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INTRODUCTION

2010

Welcome to the Texas Hill Country Umpire Association (THCUA) umpire clinic.

THCUA is an umpire association founded in 2007 that schedules games at HYBSA
, MOYSC
 NHO
 and in 2010 we have taken on SMYBSA4.  THCUA was created to manage, train, and schedule amateur umpires for local youth baseball and softball organizations.  THCUA is a non-profit organization and our goal is to build a core base of umpires who have short, mid and long term aspirations of umpiring baseball and/or softball.

This training clinic is designed to provide useful information for both umpires that have called for many years as well as those that are just beginning.  The THCUA Training Director is Keith Crabill.  His training course ranges from the basics of umpiring to the more advanced umpire techniques.  This is truly a clinic that everyone will learn from.

THCUA will be utilizing the www.thcua.org and zebra-ware.com websites for communication and scheduling.  These websites will be a key tool for this year’s success.  On the websites, members can:

· Register

· Fill out incident reports

· Access a members only message forum

· Submit their umpire availability for scheduling through the Zebra-Ware scheduling tool at www.zebra-ware.com (the link can be accessed through a link at www.thcua.org website)

· Update profile information

· Track games

Any person that does not have access to the Internet should talk to Josh Schwartz, Scheduler.

THCUA operates off of the dues and fees of our members.  Membership dues are $20 and they cover a one year membership.  Fees are $1.00 per game called.  Dues and fees are used for hats, advertising, web hosting, office supplies (copies and stamps) and bank fees.

THCUA thanks you for joining our association.  We are dedicated to providing quality umpires to complexes and provide umpires an opportunity to call games and gain experience.  We could not do that without you.  Welcome aboard!

UMPIRE CLINIC SCHEDULE

Saturday – Feb. 20, 2010 – Manchaca Fire Hall 1310 FM 1626 Manchaca,TX 78652 

10:00-10:30 – Registration & Completion of Forms

10:30-11:00 – Welcome & Meet the Board Members – Scheduling & Pay Checks

11:00-12:00 – Instructional DVD

12:00-12:30 – Questions

12:30-14:00 – Rules

Sunday – Feb. 21, 2010 – MOYSC Fields

12:30-13:00 – Registration & Completion of Forms

13:00-Finish – On the Field Training

CODE OF CONDUCT

Texas Hill Country Umpire Association (THCUA) has established this Code of Conduct as a guideline for all member umpires to follow.  All members are expected to read and abide by the guidelines at all times, regardless of the youth complex you are working.  The youth organizations that contact THCUA’s services expect a high caliber umpire crew to control their games and this Code of Conduct should help in meeting their expectations.

Remember:  All you do while umpiring under the guidance of THCUA is a direct reflection upon not only yourself, but also THCUA.  Please be respectful to everyone you encounter and represent THCUA best you can.

Failure to uphold the acceptable standards of conduct stated below may result in discipline up to and including termination of your THCUA membership.  All disciplinary actions will be handled in accordance with the procedures stated within THCUA’s “by-laws” and “Articles of Incorporation”.

THCUA member umpires shall:

· Remain in good standing with THCUA (current with dues and attend required training)

· Arrive no less than 15 minutes before your scheduled start time, dressed and ready.

· Make early notification when a game must be missed.

· Dress appropriately for all games assigned.

· Act respectfully toward every player, coach, parent, fellow umpire, spectator, and league official.

· Be professional and impartial while enforcing the rules of the games without fear or favor.

· Respect the facilities and equipment of THCUA and all local youth organizations.

· Abide by the regulations set forth by all local youth complexes.

· Be a student of the game.  Investing time to learn all applicable rules (OBR, Pony, USSSA and complex rules) and proper umpiring technique.

· Make calls with a quiet confidence, never arrogance.

· Encourage and assist with the development of all umpires.

THCUA member umpires shall NOT:

· Use abusive, insulting or offensive language, regardless of the situation.  Especially language in deference to a persons’ age, sex, religion, race or ethnic origin.

· Initiate contact with any player, coach, or spectator.

· Participate in any game while under the influence of illegal drugs or alcohol.

· Disrespect a fellow umpire on or off the field of play.

CODE OF CONDUCT (cont.)

COACH, PLAYER AND SPECTATOR BEHAVIOR

All league complexes have a written “Code of Conduct” that states the expected behavior from their coaches, players and spectators.  In a perfect world, all inappropriate behavior would be addressed and handled by complex officials, leaving the umpire to impartially apply the rules to the game.  However, occasionally an umpire will be required to respectfully handle situations involving “poor sportsmanship” occurring both on and off the field of play.

Baseball is a competitive sport.  Umpires need to realize this and understand the participants desire to win.  However, a strong desire to win is under no circumstance an acceptable reason to behave in an inappropriate manner.  Each situation must be judged on its merits and every attempt should be made to allow for progressive discipline (give a warning before an ejection).

Below are some guidelines to consider when you encounter a situation, which warrants discipline on the field (coach or player) or off the field (spectator).  It should be understood that “head coaches” are responsible for the behavior of all persons associated with his team, both on and off the field while his team is playing.

Inappropriate behavior by a coach or player

1st offense by coach or player (minor in nature)

· Call time and speak to the offending player and/or coach and inform them of the inappropriate action

· Warn them that another action of like manner will result in an ejection

· Resume play

2nd offense by player or coach

· Call time and eject the offending player or coach

· Coach ejection – coach needs to leave the immediate area of the field and stands.  You should at least require him to go to the outfield fence, and inform him that he is to have no interaction with the game participants until the game is over.  It is at your discretion, unless there is a complex rule that requires someone ejected to leave the complex completely.

· Player ejection – player should be removed from the field of play, and not allowed to remain in the dugout.  If he elects to stay in the stands, inform him that he will be removed from the complex upon his disruption.

· Notify the scorekeeper of the ejection

· Resume play when the ejected party has complied.

CODE OF CONDUCT (cont.)

While most situations will allow for an initial warning, some will not.  Cases involving physical contact with an umpire (regardless of intent), abusive/profane language, or other types of aggravated behavior should be enforced by an immediate ejection.  Use your best judgment to protect the integrity of the game and its participants.

Inappropriate behavior by a spectator

Remember that the “head coach” is also responsible for the behavior of his spectators.

1st offense by a spectator

· Call time and go to the “head coach” responsible for the spectator.  Point the spectator out and inform the head coach of the inappropriate behavior.  Ask the coach for the spectators name for future reference.

· Warn the coach that both the fan and he (head coach) will be ejected upon the next offense by the spectator.  Remind him, the “head coach” is ultimately responsible for the actions of all his teams’ participants, including the spectators.

· Resume play

2nd offense by a spectator

· Call time and eject both the head coach and spectator.  Require both individuals to leave the vicinity of the field (to the parking lot).

· Inform the coaches from both teams that play will not resume until the two ejected persons have complied.

· Report the names of the ejected player and coach to the scorekeeper.

· Have the offending team designate a new head coach for the remainder of the game.

· Resume play when the ejected parties have complied.

A situation could arise where neither coach will take responsibility for knowing the spectator.  If this happens, do not resume play until the coaches contact a league official to handle the spectator.

The calling of “time” to handle both warnings and ejections does not constitute a stoppage of the game clock, and thus takes time away from the players.  Therefore, handle these situations respectfully and quickly.  The time allowed for ejected persons to leave the designated area should be limited to no more than five minutes.  If an offending team refused to comply with an ejection in a timely manner, warn the coach that if the situation is not resolved his team will forfeit the game.  A forfeit results in the non-offending team receiving the win.  Notify the scorekeeper of the forfeit, if on is to occur.

All ejections should be brought to the attention of a league official prior to your leaving their complex.  Also, report all warnings and ejections to THCUA within 24 hours by completing an online incident report and/or calling a THCUA board member.

UMPIRE MANUAL
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1 General

1.1 Equipment and uniform

All umpires must wear a standard umpire uniform: Blue umpire shirt, gray pants, black shoes, umpire hat (plate umpires using hockey style helmet do not need a hat).  Umpires may have their choice of jackets and shirt colors as long as both umpires match.  Plate umpire should wear shin guards, a chest protector, mask and athletic supporter for all levels mustang and above.  Both umpires should have gear at the field in case of an emergency.  At all times, on every level the plate umpire is responsible for keeping the ball/strike count and must have an indicator.  The base umpire is responsible for keeping the time and must have a watch (preferably not on the wrist).

1.2 Tobacco

No use of tobacco products is allowed on the field by players, coaches or umpires.

1.3 Profanity

Umpires should not use profanity on the field.  Any profanity that is audible to the fans or players will not be tolerated.  Umpires should never act in a way that compromises character on the field.

1.4 Official time

The watch carried by the base umpire will be the only watch used in determining the game’s time limit.  The official game time is as announced by the umpire when the game clock is started.

1.5 Official score book

Unless the league assigns an official scorekeeper, umpires should use the home teams’ score book to clarify any questions about the game’s situation.

2 Pre-game

2.1 Arrival

Both umpires should arrive at the complex no later than 30 minutes before the start of the game.  Umpires should arrive in a low key manner (driving slowly, stereo volume low) and park in the umpires’ area of the lot.  Umpires need to check in with field leaders and get baseballs.  Umpire crews should conduct a brief overview of what coverages and signals will be used during the game.  The pre game meeting is not a time for idle conversation or fraternization with other umpire crews or teams.

UMPIRE MANUAL (cont.)

2.2 Plate meeting

Umpire crews are to walk together to the field.  Umpires should arrive on the field 5 to 7 minutes before the games’ start time, and confirm that coaches and teams will be ready to go.  Start the game on time.  Umpires are to start the game clock at the scheduled time if the teams are ready or not.  However, make an announcement audible to both dugouts that the official time has been started.  Once both coaches arrive for the meeting, umpires should introduce themselves by name.  The plate umpire will give the ground rules including awards.  If the crew is unclear about a ruling, they may ask the head coaches for clarification.  Umpires have final decision about any ground rule.  Whatever is agreed on at the time of the meeting will be the ground rules used for that game and should not be changed throughout the course of the game.  League rules should also be quickly reviewed and the official game time should be announced again.

2.3 Pre-game positions

After the plate meeting concludes, base umpire(s) should jog to a position midway between 1st and 2nd or 2nd and 3rd if there is more than one base umpire.  Plate umpire is to monitor the warm-up pitches, and scan the field for open gates or loose equipment on the field.

3 During the game

3.1 Putting the ball in play

Prior to the start of a game, or after the ball has become dead the umpire shall resume play by calling and pointing to the pitcher only after the pitcher has taken his place on the pitcher rubber and the batter has stepped in to the batter box.

3.2 Position between innings

Between innings and during pitching changes, base umpires should move behind 2nd base a few steps out on the outfield grass.  Plate umpires should stand on the side of the team that is hitting, watching warm up pitches and keeping hitters from crossing behind the plate.  At times, the game may require the umpire crew to meet during this time for discussion; this should be done quietly between home and 1st base.

UMPIRE MANUAL (cont.)

3.3 Making substitutions

Player or players may be changed or substituted at any time as long as the ball is dead.  The manger must inform the umpire of the substitution and their place(s) in the line up, then and only then are they considered an announced substitute.  Umpires are to inform opposing manager of all changes when they take place.  It is also suggested that you get the attention of the official score book to inform them of the change.

If an improper order is followed while making a substitution the player is considered in the game (unannounced) when:

· Pitcher takes his place on the pitching rubber and delivers a pitch (dead ball warm ups or live ball)

· Batter steps into his side of the batters box

· Fielder is on the field of play and ball is put in play

· Runner takes the place of the runner he has replaced

When a manager makes multiple substitutions at the same time, it is important for them to notify the umpire where each substitute is going in the batting line up.  If no information about a double switch is given, the umpire will place the substituted players in the same spot as the defensive player they replaced.

Making a substitution for an injured player may occur as long as the ball is dead.

All players, other than the pitcher, will be allowed 5 warm up throws.  The pitcher may throw as many times as the umpire deems necessary to become ready to pitch.

3.4 Making a pitching change and mound trips

A manager may request time to visit his pitcher or other fielders on or near the mound.  This defensive conference is called a mound trip.  A second trip to the same pitcher in the same inning will result in a mandatory change of pitchers.  It is considered a complete mound trip when any coach or the manager crosses the foul line or meets with players near the foul line and then leaves the immediate area of the meeting or mound.  Once the coach starts walking away he must then keep walking towards his dugout.  At times, plate umpires may need to check on the mound trip to find out if the coach is making a change and to hurry along the meeting.  If a pitcher is changed and the coach stays to meet with him, it is not considered a first trip on the new pitcher.

UMPIRE MANUAL (cont.)

3.4(cont) Making a pitching change and mound trips

Two mound trips during the same at bat

Teams are prohibited from making two trips while the same batter is at bat.  In other words, once a mound trip has been made, the pitcher must continue pitching until that batter is no longer at bat.  If a coach is attempting to change pitchers in this way, umpires should give a warning to the manager or coach about the second trip during the at bat.  If the coach continues to the mound the manager, by rule, is ejected and the pitcher must first complete pitching to that batter and second be changed once that at bat has ended.  If the umpire fails to warn the coach about the second trip prior to his arrival at the mound, a warning will be given to the coach (no ejection), the pitcher will be required to finish pitching to that batter, then the team must make pitching change.  By rule, the sub will be allowed no more than 8 warm up pitches.

3.5 Checking on injured players

The manager may ask to make a trip to check on an injured player.  This is allowed and not considered a mound trip.  Umpires should join the coach and injured player to monitor conversation, if the coach brings up any game strategy, the umpire should warn the coach.  He may choose to continue but if he does continue, the umpire will charge him a mound trip.  If a coach makes a mound trip after it ends then says it was only to check on an injury, the coach will still be charged a mound trip.

3.6 Pitcher switching positions

A pitcher may change to a new position at any time as long as the ball is dead.  He may only switch back to pitcher once per inning.

3.7 Batter changing bats

Unless a bat is broken, a batter should not be allowed to switch bats after an at-bat has started.

3.8 After a home run

After a home run the plate umpire should not throw the pitcher a new baseball until after the player hitting the home run has crossed the plate.

3.9 Check swings

Any time a batter stops or checks his swing on a pitch ruled ball, the coaches or catcher may ask the plate umpire to get help from his partner.  If the request is reasonable and made quickly following the pitch, by rule the plate umpire must ask his partner (no matter his position) for help.  This request does not apply to check swing strikes ruled by the plate umpire.  At all times with check swings, the plate umpire’s first responsibility is the pitch, whether the ball enters the strike zone or not.

UMPIRE MANUAL (cont.)

4 Appeals and awards

4.1 Appeal plays

All appeals must me made before the next pitch is delivered or play is attempted.  If a pitcher balks or throws the ball out of play during an appeal attempt it is considered an attempted play.  If the play in question ends at the half inning, an appeal must be made before infielders cross foul lines.  It should be made clear by the team what they are appealing and at what base.

4.2 Runner missing base

If a runner fails to acquire a base or home and remains near the base or home plate, he must be tagged out.  If the runner continues on to the next base and stays there or goes towards the dugout, making no effort to return and touch the base or plate, the defense may touch the base or home plate to appeal the runner missing it.  Also see abandoning the base path 4.7.

4.3 Fielder in/out of play area

If a fielder makes a catch in live ball territory and momentum carries them (standing up) into an out of play area the catch is good.  The ball stays live and the fielder may make a throw from or bring the ball back into the field of play.  If a fielder after making a catch falls (loses body control) into an out of play area, the catch is good.  The ball becomes dead and any runners on base are awarded 1 base from the time of the catch.  Note the difference is only when the fielder falls down does the ball become dead.

4.4 Time of pitch or catch

A runner’s position is determined at the time of the throw.  The time of the throw or pitch is determined by when the fielder or pitcher releases the ball not when it goes out of play.

4.5 Base awards

Throws from the mound –

· If the pitcher is on the pitching rubber, the runner(s) is awarded 1 base from time of throw.

· If the pitcher stepped off the rubber the runner(s) is awarded 2 bases from the time of throw.

Pitched ball – 1st throw after a play on a batted ball – runners, including batter runner, are awarded 2 bases from the time of pitch.

All other thrown balls – all runners including batter runner are awarded 1 base at the time of the throw.

Batted ball – all runners including batter runner are awarded 2 bases at the time of pitch (ground rule double).

UMPIRE MANUAL (cont.)

4.5 (cont) Base awards

Thrown or detached equipment – any time a batted or thrown ball is touched with any equipment that has been intentionally thrown at the ball, the ball is dead and all runners, including the batter runner, are awarded 3 bases from the time of touching.  Umpires may rule that had the balls path not been interfered with it would have been a home run and award the batter runner 4 bases.

Player intentionally kicks or throws the ball out of play – all runners including batter runner will advance 2 bases.

4.6 Retouching of bases

Runners must retouch a missed base during a live ball.  Once the ball becomes dead the ball must be put in play for the defense to appeal the missed base.  This also applies to bases left too early.

4.7 Abandoning the base path

If a runner leaves a base assuming no further play is possible he may be declared out by the umpire once he reaches the steps or dugout door, or is clearly not going to attempt a return to the base.

4.8 Runners passing each other

A trailing runner is out when they pass a runner in front of them unless the runner is already out.  The out takes affect immediately but the ball and play stay live.  Umpires should be aware of time plays caused by runners passing with two outs.

5 Interference and obstruction

5.1 Interference

Interference is defined as any act of the offensive team that hinders, distracts, or confuses a fielder in the act of making a play.  The penalty for interference is to call the offending player out.  If the offending player is already out or not in the game, the most severe penalty (leading runner) should be called out.

5.2 Obstruction

Obstruction is any act by a fielder to hinder or confuse a runner who is running the bases.  The penalty for obstruction is award 1 base to the obstructed runner.  If, in the umpires judgment, the runner could have gone further than one base they may award as many bases as needed to make up for the obstruction.  If the umpire rules it to be just an accidental collision, the umpire should allow the play to continue.

UMPIRE MANUAL (cont.)

5.3 Batter interference

Any time the batter attempts to hinder or affects a catcher’s throw to retire a runner, the umpire will rule the batter out for interference and return all runners to the previous base at time pitch.  If the batter is already out on strikes, the umpire should rule the runner in the play out and return all other runners.  If the batter’s follow-through accidentally hits or affects a catcher’s throw to retire a runner, the umpire should only return runners and not rule anyone out.

5.4 Catcher interference

Any time a catcher’s glove contacts a batters bat while he is swinging at or attempting to bunt a pitch, it is illegal.  The batter should be awarded 1st base.

5.5 Batter-runner/catcher collision

Whenever the catcher and batter runner collide, the plate umpire has one of three verbal calls to make:

· “That’s Nothing” – if umpire rules it to be just an accidental collision.  Umpires should allow play to resume.

· “Obstruction” – if umpire rules the catcher hindered batter attempt to run to 1st base.  Umpire will call time and award the batter 1st base.

· “Interference” – if the umpire rules the batter hindered a fielder’s attempt to make a play on a batted ball the umpire should call the batter out and return all runners to the base they were on at the time of the previous pitch.

5.6 Running lane

The runner’s lane is 3 feet wide and 45 feet long.  It runs parallel to the 1st base foul line in foul ground and ends at the front edge of the base.  The batter runner is required to run with both feet inside the running lane.  The runner is allowed to cross over the foul line once he is within a step or two of first base.

5.7 Thrown bats

Whenever the batter loses control of his bat and it hinders a fielder who is in the act of fielding a batted ball, umpire should call batter out and return all runners.  If the bat breaks, the batter cannot be held libel for where the bat ends up and should not be called out.

6 Game situations

6.1 Rain

The umpires are the sole judge of when a game should be suspended due to rain or lightning.  The umpires only have this authority after the game has started; all pre game weather decisions should be made by the home team.  Once umpires have stopped a game, they must wait at least 30 minutes prior to calling the game.
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6.2 Time limits

Games may use time limits.  Once the time limit is reached no new inning may be started.  The inning in progress however must be finished before the game is ended.  In some cases, a “drop dead” time might be used.  Those games end immediately once the time limit is reached.

6.3 Protested games

If a manager wishes to file an official protest, they must do so before the next pitch or play.  Protests can only be based on a specific rule violation.  Protests involving umpire judgment is not acceptable grounds for protest.  After a proper protest has been filed, umpires should inform the official score book that the game from that point on is being played under protest.

6.4 Light failure

If some of the complex lights go dark the play should only be continued if in the umpire crews judgment there is still enough light to continue.  When a complete light failure occurs the play is dead immediately and scoring will revert to time of previous pitch once the lights are restored.

7 Pitching regulations

7.1 Wind-up

Wind-up is one of the two legal pitching positions (the other being set.  See 7.2).  The windup is defined as when the pitcher stands on the pitching rubber with both feet facing home plate.  From this position the pitcher must step off with pivot foot.  Any movement of the pitcher’s non pivot foot is considered a motion to the plate.

7.2 Set

Set is one of the two legal pitching positions (the other being wind-up.  See 7.1).  The set is defined as when the pitcher stands on the pitching rubber with one foot facing either 1st or 3rd base.

7.3 Stretch

Stretch is a pre-pitching motion where the pitcher moves his arms to a set or moves his arms and his non-pivot foot closer to the pitching rubber.  A stretch is not a balk by a pitcher with runners on.

7.4 Intentionally throwing at a batter

A pitcher, who in the umpire’s judgment intentionally throws a ball at a batter, should be ejected immediately.  If the umpire feels a situation warrants, both teams should be issued a warning.  After a warning has been issued, the next offending pitcher must be ejected along with the manager from his team.

UMPIRE MANUAL (cont.)

7.5 Defacement of the ball

A player who puts any substance on or damages a ball should be ejected.  If a pitcher throws a pitch with a defaced or damaged ball, the pitcher should be ejected if he did the damage or not.

7.6 Pitcher going to his mouth

Pitchers are prohibited from taking their hand or the ball to their mouth while on the pitching mound.  Pitchers may lick or spit on their pitching hand off the mound in the grass but they must wipe off their hand prior to touching the ball.  Pitchers can never spit or lick the ball directly, if an umpire crew member observes a pitcher doing this they should call time, throw the ball out of the game and add a ball to the batters count.  This is not a balk even with runners on base.  In cold weather situations, it may be agreed upon prior to the game.

7.7 Warm up pitches

All new pitchers get 8 warm up pitches from the pitching mound.  Pitchers returning to the mound for another inning get 5 warm up pitches.

8 Instructions to umpires

8.1 Reporting trouble

Ant time an umpire crew has an ejection, issues a warning, has a heated argument with a player or coach, out of control fans or trouble after the game in the parking lot they must file an incident report with THCUA.  The report is available online at www.thcua.org.  You must first log in with your user name and password to register this report.

8.2 Baseballs

The baseballs that are used in the games are the property of the complex and must be returned at the end of the game.  If during a game the plate umpire’s supply of complex balls runs low, they should ask teams to provide more baseballs.

8.3 After a game

Umpires should leave the field immediately once the game has ended and return to their cars or the umpire room, change and leave the complex in a timely manner.  It is recommended that umpires exit the field through the winning team’s dugout to avoid conflict from the losing team or its fans.

Umpires must also obey all posted signs and rules of the complex in post game activities.  If any complaints are made regarding an umpire’s conduct while they are at the complex, THCUA will follow up with the umpire and take the appropriate action.
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8.4 Rule book and complex rules

Good umpiring requires complete knowledge of the rules.  Umpires are expected to apply all complex and official baseball rules.  Complex rules are determined by each complex and should be treated as if they were in the official baseball rules.  If at any time complex and official rules differ, umpires should use the complex version of the rule.

8.5 Attitude

All umpires are expected to incorporate the following professional principals into their own personal style.

· Cooperate with your partner and help each other out.  Ultimately umpires should strive to get the play right

· Use the motto forgive and forget, each game is a new game with a clean slate

· Appear calm and confident.  Always maintain an appearance of impartiality.

· Be a steady influence on the game.  Umpires must figure out complex and intense situations.  Do not hesitate to make the unpopular call if it is found to be correct.

· Never follow a player or coach.  If he is moving away let him go.  Umpires should never use violent gestures or point during an argument.  Even though some situations may become volatile, it is always within the umpire’s power to diffuse the situation and keep the integrity of the game.  Avoid escalating an argument.  Make the coach “throw” his self out.

8.6 Warnings and ejections

Game control should always be of top priority.  At times during the normal course of a baseball game conflicts with players and coaches will arise.  Umpires are instructed to do everything possible to keep the angry player or coach in the game.  If possible a warning should be given that if they continue to argue they will be ejected.  If the player or coach does not return to the dugout or position after a warning and continue to argue they should be ejected.  After a player or coach has been ejected, expect them to “get their money’s worth”, but they must also leave the field quickly.  Ejected players and coaches must leave the field area entirely.  If they refuse to leave the field, the umpires may order teams to help in dealing with them before the game is resumed.  Only after a team refuses to help in a timely manner may an umpire consider forfeiting a game.  Forfeiting a game should only be threatened in extreme situations and considered a final option.  After any ejection it may become necessary to get league personnel or even the police at the game to monitor the fans and secure the umpires’ safety.  Umpires should not begin play until they feel it is safe to do so.

UMPIRE MANUAL (cont.)

8.7 Handling situations with fans

Umpires have no authority over the fans, keeping this in mind, umpires also must maintain a high level of sportsmanship on and around the field at all times.  Fans will always jeer at the umpires’ calls.  Ignoring the fans is the best way to deal with unruly ones.  If an umpire judges a fan’s actions or comments to be over the line the following steps should be followed:

· First, umpires should give warnings to both benches that a fan(s) is/are acting in an unacceptable way and if it continues or becomes worse, it will result in further action. 

· The action to take if this circumstance arises is to give the offending team a second warning.  If the second warning does not work, the umpire should consider ejecting the manager of the offending team.

· After a manager has been ejected because of fan behavior it may become necessary to call on league personnel or the police at the game to monitor the fans.

· At no time should the umpire allow fans to make personal comments toward or about the umpire crew, but a maximum amount of restraint should be used in dealing with fans.  However, once they have made themselves into a major problem, they must be dealt with quickly or umpires risk losing control of the game.  If the umpires feel threatened while on the field, they may choose to stop the game and order teams to help in dealing with trouble in the stands.  Only after a team refuses help in a timely manner may an umpire consider forfeiting a game.  Forfeiting a game should only be threatened in extreme situations and considered as a final option.

SCHEDULING INSTRUCTIONS

We will be using Zebra-Ware.com, a web-based system, for scheduling and assigning umpires. The address is http://www.zebra-ware.com.  

How to Login (three options):

1. Find the link on our website at www.thcua.org under news items, copy and paste the link.

2. Go to the direct URL of https://www.zebra-ware.com/msp/Login.asp?ID=69
3. Go to www.zebra-ware.com
Once at the site select “Customers” and then click “TX-THCUA” under the Baseball Column.

You will be prompted for your user name and password.  

· For your user name use your first name <space> last name.

· Example: josh Schwartz

· The password is your ump number.

· Example: ump##

If you have any problems logging in, please contact Josh Schwartz at josh@thcua.org
After logging in, you will have the ability to:

· Update your address, phone numbers, email addresses, etc.

· Update your availability & scratches

· Accept or reject your assignments

· Track your game fees

· View evaluations

· Keep a journal

· View directory and pictorial of officials

There are many benefits to using Zebra-Ware.  Please take a few minutes to log in and become familiar with them.

SCHEDULING INSTRUCTIONS (cont)

Putting in your availability:

After logging in:

· Go to – Edit Preferences and Unavailable Dates

· Follow the 3 headers and input the days you can and cannot call

(Please note that the default for the site shows you as available to work everyday.)

· The first section is your normal weekly routine.  Click the button for the days that you cannot call.   Put in the start time of the days that you can call.  Please do not worry about preferred, region or mileage.

· The second section is to add specific days that you are available.

· The third section is to add specific days that you are not available.

Make sure to click the “Save” button after making your changes.

Confirming your games

When you are scheduled for games, you must accept those games on zebra-ware.

To do this:

· Log in

· Go to “Accept and reject my game assignments”

· Accept your games and click “Submit”

(NOTE) It is recommended to check the zebra-ware site daily for new games or changes in the schedule
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