Information for first year umpires , or

“Things I wish someone had told me before my first match”

(And some hints for your first few games)

Last updated 1 August 2010 
Introduction   These are notes for first-time Shires Umpires in Sydney cricket written by someone who did it in 2002/03 and has learned that many of the things that actually happen to you as an umpire are not taught at umpire courses.

You will have received a lot of information, instruction, notes and even videos about how to do the job properly. You’ve taken the course. You’ve been told what to wear and when to turn up. You’ve read the Tom Smith manual. You’ve read the handbooks, and watched the video. You are fully prepared - except you haven’t much if any experience officiating. 

In these notes, I’ve tried to include the things that aren’t in all the training material – this is the stuff they don’t tell you. I have tried to provide the sort of guidance I wish I’d had, particularly about the sort of grounds and games we get in the lower grades. Many of the points below come from the fact that we officiate in Shires Cricket while the guide books are written by people who have officiated at first grade or even test match level (the same goes for your tutors or mentors). Sometimes our grounds are fully equipped, but often they aren’t. Sometimes our games go smoothly, but often they don’t. Sometimes it’s a pleasant temperature, but sometimes it’s boiling hot. 

The notes are in broad classifications, but apart from that they are in no particular order. You may think much of it is stuff that is obvious (or it is now you’ve been told) – excellent, that’s one more thing you know and don’t have to remember.

You may be surprised, as I was, that some of the rules don’t apply to us – I’ve tried to note those below. This can only help you, as it means you don’t have to commit those rules to memory – it’s hard enough remembering the ones you do need.

After a few games you will be able to develop your own means of coping – particularly on things like nutrition and concentration. By all means, go beyond what is written here – these points are just to get you started.

Good luck, enjoy your cricket, and when you find out something you wish you’d been told, remember to let us know and we can include it for next time.

Jim Shellens

Sydney Shires Umpire
“Tips for Better Cricket Umpiring”

On the days leading up to your match

1. It’s often windy – you’ll need make sure your hat fits firmly. The pre season information booklet provides more information about uniforms , and appropriate umpires headwear and where you can buy these items from. You also need a tie clip/name badge which has to be ordered specially. Contact the Secretary regarding this.
2. Grounds usually don’t have bowler’s run-up markers. Take your own. If you can’t find one to buy for your first game, you can improvise – eg a white polyurethane drinks coaster or a small Tupperware lid

3. If it’s very hot, you may well get chafing. Consider use anti-chafing powder or cream
4. Get yourself a really good pair of socks. Take a spare pair to your matches. Even consider wearing two pairs of sox at a time
5. Go to some team nets sessions. Get a feel for the pace of bowling, and more importantly meet a few people. If possible do this with your mentor, but you will be welcome on your own. Pick a convenient club to your home and call the club contact from the handbook to find out when they practice (or if you don’t have the handbook yet, your mentor can provide contacts).

6. Have spare sunnies in your bag – yours can break.

7. Don’t wait for your partner to call you before the match. Some Shires games are two day matches (in daylight saving) starting at around 12.30pm, some are one day matches (in daylight saving time) starting at 10am. Some umpires have been known to show up for a two day game forgetting it was actually a 10am start. This can be most embarrassing. Don’t get caught out on this issue. Phone your partner on Thursday, and confirm the start time. Do this every round. You don’t need to call before the second day of the match (though you can, just to confirm everything’s OK).

8. If on match day you can’t make it because of illness or otherwise – let your partner know by phone call as early as possible – this is compulsory.  If you need to pull out before match day you only have to call the Appointments Officer.

9. Pack your bag the night before. There’s no need to be doing that on Saturday morning.

10. The year book sets out the rules for the competitions. These are in addition to the laws of cricket (and sometimes apply small adjustments – eg no ball in one day game). Game 1 applies to the ‘normal’ 2 day games. Game 3 applies to limited over one-day games. Study these carefully, especially Game 1 and 3, especially about quotas of overs, no balls, fielding restrictions, times for tea. In September prior to the start of the season there is a rules night at the Sydney Cricket Association’s office that covers all local playing conditions. This meeting should be considered compulsory for all umpires.

Match day – Before Starting Time

11. Know your own digestive system. Your food / fuel regime should take account of:

· It’s a long day (five hours for a two day match, eight hours for a one day match)

· There’s only one break during the game – tea – and you have a lot to do in not much time (see below).

· You must maintain concentration for the whole day and that takes a lot of energy

· Any time you eat it draws blood to the stomach and away from your brain

12. Aim to turn up 60 minutes before the scheduled start time. Make sure to allow plenty of contingency in your travel plans.

13. Take your partner’s contact (mobile) details with you. Then if you strike any trouble or are going to arrive late (ie later than 45 minutes before the game starts) you can tell him (and vice versa). Not owning a mobile can be a dangerous thing. There would be no worse feeling than travelling all the way to a game and arriving to see that the ground is closed due to wet weather. In cases like this the home team has probably wanted to call you while you were in transit to tell you not to come. Not having a mobile is strongly discouraged.
14. Take a copy of the appointments sheet with you.

15. Of the 14 Shires 1st & 2nd Grade Ovals all have a designated private changing space or changing room for the umpires (EXCEPT MACQUARIE UNI season 09/10). If you are umpiring at a Shires 3rd or 4th grade Oval and you are not sure of whether there is a change room for the umpires call the Appointments Officer to have that question answered.

16. Be warned: the toilets at some grounds can be awful. Take your own toilet paper, soap and hand towel.

17. Often the groundsman will have finished his work and left before you get there. So you don’t need to worry about mowing on the day, rolling on the day, or sweeping on the day. If the groundsman is there follow your partner’s lead on all these. A few clubs do sweep and remark the creases during intervals.

18. If you are the first umpire to arrive do not inspect the pitch until your partner arrives. The basic rule when you are the first umpire to arrive is that you should defer walking onto the field before play, for any reason, for as long as possible, until such a time when it absolutely requires an umpire to be on the field. This rule applies throughout the match – ie, Never be on the field of play without your partner
19. There may not be sawdust available at all grounds in damp conditions. The home captain may know where there are grass clippings or sawdust. If available liase with the home club to have a small to medium pile of sawdust placed about 25-30 metres directly behind the stumps at each end 

Match day – Before Starting Time

20. Pitch suitability – if there’s any doubt, ask the captains first. Only in the case where they disagree will you need to offer a view. Then confer with your partner in private. Then err on the side of caution. If in doubt  - no play. That covers your duty of care. NEVER allow consideration to the current “state of the game” to enter into your reasoning to begin play or to delay play. There are no “degrees of playability” when assessing if a pitch is suitable for play. It is either playable or not. 

21. If you have problems with heat, wear a cooler band (evaporative band worn around the neck). They work for at least half an hour, and you can recharge them at drinks. Similarly carry a face towel for sweat and hook that into your belt.

22. Take a spare ball counter onto the ground. Yours can break. The flat clicker kind can fit in a pocket without the bulk of the commonly used round metallic sheep counter type.

23. Hydrate all morning. Have a toilet stop regardless of apparent need just before going out for Play. Depending on what sort of match is being played it may be up to three and a half hours till your next toilet break.

24. Make sure to put on plenty of sun-block. Make sure to include your hands which take a battering from the sun.

25. At most grounds you will have to get stumps and set the wicket before the game.

26. They sometimes don’t have stump holes. Even if they do, the stumps usually don’t go in easily. Carry a soft headed rubber mallet in your bag. Never use a metal head hammer or mallet to insert the stumps into the ground.
27. If you’ve not set stumps before get your partner to show you the checks he does to make sure the wicket is set correctly.

28. As a pair introduce yourselves to both team captains as early as possible. Address the captains by their first name at all times during the game.

29. At some grounds lost balls can become an issue due the bushland surrounds of some venues. Ask each captain if possible to supply before the game starts 2 or 3 used balls that have varying conditions. Keep these balls in a secure location (with the scorers if possible). If a ball gets lost during the day you then have replacement balls “on call” rather than having to get players to rummage thru kit bags to find a suitable replacement causing further time delays during the day on top of the time taken to search for the lost ball.

30. Both Umpires must attend the toss 30 minutes before the start of the match – In Uniform.
31. You go out onto the ground five minutes before the scheduled start time. As you go out, give the two teams a ‘5 minute warning’, make sure they don’t interpret the 5 minute warning to be a request to come out in 5 minutes, impress on them to follow you out immediately. Obtain the match ball from the fielding captain. Make sure the ball given to you is a regulation four piece turf cricket ball

During the game

32. There are flies at many venues. Take a roll-on Aerogarde onto the ground with you.

33. Take sun-block lip guard onto the ground with you and use it often, especially after every interval and drinks break. Use it also to keep sun-block on your nose, chin and anywhere on your face you wipe sweat off.

34. Just take your driver’s licence and a bit of cash. You don’t have room for a wallet. Make every effort to leave your valuables with somebody at the ground who will take responsibility for your items. Try to avoid having to carry mobiles, keys etc onto the ground as per items 35-37.

Police strongly suggest that you do not leave valuables in your car. Unless there is someone who can guarantee the security of your valuables for the whole day (eg official independent scorers; an official from one of the clubs who will be there all day , canteen helper , etc) then (and only then) should you follow the next three steps -

35. Take your mobile phone onto the ground with you. Remember to turn it off!

36. Take your car keys onto the ground with you. It is strong recommended that you wrap your keys together with a piece of sticky or electrical tape to avoid keys jingling in your pocket. Don’t have loose change in your pocket for the same reason.

37. Don’t leave any valuables in the changing rooms. (In one match, a policeman had his warrant badge stolen! In another the visitors’ changing room was pilfered of all its valuables, including mobile phones, jewellery and cash.)

38. If you take medication try to manage it so that you don’t have to leave the ground to take them. If this is possible and practical, take medications (eg asthma) onto the ground with you.

39. Generally you are not expected to act as a clothes horse. You do hold the bowler’s hat and sweater, but otherwise the players should look after their own stuff and when they don’t need hats and sweaters, they should take them from the ground. You never carry a players helmet. The exception is medication a player may need quickly – eg asthma, diabetes.

40. The players expect you to be able to tell them the following, so prepare and take cheat cards for –

· Times for tea, drinks, stumps

· How many overs should have been bowled after what times

· How many overs to be bowled by under-age bowlers

· How many overs a player has bowled (limited overs matches)

During the game
41. At the bowler’s end, stand where you are in a position to see both the bowler’s front and back foot in the delivery stride. For fast bowlers stand maybe 3 to 3.5 metres back from the stumps so you can then easily see the flight of the ball without having to move your head. You can, as a courtesy, ask the bowler if he is happy with your position.

42. At the start of play and after each break, if play is starting from your end check the following :

· There are two scorers in position 

· Your partner is ready - get a signal

· The batsman is ready

· The fielding captain is ready

Then clearly call “Play” 

After a drinks interval glance up and make sure both scorers are sitting at the table. If there are not two scorers at the table do not allow play to proceed until there is.                                                                                                                                                                                   

43. You will need overs cards for limited over one-day games. You may find them useful in two-day games as well (see below). You can get them from the Association in packs of 100 for a few dollars a pack. Your partner will probably have some he can give you to start you off, Call the Secretary to obtain these.
44. Hold the bowler’s hat and your counter separately - it doesn’t matter which you hold in which hand. Give ‘Out’ signals and no-ball signals with your counting hand. If you use a ‘sheep counter’, holding the counter on the middle finger not the index finger is recommended. Ultimately hold the counter where it sits best with you.

45. You can clutter your mind with the batsmen’s and bowler’s names. In your first few games you can just address them as “batsman” and “bowler”. However, it is courteous to address them by their first names. Do not use their nick names, but eg Mick is fine instead of Michael if that’s how they are known. You can get the bowler’s name as he gives you his hat. You can get the striker’s name from his partner.

46. Giving a batsman his guard:

	What they ask for
	What this means

	One leg
	Middle Stump at the bowlers end to the leg stump of the striker

	Two legs

Middle & Leg
	Middle Stump at the bowlers end to half way between the strikers middle and leg stump

	Centre
	Middle stump to middle stump

	Leg to Leg


	Leg stump at the bowlers end to the leg stump of the striker


However, occasionally you may come across batsmen who mean something different by ‘two legs’. If they ask you for this, it may be a good idea to confirm that they mean ‘middle and leg’. Some players (especially British) may offer you the full face of the bat when taking guard. You need to look at his outside edge when giving him guard.

During the game

47. When you are at square leg, the temptation is to watch the ball, but you must concentrate on the striker’s back foot. Only when any risk of a stumping or hit-wicket has passed should you watch the ball (except if it’s coming straight at you!)

48. When standing at square leg the best distance to stand is 18-20 metres back, maybe 15-18 metres when the wicket keeper is standing up to the stumps. If a fielder is standing next to or near you stand a little deeper so as to move outside the fielders path.

49. Remember your duty to short runs when at Square leg. Get into the habit of glancing back to the batting crease to make sure the batsman will ground his bat BEHIND the batting crease. Captains will be watching this and if they see you watching the ball rather than a possible short run they WILL try and con you into believing the batsman ran short 

50. You may well burn a huge amount of nervous energy in your first few games. Take lollies onto the ground with you and in your first few games have at least one every session.

51. Many umpires find chewing gum aids concentration. Try it, especially after tea.

52. If the game is rain affected, the association has provided tables which set out changes in playing times and quota of overs. Don’t expect to have memorised these. Follow the lead of your partner in all such matters.

53. Make sure your “calls” are spoken with a voice that players around the pitch and fielding positions within 30 metres can hear clearly. The call of “Over” should be loud enough so that the wicket keeper and slips at the other end can hear it. Be confident with your calls. 

During the game – Signals & Scorers

54. During play do not allow the game to recommence until both scorers have acknowledged any signal you need to make. Scorers may just take it for granted especially with boundaries that are hit on the same side of the field as the scorers are situated. If you receive no acknowledgement keep repeating your signal until they do no matter how obvious the situation may appear. NEVER call or shout out to the scorers trying to get their attention, it’s their job to be watching you.
55. Ensure you are standing side on to the scorers when signalling leg byes.

56. If a no ball goes to the boundary without having come off the strikers bat or glove you have multiple signals to make in this sequence – No ball , bye (or leg bye if off the body) , followed by boundary four. This should be recorded by the scorer as 5 No Balls. At the next break ensure they have recorded this correctly. Some scorers will have it marked down as only 4 No Balls or even 4 No Balls plus 1 Bye or Leg Bye.

57. As in Item 56 above if a ball called wide goes to the fence it is 5 Wides – At the next break check that 5 Wides is registered. A lot of scorers will have it down as 4 Wides.

58. Boundary Fours should be “called”. This is to assist the batsmen who maybe concentrating hard on running between wickets. As soon as he hears the umpires call of “Four Runs” he knows the ball is dead and can stop running. 

During the game – communication with your partner
59. There are several signals you should make to your partner especially from square leg. These are not standardised, and they are not included in the Laws, but you will use them more often than any others. These signals should be made surreptitiously. They include:

	What
	How
	Who (Bowlers End / Sq Leg)?

	Three balls gone in over – This is rarely used – but sometimes used when multiple wides or no balls are delivered in an over
	Tap the tip of your index finger on both hands against each other
	Both

	Four balls gone in over

Should be used EVERY over by both umpires
	Two fingers in a V, usually against background of trousers, for contrast (but can be held out to the side to avoid obstructions of line of sight).
	Both

	Five balls gone in over (only if you have missed 4 balls gone)
	Hold one finger horizontally across the centre of your chest, or one finger, against trousers.
	Both

	Over (only if you have not confirmed 4 or 5 balls gone)
	Start to walk to the stumps at your end (but watch your partner, who may have a different count, and his is the count that matters)
	S

	Normal ball (through to keeper)
	Hands hanging by your side
	S

	Ball hit bat
	Fingers tapping the back of other hand
	S

	Ball hit leg (or body or clothing)
	One hand tapping thigh
	S

	Don’t know
	Hands behind your back
	S

	Ball missed everything (Bye)
	Arms folded across chest
	S

	Heard something (not sure what)
	Tug or scratch at ear lobe
	S

	Full toss above waist height (fast bowler) or above shoulder height (slow bowler)
Bouncer above head height
(2 day game) Second bouncer above shoulder height in an over
	No ball signal (but don’t call) and turn slightly to your partner.

Optional – also hold other hand at waist, shoulder or head as applicable.
	S

	(1 day game) Bouncer above head 
	Tap your head
	S

	I want to talk to you
	Hand making as if a glove puppet talking
	Either

	Did the ball carry?
	Two hands as cradle, palms up
	Either

	The ball was not caught
	Palm down, as if pushing down
	S


During the game – communication with your partner

60. Confirm which of these signals you and your partner will use. The above signals are            not standardised, so different umpires may use some but not all of these signals.

61. Some umpires don’t signal from square leg if there is an appeal for LBW or caught  behind as they believe that doing so may influence (correctly or incorrectly) your decision. Ask your partner before the game what technique he will be using.

62. Your partner will often disregard your signals from square leg. That’s probably because he’s forgotten to look, but sometimes he has a different view. Signal every ball regardless as it gets you into a good habit.

63. If you signal two to go and your partner says three or one it’s always best to bowl a 5 ball over rather than a 7 ball over. 

During the game – decisions

64. Consistent is as important as ‘right’.

65. There are no video replays – so the players won’t know either – just make your decision. Never joke with the players suggesting it go to “The Third Umpire”. This only gives the impression to the players that you lack confidence in your own decision making.

66. Calling Wides - Be very generous to the bowler in 2 day matches – but be consistent. The ball should pass near to or outside the return crease for a wide to be called. In limited overs matches the calling of wides are much harsher. You will get a tip sheet on this topic before season start

67. Take your time in making your decision – particularly LBW’s. Remember all the components of the LBW decision. Remember if in doubt – not out. 

68. Try to look the batsman in the eye when giving him out. An umpire whose head is down with his finger up gives an impression of one who is unsure of his decision. Leave your finger in the air until the batsman starts to walk off.

69. If the batsman “Walks” there is no need to raise your finger, however in the case of an edge to the keeper it would be more appropriate to raise the finger even if the batsman walks to avoid the batsmen thinking he was given not out and trying to return to the crease.
70. If giving a decision “Not Out” make sure you say “Not Out” loudly and clearly (but don’t shout). Look the bowler in the eye when you call “Not Out” as this gives an air of confidence in your decision.

71. If you give a batsman out and he stands his ground and objects you should immediately record what he says and does in your notebook. You will need to raise this issue with the captain at the end of the match. If the batsman uses any form of foul language he should be reported, no questions asked. The same procedure applies to fielders who dispute your decisions. Consult your partner on this.

During the game – decisions

72. Do not enter into lengthy debates with players re your decision. If the bowler or the fielding captain asks (not disputes) your reasons for not giving the batsman out, be succinct in your answer. A good response for LBW’s is something like “I saw it missing leg stump.” If the bowler disputes your decision, do not respond at all or say quietly but firmly that you’ll explain at the end of the over (this gives time for him to calm down or for his captain to cool it). If he still persists, you don’t have to take it - call dead ball and confer with your partner.

73. Reporting bad player behaviour. Generally a quiet word to the player, or, if that doesn’t work, to the captain is enough. If more is needed, call dead ball and discuss the matter with your partner who will give you guidance. From then on you must act together. Note – such incidences are pretty rare.

So you’ve made it to the Tea Break

74. If you are at the non strikers end for the last ball before tea ensure you call over and then the word “TIME”. Respect the traditions of the laws by not calling things like “that’s tea” or “lets have a rest”. Simply call “Time”, that’s all the laws ask you to do. Remove the bails and place them on the ground. Make sure you keep the match ball during Lunch and Tea Intervals

75. The tea break in a two day game is not as long as you think and is calculated from the call of “Time” to the call of “Play”. Whatever the interval for tea is you should consider that about 7 of those minutes you wont get to enjoy as you are last off the field and first back out 5 minutes before resumption of play. Make a toilet stop regardless of apparent need. It may be three and a half hours till your next chance 

76. If you have any special dietary needs the team’s tea won’t cater for it. Take your own. Most clubs will put on hot tea, cake, biscuits, fresh fruit or even sandwiches. It varies widely from venue to venue

77. Your sugar levels may be depleted by this time. Have a sports drink (eg Gatorade).

78. Sit down and rest your feet for as long as you can keeping in mind that you also need to check the scores and reapply your sun-block. Eat only a small amount, if anything. Cool down if needed. All umpires will eventually find themselves a routine for your activities during tea.
79. When checking the scores ensure with the scorers that both books balance. Don’t resume play until the books both agree.

80. The home team might remark the creases and sweep the dust from the bowlers footmarks. If they don’t then feel free to ask them if they can do it for you. They’ll do it for you if they can.

 Congratulations !  – You’ve made it to the end of the day

81. At most grounds the umpires bring the stumps back in when the days play is over
82. Remember to pick up your bowlers run-up marker.

83. If the game continues into another day, remember to note who bowled the last over, from which end, and who faced the last ball.

84. Also note the overnight score in your notebook (and there’s a place for this on the score books which you should initial).

85. You only need to retain the match ball overnight when the game is played over consecutive days. If it’s played over 2 Saturdays you don’t need to keep the ball from day 1 to day 2. 

86. They often don’t have designated scorers. Members of the batting team will do both score books. You will need to check that the books agree. If there’s a discrepancy, get the captains to sort it out.  If the books have been “dumped” by the players at the end of an innings (during the day) do NOT allow the next innings to begin until the completed innings has been balanced off.

87. For new umpires not used to standing for long periods there’s a real chance you will be very tired at the end of the day so don’t plan to do anything in the evening. Relax and put your feet up.

88. If you are prone to night headaches or cramps, make sure to drink lots of water in the evening (dehydration is a major factor in these problems).

Some good habits to develop

89. At the start of the match, note the (first) names of the captains. Also note any under age bowlers and how many overs they can bowl (An underage bowler is anyone under the age of 19 as at 31 August of the year the season starts in). An overs card is great for this. Otherwise write the over number for each over they bowl in your notebook and use your over / ball counter to determine when their mandatory rest is complete. 

90. Many umpires click their ball counters just as the bowler enters his delivery stride. This has the advantages of being the same every ball, at a time when your mind is uncluttered, and is much better than another popular method of only clicking after a good ball.

91. If a ball is called No ball or Wide, you will need to develop a method to ensure you don’t count that ball in the over. A good way is to hold your counter upside down in the other hand away from twitchy fingers. Check your ball counter every ball – and watch the counter at complete overs – sheep counters have been known to occasionally click over an extra over without you knowing it

Some good habits to develop

92. No Balls should be loudly called so everyone on the field can hear you. A timid No ball “call” may give the players the impression that you might be a bit of a pushover

93. At the end of the first day, put a small mark on the match ball with a felt-tip pen before returning it to the fielding captain – match balls can get mixed up in the fielding team’s cricket bag.

94. It is a good habit to glance towards your partner in each ‘dead time’ between balls in the over – he may want to communicate something. This is particularly so on the third ball of the over – you may have missed a ball and he will be signalling 4 gone (see above). 

95. When at the bowlers end and you have a left and right hand batsman in together please be mindful of the fact that your partner is crossing from side to side when singles or three's are scored. Do NOT let the bowler start his run up unless you are sure your partner at square leg is correctly in position. When at square leg with a left and right hander develop the skill of anticipation. If the batsmen take off for a run start walking in just in case they run a one or a three and you are required to cross over. If they run a two you can easily back peddle. An umpire that crosses over late from one side of the field to the other delaying play is something the players do not appreciate
After the match

96. The rules say the result is on one innings or on two as agreed before the game. In fact you can have a result on either one innings or two depending on how the game pans out.

97. In the event of a close result where the books don’t add up and there is a dispute as to who the winner is you should give the scorers about 10 minutes to try to mutually agree on the winner. If after 10 minutes there is no agreement you should confiscate BOTH scorebooks and submit them with your umpires report to the Governing Body. Inform the Secretary of this action.

98. Listen carefully at the post-match feedback session with the captains, but don’t get hung up on the captains comments (unless they’re positive, in which case believe every word). Discuss any of their comments with you partner who may well have a different view.

99. Do ask your partner for feedback and pointers at the end of each day.

100. At the end of the captains meeting sit down with your partner and complete your match result sheets together. This form must be submitted to the Governing Body within 3 days. You also need to send a carbon copy by mail to the appointments officer, or email / fax a copy to him. If you don’t submit your forms on time you might not get paid on time.

101. It is best to select just one or maybe two things to concentrate on – ask your partner what is the most important improvement for the next day.

102. Keep a copy of the current round appointment sheet in a folder. It may also be useful to keep overs cards in a folder so you can remember captain’s and bowlers’ names next time you get that team.
