— Level 1 Umpire Accreditation: Course Syllabus (L1UA2) —
This planner represents the Level 1 Umpiring Course Syllabus and OHP Presentation as supplied by the FIH.

The Level 1 Umpire Accreditation Examination Paper is based on this syllabus.
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Umpiring Structure
(5 Minutes) 

Explain to the candidates the reasons why people choose to umpire.  Be positive and include references to enjoyment, participation, involvement, prospects of progression and the social aspects.  Provide an outline explanation of the current Umpiring Accreditations structure – Level 1 the club and local competitive hockey, Level 2 (participating in area/ state competition) and Level 3 (taking appointments in the National Programme). 
Presentation
(5 Minutes) 

Discuss appearance with the candidates.  Emphasise the importance of smartness and uniformity.  Explain the relevance of the umpires wearing the same colour shirts on the pitch and why they are always a different colour from the teams.  Explain the importance of suitable footwear (turf shoes etc.) and waterproof clothing for wet weather.
Talk to the candidates about the relevance of using whistle tone – little beep for minor offence, blast for major offence. Explain that the whistle tone carries a message as well as indicating a stop in play. Demonstrate. 
Talk about the importance of clear and conﬁdent signals. Demonstrate.
Explain the importance of not being too ofﬁcious – how it frustrates the players if the umpires are overly strict and behave like robots. Encourage them to smile – advise them that a relaxed and comfortable image is preferred to a ‘stiff and uncompromising one’.
Equipment
(5 Minutes)
Demonstrate essential umpiring equipment to the candidates.  The demonstration must include a current Rules Book, at least two different varieties of whistle, a stopwatch, a stick-ring, warning cards, pencil, score-cards, coin, scissors or small knife together with string/adhesive tape for nets etc.
Explain to the candidates that in competitive hockey all players are required to wear team colours.  They are not permitted to wear anything that may be dangerous to either themselves or other players.  This includes spikes, studs, baseball caps with reinforced (stiff) peaks, and any type of raised jewellery etc.  Shin pads are not compulsory, but are strongly recommended for all ﬁeld-players.  Mouth guards are not compulsory, but again, they are strongly recommended for all ﬁeld players.
Fully equipped Goalkeepers (GK) are permitted to wear the following protective equipment:
Body protector, Leg-protectors, Feet protectors, Hand protectors, Elbow pads, Full helmet (compulsory except when taking a Penalty Stroke).  Teams now also have the option to play with a Goalkeeper with only protective headgear (as well as the option to play with only field players). The GK must wear a shirt that is a different colour from that worn by the teams and it must be worn over his / her body protector.
The Pitch
(5 Minutes)
Advise the candidates to refer to the diagram of the hockey pitch in the Hockey Rules Field, Pitch and Equipment speciﬁcations supplement.  Explain to them that they are required to know all of the following and that their answers are to be recorded in metres. (Refer to the pitch diagram in the supplement for further guidance).
• length    

91.40 metres.
• width   


55.00 metres.
• radius of the circles  
14.63 metres.
• penalty corner markers 
10 metres from each goal-post.
• corner markers  

5 metres from corners on side-lines.
• penalty stroke spots 
6.40 metres from the goal-line.
• width and height of goal 
3.66 metres x 2.14 metres.
Detail the lines and markings, the shooting circles and the goals (inclusive of back and side boards) and ﬂags.
Preparation
(15 Minutes)
1. Discuss why the umpires should always arrive at the match venue at least 30 minutes before the match is scheduled to start.  Emphasise the importance of arriving in a good, calm state. Allow time to settle after a difﬁcult journey etc.  Explain the purpose of the pre-match chat and why it is essential.  If the umpires know that being there 30 minutes in advance is going to be difﬁcult (perhaps they are playing in a game immediately before) they must make every effort to seek out their colleague earlier (i.e. before the game they are playing in).
2. Pre-match chat to include decisions relating to consistency, timing, choice of ends, colours and most important of all, how they are going to operate as a team, supporting and assisting each other for the beneﬁt of the game. 
3. To operate as an effective team, all key areas of the game need to be discussed and decisions conﬁrmed - including the lifted ball, stick interference, misconduct, hand in the back, breaking down of play, warning cards, advantage around the pitch particularly with regard to attack and defence, areas of responsibility (include reference to taking control of the majority of approaching play and leaving what is going away for the colleague) eye contact and why it is so important etc.
4. Give examples of when eye contact should be used and how to use it speedily and effectively.  Emphasise the importance of asking/looking for any signal if offered as opposed to looking for it and then ignoring it.
5. Remind the candidates that this is also the time to decide who times each half, who takes which side, who calls the captains in for the toss etc.
6. Emphasise to the candidates that the two umpires should always carry out the pre-match checks (the pitch inspection) together.  Advise them that the condition and positioning of the goals will need to be checked, the nets must be checked - they need to be free of holes (holes that are big enough for the ball to go through), the backboards and side boards will need to be checked, all pitch markings including the goal-lines, the circle edges, the penalty stroke marks, the penalty corner and corner marks etc.  It is also worth mentioning the four ﬂags - one at each corner of the pitch.  Remind them that the home team are responsible for the equipment and if there are problems, they should call upon the Captain for assistance.
7. Remind the candidates that the safety of the players is crucial and that any dangerous material on or around the pitch must be removed prior to starting any game.
8. Emphasise that the lines are part of play, that the circle edge is part of the circle etc.
9. Emphasise that the umpires need to ensure that the Rules are applied consistently throughout the match and that decisions / penalties are applied fairly and with control.  This pre-match chat is crucial to good performance.
10. Warming up is essential. Advise the umpires that they should always stretch, jog and run before the game commences, as well as warm down afterwards.
Areas Of Responsibility
(10 Minutes)
This topic (slide) is very similar to the last (pre-match chat) but it is worth re-iterating all of the areas of responsibility so as to guarantee that the good practice message is well and truly given!
1. Explain that umpires do not whistle in each other’s circle, and that each has total responsibility for their own side-line, however, they must work as a team.
2. Explain the principle of assuming responsibility for play approaching the umpire (coming towards the umpire), but leaving play that is going towards your colleague (the other umpire) for him / her to whistle. Emphasise again that the umpires work together as a team over all of the pitch; nothing is exclusively “mine” or “yours.” 
3. Explain eye contact and methods of helping and supporting each other.
4. Discuss timing the match and who starts and ﬁnishes each half.  Explain that the whistle must be blown to award a free-hit, a penalty corner or a penalty stroke etc but it is not necessary for a corner or a hit-in.
Positioning & Mobility
(10 Minutes)

1. Emphasise that positioning and movement around the pitch is the key to good performance.  Unless their positioning is good and responsive to changes in play, their umpiring will not be good enough!  Do not mislead the candidates into thinking that their positioning is restricted to the edges of the pitch.  Emphasise the requirement of moving into the pitch especially when play is on the far side, off the pitch when play is on the near side, up the pitch when play is deep in the other half etc. 
2. Discuss the relevance of reading the game and positioning according to the demands of the game (in open play terms and at set-pieces i.e. penalty corners and corners - near and far side, penalty strokes).
3. Explain the importance of continual mobility in order to adopt the best position.  
4. Demonstrate and explain the relevance of the positioning of the two umpires (the team).  Emphasise that they assist each other throughout the match and the closer they are to each other and to play, the better they will see, the more they will work together and, very importantly, the more credibility their decisions will have.  Advise them that they should each react early to changes of possession - always reading the game and moving accordingly.
5. Advise the candidates to practise running and jogging sideways and backwards.  Remind them that a large percentage of their game will involve them being ahead of the play and facing the play.  However, there will be occasions when they unavoidably or sometimes intentionally follow the play from behind. They also need to be familiar with arcs of vision; how to stand in order to see more – by opening up the feet and the shoulders. 
6. It is essential that they recognise the relevance of reading the game and positioning accordingly. Flexibility is very important and they must feel conﬁdent and free to experiment.
The Game Rules
(10 Minutes)
• Teams and substitutions and goalkeeper on the pitch:
1. Explain that there are a maximum of 16 players in each team and that not more than 11 are permitted on the pitch at any one time – one of whom may be a goalkeeper, unless the team decides to play only with field players.
2. Explain that the 5 substitutes may be used on a roll-on, roll-off basis, excepting that no player may be substituted after the award of and prior to the completion of a penalty corner (except for injury to or suspension of the defending goalkeeper).
3. Explain that after the award of a penalty corner if the goalkeeper is incapacitated or suspended, a replacement goalkeeper must enter the pitch and a nominated ﬁeld player must leave the pitch, or alternatively, a ﬁeld player on the pitch can put on the goalkeeping kit. In either case, time must be allowed for the departing GK and the replacement to take off/put on the kit. Time is stopped for substitutions of fully equipped goalkeepers – it is not stopped for other substitutions (other than in the case of serious injury).
• Captains:
Explain the responsibilities of the Captains. This is an ideal opportunity to ask the candidates for their understanding of the captains’ responsibilities.
The duration of the game – normally 2 halves of 35 minutes each with a minimum of 5 minutes and a maximum of 10 minutes (as agreed) at half time.  Note on a water-based turf pitch, the watering time may determine the length of half-time.
Candidates should be reminded that the umpires are a part of play and if the ball strikes an umpire, a passing dog or any other object on the pitch, it remains in play, whatever the outcome.  So…if the ball, having been struck by an attacker in the circle, hits the umpire and goes into goal, a goal should be signalled.
Starting & Re-starting The Game
(5 Minutes)
Explain that the Centre Pass is made from the centre of the pitch following the umpire’s whistle.
• The ball can be hit or pushed, but not intentionally lifted.
• It can be played forwards, backwards or sideways.
• It must move at least 1 metre before it can be played or touched by a player of the same team. 
• No opposition player may be within 5 metres of the ball until it is played and all players must be in their own half of the ﬁeld.
Explain how the game is re-started when the ball goes out of play.
• Hit in: Awarded following the ball being played over the side-line.
• Hit-out: Awarded following the ball being played by an attacking player over the back-line.
• Corner: Awarded following the ball being accidentally played over the back-line by a defending player (from anywhere on the pitch).
• Penalty Corner: Awarded following the ball being deliberately played over the back-line by a defending player (from anywhere on the pitch).
Signals
(5 Minutes) 
Advise the candidates to study the ‘Umpires Signals’ section of the Hockey Rules Book. Inform them that they will be required to describe some signals when doing the examination paper.
Explain that signals must always be clear, that they must be made conﬁdently and that under no circumstances should umpires make up their own.  Encourage the candidates to demonstrate a few sample signals – ensure that they are good and conﬁdent in appearance (as compared to poor and visibly lacking in conﬁdence)!
New umpiring signals have been introduced to indicate dangerous play (place one forearm diagonally across the chest) and stick obstruction (hold one arm out and downwards in front of the body between vertical and horizontal; touch the forearm with the other hand).
The Bully
(5 Minutes) 
Explain why the game is occasionally re-started with a bully, namely:
1. When there is a simultaneous breach of the Rules by both teams.
2. When time has been stopped for an injury or any other reason and there has been no offence.
3. When the ball has to be replaced (e.g. having broken).
Demonstrate a bully.  Explain that all non-involved players must be at least 5 metres from the ball and that the players taking the bully must stand square with the back-lines.
Explain that no bully can be played within 14.63m. (the radius of the circle) of the back-line.
From January 1st 2004, the bully rule was amended – requiring the sticks to touch only once.
Scoring A Goal
(5 Minutes) 
Emphasise that the circle lines are a part of the circle.  Explain that before a goal can be scored, the ball must completely cross the goal-line and have been touched or played by the stick of an attacking player while it (the ball) was in the circle.  
The only exception is the penalty goal.  Explain that a penalty goal may be awarded by the umpire without the ball having crossed the goal-line, when a goalkeeper breaches the Penalty Stroke Rule to prevent a goal being scored following the award of a penalty stroke.
Accidents & Injury
(10 Minutes)
	1.
	Explain the importance of stopping the ‘time’ immediately a player/s appear to be seriously injured.

	2.
	Explain that players who are able to leave the pitch for treatment must do so at the earliest opportunity and while the injured player is being treated, a substitute player may enter the pitch.

	3.
	Advise that it is important to quickly assess an injured player (go to them) and call for treatment if they ask for it.

	4.
	Emphasise that umpires are advised to play absolutely no part in the treatment of injured players unless qualiﬁed to do so and, even then, only if invited to help.  Explain that the umpire is to make no attempt to move any injured player.

	5.
	Explain how to re-start the game if the injury required ‘time’ to be stopped (i.e. with a penalty if there was an offence, close to where the offence occurred, or, with a bully if there was no offence, close to where the injury occurred).

	6.
	Advise that if a player has a blood injury, he/she should leave the pitch and have the wound dressed and if they have any blood stained clothing, it must be removed and replaced before they re-enter the pitch.

	7.
	If an umpire is injured (seriously) he/she or the other umpire should stop the game (and time). If the umpire is unable to continue, the other umpire should seek a replacement for him/her.


Conduct Of Play
(15 Minutes)
Players shall not:
1. Back sticks: Demonstrate and explain that it is an offence to intentionally play the ball with the rounded side of the stick.  Explain that there is only a ﬂat side and a round side of the stick (no mention of the word ‘edge’ in the Rules book) and there are an increasing number of occasions when players intentionally play the ball with the ‘edge’ of the stick.  The question to ask is, “is it the ﬂat side or the round side (i.e. legal or illegal) of the stick that is being used to play the ball?”  The answer is, “that if the ﬂat side of the stick is visible (i.e. not hugged tight to the turf) then it is considered legal and must not be penalised unless it is dangerous to other players (i.e. someone has to take evasive action).
2. High sticks: Demonstrate and explain that goalkeepers and defending ﬁeld players are permitted to use a high stick in their own circle, to defend shots at goal, provided that the raised stick is neither dangerous nor leading to dangerous play. 
3. Explain that a warning card should be issued to any defender who uses a high stick in the defending 23 metres area to attempt to bring down the ball and, in addition, a penalty corner should be awarded.  This is measured as a deliberate offence and it is therefore feasible that a yellow card is shown.
4. Use of hand: Demonstrate and explain that it is an offence to intentionally use the hand - except a GK in their circle.  They are permitted to stop, deflect or move the ball away with their hand as part of a goal saving action but cannot propel the ball either dangerously or forcefully or so that it travels a long distance. Remind them that a player using a hand as protection against a dangerously lifted ball is not committing an offence.
5. Use of body: Demonstrate the difference between a player kicking the ball, and the ball striking a player’s foot.  Explain that it is only an offence if the player moved intentionally into the path of the ball, or made no effort to avoid being hit, or was positioned with the clear intention to stop the ball with the foot or body, or he/she (or the team) gains beneﬁt.  
6. Raised ball: Explain the restriction at free hits (i.e. the ball may not be intentionally raised). Emphasise the danger and the skill elements and the importance of being able to quickly recognise the difference between the two.  
Emphasise that the ball must be safe at the point of take-off, safe in travel and safe at the point of landing. Remind the candidates that the player closest to the point of landing (i.e. under the ball) is entitled to 5m of space to collect and control the ball.
Explain that not every lifted ball is to be penalised (in open play only those that are dangerous or leading to dangerous play should be blown).  This is particularly important in and around the circle.  
Emphasise that a ball lifted into the circle should only be blown if actually dangerous or leading to dangerous play.  Similarly the aerial ball falling into the circle should only be blown if it is actually dangerous or is leading to dangerous play.
7. Demonstrate the difference between an aerial pass and a low-lift pass.
From January 1st 2004, the rule that speciﬁed that a ball must not be raised intentionally (the aerial ball – see 6 above) so that it lands directly in the circle has been deleted. However, as indicated above, wherever it lands it must not be dangerous.
8. Tackling: Demonstrate good tackles and bad tackles from the left, the right, in front and behind.  
Emphasise that players must not tackle unless they are in a position to play the ball without body contact. 
Explain and demonstrate stick-tackles.  Emphasise the importance of recognising them and penalising them quickly and appropriately.  Explain that any stick interference is disruptive to the game and it is crucial that they see it and penalise it quickly and effectively.
Obstruction
(10 Minutes)
It is crucial that your explanation of obstruction is very clear and supported by easy to recognise demonstrations.  Use the instruction as written, but support it with direct reference to the Hockey Rules Book.  Ensure that you demonstrate body obstruction, stick obstruction / shielding and third party obstruction.
The principles are:
• The receiving player may be facing in any direction. (Demonstrate) The onus is on the tackler to move into position.  (i.e. usually to move around the receiver so as to attempt a legal / legitimate tackle.)
• The tackler must not ‘crash into’ the receiver and try to claim an obstruction.
• Having collected the ball, the receiver must move away in any direction, except bodily into the tackler.  Alternatively, the receiver must release / pass the ball immediately.
Encourage the candidates to use the ‘Rules Interpretation’ section of the Hockey Rules Book to support your instruction and conﬁrm with them that they fully understand the Obstruction Rule.  They must be able to recognise the stationary player and the moving player principles.
Players May Not...
(10 Minutes)
• Manufacture an offence: 
The best way to provide clear and strong messages in this area is to invite 2 or 3 candidates to come forward and demonstrate some manufactured offences. 
A manufactured offence is any offence that forces an opponent into offending unintentionally.
• Time Wasting: 
Again this is a good opportunity to encourage the candidates to come up with examples. 
Time wasting could include hitting the ball away, running over the ball at a free hit (awarded to the opposition), standing over the ball at a free hit (awarded to you) etc. 
Goalkeepers May…
(5 Minutes)
When the ball is in their circle, use their stick, protective equipment or any part of their body to push the ball away, deflect or stop the ball …provided such action is not dangerous or likely to lead to dangerous play. 
When the ball is outside their circle, they can play the ball, but:
1. they have no special privileges (i.e. they can’t kick it or play with the stick at above shoulder height!) 
2. when wearing full protective equipment they cannot play it at all if it is outside their own 23 metres area (unless they are taking a penalty stroke).


3. when wearing only protective headgear they may not take part in the game outside their own 23 metres area, but may remove the headgear and take part in the game anywhere on the pitch
Explain that a goalkeeper lying on the ball should be considered to be obstructing.  The umpire needs to ensure that he/she has excellent visibility of the situation – he/she must be close and able to make a decision promptly.
Advantage
(10 Minutes)
Explain that a penalty should be awarded only when a player or team has been clearly disadvantaged following an opponent committing an offence.
Emphasise just how important it is to understand and apply ‘the advantage rule’.  An umpire who is able to recognise an advantage and not blow the whistle is a player’s friend.
Talk about the principle of applying that ‘little bit extra’ (holding the whistle for a second or two more) in attacking situations but 99.9% of the time when the defenders are fouled, the whistle should be blown!  Defenders want the whistle in almost every situation.  Ensure that the candidates understand these principles. 
Talk about the pleasure of being in a game that ﬂows. Ask the candidates to come up with examples. 
Explain that the advantage signal is really for the other players, the spectators and the team benches. Very rarely does the player/s on or immediately around the ball have time or inclination to look up and see the signal. It also helps in delivering a message to the other umpire – advising him/her not to blow the whistle and spoil it!
Talk about the beneﬁts of giving the occasional verbal message too…”play on” is the perfect example.
Free Hit
(10 Minutes)
Emphasise that the ball is to be stationary (or very close to it!) and must not be intentionally lifted.
Explain that when a free-hit is awarded in any area of the pitch, except within 5 metres of the circle edge, all opposition players must be at least 5 metres from the ball.  
Advise the candidates that when a free hit is awarded within 5 metres of the circle edge, all players (except the taker) must be a minimum of 5 metres from the ball. 
Explain that the ball must move a minimum of 1 metre before it can be played or touched by a player of the same team.
Explain to the candidates the importance of their looking around, reading the potential movement of the ball / the pass and positioning themselves quickly…ideally before the free hit is taken - so as to avoid chasing the play unnecessarily and potentially being forced to make a decision while running…not advisable unless absolutely necessary!
Penalty Corner
(35 Minutes) 
Quite a lengthy Rule this one!  As Tutor you must ensure that your candidates are given all relevant details and that they totally understand.  Emphasise to them that it is very important that they make correct decisions in the circles.
Explain that there are four principal reasons for awarding a penalty corner (PC). They are:
1. An intentional offence by the defence within the 23 metres area, but outside the circle.
2. An unintentional offence by the defence in the circle, where the attacker does not have possession or is unlikely to gain possession of the ball (e.g. the ball becoming lodged in a goalkeeper’s protective equipment - measured as obstruction of the ball).
3. The defence intentionally playing the ball over their own back-line (from anywhere on the pitch).
4. An intentional offence by a defender in the circle that neither prevents a goal nor deprives an attacker of actual or likely possession of the ball.
Explain the importance of effective management of the penalty corner. Provide examples.
Detail the positioning of all the players, attack and defence.  Include a reference to the taker having to have at least one foot outside the ﬁeld of play and being permitted to take the PC anywhere on the back-line between the 10 metre mark and the edge of the circle (on the back-line).  
Explain the positioning of the umpires and emphasise that the position of the control umpire will be determined by the position of the players.  Include references to the near-side and far-side. The position of the supporting umpire should be approximately 7 metres over the centre line and 7 or 8 metres into the pitch therefore being in a position to offer genuine assistance when and if the control umpire becomes unsighted – a common occurrence when play is on the far side of the circle. In addition the support umpire may be able to assist when judging the far post – e.g. was the ball inside it or outside when it struck the player’s foot?  Emphasise that they (the support umpire) cannot blow the whistle when the ball is in the control umpires circle, but they can offer a signal immediately the umpire looks to them for help. 
Emphasise that no player (attacker or defender) may enter the circle until the ball has been moved off the back-line (played).
Emphasise that if the ﬁrst shot at goal is a hit it must not cross the goal line at above 460mm (the height of the back-boards).  In addition, emphasise that:
1. If the ﬁrst shot at goal is a hit and it takes a deﬂection off either an attacker’s or defender’s stick during its path, the hit is over and the ball may therefore enter the goal at any height and,
2. danger must always be considered – encourage the candidates to come up with some examples.  
Emphasise that the ball is no longer required to be stopped before a shot on goal.  However, it must pass beyond the circle edge.
Ensure that the candidates fully understand that the PC rules cease to apply immediately the ball has passed beyond 5 metres of the circle edge.  It is then judged to be in ‘open play’ and the PC restrictions must not be applied.
Any penalty corner awarded immediately before half-time or full-time must be completed. 
Please ensure that all candidates fully understand when the PC is over, that is: 
1. When a goal is scored
2. When an attacker commits an offence
3. When the ball travels more than 5 metres outside of the circle
4. When the ball travels outside of the circle for a second time
5. When the ball is played over the back-line and another PC is not awarded (i.e. it comes off an attacker or unintentionally off a defender).
6. A defender commits an offence and another PC is not awarded (e.g. an unintentional offence by a defender immediately outside the circle).
7. A penalty stroke is awarded
Penalty Stroke
(20 Minutes)
Begin by advising the candidates on the 3 key types of offence for which the umpire should award a penalty stroke (PS).  They are:
1. An intentional offence by a defender in the circle, to prevent a goal being scored or to deprive an attacker of actual or likely possession of the ball.
2. An unintentional offence by a defender in the circle, that prevents the probable scoring of a goal.
3. Persistent early breaking of the back-line by defenders at penalty corners.
Explain that immediately a PS is awarded time is stopped.  Conﬁrm that no time-stopped signal is required, as the PS signal is considered to indicate an automatic stoppage of time.
Detail the positioning of all players, involved and non-involved. 
The former limitation of the stroke taker only taking only one step forward has been deleted. Emphasise that the stroke taker must now stand behind and within playing distance of the ball (and having taken the stroke must not subsequently approach either the ball or the player defending the stroke). If the  defending player is a goal-keeper they must continue to wear their protective headgear; if the player defending the stroke is taking part in the game as a field player they may only wear a face mask as protective equipment. The defending player must be positioned on the goal-line and not move his / her feet until the ball is played.  The opposing goalkeeper is permitted to take the stroke and may remove protective headgear and any hand protectors to do so.
Note: The deﬁnition of ‘playing distance’ is an outstretched arm and stick 
Explain and demonstrate the positioning of the umpire (behind and to the right of the player taking the stroke).  
Detail the responsibilities of each umpire – include reference to the role of the supporting umpire -  assessing if the ball wholly crossed the line.  
Emphasise that the PS must not be taken until the umpire has blown the whistle.
Exactly as per the slide (24)…
Conﬁrm that the PS is over when:
• A goal is scored or awarded
• The goalkeeper catches the ball (difﬁcult with most hand protectors!)
• The ball becomes lodged in the goalkeeper’s equipment
• The ball passes outside of the circle
• The ball comes to rest in the circle
• The taker breaches a Rule
NB. 1. When the player defending the stroke prevents a goal being scored but leaves the goal-line or moves either foot before the ball has been played, the PS is taken again
NB. 2. For any other offence by the goalkeeper which prevents a goal being scored, a goal is awarded
Exactly as per the slide (26)…
Following the PS the game is re-started in one of two ways. 
1. If a goal is scored or awarded the game is re-started with a centre pass to the team who conceded the goal.
2. If a goal is not scored or awarded, a push or hit is awarded to the defence, taken immediately outside of the top of the circle.
Personal Penalties
(10 Minutes) 
Explain that misconduct includes rough or dangerous play, any intentional offence, any time-wasting and any bad behaviour.
Emphasise to the candidates that all players inclusive of substitutes can be cautioned, warned or suspended temporarily or permanently. These ‘powers’ can be used in addition to other penalties awarded (e.g. a penalty corner or penalty stroke etc.).
Explain that players who intentionally break the Rules should be severely punished.  
Encourage the candidates to give you examples (e.g. knocking the ball away after a free hit has been awarded, “accidentally” colliding with or falling in front of an opponent etc.)
Verbal Abuse: Emphasise that if directed at an umpire, a technical ofﬁcial or any opponent it is not acceptable. Umpires are expected to step in quickly and make every effort to remove it from the game. This may involve a verbal warning the 1st time, a warning card the 2nd time and possibly a temporary suspension the 3rd time.  (That is the 3rd time in the game as opposed to the 3rd time from any one player.)
Upgrading a penalty and reversing a decision: Explain to the candidates that if a player/s dissent at penalties awarded against them, it is possible to advance a free hit by up to 10 metres or to increase the penalty (e.g. if it were a free hit in the 23 metre area, it could be upgraded to a PC).
Emphasise that an umpire is not permitted to upgrade a PC to a PS. Emphasise that this penalty ‘system’ is most effective when used quickly and it must always be supported with a second blow on the whistle and the appropriate supporting signal.  All of the players have a right to know what is happening and the umpire must give clear messages.
If/when players dissent at penalties awarded for them, it is possible to reverse the decision. This is a really effective Rule.
When the umpire upgrades a penalty, the whistle must be blown, ﬁrmly, so that all of the players fully understand the penalty. It is seriously important that this happens if the play is close to the 23s or the circles, as the players will need to immediately re-position and in most cases this will be the last thing they expect!
Use Of Cards
(10 Minutes)
Explain that there are 3 warning cards and that they are colour coded green, yellow & red. (Demonstrate).
Explain that umpires are required to record the goals and any warning card awarded.
Explain that:
• Green card = a warning
• Yellow card = a temporary suspension of a minimum of 5 minutes playing time
• Red card = a permanent suspension from the remainder of the game
In an effort to improve player conduct any temporarily suspended player (player in the ‘sin-bin’) who commits further misconduct offences may have the intended duration of temporary suspension extended.
Ask the candidates for examples.
Advise the candidates that temporarily suspended players (yellow card) should be sent by the umpire to the bench area (sin bin or suspended players chair/s).  It is not appropriate or safe to send a player to a position behind the goal. Temporarily suspended players may join their team at half-time but must return to their suspension position when the game re-starts.
Advise the candidates that a player could receive 2 green or even 2 yellow cards for different offences in the same game.  In addition, make sure that the candidates fully understand and appreciate that if a second yellow is given to the same player, it is highly unlikely that it will be supported with a suspension of only 5 minutes – any second suspension of the same player is expected to be signiﬁcantly longer.
Ask the candidates for examples of yellow card offences
Emphasise to the candidates that any offence involving violence should not be followed by another card of the same colour – for example a yellow card for violence must be followed by a red card for another violent offence.
Advise the candidates that where a player intentionally strikes another with a stick or a ﬁst, or intentionally kicks or spits at another player, the red card must be shown immediately.
Advise the candidates that ‘normal’ temporary suspension times are 5 minutes for a serious technical offence (e.g. intentionally breaking down the play) and 10 minutes for serious physical offences. Emphasise to them that very rarely is a suspension in excess of 10 minutes.
The process:  Demonstrate how a warning card is ‘given’.  Explain that the umpire must ﬁrst stop ‘time’ and then beckon the offending player towards him/her.  The card should be held high so that the players and the other umpire are able to see it clearly.
Explain that the umpire awarding the card must politely ask the offending player to turn around so that each umpire and any appointed match ofﬁcial can see and record the player’s number.
Explain that it is rarely advisable to speak with a player when awarding a warning card.  However, if he/she asks why the card has been given, reply politely, brieﬂy, and calmly.
Give clear examples of when a warning card should be given (demonstrate), but emphasise the importance of not being too ofﬁcious.  
Note that under the Code of Discipline for Hockey in some countries, team coaches, managers and physios (if on the team sheet and/or the bench) are also eligible for any/all warning cards if they misbehave.  A green, yellow or red card can be shown to anyone on the bench and they are to sit in the ‘sin-bin’ or suspended players’ chair if there is one available (that is if they are awarded a yellow card).  However, no player from the pitch is required to leave the pitch if the bench ofﬁcial (coach, manager physio etc.) is awarded a yellow or red card.
Emphasise that if a player is awarded a red card, he/she must completely leave the playing area (i.e. if the pitch is fenced or gated, the player must move to outside the fence/gate).
Developing Yourself
(5 Minutes)

Use the slide – repeat everything on it and then with the candidates discuss something they have to learn…how to best control the game in front of them. Explain that their development will be steered by their ability to develop and deliver control and fair play on the pitch.
Explain that nowhere in the Rules book is there actual instruction for this vital area of their umpiring. They must learn to develop this skill themselves.
Explain that control is widely accepted as the most important element of any umpire’s game.  It is essential to the success, safety and enjoyment of all games of hockey and where there is competition the demands are usually higher.  Players expect umpires to control the match, to penalise fairly and consistently, to protect them from dangerous and destructive play and to use the penalties available to them in an honest, ﬁrm and consistent way.
Explain that umpires must communicate effectively (to players as well as between themselves), must co-operate fully and be conﬁdent throughout.  These three elements are crucial to good performance and ultimately create more and better control.
And Finally... 
(5 Minutes)
Emphasise that the umpires can help to raise the standard of the game and must endeavour to do so. 
Remind them that it is theirs and the players’ responsibility to make every effort to see that every game is played in the right spirit.
Insurance: Explain to the candidates that it is essential that they are suitably insured.  For instance, all match ofﬁcials and coaches in all sports in England are encouraged to take a policy that provides ‘public liability’ cover. If they are a club umpire, they need to check that the club has public liability cover that actually protects them and, in which games…is it for the club only or is it anywhere (e.g. if they did a game for their child’s school team, etc.). If they are intending to join an Umpires Association, they need to ask the same questions.
Fitness: Emphasise the importance of ﬁtness.  Explain that umpiring for 70 plus minutes requires not only concentration, but if they are as mobile as the game requires…endurance.  Encourage the candidates to address their level of ﬁtness, to recognise why the players want and deserve ﬁt and mobile people to ofﬁciate their games.
Your Course is very close to completion, but before completing it, ensure that you:
1. Give the candidates a ﬁnal opportunity to ask you any question/s.
2. Conﬁrm that the Examination Paper is a 1½ hours paper and the pass-mark is 75%.
3. Remind all candidates to read their copy of the Hockey Rules Book and, if possible, A Guide to Umpiring Hockey – these resources are considered very valuable in the training of umpires.
4. Remind them also that the Level 1 Accreditation also requires them to submit a completed Candidate Match Record Card (with evidence of the 3 practice matches) to the local Umpiring Administration (or to yourself to pass to the local Umpiring Administration) prior to them undergoing the practical assessment (i.e. the Assessment Match).

