teaching, correcting, encouraging, and modeling the 

way.



August: Mental Game and Installs, 7th Inning Program

September: Controlled Game Evaluation Period 

October: Mental Game and Correction 

November: In Game Evaluation Period 

December: Team Competition Period 

January: Scrimmage and Live Game Period 

February – May: In- Season Games 

June & July: Evaluation and Improvement Plans 



Red = defeated 
Yellow = Distracted 
Green = In the zone, dialed in 

Recognize your signal light. 
Recognize your emotions. 
Understand where you are at. 

Sorenson (2025)



Act Different Than You Feel

How do you feel?

How you feel doesn’t mean how you will perform. 

Act different than you feel. 

Recognize where you are at, who do you want to be? 

Recognize how you feel, act differently than you feel. 

Be who you want to be. 

Standards over feelings. 

Sorenson (2025)



If you Don’t 
Control your 

mind, the GAME
will.



7th Inning Program 

1st Inning: Game is brand new, focused and excited, everyone is 
present

2nd Inning: Still focused, game still “new”

3rd Inning: Game is no longer Fresh. Focus can drift.

4th Inning: The Game begins to challenge with adversity. 

5th Inning: Results of the game changed moods. mental toughness.

6th Inning: focus turns back to the game, only 6 outs left.

7th Inning: Everyone is focused back on the game.





Friend

Definition: A friend is someone you connect with on a 
personal level outside of the sport. You hang out, share 
interests, and support each other beyond the context of 
the team.

Role: Friends are often sources of emotional support and 
companionship. They understand your struggles, cheer you 
up when you’re down, and have your back, no matter the 
situation.

Communication: Friends may not always be critical or 
push you to do better. They are more focused on 
maintaining a positive, comfortable relationship.

Expectations: The expectations from a friend are more 
about loyalty and enjoyment rather than performance.

Teammate 

Definition: A teammate, in the context of the sport, is 
someone who shares the same goals and purpose with you—
winning games, performing well, and improving as a group.

Role: Teammates are often focused on pushing each other 
to excel and maintaining a strong competitive mindset. 
They work together to achieve team goals, which can 
sometimes mean holding each other accountable or being 
more critical.

Communication: Teammates communicate based on what’s 
best for the team’s success. This means being honest and 
sometimes delivering tough feedback, even if it’s 
uncomfortable.

Expectations: Expectations are higher in terms of work 
ethic, performance, and support during the game. A good 
teammate always puts the team’s needs above individual 
wants.



Key Difference between Friend & teammate 

The main difference is focus and priority. While a friend focuses on your well-being and 
happiness, a teammate’s focus is on mutual success and growth in the sport. You can be 
great friends off the field, but when you step on the field, the relationship shifts to a 

professional, goal-oriented mindset. A friend might let things slide, but a teammate will 
challenge you if it means making the team stronger.

Finding a balance between being a good friend and a good teammate can create strong team 
chemistry, but it’s important to recognize when to switch between the two roles for the 

team’s benefit.



Brophy Baseball Leadership 

Freshman: Learning
- Good teammate traits

Sophomores: Developing/ Following
- Qualities 

Juniors: Leading
- Opportunities 

Seniors: Inspiring
- Empowering younger players 

Coaches
- Creating more leaders



August - Baseball 
Install 



Outfield Positioning



Straight Up Positioning

LF = Lined up w/ 1B & 2B

CF = Lines up w/ H & 2B

RF = Lined up w/ 3B & 2B



LHH OPPO

LF = Split 3B & 2B 

CF = 3B side of mound 

RF = Straight Up 



RHH OPPO

LF = Straight Up 

CF = 1B side of mound 

RF = Split 1B & 2B



Infield Positioning



INF: Straight UP

Normal infield depth. 



INF: RHH PULL

Left side taking away pull 

side hits down 3B line and 

⅚ hole. Give the hitter the 

4 hole and 1B line. 



INF: Straight Up - Double Play Depth

3B = Even w/ bag

SS = 5 in and 5 toward 2B

2B =  5 in and 5 toward 2B

1B = Hold runner, 2 shuffles off bag 



Defensive Scenarios



INF: Runner on 1st & 2nd, 0 out

The game calls for a bunt. 

1B: In- read 

2B: DP Depth, read to cover 1B

SS: DP Depth

3B: In - Read 

Anticipate that teams only bunt to 

move runners with 0 outs.

They can always bunt for a hit with 

1 or 2 outs but do not play for a 

bunt with 1 or 2 outs.



INF: Runner on 2nd & 3rd, 0 outs

Offense is in a score 1/move 1 AB

Corners In Situations

- Early in the game

- Willing to trade outs for runs

- Have a comfortable lead

- Force hitter to hit the ball middle

Infield Back Situations

- Have a comfortable lead

- Willing to trade runs for outs

- High “barrel” situation

Infield In Situations

- Potential of low scoring game

- Late in the game

- Force hitter to elevate the ball

- 0-3 run game 



INF: Runner on 2nd & 3rd or 3B only, <2 outs

Defense will set the hitters approach

Corners In 

- Defense is giving the hitter an RBI up the 

middle

Infield In

- Defense is forcing hitter to get the RBI in 

the air 

Infield Back

- Defense is trading the run for an out

Decision can be made off of the inning, score, 

pitcher tendencies (GB/FB) or hitter tendencies 

(GB/FB)

Giving RBI 

Middle

Taking away the 

GB RBI

Trading the 

run for outs



1st & 3rd Defense 



1st & 3rd Defense w/ < 2 outs
Offensive Options:

Straight Steal 

Safety Squeeze 

Hit & Run

Hit (Bases loaded approach)

1st & 3rd Defensive Options with < 2 outs 

Regular defense

Ground Ball = INF turn two

Fly Ball = shallow, chance for out at 

home

deep, keep runner on 

1B

Safety Squeeze: get the out at 1B 

Safety Squeeze Defense

1B: crash on pitchers leg lift, get out at home

3B: crash on pitchers leg lift, get out at 

home

^can be set up by P 3-1 move to see hitters  hands

0 outs, infield reads the runner on 3B

1B: Hold runner

2B: Halfway depth

SS: Halfway depth

3B: In 

-On a ground ball, if runner on 3B breaks home, INF gets 

the out at home. 

-If runner on 3B does not break, INF turns the DP. MIF 

positioned in/halfway to still cover 2B on SBA & DP.

-“Philly” can be called when runner on 3B is winning, 

tying, or go-ahead run

1

2

3



1st & 3rd Defense w/ 2 outs

Offensive Gimmick Options:

Straight Steal: defend with play 1 or 2

Delay Steal: defend with play 1 or 2

Play 1 = throw through to 2B, get the out @ 2B

Play 2 = MIF read runner on 3B

Play 3 = Pump fake to 2B, check 3B 

Early Break: “step off” pitcher defends

- Purpose of the play is to put pressure on the pitcher to make 

a decision. 

1- 1B = “Step off, step off”

2- P = step off, check 3B

3- If runner on 3B, jumps or is extended, get out at 3B

4- If runner on 3B does nothing, turn body, pump fake 

to 2B, re-check runner on 3B

5- If runner on 3B does nothing on 4, give the ball up 

to the MIF 

Long lead: pitcher defends

- Purpose of the play is to get the 1B to run toward 2B and 

send the runner on 3B as soon as the 1B runs with the ball

RHP: 3-1 move, check 3B then 1B runner, give ball to 

MIF

LHP: medium leg pick to 1B

1B: pump fake to 2B, check runner on 

3B

1st basemen should NEVER run with the baseball 

toward 2B - give it up to the MIF.



Regular Bunt Defense



Regular Bunt Defense: Get an out.

Hard bunt back to pitcher: check lead out, 

adjust to trail out

1B/3B: read hands - return to base if you do 

not field the bunt 

MIF: “L up” to your base 

Early Show: read for slash

3B: read

SS: creep in

2B: creep in

1B: read 

3B: Outside 45 feet, work from the line-in

1B: Outside 45 feet, work from the line-in

P: Inside 45 feet

C: Inside 45 Feet

P: cover 3B anytime the 3B fields a bunt 

Inside

Outside Outside



Responsibilities by Position 



NO ONE ON
SINGLE to LF



NO ONE ON
SINGLE to CF



Offensive Responsibilities



Safety Squeeze 1st & 3rd

Outs = 0 or 1 

Show = late, pitcher's release 

Placement = 1B side

Show late to not give away 

safety on a pitcher's 3-1 move.

Play is nearly indefensible when 

executed correctly with good 

placement and timing. Bunted to 

the 1B side because the 1st 

baseman is holding the runner 

on. 

Only bunt strikes, not a suicide 

squeeze. 

3B runner: reading bunt down & 

away from the pitcher.

1B runner: see the bunt down



Important Play

Situation: Runner on 2B - 0 outs.

(Can also be used with runners on 2nd &3rd w/ 0 

outs = score one, move one)

Goal: Move the runner to 3B

Approach: Drive the ball to the right side.

Before 2K: looking to do damage to the right side. If 

we want a soft out we will bunt.

With 2K: Find a way to get the ball to the

right side. Still need to do your job. Runner on 2B 

NEEDS to be standing on 3B at the end of an 

Important Play.

Pitch selection is key in this at bat. You

have the entire AB to execute!

RHH: looking for something over the

plate. Keep hands inside. Can back off

the plate to make everything middle/out.

LHH: Looking for something to pull. Can

get on the plate to make everything

middle/in.



Hit and Run

On the ground, out of the middle.

Hitter must make contact.

Goal: Get runner from 1st to 3rd

Counts: 0-0, 1-0, 2-0, 1-1, 2-1, 0-1*

Outs: 0 or 1

*After hitter is late on FB - assuming 

pitcher does not want to speed

hitters bat up with an off speed.

3-1: run and hit, get the runner in 

motion. Hitter only swinging at 

strikes.



3B< 2: MIF IN

Situation: Runner on 3rd base 

less than 2 outs, infield in.

Approach: Bases loaded 

approach - get something up you 

can drive!

Infield is playing in for the ground 

ball.

Pitch Selection: Hunt elevation, 

something up at the thighs.

LHH RHH



3B < 2 - MIF Back

Situation: Runner on 3rd base less than 

2 outs. Middle infield is back. Before 

the at bat check the infield and see 

where the RBI is. In this situation the 

RBI is in the middle of the field.

Approach: Drive a ball off the top of the 

pitchers mound. The hitters mistakes 

should

still give us an RBI.

RHH jam = 4 - 3 RBI

RHH roll over = 6-3 RBI

LHH jam = 6-3 RBI

LHH roll over = 4-3 RBI

We are NOT in a bases loaded 

approach here - HARD MIDDLE!



What is “fun”?







Lightning Bolt – Offense 

Situation: 1st & 3rd < 2 outs 

Offensive options: 
Inside Game: safety Squeeze 
Outside Game: Hit & Run
Hit: Bases Loaded Approach LHH H&R RHH H&R

LHH Loaded RHH Loaded



Lightning Bolt – Baserunners

Situation: 1st & 3rd < 2 outs 

Offensive options: 
safety Squeeze

@1B: Secondary, see ball down
@3B: Secondary, see ball down

Hit & Run
@1B: No picks, run w/ head up
@3B: Down angle, Back on LD, Tag

Bases Loaded Approach 
@1B: Secondary, play it Live
@3B: Down angle, Back on LD, Tag

Grass-Dirt-Grass= 2 Bases



Lightning Bolt – Defense

Situation: 1st & 3rd < 2 outs 

Infield
Turning a Double play on every Play
Infield Decoys on H&R

Ball goes Up = Inf goes down
Ball goes down = Inf goes up 

Outfield
Live until the Throw 
Bloop = decoy 
Camped = Decoy 
Executed H&R= 2nd Base
Ball in the “red” = Look to 3B



http://drive.google.com/file/d/1n0_vXQU9BJ-2Fwhs2Eluc34DCStBaXrG/view


Live Baserunning

Pitchers: controlling running game

- “Running Game 1-6”

1. Time to Home

2. Tempo (holds)

3. Pick Moves

4. Balk Pick

^Pitching coach on pitchers times

Catchers: controlling running game

- Calling running game w/ P

- Throws to 2B

^Catching coach on C pop times

Baserunners: straight steal

Goal: Pitchers/catchers getting 

comfortable controlling the running 

game. 

Runners getting comfortable with 

pitchers holding them on. 

Pitcher

Catcher

Catcher



http://drive.google.com/file/d/1WeGYJXDQ0ylZItZUlBphKYU0J5usFaqa/view




http://drive.google.com/file/d/17XaJU5jFkFzeO4CAl5olxH3nep8mIdaT/view


Inside Game Routine 

Beginning of practice: Get the bodies moving, get in rhythm with 
the baseball. 

End of practice: Live, hard 90s, pitchers are making throws 

Runner on 1B, 0 outs: Drag or “late sac” 
Runner on 2B, 0 outs: Drag 3B line or Push 
Runner on 3B, 1 out: Safety Squeeze, 1B or 3B line 

Goal: be the first pair to score. 



http://drive.google.com/file/d/1ElYz25fsYSNXUHE88YEJAqYEdmxo3n0x/view


Power Baseball – Scripted Game
Examples: 

Rd 1: 7th Inning Down 1
Rd 2: 7th Inning Down 2
Rd 3: 7th Inning, Tie Game

Rd 1: 1st inning, Down 5
Rd 2: 3rd inning, Down 3
Rd 3: 1st inning, Down 8 

Goal: Read & Response vs Read & React 



http://drive.google.com/file/d/1u6871F_GKBpqKxVrSyoG0C4scJeoEFJb/view


Offensive Stations: Mastering “The Walk”

http://drive.google.com/file/d/1UnTXchd29aBPKeWHSRe5XVwX4j_FXScf/view


Offensive Stations: Heart Rate BP

http://drive.google.com/file/d/15ZCD6ZnEzj2T4rp7cK4oXylNssKewG21/view


Carry The Club

http://drive.google.com/file/d/1bO-K-OXEfYeCMFsx0WxvPZN9FEkoYi2O/view


@joshjgarcia

@joshgar

jgarcia@brophyprep.org


