
These notes are intended to provide consistency in development approach. 

 

We should develop umpires to actively look for the first control moment and deal with it 

effectively.  This is unlikely to include an accidental incident without intent, but even that 

might warrant a brief word to the miscreant.  Control moments could be e.g.: 

 

 A significantly mis-timed or reckless poor tackle 

 Dissent 

 Playing the ball after the whistle 

 Not retreating 5 metres immediately or not disengaging / getting out of the way 

immediately  

 Moving into/through the 5 metres around the free hit, restricting the takers options 

 Deliberate foot 

 Deliberate “tackle” with no chance of winning the ball cleanly 

 Slide tackle causing evasive action 

 

We should encourage umpires to impose a “zero tolerance” policy for such actions. 

 

“Zero tolerance” means deal with the first and every transgression; initially this could be 

a verbal warning, with cards for continuing non-compliance.  Second offence by a team – 

green card.  This does not preclude the first offence being a yellow card, particularly for 

the more serious offences! 

 

Aerial pass – if there is a free hit for the lift for dangerous play, the signal is a forearm 

diagonally across the chest, rather than using the lifted ball signal (see also below).  If 

there is a free hit for the landing, the offence is NOT dangerous play; the offence is for 

being within 5m of a falling aerial pass and the signal must NOT be two horizontal palms 

in front of the chest (i.e. the raised ball signal) – it should be the 5m distance signal, one 

hand in the air with fingers extended.   

 

Similarly, if a free hit is to be given for a raised ball striking an opponent the signal 

should be “dangerous play” rather than the raised ball signal.  Raised ball should be 

confined to first shot too high at a penalty corner.  

 

 

If in a slide tackle the tackler takes the ball cleanly but the opponent needs to take 

legitimate evasive action, then that is dangerous play and a foul is given and a personal 

penalty would normally be appropriate – probably a yellow card. 

 

We should encourage: 

 

 Calling and signalling advantage (including in the D) 

 Variation in whistle tone 

 Anticipation of the play 

 Movement to get into the appropriate position for good decision making 

 Varying position with circumstances 



 Arena Umpiring (good signals, time stopped, body language, voice calls etc., to 

keep all participants informed) 

 

We should encourage pro-active management such as: 

 

 Being approachable to players – eye contact, communication, appropriate 

comments (but NOT prolonged discussions!) 

 Calling (e.g.) “nothing there” for apparent fouls for which you are not going to 

give a free hit e.g. loud stick noise 

 Calling (e.g.) “safe” for apparent danger for which you are not going to give a 

free hit e.g. lifted ball 

 Where necessary, calling or indicating the position of hits before they are taken 

(e.g. inside/outside 23m line) 

 Calling team/colour where there may be doubt over sidelines or 50-50 hits 

 Acknowledging radio support from colleague so the players know you are the 

third team 

 Anticipate changes in tempo of game at critical times 

 Management of Benches and Spectators if appropriate 

 

Developers should avoid development during the game.  Exceptionally they could make 

a significant point at half time if necessary (technique only, not rules technicalities).  

Otherwise, feedback should be confined to a post-match debrief.  

 

Developers should avoid any specific mention of performance compared to a current or 

future grade; e.g. we should not be suggesting they umpired above grade, nor that they 

are likely to be promoted if assessed.  It is acceptable to say they can improve their 

performance by adopting the recommendations suggested.  

 

Reports: 

 

 Concentrate on the match as an overall product and not single incidents. 

 Nothing is right or wrong, but give examples of how umpire could look at 

situations in an alternative way 

 The default rating for each category should be “good” (relative to grade) so if 

there is nothing specific to say, that category should be left blank.  However, as 

much detail as possible should be included in the report to assist the umpire to 

amend his/her Development Plan. 

 Be positive, but don’t avoid highlighting issues where required.   

 Concentrate on areas for improvement; include a strategy to try, or an explanation 

on what alternatives are appropriate. 

 Summary section should not introduce new points.  Should reflect no more than 3 

good points and no more than 3 points to work on.  Umpires should not need  to 

have to change their game to achieve what they believe that particular Developer 

requires of them. 

 Use proper English; avoid “text speak” or unfamiliar abbreviations. 

 As above, do not include a grade suggestion. 



 Encourage umpires to provide feedback to the Developer  

 

 


