
 
 
 
 
 
 

	
Guide for Captains of Cricket Teams of all Leagues 
 
This is a short guide to help captains and players to manage some of the issues that arise in a cricket match 
with respect to umpiring and scoring. It is mainly aimed at teams in below Division 6 but can apply to all 
teams. 
 
For Matches where LCU&SA Umpires are appointed 
Before the game/ At the toss 
• You must print out team sheets from the Cricket Leinster website. These should be signed and have the age 

groups of youth players added,  and brought out to the toss with you 
• The umpires will need to be at the toss, so please make sure they are with you when it takes place 
• The umpires will generally talk to you about a few things before the toss: 

o They will introduce themselves by name 
o They will accept the team sheets and check them for names and player age-groups 
o They will summarise the playing regulations to be used in this match and answer any queries 
o They will agree time for drinks if applicable 

• During the match there are a few things that the umpires will look to the captains to help with: 
o They will expect you to keep the game moving – 15 overs per hour (quicker in some competitions) 
o They will expect all your team to accept their decisions without dispute. This doesn’t stop players 

asking a question about the decision. Please communicate this expectation to your players 
• If captain isn't available to toss, another player will need to do it. The person that wins the toss must decide 

immediately what they intend to do. They may not await the arrival of the captain 
 
Spirit of cricket 
This puts specific responsibilities onto the captain. The captain is responsible for the conduct of their players at 
all times. If they misbehave or break the spirit of cricket, the captain is responsible and is open to whatever 
discipline is handed out to his player – and more if the captain fails to act to prevent beaches of this. 
 
During the Game 
• As well as making decisions on appeals etc the umpires are there to help the players and the captain in 

particular. Umpires are used to being approached in this manner; don’t be afraid to do it 
• If the umpires approach you as captain it will generally be to seek your assistance with a particular matter. 

Please try and help with whatever you are asked 
• It is important to remember that everyone wants the match to go as smoothly as possible. Working together 

will make that much easier 
 
For Matches where LCU&SA Umpires are not appointed 
There are circumstances where a team can provide a non-player to umpire but this needs to be done with the 
advice of the OCC. In most circumstances the players in the match take spells at umpiring in turn. 
 
Before the match – Exchange of team sheets 
This is an essential record of the teams in case of later dispute. They must be printed from the Cricket Leinster 
website, and then filled out and signed, and exchanged with your opposing captain. A nominated player may 
only be changed with the agreement of the opposing captain. At the toss you should confirm the playing 
regulations with your opposite number and agree time for drinks. 
 
 



 
 
 
 
 
 
Scoring – Marking the Book 
• In an ideal world each team would have a non-playing scorer. In circumstances where this is not possible it 

is essential that the captain ensures that the player marking the book is capable of doing so correctly. This 
is especially important given that more than one person may mark the book over the course of the innings. 
Please note that in some competitions, teams MUST provide a scorer. 

• Find out catchers names, those performing run outs etc. As the Cricket Leinster statistics become more 
accurate and demanding this will make your life much easier in the long run. The home captain submits the 
scorecard, so make sure the card is complete for BOTH innings. 

• You should agree a total with the opposition captain for the first innings BEFORE taking the field for the 
second innings. This will avoid any issue later in the match. 

 
Substitutes 
A team is entitled to a substitute if a player becomes injured after the toss has taken place (unless the opposing 
captain agrees for a change to the nomination sheet). The substitute may not bat, bowl, keep wicket or captain 
the team – he may only field (anywhere). You do not need the agreement of the opposing captain. Providing 
the injury happened post toss, a substitute is an entitlement. 
 
Some advice for the player while they are umpiring their ‘turn’ 
• You should wear some piece of clothing that makes you distinguishable from players – maybe tracksuit 

bottoms or different coloured top. A white coat helps but you might need to stand out more 
• You’ll need something to keep count with and a watch to keep time. Ideally a phone should not be used for 

either of these things 
• Where to stand: 

o At strikers end/square leg you should stand approx 22 yards from the pitch. Make sure that you are 
in a position that you can count fielders in the circle if you need to 

o At bowlers end you should stand roughly 4 paces behind the stumps so that you can move your eyes 
to check the bowler's feet and pick up flight of ball without moving your head. Make sure that you 
are comfortable whatever position you are standing. 

• Conduct during the match: 
o Try to exchange a glance with your partner after each ball and signal to each other after 4 balls 
o Indicate to your partner at bowler's end if batsman is taking guard outside his crease 
o Move quickly into place at the end of the over – keep the game moving 
o Check that each run is completed properly – bat behind crease – at your end. Try to avoid watching 

the ball after it's been hit: watch the batsmen 
o At bowler's end you must be prepared to move quickly into position to judge a run out; preferably 

from side on. Get into the habit of moving even when the batsmen aren't going to run. It gives you 
a yard start when they try a kamikaze single. 

o Don't worry which side you move to – concentrate on moving and keeping out of the way of the 
fielders. When the fielder throws, stop moving even if you're not in the perfect position. It's much 
harder to make the correct run out judgement if you're moving. 

o Keep an eye on the over rate. It may be slow initially but by 1 hour they should be close to bowling 
15 overs. If not, mention it to the fielding captain. 

 
 
 
 
 
 



 
 
 
 
 
 
Some thoughts on LBW 
There are five things to think about; 
1. Was it a fair delivery? Batsman cannot be out LBW off a no ball 
2. Where did the ball pitch? If outside leg stump then it CANNOT be out no matter what else happens. It must 

pitch wicket to wicket or outside off stump. 
3. What was the first thing the ball hit? If it was the bat or hand holding the bat it CANNOT be out. It must be 

the batsman's body – any part of it. It doesn't have to be the leg. If you can't tell which was first – bat or 
body – it’s Not Out. 

4. If the batsman offered a stroke – however bad it may be – did it hit him in a line between wicket and 
wicket? If he didn't offer a stroke – by lifting his bat out of the way, or tucking bat behind pad – it may also 
hit him in a line outside off stump and be considered for LBW. But just because he didn't offer a stroke, it 
doesn't mean he's out. 

5. Do you believe the ball would have gone on to hit the stumps? Not maybe, not perhaps, not probably – 
would it have hit them? 

 
Take your time with all the above. Don't rush your decision. Ask yourself if there's anything you're not 100% 
sure of. If so, your answer must be not out. Only if you're sure of all your answers to the questions above, do 
you give the batsman out. 


