Advice to umpire candidates
Grades ‘C’ ‘B’ ‘A’
collated by the Domestic Officials Committee
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Umpiring has demands and consequences that are always obvious to the player or spectator. First of all you will have to stop being an appreciative viewer and learn to focus on key elements in the match, actions that often go unnoticed by the casual observer. Secondly you must study hard and fully understand the rules. You must learn both of these so that in critical situations they instantly guide your responses and clarify your decisions. You must be prepared to devote time to developing your skills as an umpire. There is no substitute for training and experience. Indeed, good umpiring often does look effortless. Most people may accept that it takes some training to become a skillful umpire, but in their heart they feel they could do the job as well. The test of an umpire comes when a decision is vital, with high stakes & intense competition, when a fine distinction must be made or a rule applied instantly and correctly. Umpires earn respect by the way they handle critical decisions.

The Umpiring Ladder
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GRADE C

A. Clothing

· Permits free movement

· Different colour to players – quickly and easily identified

· Pockets for equipment

· Suitable shoes for the playing surface used

· Peaked cap for sun

· Wet weather clothing.

B. Equipment

· Rule Book

· Distinctive whistle plus reserve

· Different sounding whistle (2 pitches close together)

· Stop watch

· Pencil, paper

· Coin

· Cards

C. Use of Whistle

· Hold in hand, not mouth

Breathing
=
Sounds

Too quick 
=
No advantage

· Use of length of whistle sound

Short

=
obvious free hit (e.g. feet), ball out of play

Standard
=
Free Hit

Long, hard
=
Warning for heavy tackle/giving cards

Series of Short
=
Unofficial warning (e.g. not retreating 5 metres)

· Different Types

Plastic

=
Ordinary or Fox 40 (very shrill)



=
Flute (when 2 pitches are close together
D. Signals

· Alert stance and definite arm signals

· Full extension of arm 
· Face pitch – never turn away

CODE OF SIGNALS (see current Rule Book)

Time Start





Advantage

Time Stopped





Dangerous play and/or bad temper

Time Left





Free Hit

Hit-in from side-line




Free Hit progressed up to 10m

Hit for behind back line



5 metres distance

Hit-in from the side-line (corner)


Penalty Corner

Bully






Penalty Stroke

Goal scored





Obstruction

Obstruction (3rd Party)

                        Raised ball

Feet








Get to know and use ONLY these signals.

E. Voice

· Limited Use

· Umpires are barred from coaching during a game and during the interval

· Umpires communication system = Whistle, arm signals, cards.

F. Fitness

· The higher level of play the more fitness required

· Fast game – physically, mentally (especially last 5-10 minutes)

· Warm Up required

· Beep Test – Umpires are expected to reach a certain level during this test. (At International level, women are expected to reach level 8 and 9 and for men 9 and 10 – depends on Grade and Age)

Game Presentation

Pre-Game Discussion  (20-30 minutes prior to game)

· Decide the half of the pitch to controlled Who acts as lead time keeper in each half
· Synchronise watches

· Discuss rules interpretations

· Pitch, areas of support, assisting signals

· Pitch areas that may require support (Penalty Stroke) – decide on signals etc.

· Injury
· Pitch marked properly – sidelines, penalty corner markings, corner, and penalty stroke spot.

· Nets properly attached

· Corner flags are properly placed

· Team colours and shirts correctly numbered

· Goalkeepers’ shirts – clashing?
· Completed team sheets – are they available?

Warm Up

· A warm up for an umpire is a necessary part of the game, to be done individually or together with the other umpire.
Pitch Responsibilities

Positioning

Being at the right place at the right time by:

· Stand facing pitch, goal on your right

· Always have a clear view of the ball.

· Play moves to your half – keep slightly ahead of play if possible.

· Move towards goal during play in circle.

· Ball over centre line to opposite end – move along sidelines to beyond centre line to assist colleague if necessary.

· Never turn back on play.

· Anticipate play – ready to reposition.

Team Umpiring

· Develop partnership with other umpire

· Teamwork and rapport achieved if umpires meet before game and agree on the system and style of umpiring to be used.

· Must agree on areas of pitch for responsibility and to assist in difficult areas e.g. goals, penalty stroke, penalty corner, corner or 14.63m hit out, play coming out of circle and any potential difficulties with the elements.

· Double whistle – should be signaled by Umpire who is responsible for that area.

· Umpire solely responsible for his half for awarding of all:

Corners

Penalty Corners

Penalty Strokes

Goals

Full length of sideline for hit-ins.

Control and Use of Cards

PENALTIES

A

Free – Hit

10- Metre advance

Penalty Corner

Penalty Stroke

B

Warning 
– 
Green Card

Suspension 
– 
Yellow Card

Expulsion
-
Red Card

COMBINATIONS

In the opinion of the International Hockey Federation Rules Board, the penalties in the Rules Book are perfectly adequate to deal with ANY offences, which may arise. An umpire is not limited to the four penalties under A above, or to the three under B, - he is entitled to combine any one under A with any one under B. There is therefore, plenty of scope to give appropriate penalties.

(a) COURAGE

Without the courage to give the appropriate decisions, an Umpire will never achieve full control and will soon become known as a “One- Down” penaliser. A particular example of a penalty not been given enough is the award of a penalty corner for a deliberate offence within the 23 meter area but outside the circle.

(b) COLOUR CARDS

The introduction of colour cards was primarily to cope with language problems. Therefore the higher or more international level of hockey, the more value there is in the use of cards. Remember they are only substitutes for verbal action at other levels and the sensible and logical use of cards is necessary.

Over use of Green cards only reduces their value.

There is no rule that after a player has been given a green card, that the next offence earns a yellow card. The particular circumstances of each match and each incident will decide this. A yellow card may well be appropriate, but a second green may equally well be correct, (although not to the same player)
If a suspension is necessary - the length of suspension is entirely at the discretion of the Umpire (min.5 minutes minimum outdoors) For more serious offences, you may extend the time for the yellow card to 10 minutes and beyond – Should you however be considering a longer suspension, it might be wise to reflect on whether a red card is more appropriate.

Fortunately, red cards are seldom necessary, but if action justifies expulsion, then Umpires must not be afraid to use this penalty. It would be a very rare situation for a second yellow card to be awarded to the same player; a red card would usually follow such an offence.

When calling to a player to give him a card. Particularly when he is some distance away, Umpires are advised to try and avoid being too authoritarian. Once a player has started walking towards the umpire, then the umpire, in turn should slowly move forward – a good yardstick is for the player to cover two thirds of the distance and the umpire one third.

Umpires should at all times avoid touching a player even when requiring him to turn around to show his shirt number to the judges table.

Umpires should avoid discussing decisions during the course of a game. If a player wants to question decision ask them to come to you at half time or full time to discuss it further, not when the game is in full swing and you need to concentrate.

An umpire should not seek to shake the hands of players after the match – allow the players to come to the umpire.

GRADE B

Introduction

· The higher standard of play, the less the number of technical errors.

· However, the reduced number of technical errors is replaced by increasing physical play, subtle infringement, and more attempts to “con” the umpire.

· Players are faster, fitter and physically stronger.

· Higher levels of matches are played on faster, smoother surfaces – Astroturf, polyturf, and sand filled pitches.

· Players have spent many hours practicing to develop highly sophisticated techniques and skills.

· Because winning is of greater importance, games are more competitive, play more intense – “a win at all costs” attitude.

· Intentional fouls become more prevalent, increased number of body contact fouls, and higher incidents of misconduct.

Requirements

· An umpire requires a sound knowledge of the rules and their proper interpretations.

· Umpires should be able to communicate clearly with the players via the whistle and arm signals.

· Positioning should be automatic and instinctive.

· Higher levels of play can be stressful – not only is there pressure from the actual match, but spectators, players, managers, coaches and other officials create added tension.

· To ease pressure the Umpire must have total control of the game: apply advantage, penalize rough or dangerous play, award appropriate penalties for intentional fouls, use progressive penalties where appropriate, recognise and deal with misconduct, yet allow the game to flow.

· The final minutes of every game are very important.

· Tension is high – feelings are strong

· Players hurry their hit ins

· The ball is hit harder to get it down the field faster.

· Due to the physical wear and tear – players are tired- body contact- and therefore because the game could get out of hand, concentration and strict Umpiring are a necessity.

Conclusion

Umpiring can be extremely rewarding and satisfying, however, considerable training and experience is needed to perfect the required skills and learn how to handle the frustrating experience, which an Umpire can and does face.

TEAM UMPIRING

A
Pre- Game Discussion


Include the reserve Umpire (if present) and conduct the meeting in a relaxed environment where no interruptions can occur.

1
Penalty Corner

ATTACKING TEAM

· Hit out consistent

· First Hit at goal 18 inches

Section Three

· Flick, scoop, push governed under rules of danger.

DEFENDING TEAM

· Breaking, play advantage to the stop and hit

· First offence – notify players

· Second offence – green card to one player

· Third offence – yellow card

· This sequence concerns the group – not each defending player.

· Ball goes beyond 5 metres of the circle = free play, no longer PC

· Involve partner so as to work together as a team

2.
Deliberate Fouls


-In mid field
            = card


-In 23 m by defence
= Penalty Corner


-In circle by defender
= Penalty Stroke (and card?)

3. 
Penalty Stroke


-
Assist fellow Umpire – check with non -controlling umpire.


- 
Non -controlling umpire watches for ball crossing line


-
Give fellow umpire time to reposition.

4.
Time Out

- 
Time in by umpire who calls time unless otherwise agreed – proximity to play to be considered.

5. 
Putting Ball into play

· Free hit, Hit Out, Corners – intent is for the ball to be played on the ground.

· Take free hits etc. from correct spot.

-
Subject to advantage – correct decision for breach is Free Hit against taker.

-
Ball must be stationery on free hit and not rolling.

-
5 metre Rule

-
1 metre rule – ball must move at least 1m.

6.
Raised Ball

· If into opponent = Free Hit to opponent

· If well executed and opponent uses stick above shoulder to stop ball = CARD

· If opponent missed ball with stick above shoulder = advantage then card.

7.
Obstruction

· Player must be attempting to play ball.

· If player puts stick over opponent’s head = WARNING.
8.
Injury

· Whose half? – Other umpire will watch players and coaches.

· Stop the game immediately if you consider serious.

9.
Blood

· Player must leave field if bleeding. Cut must be correctly dressed before return is permitted.
· Any clothing with blood on must be changed – if shirt change is required, check the number.
10.      Corner/14.63m – check with other umpire if you found it difficult to tell.

11.
Split decision – Whose ever half/closest to should take, other umpire drop signal.

12. 
Signal Advantage – enquire whether partner signals advantage or just delays whistle.

13.
Rules Interpretations – Ariel ball, lifted into circle etc

14. 
Sides


- Decide which half of the pitch to control, far side or table side (if Technical table is present)

· Field responsibility must be discussed.

· Areas of control, areas of assistance.

15.
Time – Decide who should control time for the first half if no technical table is available.

16. Uniform – Find out colour of the two teams involved in the match and then decide on umpiring colours. Take account of GK colour if possible.
17. 
Assessment and Strategy
· Discuss the coming match, how do you think the match will be played?

· Decide on strategy – long advantage or firm control in the beginning.

18.
Team Work

· When carding a player have the player turn to the other umpire to enable recording of player’s number.

· Umpires must be consistent for identical infringements.
B
Pre-Game Inspection

Walk the pitch together, as a team to inspect the following:

· Field is correctly marked – sidelines, circle, penalty corner lines, corner line, and penalty stroke mark.

· The lines are clearly visible

· Corner and centre flags are correctly placed

· There are no holes/uneven seams in the pitch particularly in the circle area

· The goals meet rule specification and are placed correctly

· The nets are properly attached and contain no holes.

· Check the colour of the teams – clashing, numbers, Captains band

· Check GK shirts.

C
Warm Up

This is a necessary part of umpiring and should be done together.

Also find time to review or discuss any last minute queries.

Be accessible to the Technical table.

D
During the Game

At no time can any one Umpire relax – both Umpires are on Duty.

· Demonstrate “Team Umpiring” – keep in contact with each other

· Support each other – off ball fouls, penalty corners, penalty strokes

· Assist each other – be alert and ready to assist partner if they are unsighted and require assistance.

· At half time discuss what has occurred, alert fellow umpire to the specifics associated with the changing of ends i.e. physical play, aerial balls.

E
Post Game

The Umpires remain as a team and leave the pitch as a team. Allow a little recovery time after the match to collect thoughts and to relax prior to discussing the game in a constructive manner.
F
General Discussion with the Entire Umpiring Team

Usually with an Umpire Coach/Manager - This generally occurs in a relaxed environment where people share ideas and past experiences; the situation enhances continued learning.

G
Control 

High caliber teams are quick to take advantage of an Umpire’s lapse and when an Umpire loses control, re-establishment is difficult to gain.
Avoiding Possible Problems

1. No Guessing

· Never guess that a breach of the rules has been committed – you lose confidence of the players. Act and react with what you see.
2. Anticipation

· Mobility, positioning, and teamwork with the other Umpire should reduce the number of possible problems.
3. Disagreements

· If players verbally disagree, direct dissent should be penalized.

· The player concentrating on bothering the umpire is letting the team down.

· Once the game is ended - possible discussion with players may occur.

· Discussion is good – debate is a hindrance.

4. Head Turning

· During the seconds after blowing the whistle, personal fouls can occur.

· Therefore, to maintain complete control, the Umpire must watch play at all times.

5. Ball Watching

· Tendency to watch the flight of the ball only, instead of the ball and the actions of individual players.

· Each Umpire must develop the ability to view more than the immediate playing area – widening of vision.

6. Clock Watching

· Usually occurs within the last few minutes of a game when the Umpire is responsible for keeping time.
· Whenever possible have another person keep time.
7. Face Watching

· Keep eyes on players, particularly if calling them over, but avoid tendency of looking at players’ faces following a goal as facial expressions of dejected or elated players can easily break an Umpire’s concentration or lead to loss of confidence etc. (be aware of potentially explosive situations!)
ADVANTAGE

Rule 14, (Penalties)

“Advantage.  A penalty shall be awarded only when a player or team has been clearly disadvantaged by an opponent’s offence”.
This gives the Umpire the authority to disregard certain breaches of the rules in the interests of the non-offending team. Play is permitted to continue without stoppage.

How to apply advantage:

1. Recognition

· To consider applying advantage, the Umpire must possess the ability to recognise that a foul has occurred. Remember possession of the ball is not always an advantage.
2. Delay

· Signal but delays whistle to see if there is a good opportunity for the non-offending team to proceed.

3. Opportunity

· Having decided that the opportunity to play is present, the Umpire must allow play to continue regardless of how play consequently develops. Beware of “double advantage”.

THE DECISION TO ALLOW PLAY TO CONTINUE NEGATES ANY DECISION TO PENALISE. (Apart from personal penalties, this can be given at the next appropriate stoppage of play).
When to Apply



When Not To Apply

- Mid field play



- Attacking team fouls in circle

- At free hits, 14.63m hit ins.


- Fouls that constitute dangerous play.

- Defender fouls in circle

- Right side attacks
COLOUR CARD SITUATION

1. Hitting the ball away after the whistle has blown (if ball is stationery and Free Hit ready to be taken – Yellow Card).

2. Pushing off a player – Green

3. Jostling for position on free hits, push-ins etc. Often this happens with at least two players involved. Use whistle warning first and signal for both to stop the pushing and separate - both players could be carded. The cards should be given when excessive body contact is involved.

4. Delay of game – breaking deliberately on a penalty corner. Use of the whistle warning first, but if a player or players persist then award the Green card. Then there is an option of calling a Penalty Stroke, or awarding a yellow card.

5. Player X is about to take a free hit, player Y runs from behind X and places their stick in front of the ball preventing Player X from taking the advantage of having the free hit taken quickly – Yellow Card. Retreating slowly or with stick held out towards ball – Green.

6. Any abusive language or gestures directed toward an umpire – at least a Green card. Any racial comments to an opponent, umpire or official – minimum yellow card.

7. Deliberate tripping or stick slashing, again depending on the degree of intent. These actions could result in a yellow card situation.

8. Holding a players’ uniform to prevent them from playing the ball.

9. Persistent body contact – elbowing an opponent.

Yellow Card

1. Any repeated technical offences.

2. Any non-deliberate but excessive physical contact or use of stick.

3. Any other misconduct.
Red Card

1. Any deliberate excessive physical contact.

2. Any deliberate use of equipment against a player/official.

3. Any fighting.

4. Any gross misconduct not covered by above.

5. Repeated “Yellow Card” offences
GRADE A

1. Read and apply all advice given to you as Grade B Candidate.

2. Look at Test Form and the Advice to Testers, which will give an idea of what is required.

Knowledge and Application of Rules

· Rules Books

· Interpretations

· Obstruction

Control

· Control 

· Consistency

Signaling and Whistling

· Clear, firm

· Advantage signal
Positioning and Mobility

· Concentration

· Observation
· Anticipation
· Fitness
Use of Advantage

· When and when not to use.

Co-operation with Colleagues

-Team Umpiring

3. Feel free to talk to any Grade ’A’ Umpires at any time. For more formal enquiries / advice etc, you should contact the Domestic Officials Committee.

National Badge

Any Grade A Umpire that is appointed to a Junior or full International match by the Officials Committee will be awarded their Scotland National Badge.
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