


STEALING A BASE
A runner can elect to try and steal a base at anytime BEFORE the Pitcher rolls. You must announce this
and use the ARMS vs LEGS dice roll to determine if the base is successfully stolen, or the runner is given
OUT.

However, in the event of a tied roll, the RUNNER must turn around and return to the base he was on and
the STEAL has been prevented. Whether successful or not, a STEAL can not be attempted again until after
a pitch is thrown.

POWER PLAYS
Both Teams start with 6 POWER PLAYS they can use at anytime during the game. A POWER PLAY allows
you to improve your dice roll result on certain plays.

1 x Legs Power Play - allows +1 to be added to all LEGS for 1 innings only (3 outs)

1 x Arms Power Play - allows +1 to be added to all ARMS throw to base for 1 innings only

3 x Power Hitters - any HIT (even a Bunt) becomes ‘BIG HIT’- He can be brought in at anytime to bat
1 x Relief Pitcher - can be used for 1 innings only. Nominate one other pitch to become STRIKE (le say
FAST BALL will be also be a STRIKE for the duration of the innings)

To use a POWER PLAY, simply announce at the start on an innings, or during an innings for the Power
Hitter. Flip the appropriate counter to show which POWER PLAY you are using and place to the side of
the diamond as shown below in Fig 1*

Use the other counters to mark runners on base with the team logo facing up
SAFE / OUT (tied rolls)

This is optional - In the event of tied rolls (except STEALS) between LEGS vs ARMS, you may revert to the
fielding side to roll their ARMS die to check the referee’s call of either SAFE or OUT.
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Pltchgr PS

Choking Hazard - Keep Away From Small Children

Check out our other sports! www.pocketsports.com.au



