Basketball Drill 

Purpose 

Learn how to drive through the ball, and follow through with your swing. 

Equipment: 

Bat, Basketball (deflated), Hitting Tee, Backstop 

Procedure 
· Place a deflated basketball on a tee about 10 -20 feet in front of the backstop 

· The batter takes a normal swing and follows-through right through the basketball 



Key Points 
· Make sure the basketballs are deflated 

· Unless the player makes a good strong follow through, the ball will not go far 

Pepper Drill 

Purpose 

To have hitters develop better bat control and a short, quick swing. 
Batter can also practice bunting in pepper to improve bunting skills. 
Fielders work on short toss and fielding ground balls. 

Equipment: 

Bats, baseballs 

Procedure 
· Have the player hitting stand approximately 20 feet away from three fielders, who position themselves two feet apart. 

· The player should hit the ball using a short, quick, downward stroke. And hit the ball sharply with one or two hops (ground balls) to the fielders. 

· A fielder fields the ball and quickly tosses a half to three-quarter speed pitch back to be hit. 

· The hitter should hit the ball where it is pitched. 

· Preferably use four players in this drill and not more than five. 



Key Points 
· Emphasize hitting inside pitches 

· Have batters hit the pitches in the middle to the fielder directly in front of them. 

· Outside pitches should go to the fielder to the right (for a right-handed batter). 

· To make the drill more difficult, have the players use two baseballs at once. This keeps the hitter constantly ready to swing and fielders always heads-up. 

2 Ball Soft Toss Drill 

Purpose 

Works on Eye hand coordination - More batting reps 

Equipment: 

Bats, baseballs, Backstop 

Procedure 
· Have players pair up; one feeds (soft toss) and the other hits 

· Player kneels opposite batter with a bucket of balls 

· Player softly tosses 2 balls into hiting zone of batter 

· Player calls top or bottom ball as balls are released 

· The hitter hits the called ball into the fence 



Key Points 
· The hitter learns to concentrate and keep the weight back. 

· Live hitting with out the need of a batting tunnel or field 

· If a player hits under the ball, he or she will hit the top of the backstop. 

· If a player hits on top of the ball, he or she will hit a ground ball that rolls into or hits low on the backstop. 

Base Advance Drill 

Purpose 

Runners to to learn how to take the extra base. 
Fielders to Challenge the runner 

Equipment: 

Baseball field, fungo, baseballs, helmets 

Procedure 
· Players put on helmets and line up at home. 

· Nine players with warm, loose arms take the field. (You can also use just outfielders.) 

· A coach stands at home with a fungo bat and plenty of baseballs 

As the coach hits the ball into the outfield on the ground, a player runs to first, rounds the bag, and reads the outfielder. The runners can stay at first or try to advance to second. 

Key Points 
· A coach in the outfield can make sure the outfielders don't break in too early. 

· Outfielders can also work on their defensive skills. 

· Runners should run hard between home and first, andticipating going to second base. 

· Runners should work on learning which hits they can take the extra base on. 

Cutoff & Relay Drill 

Purpose 

To work on the mechanics of relay and cutoff skills and show players how they can contribute to a team defense. 

Equipment: 

Baseball field, baseballs 

Procedure 
· Place a team on the field. 

· Each infielder has a ball (except for the pitcher and catcher). 

· Stand in shallow outfield and call out the number of runners on base. 

· Each infielder, one at a time, calls out the number of outs and throws a simulated hit to the outfield, anything from a single or a double to a sure out. 

· The drill starts with the third baseman, and the other infielders wait until the previous cutoff or relay play is complete before taking a turn. 

· The catcher directs the cutoff players to their positions and calls the play. 

Key Points 
· Use every base running situation possible to practice the spectrum of cutoff and relay plays. 

· Watch each infielder's and outfielder's throwing, catching and fielding mechanics, and check that each player makes the proper choice about where to throw the ball. 

Relay Line Drill 

Purpose 

To improve relay technique. 

Equipment: 

Baseball field, baseballs 

Procedure 
· Using all your infielders, line them up in a straight line from home plate to a spot in the outfield near the fence, separating them by approximately 90 to 120 feet. 

· An outfielder then will start the drill by picking up a ball near the fence and delivering the throw to the first infielder. 

· Each infielder will then complete the relay technique to the next infielder until the ball reaches home plate. 

Key Points 
· It is important that each infielder handles the ball and exhibits both visual and verbal communication, coupled with proper footwork. 

Slow Roller Drill 

Purpose 

To work on the first baseman's and third baseman's abilities to field slow rollers and bunts. 

Equipment: 

Baseball field, baseballs 

Procedure 
· Place five to six baseballs in a straight line from home plate moving out toward third base, beginning about 20 feet from the home late area. 

· Balls are about three or four steps apart. 

· The third baseman reacts to each ball as if it is a bunted ball. 

· Drill the first baseman by placing balls up the first base line in a similar manner. 

Key Points 
· Stress the importance of your third baseman catching the ball off his or her right foot and throwing in the same manner. 

· For drill purposes, have your players field the ball with both hands, although quite often when a ball is not moving, its acceptable to let them field bare-handed this could be a variation in this drill. 

· Drill a first baseman in much the same way. 

· Your corner infielders must posses the ability to field bunts, and this drill will enhance these skills. 

Hockey Drill 

Purpose 

To practice fielding fundamentals and game reactions in situations where players can't predict the bounce of the ball. 

Equipment: 

Backstop, baseballs, fungo bat 

Procedure 
· Separate players into two teams, and put one team on each side of the backstop, which serves as a goal. 

· Each team rotates a "goalie" to defend the goal (about 10 feet wide). 

· The coaches hit ground balls in an attempt to score on the goalies. 

Key Points 
· Start out slowly and increase the tempo as the game continues. 

· Make sure the players field the ball out in front of the body and that the head is down on the ball as it enters the mitt. 

Target Drill 

Purpose 

To help players learn the proper release point for throws of various distances and increase their throwing accuracy. 

Equipment: 

Baseballs, Backstop 

Procedure 
· Players stand about 10 feet from the backstop with a number of balls. Create a series of targets at different heights on the backstop (towels work well). 

· Executing the proper fundamentals, the players practice their release point by trying to hit the targets. 

· Players retrieve their own balls. 

· Increase distance (15,20, 25 feet) after successful throws. 

Key Points 
· You can have four or five stations going at the same time, if you use both sides of the backstop. 

· Watch that your players the ball over the top rather than sidearm. 

· Players should stride toward the target. 

· This leads to proper follow-through and less strain on the arm. 

Bucket Drill 2 

Purpose 

Work on ground Ball fielding 
Throwing Accuracy 

Equipment: 

Bat, bucket of baseballs & extra garbage can size bucket 

Procedure 
· Coach is at 2nd base with bucket of balls 

· Place a large garbage pail (33 gallons or larger size) on its side, atop home plate so that the opening faces the diamond 

· Players make 2 lines in right and left field 

· Have the first two players in each line break away from their groups and assume a normal ready fielding position. 

· Throw a soft pop fly into the air for the fielders to catch 

· After the catch, they crow hop and throw the ball at cutoff-height to home plate 

· Instruct them to throw the ball into the bucket with the ball bouncing once or twice prior to home plate 

· each throw the players rotate 

· Repeat 



Key Points 
· Emphasize proper fielding techniques 

· Set up beneath the ball with momentum going forward toward plate as the catch is made 

· catch the ball above the bill of the cap slightly off-center toward the throwing shoulder; glove fingers are pointed to the sky (not turned toward the horizon) 

· Throwing skills include aggressively squaring the body to the target, the crow hop; correct arm extension with fingers atop the ball and pointed straight back; grip the ball across the seams; hip roll and follow through 
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We use this drill at the beginning of the season. It gives players a lot of reps at fielding ground balls and fly balls. It is a great drill at the beginning of the season as a judge to see which players are outfielders and which are infielders.

The drill requires two fungos, one on the first base side of home and one on the third base side of home about half way between the bases. The drill works best with 10 players. Each fungo has a shagger. Align four players at the infielder positions. The other four players should play outfield, with a LF, LCF, RCF and a RF. The 1B fungo hits ground balls to the third baseman and shortstop who return the ball to his shagger. He then hits fly balls to the LF and LCF who relay to the 3B and SS respectively. The 3B fungo hits ground balls to the 2B and 1B who return to the third base shagger he then hits fly balls to the RCF and RF who relay to the 2B and 1B respectively. After three reps the players rotate.

The 1B becomes shagger for the third base fungo, while the 3B shagger moves to LF. The RF becomes shagger for 1B fungo, while the 1B shagger moves to 3B. All other player rotate to the position on their left.

If you have more than 10 players this is also a great time for you to have your pitchers and catchers working off to the side, out of the way of badly thrown balls.

This can be a little dangerous if not done with caution since two balls are going at once, but it is a great way to evaluate the players and the rotating keeps them from getting bored.
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For kids from 5 years to 10 years old, one of the most frustrating drills for the players and the coach is the warm-up throws.

No matter what you say, the two lines will grow farther and farther apart, the kids will start throwing humongoid rainbows to each other and they will spend most of the drill running after the balls.

But this is a necessary evil as the kids need their arms and shoulders stretched and warm and they need to develop catching and throwing, or else they will be playing defense all day long.

Here's a drill to get your team to stop playing FETCH and to start playing catch:

First, circle up your players with 15-20 feet between players and coach in the middle. Give one player a ball and have them throw to the next player (clockwise or counterclockwise). Have them throw around easy until you get 2 laps and expect them to drop it a few times.

After 2 laps, tell them you want 2 more laps faster but anyone who drops a good throw or makes a wild throw will owe a lap around the outside of the circle.

You can inject a 2nd ball and a 3rd ball if they get going good. Also, you can develop the relay-pivot maneuver with this same circle drill.

You'll be amazed at how the challenge aspect of this drill perks of their enthusiasm and skills!! It really works.
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This is a fun drill to help the 1st and 2nd graders I coach develop good hands, quick release, and hustle to a loose ball. I have the players line up accross from a partner about 20 feet apart. They are to make good throws back and forth as many times an they can while I count down from 30 to zero. The player who does not have the ball at zero wins. (Winning usually puts you in the first group for batting practice.) You should see the kids scramble for a dropped, or passed ball. Baseball is fun. Let's make practice fun too.
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This fielding drill is called the "Double play drill". You will need a catcher, two players at 1st base, and the remaining players evenly divided at the shortstop and 2nd base positions.

The coach hits a ground ball to the SS position, the 2B player runs to 2B and then pivots and throws to 1B. The two players then go around to the end of the opposite line they came from.

Once everyone has had a chance to field at the SS position the coach then hits the ball to the 2B position, the SS covers 2B, then pivots and throws to 1B.

Once everyone has had a chance to field at 2B the coach then randomly hits the ball to either the SS or 2B position. The two players at 1B rotate positions every three catches. The second player at 1B acts as a backup for overthrows.
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This drill is designed to quicken reaction time to grounders and line drives using lateral movement. We've been doing the following for several years with our summer 12 year old traveling squad.

At the end of each practice the entire team competes in a contest to see which player can keep the most out of ten balls from hitting a chain link fence at his back. The fungo hitter stands only thirty-five or so feet from the fielder. The fielder has 20 feet of fence to cover. The fence is 6 feet tall. We hit to the left and the right, up and down. The pace between fungos quickens. A clean catch is not necessary to score. The player need only keep the ball from hitting the fence to his rear. By the end of the summer players need from between 8 to 10 out of ten to win. (PS. I caught for FSU from '59-61. Love to hear from anyone on that squad.
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Too often, young players make the mistake of fielding ground balls with their mit on the ground, directly below their crotch, rather than extended out in front of them. This drill helps ensure proper extension.

Lay a bat on the ground perpendicular to a line of players. The first player in line should be 6-8 feet from the bat in a ready position. Coach is 8-10 from the bat, opposite the players. Coach rolls ball toward the bat. Player must approach the ground ball and assume a good fielding position right at the bat, without his feet touching or going over it. In order to prevent the ball from rolling into the bat the player must have his glove extended, rather than hanging directly down below his crotch. Once player secures the ball he sprints forward and places the ball at the feet of the coach who is already rolling a ball to the next player. Continue until all players have had sufficient reps.
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How many times do players, especially young ones, pull up too fast on a grounder in anticipation of making the throw to first only to leave the ball back on the ground or bobbling it because they have taken their eye off the ball. This drill helps teach the players to look the ball into their glove before they set and throw to a base. Since they have to read the number on the ball, they learn to pick it up and handle it first before throwing it. It also helps teach reacting and throwing to different bases.

Players line up between third base and shortstop position facing a thrower at home. There is one player at first base and one at second base. The thrower has 12-24 balls with either #1 or #2 written on the ball. 

The thrower rolls a ball to infielder who fields the ball and reads the number on the ball.
If ball = #1, throw goes to first base. First baseman throws to second base. Second basemen runs the ball to the bucket that is at the shortstop position. The players rotate while ball is being put in the bucket (fielder goes to first, first baseman goes to second, and second baseman goes to end of line).

Once the ball is put in the bucket, the next ball is rolled. If ball = #2, throw goes to second base, second throws to first, first throws back to second and second baseman runs ball to bucket as the players rotate again. 

Each time throw is made, player must tag base before next throw is made. Wild throws must be retrieved and the base tagged before the throw to the next base is made. Any of the three players can retrieve wild throws but the ball must go back to proper base before next throw.

The drill can be turned into a competition by splitting up into teams and simultaneously conducting the drill (other team starts in between home and first and throw to third for #1 and home for #2) or timing each team on how long it takes them to complete 12-24 balls. Emphasis should be put on setting the feet to throw to the proper base and that making good throws will avoid lost time chasing after wild throws. As players advance, make sure proper footwork for tagging a base and throwing to the next base is taught.
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Purpose:
1. To improve the players overall conditioning.
2. To improve the player's ability to move laterally and to assume a good defensive position in fielding a ground ball.

Procedure: The drill has one tosser and one player, who are 6-7 feet apart facing each other. (Pairs) Drill can have as many groups as desired.

The tosser rolls a ball about 5-6 feet out to the side. The player moves on a semicircular path to field the ball. After picking-up the ball, the player throws the ball back to the tosser. The tosser then rolls a ball about 5-6 feet out to the opposite side, and the player fields the ball in a similar manner. The drill sequence is repeated from five to 10 times depending on the player's conditioning level.

The number of repetitions is increased as the the players conditioning level improves. It is important for the player to field the ball by moving on a semicircular path in order for the drill to be effective.
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Need a drill that enables your infielders to get maximum reps on ground balls and throwing to first, in a short period of time. "Three Bag" is perfect.

This drill is designed for 60' bases. Adjust accordingly for 90' bases. This drill utilizes three First Bases. Place a throw down base approximately 40' from home plate, next is the regular base at 60', then place a third bag 20' farther down the line. 3 coaches are positioned near home plate with a bucket of balls. One coach hits grounders to the third baseman (he throws to the bag at 40'). Another coach hits to the SS (he throws to the normal first base bag). The third coach hits to the second baseman (he throws to the bag at 80') It may sound confusing, and a lot is going on with three coaches hitting grounders at the same time, but a tremendous amount gets accomplished. Each infielder will get numerous ground balls and throws across the diamond.

Additional Drill Organization:
A) Each first baseman can have a bucket to toss his balls into, or if you have limited balls, he can "lazy toss" back to the coach.
B) You probably don't have three first baseman. Adapt and use additional players (such as a cather) for this particular drill.
C) Each time you do this drill you might focus on something different (ground balls to the left, ground balls to the right, slow rollers) Or you can alternate during the drill, spending 3-4 minutes on each type of ground ball.
D) Don't forget the value of this drill to your first baseman. They should be working on proper stretch, scooping balls in the dirt, tagging down on a high throw as they would in a game, etc.
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As a Tee-ball Coach working with beginners we do our best to come up with catch phrases or anything that will help them remember how it feels to do it right. One of the ways I have found that helps the youngsters in remembering to field the ball with two hands is simply with two rubber bands. Simply tie the rubber bands together forming a figure 8 and put them around both wrists, you can have several sets of these so you can do this drill quicker. Each player takes 5-10 grounders, and as they field each ball, they obviously can not throw so you have them move their feet and body into a throwing position. The rubber bands help make them keep their hands together by the resistance of the rubber bands. This will help in getting them to use both hands together to feild the ball. After you have done this, take the rubber bands off, and have them do the drill again. This time, have the kids make their throw. It is amazing how well this drill works. Another benefit of the two hands drill, is helping younger kids who cant quite "squeeze" the glove yet, or have a new glove not yet broken making it difficult to keep the ball from "popping out."

Note: Obviously you must be careful to properly supervise young kids with the potential for horseplay with rubber bands.
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Split your team up into an A and B team. Have the A team spread out between second and third base and the B team spead out between second base and first base.

Once this is accomplished, have a coach (from home plate) hit ground balls to each teams side. If a ball gets through on either side of the infield and makes it to the outfield grass, then that team receives a point. First team with ten points losses.

Kids love this game and are really aggressive (diving) going after the ball. This game has also taught my kids the importantance of backing up one another when fielding a ground ball.
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This game is similar to the Point game, but this game is an individual competition.

Have each player take a turn in the Pit. The Pit is a 8-10 feet horizontal span area up against any type of wall surface. Have each player take a turn in the Pit receiving a ground ball. If the any ball gets past the playerin the Pit, within the span area, then he or she is out of the game. For the player who field the ground ball cleanly and makes an accurate throw back to the coaches hitting, make the ground balls faster and tougher.

We usually use a soft baseball in case the ball is missed (the ball then goes directly off the wall and back towards the player) and in situations were the players are fielding cleanly and the balls are starting to come faster.
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Put a weighted donut on your regular baseball bat and hit eight baseballs.(overload)

Hit eight baseballs with a fungo bat.(underload)

Hit eight baseballs with your regular bat.

I conduct this drill in a soft toss situation and do 2 sets 2-3 times a week. Over the course of 4 to 6 weeks you should see a positive increase in bat speed.
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Purpose: Development of quicker hips and the relationship of hip speed to the entire swing. 

Procedure: Place a bat behind the waist, horizontal to the ground, and use a glove as home plate. While holding the ends of the bat in the hands, assume a normal batting stance and watch an imaginary pitch being delivered. Execute a stride and quick turn using the bat to help turn the hips faster. Finish in the proper contact point position.
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One drill we use is with wiifle balls and badminton birdies. The main purpose of the drill is to teach the players to "stay back" on off speed pitches. When the whiffle ball is thrown you will get a simulated fastball. When a birdie is thrown it starts at the same speed as the wiffle ball, but will die down and drop. Players need to learn to wait for the birdie to get there.

Another drill we use is set up like soft toss. The feeder bouces the ball in front of the batter. He then says "fastball" or "curve." If he says fastball, the batter should swing at the ball on the way up from its bounce. If the feeder says curve, the batter must wait for the ball to come down from its apex.
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Our throwing drill that we use is called the "8-Ball Drill". It is divided into eight steps:

1) Player stands shoulder width apart, puts throwing arm up at 90 degree angle, holds elbow with glove, and throws ball to partner using just his wrist action.

2) Player sits with legs spread and has arm in same position, only this time he can use from his elbow up and throws the ball to his partner.

3) Player remains sitting, only now he can rotate his hips and turn his upper torso to throw the ball. Follow through is not necessary yet. There is an emphasis on using the glove arm or elbow to direct throw.

4) Player now goes to one knee. He rotates his hips and upper torso and throws the ball, only now he puts the emphasis on following through across his knee, which is raised.

5) Player now stands with glove arm closest to partner, and feet shoulder width apart. Using all of the above steps, he throws the ball concentrating on follow through, only he cannot move his feet.

6) Player now goes to the post position as in pitching, and throws the ball using the above steps. Emphasis in this step is balance at the post position.

7) Player now uses all the steps above, crow hops and throws the ball to his partner. Emphasis in this step is on proper technique of the crow hop.

8) Finally, the last step is long toss. Additionally, we add playing quick toss to the last step, primarily intended for the benefit of the infielders. They stand about 10 feet apart and toss the ball to each other as quickly as they can for one minute. You can even keep track of the number of catches to turn this into a competition. Emphasis here is on a quick release and concentrating on the ball entering and leaving the glove (transferring).

	

	
	HIP TWISTS: Hitter places bat (stick, broomhandle, etc.) behind back on waistline.  With hands gripping the bat from behind, get in stance.  Take inward turn, stride and stop.  Then take top hand (i.e., right hand for RH hitter) and forcefully pull bat around waist, rolling up on back foot (squishing the bug) with head down, toward imaginary ball.  Knees and belly button should then be facing the "pitcher."  Go back to normal stance and repeat.  Doing this 10  20 times a day programs young hitters to get that lower body working correctly without conscious thought (Muscle Memory).  
FENCE DRILL: (Designed for hitters who extend their arms and hands too early in their swing {casting}, sweeping at the ball.)
Have hitter take batting stance with the outside of the rear end against a fence or wall.  The object is to have the hitter take a normal swing without making contact with the fence or wall.  Start in slow motion, for obvious reasons.  Improper swing and bat angle will provide immediate negative feedback.  The key here is to keep the barrel above the rear shoulder at the proper bat angle (good launch position) and swing through the ball.  If a hitter does this with hands in close to the body (inside the ball), allowing back foot to begin first, they will complete the drill properly.  If hitter takes a stride, rotates back foot and hips, keeping the bat head above the hands, hands inside the ball, and opens up away from the fence, they can swing down and through the ball without hitting the fence.  Full arm extension does not take place until immediately after contact.
WIFFLE GOLF BALL SOFT TOSS: Do this in groups of 3 or 4, with the coach soft-tossing; one player batting and the rest fielding the balls and returning them to the bucket.  Have the hitter take their normal stance, inward turn, and stride, and then hit the wiffle golf balls as you toss them.  You can make it more challenging by having your hitters use a 1.5 foot broom handle instead of a bat.  This forces the hitter to really "SEE" the ball, by keeping their head (both eyes) down on the ball, in order to make contact.  Really emphasize the "head down" aspect by making them keep their heads down, even after completion of a proper follow-through.
CHAIR DRILL: (Good drill for Uppercutters.)
Place a batting tee on home plate, with a folding chair behind the tee, with the seat part closest to the tee.  Make sure that the tee is just slightly lower than the back of the chair so that the hitter must swing with a slightly downward angle through the ball.  If the hitter uppercuts, they will only hit the back of the chair (again, providing instant feedback).  Metal chairs seem to be very effective in teaching the proper bat angle during the swing.  This drill can be taught relatively easily and is excellent for developing the necessary "line drive" stroke.
ARM ISOLATION DRILL: (Used to develop equal strength in both top and bottom arms.)
Have batter, using only one arm at a time, take stance, inward turn, stride and full cut at balls off of a tee.  Emphasize "staying back" on the ball.  Batter will need to choke up a lot, and initially need to place the unused hand under the armpit of the swinging arm for additional support.  Take about 20 cuts at a time with each arm, making sure to keep the barrel higher than the hands, and follow through.  At first, most players will find their top arm to be stronger; therefore, requiring more reps with the bottom arm.  The objective is to reduce the gap between the ability of each arm, ideally becoming equally adept with both.  (Many players suffer from a weak lead hand!)  You can soft toss to older players. 
LONG TOSS:  This is a great way to develop arm strength and it helps lengthen a players' arm.  This is especially useful for players who "push" the ball in their throwing motion.  
Start the players at 30 feet apart and gradually have them back up, eventually getting to 75  80 feet.  Be sure your players aren't straining to throw.  Have them utilize the "crow hop."
QUICK HANDS: Separate players into pairs.  Place them 30  40 feet apart.  (You should now have 2 lines of players.)  Create a race to see which pair can successfully throw and catch the most times in a 30-second period.  If a ball is thrown away or dropped, they must go back to zero!
RUNNING BASES:  Put a fielder at both first and second base.  Put helmets on your runners.  Let the kids just run wild between 1st & 2nd  base.  Tell your fielders to get as many outs as they can in a 1-minute period.  This is a fun game for both runners and fielders alike, as the fielders must learn to both throw and catch "under pressure"  at a fast pace.   They really need to be able to catch and throw the ball very quickly.  They will also have to throw accurately.  They will be forced to learn how to apply fast tags.  They will start to understand the do's and don'ts of rundowns.  This is a great learning game that happens to be a lot of fun.
GROUND BALLS
Line Drill:   Set up your fielders in rows.   Have 2, 3 or 4 stations to keep the lines short.  Hit or roll the 1st player on a line 5 ground balls and have them throw the ball back to you.  When he is done he rotates to the back of the line and the next kid jumps up.   Check to see that your fielders are staying low. Have them work on staying" under the ball."   Knees should be flexed, rear ends down, hands out in front of their body in receiving the grounder. The feet should be slightly wider than the player's shoulders.  Watch that the player doesn't turn his head away when fielding the grounder.  With young and unskilled players, you may find that using tennis balls and then gradually working up to regulation balls is the way to go.
This drill is good in that it can be done indoors and out, on a field, parking lot or driveway. It does not require much space but can provide dozens of repetitions in a short amount of time. You can isolate stance and fielding flaws and build confidence in fielders who might be frightened of the ball.  Start easy and work your way up to harder-hit balls. There is no surer way to lose a young player than to hit grounders too hard, too soon and they get hit with it.
Wall Drill:  Line up your players 15-20 feet apart facing a wall 20 feet away.  Using tennis or rubberized balls, have the players throw their ball against the wall.  Presto!  Instant grounder.  Kids can get literally dozens of balls in this fashion.  This drill is good for eye/hand coordination and you can check to see how the kids set up on grounders.  Make contests for the most consecutive ground balls caught and encourage the kids to do this drill on their own.
Infield practice:  Set the players up on the infield at 1st, 2nd, short and 3rd. Have a catcher behind the plate and a pitcher at the mound. The coach hits ground balls from home plate to all of the positions.  Have the kids field and practice making regulation throws.  Keep rotating kids in and out of positions until they have all played every position. This drill will show you what kids are capable of the longer throws and will get them used to the routines of infield play.  Keep backups at all the positions as you can expect misplays and overthrows.  (It's normal in lower level ball.) 
Keep all the kids involved by rotating often. Get the kids versed in playing several positions.   Don't lock them into only one spot on the field.  You can expand this drill by including outfielders and having them throw to bases and utilizing them as cut offs. You may also choose to include baserunners.  This introduces the element of situational play to your players. Bunts, force plays, double plays and run downs can all be simulated for the players to recognize and react to.  Using runners makes the drill more competitive and forces the fielders to respond to game-like pressure.  It also provides valuable base-running practice and is fun.  With younger players it is expected that runners will be safe most of the time as the throwing and fielding skills of the defensive players are not yet fully developed.  Watch for improvement however, and as defensive players gradually get better, the frequency of outs will increase.  Don't let the players get discouraged.  I have used a drill like this for 30 to 45 minutes and the kids have great fun with all aspects of it.
Controlled scrimmage: Put kids out into positions on the field.  Have the coach pitch as to guarantee strikes.  Let batters hit and have the fielders respond to the plays accordingly. This is a great time to work on anticipation.  Have the kids tell you what they will do with the ball if it's hit to them.  It is important for the fielders to see pitched balls hit off of the bat.   It is different than balls that are simply fungoed by the coach. This drill also provides batting and base-running practice for your players. Again, gauge your players abilities.  If they can't  play catch safely and effectively, can't do the line drill, scrimmaging is u nrealistic.  Keep the players rotating around into different positions.  Have runners wear helmets and have fun.
FLY BALLS
Exercise great caution when teaching young kids how to catch fly balls.  Start by using tennis balls or Softee Balls and toss, don't hit, them at your players.  (I witnessed a well-meaning coach hit hard balls at 8-year-old kids and it resulted in a broken nose for one of the youngsters.)  Tread  carefully.  Catching fly balls is an art that takes a long time to acquire.  Realize that many kids have a fear of the baseball, particularly those up over their head. Teach them to keep their glove fingers up and their arms extended in front of them.  
Quarterback Drill:  Give each kid a ball.  Have them (one at a time) run up to you and have them flip you the ball.  They then run approximately 50 feet and you lob a ball up for them to catch.   As ability increases, increase the length and height of the throws.      (TIP:  Encourage the kids to run on the balls of their feet.  Kids who run on their heels have a tendency to bounce and it makes it difficult fo them to track the ball.)  
RELAYS
RELAY DRILL:  Divide your kids into teams of 4-5 kids to a team.  Each team should create a straight line with the players positioned approximately 50 feet apart.  The object of each team is to throw to the next player in their line until the ball goes all the way down to the end of the line and back.  The thrower should be using the next fielders chest as his target.  Accuracy is paramount.  High, wide or bounced throws make for poor relays.  Also look that players are turning to their glove side when throwing the ball to the next player on the line.  (Right hand throwers spin to their left, Left hand throwers spin to their right.)  Have fun by having the teams race each other.  Players will learn very early that dropped or wild throws will cause them to lose the race.  Winners get bubble gum?



