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This manual provides Adelaide Footy field umpires with the information that they require to carry out 
their duties in order to successfully umpire a game of football. 

 

The role of the umpire is to apply the Laws of the Game and ensure the game is played in a safe 
and fair manner in the spirit of true sportsmanship. 

 
The Laws of the Game give the umpire, the guidelines and responsibility to manage the game both 
on and off the ground. Umpires are to apply the laws and their interpretations according to the spirit 

of the laws and also to attend to the administrative requirements necessary for the successful 
staging of the game. 
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CONTACT DETAILS FOR COACHES 
 
NAME POSITION PHONE EMAIL 

Colin Rowston Umpiring Manager 0434 547 904 colin@adelaidefooty.com.au 

Peter Angel Umpiring Coordinator 0427 770 419 peter@adelaidefooty.com.au 

Mark Braunack Field Umpires Coach 8266 5349 mark.braunack@bigpond.com 

Sam Colella Field Umpires Coach 0403 865 471 samcolella@bigpond.com 

John Morrison Field Umpires Coach 0412 621 953 morrisonj@banksa.com.au 

Greg von Einem Field Umpires Coach 0406 754 940 greg@linkwareint.com 

Richard Williams Field Umpires Coach 0402 222 160 richardwilliams@senet.com.au 

Darcy Wright Field Umpires Coach 0438 835 996 darcy.wright@bigpond.com 

Tony Symons Field Umpires Fitness Coach 0418 853 174 tony.symons@sawater.com.au 

Ian Denham 
Boundary Umpires Head 
Coach 0400 277 080 denhamik@gmail.com 

Frank McHugh Boundary Umpires Coach 0417 873 518 mchughfrancis@hotmail.com 

Ray Roberts 
Boundary Umpires 
Coach/Admin 0401 862 201 rajroberts@bigpond.com 

Rick Starkie Boundary Umpires Coach 0418 826 401 rick.starkie@hotmail.com 

Steve 
Chrysochoos Goal Umpires Head Coach 0430 515 075 smchrys@bigpond.com 

Joe Buselli Goal Umpires Coach 0417 804 760 lyn@poole.net.au 

Gary Coombes Goal Umpires Coach 0408 995 397 garytania@bigpond.com 

Bill Dart Goal Umpires Coach 0417 946 769 dartb@adam.com.au 

Susan Stevens Trainer 0412 466 972 susan@firstinsportsfirstaid.com.au 

Tim Delvins Physiotherapist 0413 224 191 bodyfitphysio@mail.com 
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FIELD UMPIRES COACHING SCHEDULE 
 
Date Topic  Venue Time 

Feb       

6 Mon Season Launch Function Room 5:40pm-6:40pm 

22 Wed 3km Time Trial Adelaide Uni Loop 5:40pm-6:40pm 

March       

12 Sun Pre-season Training and Coaching Day 
Glenelg Beach/ 
Highway Hotel 

9:00am-4:00pm 

22 Wed 3km Time Trial Adelaide Uni Loop 5:40pm-6:40pm 

29 Wed Control/Rd 1 Function Room 5:40pm-6:00pm 

April       

3 Mon Skill Drills (1st and 2nd year umpires) Aldi Arena 5:40pm-6:40pm 

24 Mon Tackling Function Room 5:40pm-6:00pm 

May       

1 Mon Marking Contests Function Room 5:40pm-6:00pm 

3 Wed Indoor Cricket TBA 5:40pm-6:00pm 

8 Mon Skill Drills (1st and 2nd year umpires) Aldi Arena 5:40pm-6:40pm 

15 Mon Red and Yellow Cards/Wrestling/Tribunal Function Room 5:40pm-6:00pm 

22 Mon Swimming Aquatic Centre 5:40pm-6:40pm 

29 Mon Ruck Contests Function Room 5:40pm-6:00pm 

June       

5 Mon Control General Play Function Room 5:40pm-6:00pm 

7 Wed Squash/Fitness Session 
Thebarton Senior 

School 
5:40pm-6:40pm 

19 Mon Skill Drills (theory session) Function Room 5:40pm-6:00pm 

26 Mon Contest For The Ball Function Room 5:40pm-6:00pm 

July       

3 Mon Swimming Aquatic Centre 5:40pm-6:40pm 

10 Mon Skill Drills (1st and 2nd year umpires) Aldi Arena 5:40pm-6:40pm 

12 Wed Ten Pin Bowling Norwood Bowl 5:40pm-6:00pm 

17 Mon Pay The First Free Function Room 5:40pm-6:00pm 

24 Mon Control Set Play Function Room 5:40pm-6:00pm 

August       

7 Mon Skill Drills (1st and 2nd year umpires) Aldi Arena 5:40pm-6:40pm 

14 Mon Finals Footy Function Room 5:40pm-6:00pm 

October       

7 Sat End of Season Presentation Dinner Hilton Adelaide Hotel 6:30pm-11:00pm 
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10 GROUND RULES FOR ADELAIDE FOOTY UMPIRES IN 

SEASON 2017 

 
 

ENJOY 

Make the most of the opportunity to be involved in the great game of Australian Rules Football 

 
BE A TEAM PLAYER 

Represent the umpiring panel in a professional manner at all times 
Assist other umpires wherever necessary 

 

SET THE PATTERN IN THE FIRST TEN MINUTES 

Stay alert 
Use strong verbal control 

Ensure the players’ prime objective is the ball 
 

PAY THE OBVIOUS AND BLATANT FREE KICKS 

If they want to play footy, let them 

 

ERR ON THE SIDE OF THE BALL PLAYER 

No red hot holding the ball decisions 
The high tackle is the most important free to pay 

 

TAKE NO SHIT 

Take positive action when required 
Have a presence when necessary 

Err on the side of using yellow or red cards 
 

BE PROACTIVE WITH POSITIONING, REACTIVE WITH DECISION MAKING 
High workrate and high urgency = high performance 

Keep moving to be able to see the ball player’s head and shoulders 
Pay decisions according to what the players do, not what they might do 

 

COMMUNICATE EFFECTIVELY WITH PLAYERS 
Speak with offending players, let them know what they are doing wrong 

Talk to players in the same manner you would like to be spoken to 

 

KNOW WHERE TO FOCUS 

As the number one umpire in control, 90% of the time the focus should be on the player with the ball 
As the number two umpire (not in control), 10% of the time the focus should be on the player with 

the ball while 90% of focus should be on players in the anticipated contest 
 

DON’T RELAX 

Keep your vision on the last act of play when the ball is disposed of 
Don’t worry about any previous decisions – the next contest is the most important contest to 

concentrate on 
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SPIRIT OF THE LAWS 
 

GENERAL PLAY 
 

 “The player whose sole objective is to contest the ball, shall be permitted to do so.”  
 

A player may be fairly met by use of the hip, shoulder, chest, arms and open hand or be pushed or 
bumped in the chest or side or be shepherded. Solid but legal bumps are permitted. 
 
DIVING ON THE BALL  

 

 “The ball shall be kept in motion.” 
 

Where a player elects to dive on the ball, or when on the ground elects to drag the ball underneath 
his or her body and is correctly tackled, the player is to be penalised for holding the ball if he or she 
fails to immediately knock the ball clear or correctly dispose of it.  
 
MARKING CONTESTS 

 

 “The player whose sole objective is to contest a mark, shall be permitted to do so.” 
 

Where there is incidental contact in a marking contest when the ball is the sole objective (eyes on 
the ball) – play on will result.  When a player leaps early, the attempt must be realistic (i.e. able to 
touch the ball). 
 
RUCK CONTESTS 

 

 “The player whose sole objective is to contest the ruck, shall be permitted to do so.”  
 

Where there is incidental contact in a ruck contest when the ball is the sole objective (eyes on the 
ball) – play on will result. 
 
TACKLING 

 

A player in possession of the ball and tackled illegally will be awarded a free kick. 
 

NO PRIOR OPPORTUNITY – REASONABLE TIME 
The player who has possession of the ball and is tackled correctly by an opponent shall be given a 
reasonable time to kick or handball the ball or attempt to kick or handball the ball. 

 If the tackle pins the ball – a field bounce will result.  

 If a correct tackle or bump causes the player with the ball to lose possession – play on will 
result.  

PRIOR OPPORTUNITY – IMMEDIATE DISPOSAL  
The player who has possession of the ball and has had an opportunity to dispose of it and is then 
tackled correctly by an opponent, must immediately kick or handball the ball. 

 If a correct tackle pins the ball or causes the player with the ball to lose possession – a free 
kick will result. 

 If a bump or knock to the arm causes the player with the ball to lose possession – play on will 
result. 

 
ADVANTAGE PLAYS 

 

 “The ball shall be kept in motion by permitting the team offended against to take advantage, 
provided play is continuous.”  

 

Advantage can only apply to a free kick. It cannot apply to a mark. A guide as to whether play is 
continuous is that the outcome of the play would have been the same had the whistle not been 
blown. To implement this well, umpires need to be alert for possible advantage plays in the following 
circumstances:- 

 When the ball is loose. 

 When the team offended against has possession of the ball. 

 
  



6 
 

TRIGGER POINTS 
(for those aspiring to umpire Divisions 1 and 2) 

 

 
A trigger point is a 100% effort sprint with an obvious change of pace in the following situations: 
 
1. As the ball crosses the line for a score (i.e. just prior to giving the all clear signal), commence 
sprint. 
 
2. As the ball starts to run towards the boundary line, the umpire should sprint and deviate to side of 
the contest. 
 
3. At a boundary throw in, the umpire should be adjacent to contest, then sprint to 20 - 25 metres 
away from the ball. 
 
4. When the umpire pays a free kick or mark and is to retain control, the whistle is the trigger to 
sprint. This is especially important when paying head high free kicks so as to speak to players and 
create a presence. 
 
5. In the same situation as 4, the number 2 zone umpire is to use the whistle sound as a trigger to 
sprint and control the mark. 
 
6. As the umpire in general play, just prior to a kick or hand ball and you are to retain control, 
anticipate and sprint. 
 
7. As the running player takes a bounce, use the bounce as the trigger point to sprint (don't allow 
the player to run from you). 
 
8. When the whistle is blown for a ball up after the ball has become trapped, the whistle is the 
trigger to sprint in for the throw up. Following the throw up, it is a trigger to sprint backwards to 20 - 
25 metres from the ball. 
 
9. When a player is awarded a free kick or a mark within scoring distance, the whistle is the trigger 
to sprint in and line players up. 
 
10. When the full back kicks off after a behind, the ball contacting the players boot is the trigger 
point to sprint to adjacent the contest. 
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EXPECTATIONS FOR FIELD UMPIRES IN SEASON 2017 
 
PREPARATION FOR GAMES 
 
Registration 
Registration is done online via Sporting Pulse (https://reg.sportingpulse.com/). 
All umpires need to have completed a police check within the last 3 years (see Peter Angel to 
organise). 
 
Accreditation 
Needs to be up to date to be appointed (i.e. completed in the last 5 years). 
All umpires who do not have their accreditation up to date need to complete the AFL online course 
at http://www.aflcommunityclub.com.au/index.php?id=95. 
 
Training 
5:30pm for 5:40pm start on Mondays and Wednesdays. 
Heat policy according to morning temperature – 34 degrees or below at normal venue (Pulteney 
until end of March, Thebarton Oval from April onwards), 35-37 degrees at beach, 38 degrees or 
above cancelled. 
Make sure to complete sign in sheet on arrival at training for record of attendance. 
Inform coach if unable to attend. 
Monday nights during season can either be a standard training session or a recovery session 
(consisting of light jog, stretches, run-throughs, gym work, ice bath and assistance from trainer 
and/or physio). 
There are regular practical skill drill sessions throughout the year for first and second year field 
umpires during trainings to practice positioning and communication. A whistle is required for these 
sessions which will be conducted on Aldi Arena. 
There are 11 field umpire coaching sessions scheduled during the season on Monday nights during 
the season which will be held in the function room at Aldi Arena. 5:30pm for 5:40pm start. They will 
last approximately 20 minutes before a training session is held. 
There will also be a Pre-season Training and Coaching Day held at Glenelg Beach and the Highway 
Hotel on Sunday March 12 for all field, boundary and goal umpires. 
It is expected that for all training and coaching sessions on Monday and Wednesday nights, you can 
expect to be able to be on the road heading home by 7pm. 
 
Appointments 
Keep your availability and unavailability in Schedula up to date. 
Appointments for the following weekend are released via Schedula on Tuesdays at 2.30pm. 
It is expected that all umpires confirm or decline their appointment by the end of Tuesday. 
It is recommended to go into “Manage Your Profile” in Schedula to tick the box so all officiating 
umpires can see all umpires’ phone numbers and call if necessary. 
Rotation will be happening for all field umpires (if you have not been spoken to before appointments 
are emailed out and you are umpiring a lower grade, it is rotation). 
There will be an opportunity for a milestone umpire to choose the other field umpire for that game. 
Developing SANFL umpires will be appointed to U18 games on Sundays and some Saturday 
games during the season. 
There is no plan to implement the 3 umpire system in Adelaide Footy games this year. 
 
Visiting clubs at training 
When requested by a club, 2 umpires will go together to a training session to assist in 
communicating what is required from an umpiring perspective. 
  

https://reg.sportingpulse.com/
http://www.aflcommunityclub.com.au/index.php?id=95


8 
 

Umpires Association 
It is highly recommended to be a member of the Umpires Association to support their efforts to 
create a positive environment. 
 
Time trials 
There will be two time trials over 3km during the pre-season for field and boundary and no time 
trials during the season. These time trials will be held at the Adelaide Uni Loop (McKinnon Parade). 
Division 1 field umpires will need to run under 13 minutes and 30 seconds. 
 
GAME DAY - BEFORE GAME 
 
Match day uniform 
Before and after games, all umpires are expected to wear the 2017 Adelaide Footy polo shirt and (if 
cold) the Adelaide Footy jacket along with black trousers and black shoes. These items can be 
ordered from the Sports Centre (142 Port Rd, Hindmarsh). If an umpire does not wear appropriate 
attire to a game, the umpire can be suspended or demoted in subsequent game(s). 
On the ground, all field umpires are expected to wear the official Adelaide Footy green shirt, 
Adelaide Footy grey shorts, Adelaide Footy green socks, green sweatbands, appropriate footwear 
(boots or runners) and whistle. A notepad, pen/pencil and a spare whistle are also required. 
 
Pre-game expectations 
Arrive at least 45 minutes before game starts. 
If running late, contact the other officiating umpire by calling them. Do not text.  
Field umpires must go to meet coaches of both teams pre-game. If this does not happen, the field 
umpires can be suspended or demoted in subsequent game(s). 
Do not leave any valuables in the changerooms. 
Enter the ground together with the boundary and goal umpires at least five minutes before the 
match is set to start. 
Always check that a Match Day Official for each club is in place. Do not start the game until they 
are. 
Ask each captain if they and their team are ready before starting the game. 
 
GAME DAY – DURING GAME 
 
Differences between AFL and Ch9AFL rules 

 If defender plays on from behind the goal/behind line, the umpire resets the mark for another 
kick. 

 Deliberate rushed behind is not to be paid. 

 The only penalty paid is a 25m penalty (except in the case of a player count when a 50m 
penalty is awarded against the offending side). 

 A player may come off anywhere from the ground as long as they are accompanied by a club 
runner/trainer. 

 If a stretcher is called onto the ground and the injured player doesn’t use it, there is NO 20 
minute penalty towards that player. 

 No 3rd man up rule (i.e. the 3rd man up is permitted in Adelaide Footy games). 

 The protected area in a set kick situation is 5m (not 10m as in the AFL). 

 When there is a delay, a 60 minute period is allowed for play to recommence before the 
game is called off (it is only 30 minutes in the AFL) 
Use of yellow/red cards (see details later in manual). 

 Melee rule (see details later in manual). 

 There will be interpretational differences (covered later in manual) – the aim for Adelaide 
Footy umpires is to protect the ball player at all times 
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Yellow cards 
Yellow cards are used when a player’s actions are not within the spirit of the game but not serious 
enough for an official report. They can be effective in helping a player to calm down and focus again 
on playing the ball. 
When a yellow card is issued, the player is off for 10 minutes and the player can be replaced. 
Umpires are not to escort players off and should recommence play as soon as the player is leaving 
the field. The team’s runner is encouraged to assist taking the player off. 
If a player chooses not to leave the field as instructed, a red card will be issued and the player will 
be required to front the League’s tribunal during the week. 
A second yellow card for the same player is an automatic red card, with the player sent off for the 
remainder of the game (the player can be replaced after 10 minutes). After the game, a week’s 
suspension can be imposed at the umpire’s discretion. If an umpire chooses not to enforce the 
week’s suspension, it is only necessary to complete details of one yellow card in the MDP App. 
If in two minds to use a yellow card or not, do it (err of the side of using them). 
 

Red cards 
Red cards are for serious offences which result in a tribunal appearance or a prescribed penalty. 
The player cannot be replaced for 10 minutes. The player will be either off for 10 minutes 
(prescribed penalties) or the rest of the game (tribunal appearances). 
Umpires are not to escort players off. A runner is encouraged to assist taking the player off. 
Any message to the interchange steward can be done via the runner. 
Detailed notes about red card offences need to be completed after the game using the MDP App. 
After the game, if during a discussion with other umpires and/or umpires observers (but no one 
else), the umpire decides the report is not worth reporting to the League, the umpire is able to 
request that the report is withdrawn. Email details of the report and why it should be withdrawn to 
colin@adelaidefooty.com.au. Do not withdraw the report on game day (i.e. enter the details into the 
MDP App as if it was going ahead). 
If an umpire is negligent in his/her duty to report a serious incident, the umpire will be suspended or 
demoted in subsequent game(s). 
If in two minds to use a red card or not, do it (err of the side of using them). 
Do not offer prescribed penalties for any offences not listed below. Abuse of an umpire, striking and 
headbutting are examples of offences which should always be put through to be heard at a tribunal. 
The following cases are red card offences with a prescribed penalty, with the offending player being 
sent off for 10 minutes (not able to be replaced) and then being able to return to the field: 

(a) Rule 19.2.2. (n) Use of an obscene gesture to any person other than 
an officiating umpire 

1 match 

(b) Rule 19.2.2 (o) Engaging in time wasting 1 match 
(c) Rule 19.2.2. (a) (vi) Throwing or pushing another player after that 

player has taken a mark, disposed of the football or otherwise out 
of play 

1 match 

(d) Rule 19.2.2. (a) (vi) Engaging in rough conduct against an opponent 
which in the circumstances is unreasonable 

2 matches 

(e) Rule 19.2.2. (q) Engaging in a melee, except where a player’s sole 
intention is to remove a team mate from the incident 

1 match 

(f) Rule 19.2.2. (g) Attempting to strike another player 2 matches 
(g) Rule 19.2.2. (i) Attempting to trip another player by hand or arm 1 match 
(h) Rule 19.2.2. (w) Intentionally shaking a goal or behind post when 

another player is preparing to kick or is kicking for goal or after the 
player has kicked for goal and the ball is in transit 

1 match 

(i) Rule 19.2.2. (s) Wrestling another player 1 match 
(j) Rule 19.2.2. (j) Using abusive, insulting, threatening or obscene 

language to any person other than an officiating umpire 
1 match 

(k) Rule 19.2.2. (x) Failing to leave the playing field when directed to so 
by a field umpire 

1 match 

(l) Rule 19.2.2. (y) Wearing boots, jewelry and equipment prohibited 
under Clause 30 of the Rules and Regulations of The League 

1 match 

(m) Rule 19.2.2. (z) Any act of misconduct 1 match 

mailto:colin@adelaidefooty.com.au
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Dangerous tackles 
A dangerous tackle is where there are two actions and the second action puts the player with force 
to the ground. This is a serious player safety issue and will be dealt with a free kick and a red card. 
The report is for rough conduct and the player is to be offered a prescribed penalty of 2 weeks. 
 
Melee rule 
When a melee occurs (involving 3 or more players), the umpire should recommence the game if 
possible. If the melee does not stop, the clubs will be fined and yellow/red cards issued. 
If the game cannot be restarted (e.g. if there is an injured player or if the play is a long way from the 
melee), the umpire will call out “warning melee”, then blow the whistle and do this three times. If the 
melee does not stop after doing this, the melee rule is to be implemented so that the clubs will be 
fined and yellow/red cards issued. 
Do not issue yellow cards against players trying to remove team mates from the incident. 
When the melee rule has been implemented, the interchange steward must be notified at the next 
quarter time break and details entered into the MDP App after the game. 
Boundary and goal umpires cannot instigate the melee rule but they can assist the field umpires by 
communicating with the players and, if they are unaware of the melee, bringing it to the field 
umpires attention immediately. 
Other Adelaide Footy field umpires and/or coaching staff who are observing the game can report 
clubs to the League under the melee rule if the melee continues for an extended period and the field 
umpires do not take action. In these cases, the interchange steward and officiating field umpires 
must be made aware of the melee rule being implemented at the next quarter time break. 
 
Illegal Tagging 
Obvious illegal tagging tactics should be penalised immediately. 
Annoying tactics that are not obvious free kicks but against the spirit of the game will lead to one 
warning and then, if they continue, free kicks. 
 
Overruling other field umpires 
Only ever do this in the case of a missed high tackle or report. This does not include illegal tagging 
tactics which usually happen off the ball and can be paid by either umpire. 
 
Umpire abuse 
If the abuse is loud and demonstrative, action must be taken (25m penalties, yellow cards for most 
cases, red cards for extreme cases). 
Zero tolerance of abuse when 100% sure it is from officials on the coach’s bench – pay a free kick 
and/or report if warranted. 
If abuse comes from an unidentified source in the coach’s box or in the immediate surroundings of 
the coach’s box, use the next stoppage in play to warn the Match Day Official that action will be 
taken the next time abuse is heard. If there is further abuse from the coach’s box or the surrounding 
area, pay a free kick or 25m penalty. Email details to colin@adelaidefooty.com.au so this can be 
addressed. 
Umpires are to always “take the high road” and not lower themselves to the level of anyone who 
decides they want to verbally abuse umpires. 
If a player questions a decision without abusing, do not penalise them. Use this as an opportunity to 
communicate and build rapport/respect. 
 
Racial and religious vilification 
If a player reports an instance of racial or religious vilification without you hearing what was said, 
take notes and write a detailed confidential note to the League. Do not discuss the issue with 
anyone else. 
If you overhear an instance of racial or religious vilification from a player or official, use a yellow 
card to send off offender for 10 minutes. Communicate that this is to calm the player down but DO 
NOT announce that it is for racist/religious vilification. Take notes and write a detailed confidential 
note to the League. Do not discuss the issue with anyone else. 

mailto:colin@adelaidefooty.com.au
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Holding the ball 
Prior opportunity is longer in Adelaide Footy games than in the AFL. 
1 or 2 immediate steps is NOT a prior opportunity. 
3 or more steps can be considered a prior opportunity. 
If tackled legally with no prior opportunity, it will be play on or a throw up. 
If tackled legally after a prior opportunity, there must be a kick or handball or it is holding the ball. 
If in any doubt, favour the ball player and do not pay holding the ball. 
 
NODDo   
O  

 
 
 
  

Does the player 
IMMEDIATELY hit the ball 

clear when tackled? 

Free kick to 
TACKLER  

Does the tackled player have 
POSSESSION of the ball? 

YES 

 

NO 

NO 
NO 

 

Free kick to TACKLED PLAYER 

Is the tackle LEGAL?  

Did the player DELIBERATELY 
dive on the ball or drag it in? 

Free kick to TACKLED PLAYER 

Does the tackle pin the ball to 
the player in possession?  

Did the player have a 
REASONABLE TIME to dispose 

of the ball PRIOR to being 
tackled? 

Free kick to 
TACKLER  

PLAY ON  

Given the REASONABLE TIME 
to dispose of the ball did the 
player IMMEDIATELY KICK or 

HANDBALL the ball? 

Does the force of the tackle 
IMMEDIATELY knock the ball 

from the player who had 
possession?  

YES 

 

 
 
 

NO 

 
 

YES 

NO 
NO 

 

NO 

NO 
NO 

 

NO 

NO 
NO 

 

NO 

 

YES 

 

NO 

NO 
NO 

 

YES 

 

PLAY ON  YES 

NO 
NO 

 

BALL UP  

YES 

NO 
NO 

 

NO 

 

YES 

NO 
NO 

 

PLAY ON  

NO 

 

Given a REASONABLE TIME did 
the player IMMEDIATELY 

attempt to KICK or HANDBALL 
the ball? 

YES 

NO 
NO 

 

PLAY ON  

NO 

 

Free kick to 
TACKLER  

RUCK CONTESTS  

The RUCK takes the ball ON THE 
FULL from a ball up or boundary 

throw-in and is tackled? 

YES 

 

Is the tackle LEGAL?  
Free kick 
to RUCK 

YES

 
 

 
BALL UP  

Did the RUCK IMMEDIATELY 
dispose of the ball by KICK or 
HANDBALL on being tackled? 

PLAY ON  

NO

 
 

 
BALL UP  

Free kick to 
TACKLER  

YES 

NO 
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High tackles 
Umpires are to pay ALL high tackles. 
This is easy for all umpires to adjudicate and protects the ball player. 
This interpretation puts 100% responsibility on the tackler to tackle low. 
Do not communicate with players that there is a “no ducking rule”. Instead tell players “we are 
protecting the ball player” and “if we make a mistake, we will err on the side of the ball player”. 
If you see particular players “ducking” to get free kicks, continue to err on the side of the ball player 
(by paying all high tackles) but email details to colin@adelaidefooty.com.au so this can be 
monitored. 
 
Sliding rule 
A free kick will be paid if there is an obvious slide into a player’s legs which is likely to cause injury. 
 
Rucking rule 
Around the grounds, the two opposing ruckmen must be at least one metre apart before contesting 
the ball. Verbal control needs to be used to achieve this and a free kick only paid if the verbal 
instructions are ignored. 
 
Deliberate out of bounds 
Only paid if the ball is directly hit, kicked or handballed at the line with no pressure. 
Not paid if the ball travels up the line or if there is any doubt. 
If the ball is hit out on the full from a ruck contest, a free kick is awarded against the ruckman. 
Note that if the ball is hit on the full over the goal or behind line from a ruck contest, the field umpire 
is to give the all clear for a point as there is no deliberate rushed behind rule in Adelaide Footy 
games. 
 
25m penalties 
Any action that delays the play after a mark or free kick is awarded or during a kick in from a behind 
will be penalised with a 25m penalty. 
If a player goes into the 5m protected zone at a set kick situation and delays the play before the 
player plays on, a 25m penalty shall be awarded. 
Umpires should focus 90% on the player with the ball and call play on immediately if the player 
deviates so unnecessary 25m penalties are not paid. 
 
Timekeepers 
Each club is responsible to appoint one timekeeper each who should be aware of the League’s 
Rules and Regulations. There is no need for umpires to instruct timekeepers of what to do in any 
circumstance. Timekeepers can contact League representatives if there are issues to be sorted out. 
 
Communication 
It is preferable to use your voice instead of your whistle to let players know what you want them to 
do (except in the case of the melee rule when there is a combination of whistle and voice). 
 
Signals 
Indications are to be carried out according to “Umpire AFL – A Basic Guide DVD” (available on 
Youtube at https://www.youtube.com/watch?v=DYBN54Oxf24). 
 
Ending the game 
When any field umpire hears the siren, the game ends except if a player is having a set shot at goal 
from a mark or free kick. Any score will be recorded as long as it wasn't assisted by a teammate.  
Both field umpires are to work as a team with No.2 to control the mark and No.1 to control the goal 
square area verbally and ensuring free kicks are penalised. 
If there are circumstances during a game where the umpires are concerned for the safety of players 
and/or themselves, the game can be called off. All details in these circumstances must be emailed 
to colin@adelaidefooty.com.au. 

mailto:colin@adelaidefooty.com.au
https://www.youtube.com/watch?v=DYBN54Oxf24
mailto:colin@adelaidefooty.com.au
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GAME DAY – AFTER THE GAME 
 
Match Day Paperwork details are to be entered into the MDP App on one phone with both umpires 
present immediately after the match. The details required are: 

(a) Central Umpires Report (including scores) 
(b) Umpires Best and Fairest votes 
(c) Details of Yellow Cards issued (if necessary) 
(d) Details of Red Cards issues (if necessary) 

 
If invited, make an effort if possible to have a drink at the home club. If atmosphere is not 
welcoming, discretely excuse yourself and leave. 
 
FOLLOW UP FROM GAMES 
 
Red cards 
An umpire who issues a red card must call Tanya in the League Office on (08) 8443 8999 at 9am on 
the following working day to make sure the details have been received and to sort out any further 
requirements. 
 
Tribunals 
Tribunal hearings are in most cases to be heard on Wednesday nights. 
Dress attire is match day attire (polo shirt, jacket, black trousers, black shoes). 
Don’t hang around after giving evidence (get out of building). 
Do not be concerned with the verdict. 
New umpires are welcome to sit in on tribunals to see how they operate. 
For more details about the tribunal process, read the League’s Tribunal Reference Manual (the 
2017 version can be downloaded at http://www.adelaidefootball.com.au/wp-
content/uploads/2015/08/Tribunal-Reference-Manual-2017.pdf). 
 
Coaching feedback 
Non running coaches will communicate with umpires before and after a match (rarely during a 
game). 
Running coaches can provide general constructive feedback during a game if necessary. 
Verbal feedback will be delivered briefly after a game and more in depth on Monday at training (or 
via phone if umpire or coach cannot attend training). 
Coaches provide written feedback (including ratings) to Umpiring Manager in the week after the 
game. 
Written feedback will be provided to umpire twice during season and once after season by Umpiring 
Manager. 
Where possible, video footage will be used. 
Feedback is to be constructive (not critical) with the aim to improve future performances. 
 
Media 
If approached by media, umpires are not to comment unless they have permission from the 
Umpires Manager. 
Umpires should be careful of what they post on social media and always aim to portray the League 
and umpiring in a positive light when doing so. 
 

  

http://www.adelaidefootball.com.au/wp-content/uploads/2015/08/Tribunal-Reference-Manual-2017.pdf
http://www.adelaidefootball.com.au/wp-content/uploads/2015/08/Tribunal-Reference-Manual-2017.pdf
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2 UMP SYSTEM 
 POSITIONING 

 

Helpful Hints 
No.1 
- count the players in the square as 
you begin to walk in for the ball up. 
Ensure both ruckman’s feet are in 
the centre circle. 
After throwing the ball up, trigger 
backwards 20-25m 
 
No.2 
- position yourself near the corner 
of the square, 1m away from the 
line, staying out of the way of the 
boundary umpires (BU). 
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2 UMP SYSTEM 
 POSITIONING 

 
 

 

Helpful Hints 
No.1 
- loud call ‘yours’ with hands behind 
the back when handing over FULLBACK KICKS LONG DOWN 

THE GROUND, NO.1 HANDS 
OVER PLAY TO NO.2 WHO 
MOVES TO A POSITION 20-25M, 
SIDEON TO THE CONTEST 

FULLBACK KICKS TO THE FLANK, 
NO.1 RETAINS PLAY BY TAPPING 
CHEST. 
NO.2 BACKS OFF ALONG THE 
MAJOR AXIS AND ADJUSTS HIS 
POSITION TO BE LESS THAN A 
KICK AWAY 

Helpful Hints 
No.1 
- trigger point to get side on to the 
contest, maintain voice and 
presence. 
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2 UMP SYSTEM 
POSITIONING 

 
 
 
 
 
 
 
 
  

Helpful Hints 
No.1 
-tap chest to retain play. 

SHORT KICKS BY THE 
DEFENDERS ALONG THE FLANK, 
NO.1 RETAINS CONTROL 
REGARDLESS THAT THE BALL 
HAS CROSSED THE BACK OF 
THE SQUARE. 
NO.2 BACKS OFF ALONG THE 
MAJOR AXIS AND ADJUSTS HIS 
POSITION TO BE LESS THAN A 
KICK AWAY. 

DEFENDER KICKS 
ALONG THE FLANK, 
NO.1 RETAINS, THEN 
THE BALL IS KICKED 
OVER THE BACK OF 
THE SQUARE AT 
WHICH POINT IT IS A 
HAND OVER. 
NO.2 BACKS OFF 
ALONG THE MAJOR 
AXIS AND ADJUSTS 
HIS POSITION TO BE 
LESS THAN A KICK 
AWAY. 

Helpful Hints 
No.1 
- clear tap to the chest and use 
verbal communication if possible. 
No.2 
- to anticipate the next act of play. 
 
Note: as a general rule when 
inside the 50m arc, it’s a one ump 
system  
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2 UMP SYSTEM 
POSITIONING 

 
 

 
 
 
 
 
  

NO.1 AWARDS A MARK/FREE IN 
END ZONE WHERE IT IS 
UNLIKELY THE KICK WILL 
RESULT IN A SCORE, THEN TAPS 
THROUGH No.2 WHILE RUNNING 
IN TO SET UP THE MARK. 
No. 2 SPRINTS TO A POSITION 
ABOUT 20m FROM GOAL TO BE 
ABLE TO WATCH THE PLAYERS 
IN THE GOAL SQUARE. 

Helpful Hints 
No.1 
- needs to decide very early if to 
tap through No.2.  Must be aware 
that the player could play-on, must 
avoid 2 umps being in the end 
zone at the same time especially if 
it’s a turnover. 
 
No.2 
- must be ready for the tap from 
No.1 and then trigger towards the 
goal square watching the players 
in that area. 

IF THE PLAYER WITH THE BALL IS LIKELY TO SCORE, THE NO 1 
UMPIRE REMAINS IN CONTROL THE ENTIRE TIME. THE UMPIRE 
SETS UP THE KICK WHILE IN A 1M OUT, 1M BACK POSITION AND 
THEN SQUARES OFF IN LINE WITH THE PLAYER ON THE MARK, 
WATCHING THE PLAYER WITH THE BALL THE WHOLE TIME. AS 
THE PLAYERS KICKS THE BALL, THE UMPIRE MOVES TOWARDS 
THE GOAL FOR THE ALL CLEAR. 
NO 2 UMPIRE REMAINS AT THE TOP OF THE 50M LINE, WATCHING 
THE PLAYERS IN THE GOAL SQUARE. 
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2 UMP SYSTEM 
POSITIONING 

 

 
  

NO.1 TO MOVE AROUND PACKS 
LOOKING FOR FREE KICKS AND 
MAINTAINING A DISTANCE OF 20-
25M 

Helpful Hints 
No.1 
- don’t creep into the pack or get 
stuck on one side 
- keep moving around the pack to 
see ball players’ head and 
shoulders 
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2 UMP SYSTEM 
POSITIONING 

 

 

WHEN THE BALL IS HEADING 
TOWARDS THE BOUNDARY NO.1 
IS TO SPRINT SIDEON TO THE 
CONTEST ENDEAVOURING TO 
GET TO A SIDEON POSITION. 
NOTE: RUN TO THE OPPOSITE 
SIDE OF NO.2 
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2 UMP SYSTEM 
POSITIONING 

 

 

NO.1 TO START BETWEEN THE 
THROWIN AND THE GOALS, 5M 
FROM THE BOUNDARY LINE.  
AFTER THROWIN, UMP IS TO RUN 
SIDEON TO THE RUCK CONTEST 
THEN SPRINT INSIDE OF PLAY 
NO.2 IS TO ADJUST HIS POSITION 
TO BE LESS THAN A KICK AWAY. 
 

Helpful Hints 
No.1 
-use verbal communication 
-opportunity to provide a presence 
-emphasise to the ruckman to be 
1metre apart. 



21 
 

2 UMP SYSTEM 
POSITIONING 

 

 
 

  

NO.1 TO START ON THE LONG 
SIDE, 5M FROM THE BOUNDARY 
LINE.  AFTER THROWIN, UMP IS 
TO RUN SIDEON TO THE RUCK 
CONTEST THEN SPRINT INSIDE 
OF PLAY 
NO.2 IS TO ADJUST HIS POSITION 
TO BE LESS THAN A KICK AWAY. 
 

Helpful Hints 
No.1 
-need to work hard to get side on 
and to the back of the contest 
(major axis) and not be caught in 
‘no man’s land’. 
No.2 
-to be aware to be less than a kick 
from the contest and not from the 
No.1 umpire 
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2 UMP SYSTEM 
POSITIONING 

 
 

SHORT KICK INSIDE 50M ARC 
 
NO.1 TO SPRINT INTO POSITION 
ENSURING THE MAN STANDING 
THE MARK IS 5M BACK FROM THE 
MARK.  AS THE KICKER MOVES 
TO KICK THE BALL, NO.1 IS TO 
SPRINT TO THE NEXT ACT OF 
PLAY. 
NO.2 IS TO ADJUST HIS POSITION 
TO BE LESS THAN A KICK AWAY. 

Helpful Hints 
No.1 
- Get in close and use verbal 
control to set up kick 
- If players with ball is within 2m of 
goal post, the player on the mark 
must come back 5 metres 
- Once player is on right line, back 
away at 45 degrees while 
maintaining a distance to provide 
verbal control. 

Note: 
Backing off at an angle (1 ump sys) 
only applies in the 50 arc where play 
is retained, around the ground the 
umpire is to square off as a set kick 
control. 
 

LONG KICK ON/OVER 50M ARC 
 
NO.1 TO HANDOVER TO NO.2. 
THUS NO.2 BECOMES NO.1 
AND NO.1 IS NOW NO.2.  THIS 
ALLOWS THE UMPIRE TO 
EASILY ACHIEVE A POSITION 
OF SIDEON FOR THE NEXT 
CONTEST. 
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2 UMP SYSTEM 
POSITIONING 

 
 

NO.1 TO SPRINT INTO POSITION 
ENSURING THE MAN STANDING 
THE MARK IS ON THE MARK AND 
THE PLAYER WITH THE BALL 
GOES OVER THE BOUNDARY 
LINE ON THE CORRECT ANGLE. 
AS THE PLAYER BEGINS TO 
MOVE TO KICK THE BALL, NO.1 
BECOMES NO.2 AND SPRINTS 
TOWARDS THE MAJOR AXIS. 


