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2022 LSEHA TECHNICAL UMPIRE DUTIES 

Technical umpires are required to be at the game at least 15 minutes prior to 
the scheduled start of the match 

The technical umpire is responsible for: 

PRIOR TO THE GAME 

1. Inform both the umpires and the team manager/coach of each team 
that you are the technical umpire for their allotted game. 

2. Collect the match card from the bench in the alcove of the clubrooms. 
3. Collect the scoreboard remote and timers x 2 if first game of the day, 

which are kept in the canteen (or cupboard in tech bench area) and take 
to the technical bench. 

4. Set the scoreboard with the teams playing and reset time and scores as 
per scoreboard remote instructions. 

5. Collect two match balls from the first named team. 
6. Check that the match report card has been filled out correctly with 

teams playing, time of allotted game, division, turf or grass. 
7. Check players and player numbers taking the field are the same as that 

recorded on the match report card. If there is a discrepancy, liaise with 
the relevant team manager/coach for correction. 

8. Check that only a total of 16 players are playing per team. 
9. Make sure captains are wearing identification bands and are recorded as 

the captain of their team on the match report card. 
10. Ensure all players are properly dressed in their respective club uniform. 

No blood-stained clothing is allowed. 

DURING THE GAME 

1. Start the scoreboard and a manual timer (in case of power failure as per 
instructions) when the umpires indicate they are ready for the game to 
start. Notify umpires and coaches with 1-minute left to go at breaks (to 
prepare for restarting the match). 
i) Junior Games – 25 minutes halves and 5 minutes half time 
ii) Senior Games – (Division 1 only) 17 minute quarters, (Division 2 

and 3) 15 minute quarters. 2 minutes break between first and 2nd 
quarter and 3rd and 4th quarter, 5 minutes break at half time. 

2. Record goals scored on the scoreboard and match report card against 
the correct team and player. 
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3. Monitor that there are no more than 3 first quarter players from each 
team listed on the match report card.  
Monitor that any first quarter player does not enter the field of play until 
the 2nd quarter unless: 
i) The team has less than 11 players on the field at the start of the 

game 
ii) The  team has an injury in the first quarter that renders that player  

unable to continue playing. 
 

4. Record misconduct cards on the match card and keep an accurate record 
of suspension time for each suspended player. The recording of any 
misconduct is on the match report card. Record card colour, player and 
club and when (which quarter or half) the infringement occurred, as well 
as the suspension time for any yellow cards. Umpires are to record the 
reason the misconduct card was given at a break or at the end of the 
game.  

Suspension time starts when the player is in the tech bench area. Use 
the second timer to record suspended time. 

i) Green card – 2 minutes 
ii) Yellow card – 5 minutes at least depending on the umpire 
iii) Red card – permanent suspension - must immediately (after 

collecting their belongings) leave the hockey grounds entirely. 
 
Temporarily suspended players are permitted to re-join their team at a 
quarter break and at half time interval after which they must return to 
the tech bench area to complete their suspension. 
 
After completing their temporary suspension, the player can enter back 
onto the field as per 6. Substitution of players. 
 

5. Monitor that teams do not have more than 11 players on the field at any 
one time during play.  

6. Monitor substitution of players 
i) Each team is permitted to substitute any player during a match 

other than following the award of a penalty corner. A player may 
take the field once the penalty corner is completed. Completion of 
a penalty corner is either when a free hit has been awarded (to 
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either team), a goal has been scored or the ball has travelled 
outside the dotted circle. 

ii) No substitute is permitted for a suspended player during his/her 
suspension. 

iii) The substitute player/s may not enter the field until the player/s 
being replaced have left the field within 3 metres of the centre 
line. All substitutions may only take place within 3 metres of the 
centre line. 

iv) If a goalkeeper is substituted either : 
Technical umpire tells the goalkeeper to walk around the sideline 
to take up a position behind the goalbox, and at a 16 yard hit or 
free hit outside the circle, then the substitution can be made. 
OR 
Technical umpire makes the sideline umpire aware of the 
intended substitution and the umpire calls a time-out at a 
convenient time. (However, time does not stop). 

7. Injured players 
i) If a player becomes incapacitated on the field of play, one of the 

umpires may stop the match (but time does not stop) and assess 
whether or not the player requires attention from the team 
bench. 

ii) In the case of any injury to a field player, the umpire may 
authorise the coach/manager/sports medicine person to enter the 
field of play to assist and remove the player concerned from the 
field of play as soon as it is safe to do so. The umpire may also 
authorise, if necessary, the stretcher bearers to enter the field of 
play.  

iii) The injured player MUST be recorded on the match report card by 
the umpire/technical umpire with player name and club and time 
and nature of incident. 

iv) No player who is being treated for a bleeding wound is permitted 
to start or resume play if the wound is still bleeding. They can only 
return when bleeding has stopped, the wound has been cleaned 
and covered, and stained clothing changed or completely cleaned. 

v) Any player with a head injury must stop playing immediately and 
seek medical attention for assessment of concussion.  

AFTER THE GAME 
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1. Ensure both captains sign the match report card and supply best and 
fairest players. 

2. Ensure both umpires: 
i) sign the match card with name and club representing  
ii) complete best and fairest players  
iii) record the reason why any players were suspended  
iv) record injury incidents if they occurred. 

3. Record your own name as technical umpire and club representing. 
4. Place the match report card into the men’s or women’s records pigeon 

hole in alcove to clubrooms. 
 


