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This manual was developed after reviewing several other football mechanics
prepared byarious local, regional, state and national officiating associations.
Compromises were made in several areas to generate a system of mechanics that
are relatively simple and can provide the best field coverage for games worked by
the CFOA high school offials.

The manual providedescriptionf officiating excellence, uniform requirements,
general mechanics, and signals as well as specific mechanics for a crew of five and
four officials. Officials should concentrate on mastering the mechanics for a crew
of five officials and then learn the differences anguatments required to work

with crews of four.

The National Federation of State High Schools Associations (NFHS) Football
Rules
Book is the official rule book for the CFQACFOA
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Acknowledgments
This mechanics manual is produced by the California Football Officials Association. Changes to
CFOA mechanics that are specific to Orange County Football Officials Association will be
highlighted inbold.
We are also including philosophy and direction jmled by the San Dieg@ounty Football
Officials Association. A big thank you to Steve Coover and th€BDA Board for granting us
permission to use their outstanding mechanics manual. All entries that come feirOBDRvill
be shown intalics.

INTRODUCTION
Consistency is critical in all we do as officials. And consistency of mechanics is the basis of our work (see
pyramid below). Excellent mechanics places us in the right position with the very best view of the action.
Conversely, poor mechars leaves us without a good window to view the action and will ultimately lead to
errors in judgment.

Judgement

Philosophy

Rules Knowledge

Mechanics — The Foundation

The Ratio of the Critical Elements of Great OfficiatinGarl Cheffers NFL Referee
It is the expectation of the OCFOA that each member of a crevhaitughly prepare themselves for each
game assignment. That preparation will also include a thorough understanding of the differences betweer
5-man, 4man and 3man mechanics. All three are presented in this book for easy reference. Officials are
expeted to review and study the contents of this manual before the season begins, as well as selected sectio
of the manual each week of the season. As much as we study rules throughout the season, we must also
visit our mechanics each week as well. Fonat r eason, wedbve created th
can easily carry it with you to all games and meetings.
Our mechanics describe for us all critical responsibilities we must consistently fulfill. If each crew member
knows their responsibilitieplus how those responsibilities relate to the responsibilities of the other crew
members, we establish the framework for outstanding crew communication, within each game, and
throughout the season. Using approved, OCFOA mechanics allows for a newersvbne r t o e as
ind on a game, or an entirely new group of of f |
confidence.
It is the expectation of the OCFOA that you use these mechanics to prepare for each snap using the outlin
of our pre-snap routine. Just as coaches and players prepare mentally prior to each play, officials must also
prepare for each play using the psaap routine which serves as a checklist of critical elements relative to
every play and/or that unique play! Progme-snap routines guide us thelevel of focus and vision during
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the play that allows us to expect or anticipate actions during the play. Proper mechanics guide our vision
to the proper player responsibilities and purposeful body movements that pusvide very best view of

the action in our area of responsibility. Lastly, these mechanics will train us to use the proper dead ball
officiating sequence so players properly end all action and administrative duties are carried out perfectly
(down, distane, clock/time, penalty, measurement, timeout, quarter change, etc.)

We must strive for perfection. There is no other option. So, each week we will work diligently to prepare
ourselves to be 100% consistent with the contents of this book. It thersftiktveach crew will then be

100% consistent with its contents and, consequently, each crew within the entire SDCFOA will demonstrate
consistent mechanics as a level that maintains our earned status as one of the finest associations in th
country!

With that goal in mind, we must reflect on our performance each week and conduct an open and totally
honest sefevaluation. Only then, can we develop personal goals foirspliovemer? We expect that
individuals and crews will then share and disctissse goals between officials and within the entire crew.
Game observers should also be made aware of the
basis for that gameds observation.

GOALS AND PREPAREDNESS

Our responsibilities as a footbadfficial do not start when we walk onto the field, they start when we decide
we are going to put on the stripes for the first time. Before we start to think of "how good of a game will this
be", we need to consider how prepared are we. How can | giygapers, coaches, and fans the best that

| can every game... every down.

Our responsibility to manage aspects of fair play and ensure the integrity of the game is best accomplishec
when we are ready, when we are focused and prepared. The goals tleafeveosrselves help drive us to
improve. As officials, when the game grows more intense and the competition heats up, how well we hav
prepared ourselves will show. The best officials are the ones that remain consistent in the calls they maka
and in their demeanor on the field, and who can focus their involvement and control of the game.

The following list of topics and stibpics can help you as you develop your personal and crew goals. Write
your personal goals down and refer to them throughout #a&, ymodifying or adding as needed. Crew
goals may also develop from this list but should be a "team" effort and will be modified each week.
Character Goals

AFirst off, youbve-DawdtColdman, Bupervisor BACA2Zl per son! o

1 Balance your lifa" faith family work and football compartmentalize and be present in each phase of
your life.

BeresponsibleWor k hard to prepare yourself for th
Believe that every game is a Asuper bowl o f
Value youropportunity to excel, but let your work flow naturally

Always present a positive attitude

Constantly demonstrate your character to others

e S
or

E R I

Relationship Goals

ATrust starts when you | eave your ego at the doo
of the i ndi v-iClris BetersenyHead gaachdJniversity of Washington

1 Be present forotheisd ondét be distracted

1 Leave your egotahe doori No excuses

1 Contribute to the crew as an equal memberon 6t bi g ti me your crewmat i
1 Feedback must be used to get better
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1 Appreciate your crewmates: there is no better feeling than to be around football officials

Presence Goals

The goal is to b viewed as an athlete who has played the game. We want coaches, players and fans to trus
us and our control of the game. What can we do to improve our presence?

Find those that are rated #1 and study them, in great detail.

You ar e your uildrancaresdnate witkh anacises anathe crowd?

Do you demonstrate a passion for the game?

How will I handle an angry coach?

Can the coach trust you enough with the game?

= =4 =4 -4 -9

Mechanics Goals

It is critical that each member of the crew masterrtfeehanics of their position.

Our preseason meeting is well organized and all of the crew is actively involved.

T The cr ewds meintdgated andspracticeé. we | |

1 The crew has identified situations where we must increase our energy to keep theftdmepgame
high.

1 I have mastered a thorough dead ball and-gnap routine?

1 Our video review focuses on our mechanics as well as our judgments.

Rules Goals

It is the expectations of coaches, playarsd fans that the officials know all of the rufeso excuses!
My pre-season rules study is strong and | participate with study groups.

| work on a portion of the rules each week.

| study all rules study guide questions provided by our association.

The crew is clear on how to accurately report fouls tordferee.

The crew works to enforce penalties quickly and accurately.

Every member of the crew is actively involved in penalty enforcement.

= =4 =4 -8 4 -9

Philosophy Goals

l't i s critical that wedve internali zedropeHyappys s oc

the rules of football to the level of play that we are officiating.

1 Make it Big! Fouls should be obvious to the skilled observer causing a reaction that might best be
characterizedby i Oh my God, what just happened! o

1 Itisimpossible to bid a successful officiating career by calling fouls that result in debates over whether
they are quality calls or not.

1 I pass on fouls where | did not see the entire action.

91 If I am correct in all of my lin@f-scrimmage and game administration fouls,sptorrect in penalizing
all safety and major unsportsmanlike fouls, and then correct in the few fouls where there was a material
restriction which created advantage/disadvantage, then | had an outstanding game!

Judgment Goals
ADo no har mlmilsts ias chadtlt g ihkarhRichirs, SupervisomBig Sky iCenfer@nce

inGo sl ow, sl ower , and sl ower again. Then, wher
d own s o meAndycastagnola, CFO Replay Official
1 See the entire actioand then pause to consider advantage/disadvantage and material restriction
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Do No Harm! Refuse to insert yourself into the game unless it is demanded.

| review the action in my mind (pause and take a breath) and accurately report all of the necessary
information in the manner requested by the referee

1 Each major call is honestly reviewed in Hudl. The action captured on video is compared to your foul
report of the action from the game. Leave your ego at the door!

= =

Each game will present to us opportunitiesncrease our energy, fogusd activity so we present ourselves

as a professional that is in total control at all times. Here are a few of those times when we consciously
increase our energy, not decrease it!

Pregame

Dead ball between PATS, freeks, and change of possession

PATs

Penalty enforcement

Time outs

Measurements

Change of quarters, beginning and end of halftime

=4 =4 =4 -8 -4 _-9_-°

Officiating at all levels of football requires constant vigilance, concentration, and preparedness. Trouble
can break out at any time. Good officials are prepared for situations that may lead to a breakdown in
concentrationi Vern Sparling, SupervisoiC3AC

SECTION 1: GENERAL PRINCIPLES

I.  Knowledge of the Rules:

a. Rule mastery will be perfected over time and must be supplemented by the ability to learn
andinterpretrulesandeditorial changesorrectly. Theseabilities areacquiredthroughthe
devotion d time and study.

[I.  Physical Condition:

a. a. Football officiating is a difficult and exhaustingendeavorwhich requires100 percent
efficiency of mind andbody. An annualphysicalexaminatiorshouldbe apersonal requisite
to ensure your health, thalowing you to assess your ability to officiate.

Il Mental Reactions:

a. Decisions must be instantaneous, and rulings made without deagnsure improved
instinctivereactionduring play situations,continueto review the differentgame situations
and play senarios which may occur.

IV.  Duties and Responsibilities:

a. Each official must have a thorough knowledge of the duties of his own position as well as a
general working knowledge of the duties of each of the other offigila¢és, must be prepared
to assume anyne of the other positions whenever circumstances require rearrangement of
assignments.

V.  An Official Must:

a. Know the down and yardage prior to each snap

b. Be ready to assist any official that is temporarily out of position or had an obstructed view
of a play
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c. Observe erroneous procedures or ruling by other officials and attempt to prevent and correct
in an expeditiousand diplomatic manner,wheneverpossibleand underno circumstances
should an argument develop on the field between officials

d. Know thecorrect signals and their proper use

e. Secure a new ball when appropriate, after all action has ceased, and to handle and pass the
ball properly

f. Be alert to action away from the ball when play has left their immediate area

g. Calltime-outfor anyplayerwhois obviouslyinjuredor disabled Neverrushthe treatment
of an injured playerRecognition of injured players is the concern of all game officldls.

Game Clock can be started if a thoet is not necessary.
VI.  Signals:

a. All signals should be given pmaptly, distinctly and conspicuously as they are the merbal

communication tools we use to inform
VILI. Enforcement:

a. All rulesshouldbestrictly andfairly enforced.Thereshallbe no deviationfrom the NFHS

Football Rules.
VIII. Hustle:

a. Keep the gamenoving smoothly from start to finisido not permit haste to interfere with

duties or correct determinations.
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IX.  Boxing In:

a. Smartofficiating requireskeepingthe playersii b o x eadhdavoidanceof officials being
AboxedOunhseide | ooking ino is essential f
ultimate goal is to have each play viewed from more than one direction.

X.  Off-Ball Officiating:

a. Officials shouldnotbeball watchersTheofficial nearestheactionshouldtakethe gimary
responsibility for the ball but should also be alert to action around th& balbfficial that
is the farthest awBigPishtowr edo twikew tdfe twh a
unsportsmanlike acts and threats to player safétg.officials in between should work in
Ari nfghseo.cl oser you are to the ball, the s

Xl.  Cooperation:

a. Teamworkis essentiahmongstacrewof officials. If arulingis puzzling,relay explanation
to thepresshox. Neverissuedirector indirectnewspapeinterviews, statements, or stories
concerning games in which you are an offici@ontinuous verbal anchonverbal
communicationbetweenall officials during the gameis essentialfor effective game
administration.Officials_should not post anything on Social Media regarding games,
teams, coaches, players or other Officials.
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SECTION 2: STANDARD UNIFORM

I.  Traditional Uniform:

It is essential that all CFOA football officials dress in a consistent mafith@enembers ofacrew
mustbe similarly dressedFor all varsitygamegshe uniformworn by all officials shall include the
following:

1 SHIRTT Standardlackandwhite knit, longtail, 2%inchverticallys t r i ped of f i ci
or short sleeve shirts withpocketonthe leftlra st and compl et e with
collar and black cuffs.

1 PANTS- The pantshall befull-length black pantslhe pantsnustincludea 1¥4inch white

strip on the seam of the leg, must not be cuffed, and must continue to the shoe without a

break.

SOCKS'1 When wearing approved pants, officials will wear black socks.

SHOES AND BELTiI Predominantly black shoes with black laces and appropriate soles or

cleats.A black belt, a minimum of 1% inches and a maximum of 2 inches in width shall be

worn.

1 CAPT Brooklyn stylesolid black capwith traditionalnarrowwhite piping (withoutemblem
or numbersptherthansmallma n u f a doga) shadllve dvern by all but the Referee, who
shall wear a Brooklyn style solid adlhite cap (without emblerar numberspthe than
smal | ma n u f arbetcap shallrbé ariented vgtlo the. bill facing forward and
squarely covering the forehead of the official.

1 FOUL MARKER1 All officials shall be equipped with at least one light gold foul marker,
150 x 150 athacenteewitlypelblesdsarid or beans and worn
INCONSPICUOUSLY.

1 BEAN BAGS- All officials will be equipped with one or mokehite, blue, or blackbean
bags formarking spotsBags shall be filleavith pebblessand or beans. The entire crew
must use theasne color of bean bag.

1 JACKETS- Jacketsarenot consideregartof the official uniform. EXCEPTION: Alternate
Officials before entering the game.

= =

9 UNDERSHIRTSI All undershirts which show should be black.

1 GLOVEST’ Gloves when wornshall be black.

1 EMBLEMSTA 20 x 3EO American Flag will be wor
pocket.

1 HELMETST A protectivehelmetmaybeworn by the Umpire.Whenworn, helmets will be
black, without a bill and must be fitted and secured with a blaickstrap which must be
secured when the ball is in play.
. Summer Uniform:
aA Asummer wuniformo i s appr ov-easiyfimwaccond,dut alli n g
in the crew must wear the same unifoAn. A s ummer uni f or mo ihsblack tr a
shorts with crew socks that meet the bottom of the calf.

II. RADIO PROTOCOL
The use of officiato-official (020) radios is now encouraged but not mandatory. The following
guidelines are recommended if used. These guidelines have been develogedtdy tthiefs in
the OCFOA with guidance from officials at the NCAA and NFL levels.
The use of radios provides our crews with the opportunity to improve crew communication, both
within the crew and with our respective sidelines, coaches, game timersgdotders, etc. But
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the overuse of the radios can lead to a serious decrease in the proper signaling by officials. This
protocol has been established to guide our officials and crews in the proper use of the radios, and
to prevent their overuseTheuseo f 02 0O6s i n a game does NOT r e
signals of the crew.

Note: These radios are NOT SECURE and can be monitored by otihersfore, there should be

NO opinions of teams, unprofessional | anguag

PreGame

Use of the radios is encouraged as you share or access information from other crew members anc
to test the proper working conditiaf the radios

Dead Ball

1)

Communication with opposite flanks to infaime opposite coach of challenging players, issues with
formations, and answer other questions fithiopposite coach

2) Request assistance from referee, umpire or opposite ifhardgardto improving legal formations
or assisting with challenging players

3) Very helpful in communicating directly with the play clock operator when you need to reset the game
clock (if you have enough radios)

4) BACK JUDGE / LINE JUDGE may instruct threferee to wind or hack the play/game clock
whenever necessary (does not take the place of hand signals to the referee as well)

5) BACK JUDGE / LINE JUDGE will use the radio and his whistle to signal officials and teams of the
end of time out periods

Pre-Snap

Absolutely no radio use at this time

Penalty Enforcement

1)
2)

3)

Absolutely no use of the radio to report the foul to the referee

After signaling or verbally communicating the foul to the referee, the radio may be used to
communicate the number of théeofding player to the referee

Communication of all foul information to the opposite flank to share with the head coach is
encouraged

Recommended Models

MidlandT ModelBR200
MidlandT Model LXT600VP3
MidlandT Model LXT500VP3
MidlandT Model LX118
Motorola i Model MH230R
MidlandT Model GXT1000VP4
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SECTION 3: OFFICIATING PROCEDURES
BEFORE ENTERING THE FIELD
ALL OFFICIALS:
All members of the officiating crew shall arrive no later than 1% hours prior to the scheduled Kick
Off Time, to havetime to dress, prepare for the game, and to participate in th&dPne
ConferenceTheonly acceptablexcusefor beinglatefor this PreGameConferences in thecase
of anEmergency, provided the official has given notice toRké&ree/Crew Chief.

|. Back Judge

a. In the absenceof the Referee,you are responsibleto ensurethat a pregame conference is
conducted.

Il . Back Judge

a.Makecertainyou have thecorrecttime. Otherofficials will coordinate theiwatches withyours.
The Play Clock should be kept along with a game cltidk recommended that a Ready Ref or
similar type of time be used &miminister the play cloclkssure you have an accurate timing device
for timing the 25and 40second coust

lll . Referee

a.ConductathoroughPre GameConferenceutlining individual andcrewduties.The purpose of

a PreGame Conference is to prepare the crew mentally.important to solidifythe thinking of
officials in regardto procedurestules,interpretations, phiophy and enforcement.

IV . Back Judge

a. Instruct clock operators.

V. Referee and Umpire

a.Visit eachteam1¥% hours prioto kickoff. Umpireinspects playeequipment, braces, bandages,
tape, and acRemind head coach of equipment mdgquirements and his certification that all layers
are legally equipped according to the riddditionally, the Referee may ask the head coach any
unusual game situation§his may also take place on the field during yourFdeld PreGame
duties.

VI. All Officials

a.Be on the field at lea®0 minutes before kickoff
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SECTION 4: PRE-GAME DUTIES ON THE FIELD PROCEDURES
Know that you are representing tRECFOAwhen you are traveling to and from a game. Always
be on your best behavior, espegtalthen you near the school or game location. And always arrive
on time!

It is expected that you will dress in business casual attire for a varsity game, and will not dress in
shorts, flip/flops, #shirt, etc. Officials are asked to arrive in uniform ¢lexding shirt, hat, and
auxiliary equipment) to the game site when assigned a game below the varsity level. 1t is
appropriate for the official to complete dressing in the parking lot, not on the field.

Our professional actions and communication begith@parking lot and continue as we encounter

any and all school employees, volunteers, fans, players, coacitegame administrators. We get
one chance at making a great first | mpressi
possible, even bafe the game starts.

|. All Officials

a. Arrive on the field as a creat least30 minutes before kickoff, or as soon as the crew is able.

b. Inspectthefield for possiblehazardsandfor correctmarkings.Notify game management
hazardsandincorrectfield markings.Hazardoussituationsmustb e r es ol ved t o
satisfaction before kickoff.

c. Onceyouhavecompleted/ourassignedesponsibilitiesyisually prepareyourself during team
warmups by watching player actions similar to thgee will see during the game.

d. Look for any illegal equipment and bring it to the attention of the umpire so it can be corrected
before the game.

Il . Referee
a. With the umpire or another official, locate and meet each head coach sepdodtelyhe
flank officials houl d be i ncluded in the pregame wit

This may also be done one hour and fifteen minutes prior to game time

b. GivetheHeadCoachthecorrecttime-of-dayanddiscusghegametimeline (toss, kickoff, half
time). If there is any question abale warm-up time due to the previous game extending into
the traditionalwarmup time, the referee will seek out both head coaches and negotiate the
correct(ed) time for the kickoff

c. Obtain information on captains and verify that all players are properly equippkdbout
unusual plays or formations.

d. Explain the sideline policy and introduce the flank official that will be on his sidelif€. e.
required, check to see that the medical staff is present.

e. Ask the home team coach or athletic director if overtime nwik$e used in this game in the
event of a tie.

f. Communicate the response to the visiting coach.

[l . Umpire

a. With the referee, locate and meet each head coach separately.

b. Check player equipment and bandaging to ensure compliance with the rules.

c. Weatherconditions may requir@closdy coordinateceffort by you,the flank officials and the
back judge in putting a new ball in pladtrange it through the Line Juddgall personsareto
remainoff thefield, exceptto retrievethefi o | bdll@nincomplete passes.

d. Approve the game balls.

V. Head Linesman
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a. Meet and introduce yourself to the head coach on your side of thédyieldcompanying the
Referee to that coachés pregame conference

b. Locate the members of the Chain Crew, chains and downHrogeed with them to the
sideline opposite the press box.

c. Make sure that the chain has a tape mark halfway betweenthe stakesto assistwith
measurements.

d. Reviewresponsibilitiesvith chaincrewandbox man.Remindthemtheywill beoperating six
feetback from the sideline at all times.

e.lntroduce yourself to your ball persons an
f. Provide a spare beanbag to the box man for first and goal situations.
V. Line Judge

a. Meet and introduce yourself to the head coachaur gide of the field by accompanying the
Referee to that coachodés pregame conference

b. Instruct ball boys and help inspebefield.

c. Five minutes before kickoffyou should have theaptains and team (team on press box side)
from their locker room in timeoft the coin tosfive minutes before kickoff.

VI. Back Judge

a. Instructthe timer asto startingand stoppingthe clock. At the end of a quarter,no audible
device may be used until the play is dead.

b. Confirm with the timer as to how time will be addedtdaken from the clock.

c. Checkfor a phoneor radio connectionto the pressbox for communicationwith the time.
Review if game management has a contingency plan for having a timer, or timing device.
Review timeouts and be prepared to discuss nied&outs.

VII . Head Linesman and Line Judge

a. ldentifythei g et b a c k 0 thegans ¢olavoid sidelme peoblems and warning.

b. Learn the names dlfieball persons.

c. Instructball personsasto their responsibilitiesandpositioning.Remindball personshey are
to remain off the field and supply a ball to the nearest official as requéstednnecessary
to replace the ball after each play (exception: foul weather).

VIII . Back Judge and Line Judge

a. Have captains and teams from their locker room in fonéhe coin tossThis should occur no
later thanfive minutes prior to kick offPersonally escort teams on to the fielkéepteams
separatedntil theygoto their sidelines.This procedures to be repeated after halftime.

C o a c ICenter@nces

The following is a suggested Coaches6 Confer
to the conference but at a minimum, these points should be covered during the conference
The referee and Umpire (or any other game offi@all Flankofficial will then confer with the

head coaches from both teams starting with the home team. The officials shall be businesslike and

cordial but not overly friendly with the coaches. During the-g&mme meeting the referee shall

confirm (but not be limed to) the following information in any order:

1. Introductionsi A My name is (your name) and 1061l be

official(s) will also introducethemselvego the head coach. The head coach will be presented

with the AssociationCmc hdés Card which contains the nar
the official on that coach(“) sideline wild.l
2. iCoach, is everyone | egally equipped?o
3. ADo you have any unusual plays or formati ot
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4. A My wat ch/ t hethgcarred time; we wik nedd dhs captains for the coin toss 5

mi nutes before kickoffo

5. Al f you win do you want t ey obualwa?nt Itfo ygoou? ol
6. ils this a homecoming or anything special z
7. AWi | beygwing in before kickoff?o0

8. "Where will you go at halftime?09

9. "As you know we will expect good sportsman:
100.hCan we agree to conduct al/l meetings at tt
not to be on the field during the gams,peci al |y to protest a | ud:q
11Aln order to hear and see a signal from th
alert any/all officials to stop the clock.
l2AiCan we see your game ball, please?0
13.AGood luck, coach! o

PRE-GAME WARM -UPS
Game officials must complete their required
prepare themselves for the physical and mental requirements of the game during the 30 minute
warm up.

All officials should stretch, jog aneimulate movements that they will be using during the game to
warm up and properly stretch their body. Prevention of muscle pulls and other related injuries must
be a high priority!

In addition, officials are expected to use a large portion of the 30teniwarm up to continue to
prepare themselves mentally. Visualizing actions around the pylon or goal line, viewing blocking
techniques or QB release point on passes, are just a few examples of how we can prepare our eye
and mind for the game.

REFEREE

1) Evaluate talent of longnapper and motion of kicker in preparation for high snaps, low snaps
(knee down) or proper positioning and view on contact Withkicker (same for PAT/FG
including holder)

2) Observe QB throwing motion (right or left handed?) andasseoint to prepare for incomplete
pass/fumble judgments

3) Get into presnap position to view formations presented duviagm-ups

4) Practice your prsnap routine

5) Observehepositioning ofthebest player(s) in different formations

6) Evaluate action of QB wimecalling cadence

7) Practice transition to zone responsibilities on runs

8 Practice Aread visiond on passes

UMPIRE
1) Interview coaches to note numbering exceptions for scrimmage kicks (especially center)
2) Observe longsnappers and their pemap and snap movemnsn
3) Contact starting centers, obtain their first name, and give instructions regardingaiepldy
whistle and fAstop signal o.
4) Find out who brings out the new ball to start a series.
5) Observe line drills and locate best linemen
6) Practice your prsnap rouhe
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7) Practice transition to zone responsibilities on runs
8 Practice Aread visiond on passes
9) Practice pivot on passes and visualize incomplete vs catch fumble

FLANK OFFICIALS

1) Introduce yourself to both head coaches (prosigamecardwith the officiating crew listedo
coach on your sideline if asked to by your referee)

2) Move all yard markers well away from the sideline where you will be working, and move the
goal line marker back even farther back so you have ample room to be off the pylon at the goal
line.

3) Visualize all of the possible actions that may occur at the lgealand pylon involvingan
airborne playeraplayer withonefoot down inbounds, and the goal line extended.

4) Practice fAifeet then ball o as players <catch
sideline.

5) Practice your prsnap routine

6) Work 7-on-7 or 1ton-11 warmups from your regular position and visualize dead ball spots,
out-of-bounds mechanics, coverage and progress spots.

7) Observehepositioning ofthe best player(s) in different formations

8) Practice zone responsibilities on runs

9) Practiceobserving passing keys/zone/ball immediately dfteisnap, during routes, and after
theball is thrown.

10)Confirm passing routes

11)Practicel/visualize incomplete vs catch fumble

BACK JUDGE

1) Introduce yourself to both head coaches and answer any questiot2&and 46second
play clock and &nd 10second warning sigral

2) Move all end line markers well away from the end line where you will be working

3) Observe kickers and the flight of the ball (heavy spin and curving, directional kicker, above
orbelowaver age kicker, average fdair ti meo)

4) Discuss legal fair catch signal with returners

5) Visualize all of the possible actions that may occur at the goal line and pylon involving
airborne playeraplayer withonefoot down inbounds, and the goal line extended.

6) Visualize all possible actions of punts including catch, muff, fumble, down insideytwel 5
line, touchback, safety, or touchdown

7 Practice Afeet then ball o as players cat cl
end line.

8) Practice/visubize incomplete vs catch fumble

9) Practice your prsnap routine

10) Work 7-on-7 or 1Ton-11warmups from your regular position and visualize dead ball spots,
out-of-bounds mechanics, coverage and progress spots.

11) Observeahepositioning ofthe best player(s) indlifferent formations

12) Practice zone responsibilities on runs

13) Practice observing passing keys/zone/ball immediatelytattsnap, during routes, and after
theball is thrown.

14) Confirm passing routes
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15) Practice/visualize incomplete vs catch fumble
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SECTION 5: COIN TOSS AND OVERTIME
COIN TOSS PROCEDURE
The coin toss is normally conducted in the center of the field tbrfeerminutes before the game.

The Referee escorts the home captains to the middle of the field. Most of thetnéirheme team

will be on the press box side. If the teams are flipped, stay with the home team. The Umpire escorts
the visiting captainsThey proceed to theniddle of the fieldwith the Referee in position to face

the scoreboardt the 50 yd lineThe speaking captains (those who will give options for their teams)
should be positioned so they are closest to the referee when the group meztseimtdh of the

field.

The Head inesman and Lindudge stand at the numbers on their sides of the field to keep players
away from the toss. The back judge obtains the correct ball for the kickoff. The captains are asked
to introduce themselves to each other.

The Referee shoullow all captains to view both sides of the coin, identifying which side is heads
and whichis tails. Thevisiting captainis instructedto call headsor tails beforethe coinis flipped.

The umpire repeats the choice loudly enough for all to hear. Tihevdbbe caught by the Referee

and turned or not turned over. If the coin is dropped, the toss should be repeated. The Referee may
choose to have the coin hit the ground.

Oncethewinneris determined, theiinner is offered his choice: defer, received@&hoose goal

to defend or kick. If the choice is to defer, the Referee immediately faces the press box, taps the
shoulder of the deferring captain and signals the declination. The remaining choices are then
presented to the other captain and the Beédction is made by the deferring captain. If the winner

of the coin toss does not defer, no signal is immediately given.

When the final selections are made, the captains are asked to put their backs to the goal line their
team will defend and the refergjives the appropriate signal. If the choice is to kick or receive,
only the first selection is signaled. If the choice is to defend a goal, two signals are given: pointing
both arms toward the goal line being defended, followed by the appropriate fsigtied other

captain.

If at any time during the toss the referee errs or gives incorrect information (for instance, giving
the wrong team an option), the umpire should speak up immediately.

When the toss is completed, the other officials join the Refanel Umpire in the center of the
field and record the results of the toss. All officials simultaneously move to their kickoff positions.

Before the second half kickoff, the flank officials should ask the head coach for his-$&tbnd
choice. That will le done when getting teams to the field at the end of halftime.
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SECTION 6: GENERAL GAME DUTIES
SUBSTITUTIONS AND COUNTING PLAYERS

All Officials are responsible for the legality of substitutioihe Referee and Umpire are
responsible for the correct number of players on the offensive team and the BackHhathe
Linesman and Line Judgeeresponsible fothe correct number of players tire defense team

Free Kicks
The RefereeandUmpireandHead Linesmamrerespondble for the correctnumberof players
onthe receiving tearandthe BackJudge andLine Judgeis responsibléor the correct number
of players on the kicking team.
All Officials
The fist signal will be used when the team you are counting has 11 play#érsfaid. The
open palm signal will be used when the team you are counting has fewer than 11 players on the
field.

OTHER GENERAL GAME DUTIES 71 ALL OFFICIALS

Makeawritten record of charged timeuts and fouls you call.

The position otheball at end of first and thirgeriods,including downanddistancejs the
responsibilityof the RefereeHeadLinesmanand Umpire.

1 BackJudges responsibléor recordingelapsedime andmakingcertainthe statusof the clock
is carect.

T
T

1 Convey any message you have for other officials promptigid any position that suggests
a huddle of officials, unless necessary.

1 Be alert for players being out of bounds before a snap or free kick.

Watch for fouls, being certain to know:

1 Spot vhere run or scrimmage kick ended

1 Spot of foul, position or number of offending player

1 Whethertheball was loose, in possession or dead when the foul occurred

1 If the clock is stopped

Be ready for any type of play or unusual development.
Always beprepared to rule on:
1 Fumblesl
o Onrecovered fumbles, the official nearest to the recovery must rule on possession and
promptly award the ball to the recovering team with a signal.
lllegal forwardpasses,
Knowwhichteampossessedfumbleor backwardpassbeforeit wentout of bounds between
goal lines.
1 Be alert to rule on a dead ball behind a goal lindicate ruling bya prompt signal.

= =4

1 Signal timeout (S3) when the rules provide for stopping the clock or whendumes charged
to a team or to thed®eree Repeat timeout signal of other officials.
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Covering officialsmayuse the dead ball signal (S7) when the play ends and there is no other
reason testop the clock.

A Awindingo signal (S2) may be usedandtheen t
covering official rules that the ball remained inbounftiafirst down has been made by Team

A, simply stop thelockwith no windand then signal to the referee that the ball was inbounds

Indicate, by touchdown signal (S5), when the balegally in possession of a player on or
behind his op Referee ohedk for agydaallwhidh imighe affect the ruling, if
none, then relay the touchdown signal to the Press Box.

Check for false starts arfieints.

Leave no doubt in the mind$ players or other officials, as to any ruling you make.

Be especially alert for acts of misconduct.
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PRE-SNAP ROUTINES
Great officials understand the importance of and have developed their ability to concentrate and
focus on every play... one play dirae. They let the last play go and prepare themselves mentally
and physically for the next play. Your Pseap routine is a tool the will help you move past the
last play and get you into the flow of the game and improve your ability to correctlyatfftoe
next play. Here are examples of effective-Bmap routines:

REFEREE

a.

b.
C.
d.

270

s<cco=

UMPI

copT < x

@~oa

E

Accordion in and determine next down by looking at LJ who will indicate the status of the ball
relative to the line to gain (forward stake).

Confirm the status of the clock

confirm next down with HL and signal HL to move the box

If 1st down, wind if there is no change of possession or hack (if there was a change of
possession) as soon as the box is near new spot anis nalthe process of being placid
push the pace.

Confirm the status of the clock

Change down indicator on hand

Make note of the down and distance

Move to new position while observing: chains, ball relay and ball spotting by Umpire
Confirmthe status otheclock with BJ and other officials to determine windhorwind

Observe substitutions and player equipment

Count offense & signal umpire

Observe readiness of the crew (BU-LJ-U or any order you prefer)

. Hold U (U preventshe center from snapping) if offense wants to snap and crew not ready

Signal U to movedthepres nap position (i f hedés holding
Signal ready for play (hack or wind) & change down indicatoronhand | ess youdve
done this due to 1st down

Re-count offense (if possible) identifying formation and key players

Anticipate the type of play based upon down and distance, formation, and location of key
players

Observe the cadence of the QB looking for hard counts that simulate the snap

Use read vision while determining run (and directiothefrun) or pass

Other presnap possibilities based upon the situation and location of the ball include:

Punti LINE JUDGE off, kicker receivingheball with knee down, roughing/running into
Puntiobserve signalerod6s cadence (may be the

. End line going out of the end zewr punter intheend zone

Intentional grounding, incomplete pass/fumble, roughimepasser
Field Goali liveballiobser ve hol der 6s cadence

Confirm the status of the clock

Place ball athe proper spot and lateral location (positionS)1

If 1st down or after a penalty enforcement, signal or verbalize the statusabdck to the
referee so he can properly wind or hack

Confirm the status of the clock

Confirm new down and change down indicator and position indicators on hands

If 1st down, aritipate quick wind and leave the ball and move to new position

Make note of the down and distance
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h. Observe substitutions and player equipment
i. Count offense, identify 5 players wearing #s7) & signal referee
J.  Hold the center to prevent snaph&offensein hurry up and wants to snap ahdreferee has
not released you
k. Move to presnap position when referee releases you wheaoffense is in hurry up
l. ldentifying formation looking fothestrength otheformation, unbalanced, and/or key players
m. Anticipate the type of play based upon down and distance, formation, and location of key
players
Feet then ball
Observe the legal snap and your initial keys (guamterguard)
Use read vision while determining run (and directiothefrun) or pass
Other presnap possibilities based upon the situation and location of the ball include:
Punti LINE JUDGE off, numbering exceptions, legal long snap, roughing the snapper
Punti loosen position wider and deeper
Goal linei stay off the goal line
Goallineil ocate the bal/l relative to the goal
ball 6 to flanks i f the final resting spot
Passing/screening/RiPassOption team$ ineligibles downfield
w. Field Goali live balli numbering exceptions and roughing the snapper

CT0SQTOD

<

HEAD LINESMAN
a. If you are the official declaring the ball dead and the play ended inbounds, lift hand straight
overhead for B seconds

b. Confirm the status of the clock

c. Accordion in and confirm next down with referee and signal the box to move and change down

d. Assistin relaying the game ball if necessary.

e. If 1st down, go to the sideline and, using the heal of your foot, indicate the exactrdpet fo
rear stake and down box. Useappropriate signal tthereferee to wind the clock or hack.

f. Make note of the down and distance.

g. Know the line to gain.

h. Change down indicator on hand appropriate to the status of the clockstbapled; front
live)

i. Observe substitutions and player equipment

j. Confirm GL responsibility with BJ

k. Use your ugfield foot to indicate the back of the ball to the receiver.

[.  Confirm eligible receivers, including backs, to your side of the formation

m. Note the location athe betterplayer(s)

n. Signal back to the opposite flanktife widest receiver is off the line of scrimmage (various
signals will be used depending on the formation and confirmation of opposite flanks signals)

0. Release uffield foot indicating the back of the ball, and now straddle the LOS tivébest

view of theball, near tackle, and receiver(s)

p. Anticipatethe type of play based upon down and distance, formation, and location of key
players

g. Anticipate screeand know where the ball was caught relative to the LOS

r. Anticipate ineligibles downfield oapass tdheother sideof the field

s. Feet then ball
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Observe the legal snap with no false start, encroachment or illegal shift or motion (man going
away from you)

Use read vision while observing near tackle to determining run (and directibie fin) or

pass

Other presnap possibilities based upon the situation and location of the ball include:

. Goal line mechanick Stay wide at the pylon

Anticipate pick play
Punti If the LINE JUDGEIs off, you have entire LOS for FST or encroachment
Punti Does kick cross the line of scrimmage?

aa. Know thelocation of eligible receivers and the ball for intentional grounding calls
bb.Field Goali live ball

LINE JUDGE

» oD

NS xs<gcr

If you are the offtial declaring the ball dead and the play ended inbounds, lift hand straight
overhead for B seconds

Confirm the status of the clock

Accordion in and communicate and signal the status of the ball to the referee relative to the
forward stake (1st down oert down).

If 1st down, useheappropriate signal tthereferee to wind the clock or hack.

Make note of the down and distance.

Know the line to gain.

Change down indicator on hand appropriate to the status of the clock @aplped; front

live)

Observe substitutions and player equipment

Confirm GL responsibility with BJ

Use your ugdield foot to indicate the back of the ball to the receiver.

Confirm eligible receivers, including backs, to your side of the formation

Note the location ofhebetter player(s)

. Signal back to the opposite flanktife widest receiver is off the line of scrimmage (various

signals will be used depending on the formation and confirmation of opposite flanks signals)

. Release wfield foot indcating the back of the ball, and now straddle the LOS thigbest

view oftheball, near tackle, and receiver(s)

Anticipate the type of play based upon down and distance, formation, and location of key
players

Anticipate screen and know where the bakveaught relative to the LOS

Anticipate ineligibles downfield oapass taheother sideof the field

Feet then ball

Observe the legal snap with no false start, encroachment or illegal shift or motion (man going
away from you)

Use read vision while obseng near tackle to determining run (and direction of run) or pass
Other presnap possibilities based upon the situation and location of the ball include:

Goal line mechanici Stay wide at the pylon

. Anticipate pick play

Punti LINE JUDGEon the LOSFSTor encroachment
Punti LINE JUDGE off, you have progress on your side of the field and sideline ruling
Punti Fair Catch signal by other receivers

aa.Know thelocation of eligible receivers and the ball for intentional grounding calls
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bb. Field Goali live ball

BACK JUDGE
a. If you are the official declaring the ball dead and the play ended inbounds, lift hand straight
overhead for B secondsstart 40second clock when the ball is signaled dead.
Confirm the status of the game clock
Accordion in and communicate ésignal the next down to the other officials.
Move to a location visible to the referee
If 1st down, be visible use the appropriate signal to direct him to wind the clock or hack.
If applicable, tart the25-second play clock at hack or wind by referee
Confirm the status of the game clock
Make note of the down and distance.
Know the line to gain.
Change down indicator on hand appropriate to the status of the clock $bamied; front
live)
Observe substitutions and player equipment
Count defense amglgnal to LINE JUDGE
. Confirm GL responsibility with HEAD LINESMAN and LINE JUDGE
Confirm eligible receivers, including backs, to your side of the formation
Identify initial key
Note the location othebetter player(s)
Anticipatethe type of play basedipon down and distance, formation, and location of key
players
r. Anticipate pick play
s. Anticipate screen and observe blocking receiver(s)
t. Feet then ball
u. Help with vision of the ball on catches at the sideline
v. Use read vision while observing initial key andestenine run (and direction dfierun) or pass
W.
X.
y.

T TTaemeooo0T

LT O3 7 X

Other presnap possibilities based upon the situation and location of the ball include:
Goal line mechanics end line
Know thelocation of eligible receivers and the ball for intentional grounding calls

z. Punti between hash marks

aa.Punti legal signal

bb. Punti KCI

cc. Punti thecolor of receivers

dd. Punti catch, muff, fumble (assume receiver will muff every time)

ee. Punti Kickers may not advance muff

ff. Field Goali live ball

When the dead ball period ends, do it againit@wery play!
PRE-SNAP DUTIES

. All Officials

a. Beforeeachplay, eachofficial shouldwork throughtheir individual pre-snapduties. Theseluties
includeknowingthedownanddistanceand clock statusn eachandeveryplay.Backinto position
keeping a wide view of all players and dead ball acti&aditionally, individual officials are
responsible for specific prgnap duties that include, but are not limited to:
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V.

Referee
a. Signal upcoming down to HEAD LINESMAN and then to rest of the crew
b. Ifit is appropriate to declare ready to play via hack:
i. Make visual contact with all officials to determine if they are ready, verifyBIWEK
JUDGE:s ready to start th25-second play clock
i. I ndi cat e 0 Re aaklyorthistte arRl hackyoo long whistvith hack and wind
(two times). Be sure to stay in view of the press box when giving the signal
c. If the clock has been stopped for first down inbounds, wind the clock when the chains are set.
The usef a short whistle to alert the timekeeper and te&asthe clock is starting is acceptable.
d. If you determine the snap should be delayed, signal the U to stand over tii¢hieallyou have
determined that play can begin, signal the U to move into his position.
Count ofense, signalingy with 11 or less
Idertify tackle as initial key for blocking
Identify backs oreceiversthat are outsideof the free blocking zongethus they cannot block
below the waist
Identify any numberingissuesin the backfield, e.g. playerin a 50-79 jersey that cannot be
eligible for a pass
Establish a position 1@ 14 yards deep and 12 to 14 yards wide of the original position of the
ball
J. Identify formation and observe initial keys: QB hard count and head bob and false starts
Umpire
a. Retrieve the ball from theunner or obtain a new ball from another official or ball boy. Hustle
outside the inbounds marks as needed to assist in retrieving the ball and spotting it
b. If the R indicates the need to delay the scaper theball to prevent a snajMove into position
at the signal to do so by the Referee.
Count offense, signaling Referee with 11 or less
Ensurefive linemen numbereds0-79 are presentand on the LOS (exception for Scrimmage
Kick Formation)
e. ldentify formation and strengths, lining up in a positiosee the snap
Take a position 7 to 8 yards from the ball, clear of Team B players and in position to see the ball
at the snap
g. ldentify and observe your initial keys, (a) snap, and (b) center and (c) guard(s).
Head Linesman
Signal upcoming down and confirmtivBACK JUDGEand LINE JUDGE.
Move box/chains as necessary for the correct down and distance
Ensure the correct down is on the down indicator
Count the tearonyour sidelingoffenseor defense)Signalthe Back Judge using the approved
signal for the nurber of players on the field
Take a position on the line of scrimmage out of bounds, off the sideline
Be prepared to indicate team A line to team A wide receiver with your downfield foot
Identify theformation and signal status of eligible receivers on your sidleesinapper
Idenify the eligible receivers and keys on your side of the football
Rule on the eligibility of the lineman on your side of the football
Motion T if motion man is going away dm you, have primary responsibility for knowing if
motion is legal or illegal. If motion man is coming to your side and motion is forward, call it if
you see it
Line Judge
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VI.

S o

Signal upcoming down and confirm wiBACK JUDGEandHEAD LINESMAN.

Ensure the coret down is on the down indicator

Count the team on defensggnal the Back Judge using the approved signal for the number of
players on the field

Take a position on the line of scrimmage out of bounds, off the sidélsieected by a signal
fromthe REEREE i n a fdHai I“orMaand long, she LINEARJUDGEMay 3
establish his position at the goal linen@ar thdine to gain in anticipation of a long pass

Be prepared to indicate team A line to team A wide receiver with your.doain

Idertify theformation and signal status of eligible receivers on your sideesnapper

Identify the eligible receivers and keys on your side of the football

Rule on the eligibility of the lineman on your side of the football

Motion T if motion man isgoing away from you, have primary responsibility for knowing if
motion is legal or illegal. If motion man is coming to your side and motion is forward, call it if
you see it

Back Judge

a

b.
C.
d

Know clock status and ensure the play clock is started appropriately
Count the defensive team and signal the H or L as appropriate

Identify the receivers and strength of the formation based on your keys
Take a position approximately 25 yards from the line of scrimmage

Before the ball is put in play, adjust position asessary to ensure you can clearly see your key
and area of responsibilitf'fhere can be no excuse for failing to be in a good officiating position
before the ball is put in play.

REFEREE

The Referee should move to the appropriate positiomenne can observe the offensive huddle.

He should then check the down and distance with the Head Linesman and announce and indicate

the new downThe refereeshould only go to the line of scrimmage for rmitine events, close
measurement, etdJnder unusgal circumstanceghis paceof the gamemay vary and require
discretionaryslowing or speedingup actionby the Refereelf by rule,the clockshouldbe started
afterTeamA is awardedafirst down,Refereewill start the game clock withwaind. He may also
use awhistleat his discretion.
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SECTION 7: TIMING PROCEDURE

GAME TIMING

Correct timing of the game is the responsibility of every officied. importance cannot be
overstated. Eacbfficial hastheir responsibilitiesfor stoppingthe clock as well as keepingit
running.These responsibilities must remain consistent.

a.

b.

Referee

Must always be on the same page with the Back JUdigeBack Judge will signal tiReferee

with 15 seconds remaining on team timeouts

Resettingthe 25 or the 40-secondclock is your job. Usethe raisedandloweredopenpalm
pumping motion to indicate to the Back Judge that a tesZsecondss necessary

Shouldyou be facing thelock atthe end ofa quarteior half, donot allow aplay tobegin if

time expires before the ball is live

Line Judge

Know the time on the clock; even though the clock is stopped, it may be incorrect and may
require adjustmenknsure the referee is aware of that and that you are prepared to correct it.
Always correct the clock ken it was not running and started in erfamy timing errormore
thanfive secondoutsideof five minutesof eachhalf shallbe correctendanytiming error
insidethefive-minutemarkshallbe correctedAfter enforcement of a penalty, enstinat the

clock remains stopped or is started according to rule.

Back Judge

You must have a watch or timing device capable of properly timing the entire gthtiraing

of the game is your responsibilitghould the game clock malfunction, you are to kiep

time on the fieldYou may use the clock operator along the sideline to assist you.

You are responsible for the 4@cond an@5-second play clocHt is strongly recommended

that a Ready Ref or similar device be useth&@asure the play clocWhen 5seconds remain

in the 40/25second count, raise one arm overhead and then lower your arm parallel and use a
visual motion sideways to count down the last 5 secdriisb seconda visible counshould

besi mi |l ar t o a bsckdeduttEhe dounocanfbeedormedwibhghedm
horizontalor pointing upward to make it easfer the quarterbacto see.

Shouldyou be facing thelock atthe end ofa quarteror half, donot allow aplay tobegin if

time expires before the ball is live.

Onall timeouts, notify the crew when 15 seconds renie. Flank Officials will notify their
teams that th25-second clock is about to stafhe referee will signal the ball ready for play

15 seconds later.

Know the time on the clock; even though the klac stopped, it may be incorrect and may
require adjustmenknsure the referee is aware of that and that you are prepared to correct it.
Always correct the clock when it was not running or started in error. Any timing error more
than five seconds outsiaé five minutes of each half shall be corrected and any timing error
inside the fiveminute mark shall be corrected. After enforcement of a penalty, ensure that the
clock remains stopped or is started according to rule.
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TIMER INSTRUCTIONS

The officialin charge of timing (Back Judge in a crew of five) should:

T
T

Meet the timer, record his name on his game card and synchronize watches

Determinethet i mer 6 s | ocati on and discuss proper
Discuss coordination of starting and stopptingclock

Determine how the clock will be reset, and if it can be reset to an exact time

Set and begithe pregame countdown, with the clock to hit 0:00 at game time

Discussthe length of halftime and let éhclock operator know that you will signal when to
begin

Remind him that at the end of any quarter, no audible device may be used until the play clearly
becomes deadHe should reset the clock only after the referee holds up the ball at the end of
a quarer. If the period is extended for an untimed down, keep the clock at 0:00

Remind the timer any official ma yAftertriesp t he

On plays nearthe boundaryline the clock will continueto run, unlessthe official signals
incomplete or stop the clock (out of bounds, first down, runners helmet came off, etc.).

After a play in which the clock has been stopped, the referee may start it again by winding his
arm.If no signal is given, the clock will start ohet subsequent snap.

The clock stops following a score or touchback after the appropriate signal has been made.

For overtime, there will be no game clock, so please keep the clock at 0:00.
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SECTION 8: USE OF BEAN BAGS
PROCEDURE

1 Thebeanbagis used to mark spots, othian thespotof a foul, which may laterbe needed
as a reference point.

1 Bean bags are not to be thrown, they are to be dropped or tossed (seldom more than three
yards).

1 Onfreekicks, all officials shouldhavetheir beanbage handif neededo indicatea spotof
first touching.

1 On scrimmage kicks, the linesman, line judaed back judge should have beanbags in hand
if needed to indicate a spot of first touching and the end of the kick.

1 Under no circumstances should the beanbag be used as a substitute foOhestienmon
example of lazy officials using the beanbag iadtef proper mechanics involves a play in
which the runner is downed near or past a sideBoene flank officials approach the players,
throw their beanbag toward the spot and retrieve the ball from the runner.

1 Itis not necessary to drop a beanbag atspot a player intercepts a pass. Unlike the spot of a
fumble, that spot has no bearing on penalty enforcement.

SITUATIONS IN WHICH THE BEANBAG SHOULD BE USED
Fumbles
a. The spot of the fumble must be marked in the event a penalty occurs and that spded n
to determinevhere therun ended.Technically, thespotis requiredonly for fumbles beyond
the neutral zone, but many officials bag all fumbles out of habit.
First Touching
a. During both free and scrimmage kicks, there are times when it is imprap€edm K to

touch a ball that has been kickddh a t i s known as Afirst touc
Team K touches the ball when it is not entitled to possession.
b.On free kicks, i f Team K t ouches-kidkklneand al |

before it is touched there by any Team R player, the spot must be marked with the beanbag.
For a scrimmage kick, the spot must be marked if Team K touches the ball in the field of play
beyond the line before Team R touches it.
c. The spot must be maridbecause Team R may have the right to take the ball at that spot.
End of a Scrimmage Kick
a. If ascrimmage kick ends between the goal lines, the covering official must mark the spot with
a beanbagrhat is in case posicrimmage kick enforceme(PSK) is needed on a foul.
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Momentum Exception

a.

b.

C.

The momentumexceptionallows a defenderor kick receiverto makea play without fear of

giving up a safety.

When a defensive player intercepts an opp
0 p p o nfembte 6r backwardpass;or a Team R playercatchesor recoversa scrimmage

kick or free kick between hiBve-yard line and the goal line, and his original momentum
carries him into the end zone wéessoreritgobse b a
outof boundsin theendzone,theball belongsto theteamin possession at the spot where the
pass or fumble was intercepted or recovered or the kick was caught or recovered.
Thebeanbaggedspotmightalsobe usedto enforcea penaltythatoccursafterpossession was
obtained.

Out of bounds

a.

The beanbag can also be used to mark the out of bounds spot orQuufree kicks, if the

ball is kicked out of bounds untouched, it is a foul and the spot can be marked with the flag.
Thebeanbag is useful when certain players go out of bounds during # plalayer is pushed

or blocked off the field, he may legally return and participate as long as he immediately re
enters; that spot does not need to be maikedever, if a player ofeam A or Team K goes

out of bounds before a change of possession, the spot should be rtaskeak a foul unless

he returns and the return spot should then be marked with @likadgeanbag will demonstrate

the covering official was on top of the pla

Inadvertent Whistles

a.

When an official inadvertently blows his whistle, causing the ball to become dead, the covering
official mustdrop his beanbagt the spotof the ball whenthe whistle was blown.The down

may be replayed or the teampnssession at the time the whistle was blown may choose to
accept the result of the play.
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SECTION 9: USE OF WHISTLE

ALL OFFICIALS

T

Eachofficial will carryawhistleaspartof requiredgameequipmentA whistleon alanyard
is preferredThelanyard should be blackinger whistles are allowed as an alternative.

Whichever type of whistle is used, having a spare whistle in a pocket is recommended.

The Referee Umpire, HeadLinesmanand Line Judgeshouldstrongly considerhaving the
whistle in their mouths prior to the snaim case a dead a | | foul occurs or
request is granted. Once the snap occurs, it is strongly recommended that no official have a
whistle in the mouth until the ball becomes dead.

Remembethat,by rule,thewnhistlerarelycausesheball to becomedead Blowing thewhistle
only confirms that something has happened to cause the ball to become dead.

When, at the end of a down, any official sees that a flag has been thrown, he should alert the
crew bygiving three short blasts of the whistléhat helps ensure the box is not moved or the
chains moved until the penalty is sorted out.

The Refereavill usethe whistle to indicate the ball is ready for playen the 25econd play
clock isbeing used, whethere is a timeout (charged or officialhenthere is a player injury
and to prevent the ball from becoming live due to a dedidfoul before the snap.

Rarely will the Referee use the whistle to confirm that the ball is dead after dt gaguld
take no more than three seconds to spot the ball and make it ready for play.

The Umpire whistles to indicate a timeout, déxadl foul that prevents the snap and player
injury. It is strongly recommended the Umpire refrain from using the whistternérm the
ball is dead at the end of the play outside the hash mirkdUmpire may blow his whistle if
he sees an incomplete pass in his coverage area, however.

If a play ends in front of the Umpirénside the hash markBank officials should noblow
their whistles to mark the end tbfe play, unless they see something unussath as aunner
down but continues downfield, forward progress is stopfstidown, turnover, and penalty,
player losing their helmet, injury or a team calling a timeou

The Back Judge uses the whistle to indicate timeouts, injuries; the end of a quarter, touchback,
the ball is dead in his coverage area and touchdowns when he is the covering official.
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DECLARING THE BALL READY FOR PLAY
1 The ball is readyfor play when it is placedon the field of playby the Umpire.

1 Communication with the quarterback regarding the status of the game clock at thioready
play is important during many intervals of the gatis.up to the referee to use good judgment
in keeping the quarterback informedinisregard and ovecommunicate if there is any doubt.

1 TheUmpireshouldbe checkingtheball to determine that it iplayable.lf atowelis needed,
carryonewith you. In wet conditionsyou may hold the ball and not place it down until Team
A comes to the linelf you request a new ball, it will be relayed to you by a Flank Official
and/or the Back Judge, keeping the ball persons off the field.

1 In a hurryup offense, the ditials need to hustle but not to allow it to take over the pHoe.
Refereeand Umpireshould notallow the ball to be snappenhtil the officials are ready.et
the quarterback know the status of the clock (starting on the feaplay or the snap)Be in
position and signal the Umpire to go to his positfdme has been placed over the ball to delay
the snapThe Umpire backs out to his position when signaled by the Referee.
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SECTION 10: BALL HANDLING

SCRIMMAGE PLAYS
l. Back Judge, Head Linesman, and lie Judge

a. MeetandinstructBall Persorduringthe on-field pre-gameperiod.Ball Personsreto remain
outsidefield of play atall timesandbeatleastsix feetoff sidelineunless relaying replacement
ball or retrieving a ball that has been replaced.
Note: Gameofficials aresolely responsiblefor transferringreplacemenball to Umpire for
placement at the succeeding sall Persons are to remain off the field unleseded to
retrieve a ball that has been replaced.

b. Ball Persons should be instructed to remain alert to relay a game ball in regardless of the
situation.

c. Ball Persons should be instructed to pay attention to the official on his/her siBelirffgersons
shauld be instructed to retain a towel for drying the ball.

d. Priority is always to get a replacement ball into the game; placing a ball at the foot of the official
with forward progress must never delay getting the correct replacement ball into thé&game.
Field Goal attempts, Ball Persons are to be positioned at the Teldhydd line.For Tries,
Ball Persons are to be positioned behind the endDi@eNOT PLACEREPLACEMENBALL
BY GOAL POST.Immediatelyfollowing play, relay replacement ball ttihe nearest official,
then retrieve ball being replaced.

GENERAL BALL HANDLING
|. Relaying Ball

a. Relaying or transferringof the ball should be done quickly and efficiently, with as few
exchanges as possible.

Il. Tossing Ball

a. Alltosses shall be underhand, with a spiraling motion, and on a generally flat trajectory to chest
level of the person receivinghe ball. Do not tosghe ball over playersA crew proficient in
ball handling will not allowthe ball to fall tothegroundwhile handling and transferring it.

lll. Start of Each Half or Extra Period

a. Flankofficials areresponsibleo getthecorrectball to the Back Judgeto beginthe second half

or subsequent extra periods.
IV. Spotting Ball

a. Spottingtheball for thesucceedinglownshouldbedonewith oneplacementThe officialthat
spotsball shoulddo so asquickly aspractical yetassuringball if placed correctly when first
spotted However, any official that has positive knowledge that,balot spotted correctly,
should take necessary measures, including stoppéwock, to get ball located correctly.

b. An effective crew of CFOA officials will be expected to monitor teadball actionof the
playerswhile retrievingandplacingthe ball for the succeedinglay. To providebetterdead
ball coverageandbetterplayersafety, Referee, Back Judge and Flanks (when awaytfrem
deadball spot) will focus more of their attentiar theactionof the playersthanonretrieving
the deadball. While this represents shift from traditional ball mechanicsthe increased
emphasison player safety demand an approachbasedon effective coverageas well as
efficiency.

c. The Umpire will retrieve and spot the ball in most situatidrieere will besituations when
Umpire goes outside the hash marks to retrieve theWakn conditions permit, the Referee
should assistthe Umpire by moving to the succeedingspot and spotting the ball. Fluid
coordinationand communicationbetweenthe Refereeand Umpire will ensure the most
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efficient spottingof the ball. Whenthe Umpire relaysthe ball to Referee, the Umpire should
move into position for the next playhe Umpire will not go to the succeeding spot unless
Team A is in a fAhufensey upo or fAno huddl eo

WHEN THE BALL IS DEAD AND BETWEEN THE NINE -YARD MARKS:
Generally,the Umpire will retrievethe ball usedon the previousplay and placethe ball at the
appropriate spoiNearby officials may be in a position to assist if doing so does not takethayn
from marking the deablall actions of the players.
Umpire
1 Whenthereis no furtherthreatof foul, moveto retrieveball andplaceatthe succeeding spothe
U must be prepared to retrieve and spot any ball that is between thearinmaarks.
Referee
1 Whenthereis no further threatof foul, and conditionspermit, moveto assistwith retrieving the
ball and delivering to Umpire to placethesucceeding spot.
Back Judge
1 Maintain depth and monitor players away from the lgdick Judge will onlyrarely be involved
in retrievingthe ball, exceptin situationswhereanincompletepasss in his proximity.
Flanks
1 Indicatethe deadball spotandmark with the downfield foot. If you are the official declaring the
ball dead raise your arm straight above your head with the palm flat indicating that-dexd0d
play clock should begirEyesshouldnotbe looking at the Deaball spot, rather, should be up and
looking for illegal action by the playeiBe preparedo assisUmpirein retrievingtheball. Observe
the proper placement of the ball at the succeeding spot.

WHEN THE BALL IS DEAD OUTSIDE THE NINE -YARD MARKS, OR OUT OF BOUNDS:

1 Generally, a replacement ball will be used on plays that end outsidméheard marks on Team
A 6 s s iWhenlthie bakk becomes dead outside the-girer d mar ks on Team
ball from the previous play will be retrieved and placed at the succeeding spot.

1 Generally theRefereewill retrievethenewball andrelayto Umpirewhowill placetheball atthe
inboundsspot.On long plays (morethan10-12 yards)Back Judgemustbe preparedo assistin
relaying the ball to Umpire.

I. Referee
Move to an open area between the inbounds line and thgaidenarksWhen there is no
further threat of foul, retrieve the replacement ball and relay to Umpire who will spot the
replacement ball.

II. Umpire
Whentheball is dead following a play that ends outside the-yerel marks, and there is no
further threat of foul, move the inbounds spot and receive the relay ftoeReferee.

[ll. Back Judge
Maintain depth to observe dedadll and oftball action of playerd-ollowing plays that gain
morethan10-12 yards,be preparedo assistin retrievingthe ball andrelayto Umpire.

IV. Flanks
Indicatethedeadball spotandmarkwith thedownfieldfoot. If you are the official declaring
the ball deadnhbounds raise your arm straight above your head with the palm flat if the ball
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is dead inbounddf the ball is declared dead oot bounds, signal timeouBoth signals
indicake that the 46second play clock should begyesshouldnotbe looking at the dead
ball spot, rather, should be up and looking for illegal action by the pléenstepared to
assistthe referee or Umpirén retrieving the ball or obtaining a ball from the Ball Person.
Observe the proper placement of the ball at the succeeding spot.

WHEN A FORWARD PASS IS INCOMPLETE:

l. Flanks
If passfails in suchamannerthatit caneasilybere-used,whenthereis no further threat of

a foul, retrieve the ball and relay to Umpiliethe pass fails in such a manner that is cannot
easilyberarised, the Flank Official on Team AO0s
Person.

[I. Umpire
If passfails in suchamannettha it caneasilybere-used whenthereis no further threabf

afoul, retrievetheball andeitherplaceatthesucceedingpotor relayto Refereelf thepass
fails in sucha mannerthatis cannoteasilybere-usedthef | ank of f i c isidel on
will obtain a new ball from the Ball Person and relay to Umpire.

[ll. Back Judge
Assist as necessary in getting replaced ball to appropriate Ball Person.

IV. Referee
Be prepared to receive a relay from Umpire and place at succeeding spot.

FOLLOWING PUNT OR MISSED FIELD GOAL.:

I. Back Judge
When there is no further t hreat of a foul

the sidelineof theteamnow in possessiomndrelay to Umpire. After relayingthe ball to
Umpire, assist in getting replaced ballappropriate Ball Person.

Il . Flanks
If you haveforwardprogressaindconditionspermit, securethe ball which is beingreplaced
or aspare ball from a Ball Person, and place at foot marking forward progjtesss to be
done only if there is nthreat of foul by any player, and if it does not distract any official
from performingessentiatiuties. Assistasnecessaryn gettingreplacedall to appropriate
Ball Person

lIl . Referee
Assist as necessary in getting replaced ball to appropriat®&aibn.

V. Umpire
Move to an open area between the inbounds line and the/aidenarks tdahe sideline of
theteamnow in possessionyhenthereis no furtherthreatof foul, permitreplacement ball

toberelayedtoyo&spot the énew offensed ball
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SECTION 11: FREE KICKS

|. Referee

a.

Startingpositionis ontheHeadLinesmanrsideof thefield, onthebottomof the numbersnTeam

R 6 goal line. Count the receiving team (use eyes not fingers). Signal accordingly for less
than/greater than/equal to 11gyersOncehe seesareadysignalfrom eachofficial, the referee
blows his whistle and gives the ready for play sigAghis discretion, the R may move anywhere
on the goal line between the hash and the pylon on the HL side of théietmhticipated short
free kicks, move ta position in the middle of the field. May chest if possible.

. On afreekick following a safety, take position fivgards deeper than the receiver(s) but not

further from the goal line than the-@rd line

. Idenify your keys, the nearest receivers
. Consider your areas of protection; goal line and sideline
. Quickly check the direction of the ball (short, long, left, or right). If it is a short kick, move up and

provide dea¢ball support. On a kick out of bounds, nedeward the out of bounds spot and throw
your flag if in your zone. If kicked out of bounds in the air, look toBAEK JUDGEfor spot
When the ball is touched in your coverage area, start the clock (two winds)

. On a kick to your side, officiate frothe goal line and assume coverage of the ball carrier to about

the RL5. You have progress if the runner is dowirezide the R15

. On a kick to the opposite side, move up 5 yards ahead of the receiver and watch for blocking

around the receiver. On the retuwatch blocking and look for illegal acts.

When the kick breaks the goal line plane (touched or untouched), signal touchback.

When the runner i s downed in your coverage 2z
if theplay does not end iyour coverage zone. Place the ball at your feet and wait fé#EAD
LINESMAN to relieve you

II. Umpire

a.

Starting position is on thearm iGod@ king.Cdugtehé s s i
receiving team (use eyes not fingers). Signal accorngifaylless than/greater than/equal to 11
players On anticipated short free kicks, movea@ osi ti on on the receiyv
line on the sideline. Hold bean bag in hand. Anticipate first touching

. On afreekick following a safety, takgosition fiveyards deeper than the receiver(s) but not

further from the goal line than the-3@rd line

. When in position and ready for the kick, raise an arm as a ready signal for the rRdsigen

may be adjusted if kicker has demonstrated a strdager

. Identify your keys, the nearest receivers
. Consider your areas of protection; goal line and sideline

Quickly check the direction of the ball (short, long, left, or right). If it is a short kick, move up and
provide dea¢ball support. On a kick out dounds, move toward the out of bounds spot and throw
your flag if in your zone. If kicked out of bounds in the air, look to the BACK JUDGE for spot

. When the ball is touched in your coverage area, start the clock (two winds)
. On a kick to your side, officiatfrom the goal line and assume coverage of the ball carrier to about

the R30. You have progress if the runner is downed

On a kick to the opposite side, move up 5 yards ahead of the receiver and watch for blocking
around the receiver. On the return, watbétcking and look for illegal acts. Mirror the REFEREE

at the dead ball spot (R30 or less). Use efigdd mechanics where appropriate

When the kick breaks the goal line plane (touched or untouched), signal touchback
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k. When the runnerisdownedinyourcovage zone, stop the clock. D

if the play does not end in your coverage zone. Place the ball at your feet and wait for the LINE
JUDGE to relieve you. Move to the succeeding spot and spot the incoming ball

On anticipated shofree kicks (during onside kick), when the ball is kicked to your side of the
field, you have primary responsibility for the ball. Be prepared to rule on whether the ball has

advanced beyond R6s restraining |line and po:
m.On articipated short free kicks, when the ball is kicked away, take a wide view and prepare to
assist on whether the ball has advanced bey
[l . Line Judge

a.

oo

The Line Judge comes to the top of the numbers osidesof the fieldtypically thehome team
side)once the players areonthefiefdf t er i dent i fXkickihng, thé eiredudded s f
reminds Team R that all blocks must be above the wiigt.Back Judge and Line Judge turns
towards eaclother,ensurethatthe otheris ready,simultaneouslyog off to their sidelines.Your

g arting position is on t he sickdire.Countghe kidkihge t h
team (use eyes not fingers). Signal accordingly for less than/greater thqnabto 11 players.
Confirm with BACK JUDGE.When in position and ready for the kick, raise an arm as a ready
signal for the Referee.

Identify your keys, the nearest four players of the kicking team

Wat ch t he ki ck ereacsoachneestbytre kickingteam!| i ne f or

. Quickly check the direction of the ball (short, long, left, or right). If it is a short kick, look for first

touching by kicking team and use your bean bag as needed. On a kick out of boundsfléyow

to the out of bounds spot. If the team on your sideline is the offended team, get the enforcement
choice from the coach and advise the REFEREE

Drift to the R40 watching play in front of the runner. Assume coverage of the runner and determine
progressafter the runner reaches the R30. You have progress to the goal line

On plays to the opposite side, mirror HEAD LINESMAN movement downfield. With wide vision,
watch blocking and look for illegal acts. Use criistd mechanics where appropriate

. When therunner is down in your coverage zone, stop the clock. Place the ball at your feet until

the incoming ball i's spot t deheplay Doesgpnotiemdantyeur ot h
coverage zone

. On anticipated short free kicks (during onside kick)ewlthe ball is kicked to your side of the

field, you are responsible for blocks around the ball. Be aware of blocks by K before the ball

advances beyond ROs restraining |ine
On anticipated short free kicks, when the ball is kicked away, take a wide vieprepare to
assist on whether the ball has advanced bey¢

IV . Linesman

a.

Starting position is on the side @&@yardlhee f i e
Count the receiving team (use eyes finger9. Whenin positionandreadyfor thekick, raisean
armasareadysignalfor the Referee.

Identify your keys, the widest four players of the kicking team on your side

Quickly check the direction of the ball (short, long, left, or right). @itk out of bounds to your

side, throwaflag to the out of bounds spot. If the team on your sideline is the offended team, get
the enforcement choice from the coach and advise the REFEREE

. Watch play in front of the runner. Assume coverage of the rundettetermine progress after the

runner reaches the R20. You have progress to the goal line
On plays to the opposite side, mirror LINE JUDGE or UMPIRE movement downfield. With wide
vision, watch blocking and look for illegal acts. Use cHislsl mechanicsvhere appropriate

47



f.

h.

When the runner is downed in your coverage zone, stop the clock. Place the ball at your feet until
the incoming ball i's spott dheplay Boespnotiemdantyeur ot h
coverage zone

. On anticipated onside kilkove to ROs restraining |ine. Wh

the field, you have primary responsibility for the ball. Be prepared to rule on whether the ball has
advanced beyond R6s restraining |line and po:
On antici@mted onsidekicks, when the ball is kicked away, take a wide view and assist with
backside blocks

V. Back Judge

a.

Time the onaninute intermission following a score. Alert LINE JUDGE and HEAD

LI NESMAN after 45 seconds. Make certain the
white stripesThe Back Judge moves toward the center of the field once the piagens the

field. Do not give the ball to the kicker until Team K has 11 players on the Relohind the

kicker notto kick the ball until the Refereehassoundechis whistle. After identifying TeanK 6 s
free-kick line, turntowardthe Line Judge After ensuringthatthe otheris ready, simultaneously
jog off to their sidelines; t hWheBmapodtionlandd g e
ready for the kick, the back judge should raise an arm as a ready signal for the Retleeee.
football falls or blows off the tee just prior tbe free kick,the Back Judgesoundswhistle to
preventactionandmovesto thekicker to give instructions.

Identify your keys, the middle three players of the kicking team

Watch the action of theidk. Was it kicked into the air or did it bounce off the ground?

Quickly check the direction of the ball (short, long, left, or right). If it is a short kick, look for
first touching by kicking team and use your bean bag as needed. Also, be aware afesnubseq
first touching spots. On kicks out of bounds in the air, line up sideline official at tué-batinds

spot. If the ball will be réicked after a foul, you are responsible for signal and penalty
enforcement

Observe action on the kicker and watch thieldle three players of the kicking team moving
down the field. Cover blocking and other action on and by your keys. As the runner nears, assume
coverage in front of the ball carrier. Be on the goal line before the runner. Maintain arounside
view of the action around the ball carrier

Flank officials have progress to the goal line

On anticipated short free kicks (during onside kick), when the ball is kicked to your side of the
field, you are responsible for blocks around the ball. Be aware of blockshejore the ball
advances beyond R6s restraining |ine

On anticipated short free kicks, when the ball is kicked away, take a wide view and assist with
backside blocks

POINTS OF EMPHASIS

REFEREE and UMPIRE

1)  Touchback and kick out of bounds

2)  Faircatch, including illegal signal

3) Knee on ground on catch

4)  Forward handing during return

5)  Batting

6) Blocking below the waist and clipping

7)  Interlocked interference

8)  Action on the wedge when coming towards you
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9)  Continuing actiordeadball actionout of bounds
10) Momentum exception
11) Short free kick support

BACK JUDGE, LINE JUDGE, HEAD LINESMAN

1)  Short free kick

2)  First touching (subsequent first touche4)SE BEAN BAG
3)  Startingstopping the clock

4)  Blocking below the waist and clipping

5)  Legal substitutions

6)  Kick catch interference and fair catch interference
7)  Knee on ground on catch

8) Forward handing, illegal forward pass

9) Batting

10) Interlocked interference and illegal blocking

11) Continuing action out of bounds

12) Players going out of bounds duritiee kick
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FREE KICK COVERAGE MECHANICS
ALL OFFICIALS
Keep play and runner boxed in and sidelines covered at all times.

RETURNS DOWN THE CENTER OF THE FIELD

1)
2)

3)

REFEREEand UMPIRE 7 Keep the runner boxed in between you. Withe action
immediately around the runner.

HEAD LINESMAN andLINE JUDGET Cover the secondary areas and view blocking and
other illegal activity.

BACK JUDGET Responsible fothe goal line, action in front of the runner, insidat
coverage omherunnerto thegoal line.

RETURNS INTO THE REFEREE / HEAD LINESMAN SIDE ZONE

1)
2)

3)

UMPIRE will cover behind and to the side of the runner, keeping a distance to view activity
by other players not around the play

HEAD LINESMAN andREFEREEare responsible for the runner and action immediately
surrounding the runner

HEAD LINESMAN andBACK JUDGEwill cover the action in front of the runner, viewing
blocking and other illegal activity

RETURNS INTO THE UMPIRE / LINE JUDGE SIDE ZONE

1)
2)

3)

REFEREEwill cover behind and to the side of the runner, keeping a distance to view activity
by other players not around the play

LINE JUDGE and UMPIRE are responsible for the runner and action immediately
surrounding the runner

LINE JUDGE and BACK JUDGE will cover the action in front of the runner, viewing
blocking and other illegal activity

POINTS OF EMPHASIS

1)
2)

3)
4)

Closest official to the runner has responsibility to declare the ball dead if and when the runner
is tackled or downed

There should always be three offils covering the secondary areas away from the ball
carrier

All officials should dead ball officiate after the play

All officials will hustle and efficiently prepare for the start of the next series

FREE KICK AFTER SAFETY

All crew members take up the sarmositions and assume the same responsibilities as you would
for aregular kickoff The Ref ereeb6s and Umpirebés starting
kick used (punt or kickofflunl ess moved by penalty, th20 bal
yard line.

FREE KICK AFTER FAIR CATCH
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The Linesman sets the chains, which helps establish the 10 yards b#teeema mé6s r est r
lines.All crew members take up the same positions as on a regular kickoff, excBptcthéudge
and Umpire will pogion themselves under the goalpost uprights and will rule on the kick.
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SECTION 12: RECEIVER KEYS

There are two basic types of keys: fASituati o

|. Situational Keys
a. Situational keys are based on the dosistance, score, time remaining, offensive and defensive

b.

c.
d.

formations and actions of players at the snap.

In additionto down,distanceandotherfamefactors offensiveanddefensive formationgrovide
hints asto whattype of play an official canexpectin a given situationMost teams using the
wishbone formation, for instance, are predominantly running teb@asns using foureceiver
sets and shotgun formations pass more times than not.

Linemen provide situational keys.

Pulling linemenindicatea sweepor trap block. Retreatinginemenindicatea pass.Charging
linemen indicate a running playhen offensive linemen provide only passive resistance,
allowing defensivdinemento penetratehe neutralzone,a screerpass often follows.

II. Positional Keys
a. Positional keys are predetermined by the position you are working in the game.

b.
C.

Positional keys deal more with the Back Judge and Flank Officials.

The Back Judgeds mai nmgstelgiblé receiveiaon thekserong sids of t h e
the fomation. At t he snap, the Back Judge fbloockisgt o0Db:
or passblocking,thenobservesheactionsof hiskeyreceiver.f that player moves into another

of ficial 6s <cover age aattenton toplayers viha lcake edtared hie s
coverage area.

. Receivers, who are closely defended, always have priority coverage.
. In orderto determine positional keys, tlndficials must recognize thstrength of the formation

(strong sidevs. weakside).Thestrongsideis thesideonwhichthereare more eligible receivers
outside of the tackle.

When determining keys, it doesnodot nifplajersr i f
are stacked, the player nearest the line of scrimmage is considdér@the widesEor example,

if a flanker is stacked directly behind the tight end, the tight end is considered the widest and is
the Flank Official és key.

. A balanced formation is one in which thése¢he same number of eligible receivergside the

tackles on both sides of the formation.

. An unbalanced formation is when one side has more eligible receivers on one side than the other.
. The Back Judge has priority in determining keys, followed by the Fl@fkisials shouldnot

key the same player astBack Judge.
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Referee and umpire keys

[l . Unbalanced Formation
a. The Back Judge keys on the insit@st receiver on the strong sidde Flank Official on the
strong side keys on the widest player of the formatonmally a split endThe Flank Official
on the weak side keys the end nearest his side, normally a wideout.

Unbalanced Formation, Strength To Line Judge’s Side
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Double Tight Ends, Strength to Linesman’s Side

Strength To Linesman’s Side, Weak Side Tight End
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Strength To Linesman’s Side, Weak Side Split End

IV . Balanced Formation
a. In abalancedormation,strengthis consideredo beto theLind J u d gsidemfghe field. The
BackJudgekeysontheinsidereceiver(usuallyatight end). The Flank Officialskey onreceivers
otherthantheBackJ u d d¢ey anslanybackswho move toward them at the snap.

Balanced Formation, Strength to Line Judge’s Side
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V. Three-Receiver (Trips) Formation
a. The Back Judge keys on the two inside receivers and the strong side Flank Official keys on the
widest receiverThe weak side Flank Official keys on the end nearest him.

Trips To Linesman’s Side

VI. Double Wing Formation
a.Strengthisdec| ared t o t hEhe BacknJedgekeys theeirside receivdreon the
Li ne Ju dThesLins Judge kikbys the widest receividre Linesman has both receivers on
his side.
b. Flank Officials needto know that backslined up betweerthe tackle arethe responsibility of
the official whose side they come toward in route.

Double Wing, Double Tight End Formation

8
O
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VIl . Motion
a. An offensive player in motion can affect positional kdyss crucial that the Back Judge and
Flank Officials know where the motion man is a& §nap because the strength of the formation
(and therefore the keys) may change.
bb.Team | ines up strong to the Linesmands si de
toward the Line Judgé.f t he moti on man sideeottl® ball a tha shap,thei n e
strength of the formation is now TherBack Judge Li n
now has the motion man on the Line Judgeds
Linesman has the end on his side of the.llhe Linesmaris responsible fowatching toensure
the motion man does notut upfield before the snaghe legality of motion is always the
responsibility of the official away from whom the player is movihthe player doubles back and
goes in mobn toward his originaposition, the official originally watchinghim continuesto be
responsibldor determininghelegality of the motion.
c. If the motion man does not get to the opposite side of the formation and outside the
frame of the tackl®efore the snap, the keys do not change because the strength of the formation
has not changed.

Motion Changes Strength

o BJ
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Motion Changes Formation from Unbalanced to Balanced

Motion Into Trips
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Motion Doesn’t Change Strength
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SECTION 13: PLAYS FROM SCRIMMAGE
BASIC POSITIONS

I. All Officials

a.Basicpositionsmayvary,dependingiponplay situationsteamformations thefield andweather

conditions. Always box in the play. Avoid positions that may cause scrambling to avoid

interference with plays.
Il . Referee

a.Be in a position 12 to 14 yards deep and 12 to 14 yards wide ofigiieal position of the ball,

where you may comfortably see the ball and backs except Flankers, or a man in motion toward

you.Usual position on the throwing arm side of the quarterback behind the deepest back, in position

to see the snaplowevertherd er ee may work from either side

The position will be determined by the refer

effective.

b. Check the offensive formation and count the offensive players.

c. Check theback and quarterback for illegal motion, the ball at the snap, and asdishphee if

there is movement of restricted Lineman.

[l . Umpire

a. Alignment is variable according to formations of both teams avoidipgsition that may
interfere with playersAdjust distance behind the defensive line accordiriggwidth of Team
A6 s f o and)axXcaptmgoal lineor try situationsbeatleastsevenyards deep.

b. Check the offensive formation and count the offensive players.

c. Whenevepossiblecoordinateyour positionwith thatof the Referedor best coverage of interior
line play.Read point of attack and your interior linem&mow the ineligibles and where a
forward pass first strikes anything.

IV.Head Linesman

a. In the neutral zone extended and WIDHt of bounds, off the sidelin®o not seup inside the
9-yard marks on your sidAdjust to the formationindicatethe offensive line of scrimmagey
anextendedoot,d o rexaggeratelakefinal positionastridethe neutral zone.

b. Check the offensiviormation and count the playesa the defense. Confirm count with the BJ

c. Hand signals shall be used to indicate when the Team A fdagksest to you, on your side,
is off the line of scrimmage.

d. Responsible fothe legality of motion marwhenever he is on your side of the snapper (in any
direction), until the snap. DOES NOT RELIEVE OPPOSITE OFFICIAL FROM MAKING
OBVIOUS CALL!

e. Be aware of the importance of assisting the Referee in making forward progress behind the
neutral zone, particulariwhen the goal line is involved.

f. Responsible fothelegality of motion man whenever he is on your side of the snapper (in any
direction), until the snap. DOES NOT RELIEVE OPPOSITE OFFICIAL FROM MAKING
OBVIOUS CALL!

g. Be aware of the importance a$sisting the Referee in rking forward progress behind the
neutral zone, particularly when the goal line is involved.
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V. Line Judge
a. In the neutral zone extended and WIDE, out of bounds, off the sideline. Do optisside the
9-yard marks on your de. Adjust to the formation. Indicatiee offensive line of scrimmage by

an extended foot, dondt exagger a.tOpthirddoawk e f i
and 8 yards or more to go, moveaosition closetothei ne t o gai nARY®n al
plays, the Line Judge will move into AOFFO

b. Check the offensive formation and count the plagarthe defenseConfirm count with the BJ

c. Hand signals shall be used to indicate when the Team A player closest tmymur side, is
off the line of scrimmage.

d. Responsible fothe legality of motion man whenever he is on your side of the snapper (in any
direction), until the snap. DOES NOT RELIEVE OPPOSITE OFFICIAL FROM MAKING
OBVIOUS CALL!

e. Be aware of the importaned assisting the Referee in making forward progress behind the
neutral zone, particularly when the goal line is involved.

f. Responsible fothelegality of motion man whenever he is on your side of the snapper (in any
direction), until the snagDOES NOT RELIEVE OPPOSITE OFFICIAL FROMMAKING
OBVIOUS CALL!

g. Be aware of the importance of assisting the Referee in making forward progress behind the
neutral zone, particularly when the goal line is involved.

V1. Back Judge
a. Take position slightly behind deepestdefensiveback, approximately20 yards beyondhe
scrimmageline. Favor the open side or middle of the field. Adjust to flankers and possible
receiversBe on the side of the tight end if only or@ount the defense, confirm count witie
flank officials.
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SECTION 14: RUNNING PLAYS
RUN MECHANICS
RESPONSIBILITIES AT THE SNAP
ALL OFFICIALS
Concentrate on your areawofpoedponsibility.
Verify no false starts or encroachment, legal snap (except BACK JUDGE)

REFEREE

a.

b.

Observe the snap, then read the action of the Quarterback, Baddsneman to determine
the type of play

Allow your reads to help you identify the point of attaskile maintaining primary
responsibility for action on and by the quarterback

UMPIRE

a.

b.

Observe the snap then read run/pass by observing the block(s) by the guard(s) or center (block
down, cross block, pass block, pulling, reach block, etc.)
Allow your read to help you identify the point of attack

HEAD LINESMAN

a.

b.
C.

d.

Observe the snap then momentarily read run/pass by observing the block by the near tackle
(block toward, pass block, pull, etc.)

Locate the ball and the point of attack but do not focus on it

On plays beginning at or within the fivgard line, going into the end zone, move to the goal

line and officiate back to the line of scrimmage

On plays beginning at or within the thrgard line, going out of the end zone, move back to

the goal line and officiatforward to the line of scrimmage

LINE JUDGE

a.

b.
C.

d.

Observe the snap then momentarily read run/pass by observing the block by the near tackle
(block toward, pass block, pull, etc.)

Locate the ball and the point of attack but do not focus on it

On playsbeginning at or within the fivgard line, going into the end zone, move to the goal

line and officiate back to the line of scrimmage

On plays beginning at or within the thrgard line, going out of the end zone, move back to

the goal line and officiateofward to the line of scrimmage

BACK JUDGE

a.

Observe action on the tight end

RESPONSIBILITIES AFTER THE SNAP
ALL OFFICIALS

a.

b.

Know when you have responsibility for the runner and progress and when you have
responsibility for action away from the ball

Maintain separation from the players and other officials and keep a wide view, even when
you have responsibility for the runner and progress

REFEREE
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a. After determining the point of attack, shift your focus to appropriate run zone. Know where
the runner is, but hehould not be your focus once he is beyond the line of scrimmage

b. If the point of attack is toward you, you have responsibility for the legality of blocks in Zone
2

c. If the point of attack is away from you, you have responsibility for the legality of blocks
Zone 3

d. If the point of attack is up the middle, you and the umpire both have responsibility for the
legality of blocks in Zone 2

e. If the point of attack is outside the inbounds marks, move to that side while maintaining your
view of the action behind aratound the runner

f. If the point of attack is between the inbounds marks, box in from the rear, again focusing on
blocks behind at the point of attack and around the runner

g. After the runner is down, maintain a wide view of the dead ball action. If theptis/out of
bounds, hustle to the sideline and ensure players separate and return inbounds. Assist with
getting the ball to the UMPIRE

h. If the ball is dead between the inbounds marks, hustle to that spot while keeping your head
up to observe the action aralithe pile. Assist the UMPIRE

UMPIRE

a. After determining that the initial blocks of the center and guards are legal and determining
the point of attack, shift your focus to the appropriate Run Zone. Know where the runner is,
but he should not be yotocus

b. If the point of attack is away from you, you have responsibility for judging the legality of
blocks in Zone 3

c. If the point of attack is toward you, you have responsibility for judging the legality of blocks
in Zone 2

d. If the point of attack is up thmiddle, you and the referee both have responsibility for judging
the legality of blocks in Zone 2.

e. If the ball is dead outside the inbounds marks, hustle to the dead ball spot while maintaining
a wide view of the dead ball action. The umpire must go autkielinbounds marks to assist
in retrieving the ball and spotting it

f. If the ball is dead between the inbounds marks, hustle to that spot while keeping your head
up to observe the action around the pile

g. You are responsible for maintaining control aroursl giie. Talk to players as they-pile,
encouraging them to do so in a sportsmanlike manner

h. Communi cate to the flank officials with #fl
officials look for assistance and you are certain the ball is acrossotielige and in
possession

LINE JUDGE and HEAD LINESMAN

a. After reading the block of the near tackle, momentarily locate the point of attack and the
runner

b. You always have the progress spot all the way until the runner crosses the goal line. This
includesan accurate spot when the runner goes out of bdDptienal i The Back Judge
will spot the ball when he/she believes it is the most efficient and effective way to have
the ball spotted.

c. On plays within the.O-yard line, if a play threatens the gtiak, be prepared to be at the goal
line to make the appropriate call

63



d. If the point of attack is away from you, you have responsibility for judging the legality of
blocks and action in Zone 4, maintain a wide view of the action while paralleling the grogres
spot, observing player conduct away from the play

e. If the point of attack it toward you, you have responsibility for judging the legality of blocks
in Zone 1, observe blocks in front of the runner until you take over responsibility for the
runner at theithe of scrimmage. If the runner is headed toward your sideline, allow the play
to go past you (move into the offensive backfield, if necessary), then trail the play. If the
runner crosses the sideline, hustle to the spot and mark progress. Signal tirhg®ut w
observing the out of boundeadball action. Do not look at the ground. If the runner crosses
the goal line and continues out of bounds, signal touchdown while observing all dead ball
action

f. After the ball is dead, close to the dead ball spot. Yostmave into the field on every play
(unless safety prohibits) to show presence until the colors separate. Do not pass players and
do not close beyond the near inbounds mark unless:

a. The line to gain is threatened
b. The goal line is threatened
c. The ball is loge then recovered
In these three cases, hustle to the dead ball spot

BACK JUDGE

a. Read the play before moving, then, slowly backpedal while identifying the point of attack

b. Observe blocks and other action in front of the runner adhe Sevel (see diagram below)

Look for holding, blocks below the waist, and clips

c. Maintain a large cushion as the runner moves downfield all the way to the goal line

d Maintain yborviiewsbfetbhe action

e. After the runner is down, maintain a wide view of the dead ball action. If the play ends out of
bounds, more than three yards downfield, hustle to the sideline and ensure players separate
and return inbounds. Escort playersbackimibbod s i f i n t he . .Optgopab nent
The Back Judge will spot the ball when he/she believes it is the most efficient and
effective way to have the ball spotted.

f. Assist in getting the ball / a new ball to the umpire so it can be spotted

POINTS OF EMPHASIS

REFEREE

{ False starts

1 llegal shifts

1 Motion

1 Blocking aroundherunner and by team A backs

1 lllegal acts arountherunner

1 Reverses and trick plays

1 Free blocking zone

UMPIRE

{ False starts

1 lllegal snaps

71 lllegal use of hands and other illegal blocks

1 Free blocking zone
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LINE JUDGE and HEAD LINESMAN
1 Encroachment
I False Starts

T

lllegal motion, shifts, formations

1 Clipping, blocks in back and use of hands

RUN ZONE COVERAGE
The following mechanicsefert o fizones 0. The zones are deter

and subsequent action.

All Running Plays — GENERALIZED ZONES

Run to the
offensive right side

Zone 4 — Back Side of
Everything (Broad
. Vision) (HL or LJ)

Zone 5 — Second Level
Point of Attack (Broad
Vision - Looking through)

RUN TOWARD THE REFEREE
REFEREE

a.
b.
C.

d.
e.

f.

Rule on legal cadence by QB

Read run to your side

Openup facing more downfield and focusing on Zone 2 in front of you (most likely t
Aedge bl ocko)

Use read vision so as not to miss defensive penetration (bad color)

View edge block of tackle or tight end or crackback

As play gets beyond the edge block, triangulate action in Zone 1 with flank and BACK
JUDGE

UMPIRE
a. Clear your initial leys
b. Read run away from your side
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Step back 45 degrees wigbur foot in direction of the run to open up your body

Continue to viewtheaction in Zone 3 (most likely your initial keys)

Move at a 66degree angle toward the run action keeping your headyasdoa Zone 3

Your movement at 6degree angle should maintain your relationship with Zone 3 as
players are normally moving in the same direction

As the play progresses and you continue to move, include Zone 2 action in your read vision
. As the play finishe observe the conclusion of the play and dead ball action from away

~® Qo

@

NEAR FLANK
a. Read snagpackle run or pass
b. If run, observe tackle and then pick up back with read vision.

c. Observe action on runner i f/when heds t
d. If therunner is not threatened, keep read vision on blocks in front of the runner.
Back Judge

a. Clear your initial key TE/slot receiver (no chop block or low block)
b. Read run and move your read vision to Zone 1 and view blocks in front of the runner
c. Be aware of ackback blocks

AWAY FLANK
a. Read snafackle run or pass
b. If therunis away from you, use read vision to observe action in Zone 4
c. As the play progresses well away from you, close to hash marks acknowledging the
growth in the size of zone 4 and the increéaste number of players in that Zone.
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RUN AWAY FROM THE REFEREE

All Running Plays — GENERALIZED ZONES

* Run to the
N\, offensive left side

\,\'
N\,
N\
\,

£ eoemee

Zone 4 — Back Side of
Everything (Broad Zone 5 — Second Level

Vision) (HL or LJ) Point of Attack (Broad
Vision - Looking through)
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REFEREE
a. Rule on legal cadence by QB
b. Read run away from your side
c. Move laterally toward the direction of the run but keeprymead and focus on Zone 3
(most likely guarecenterguard)

d. Use read vision so as not to miss defensive penetration (bad color)

e. Continue to move laterally as you add zone 2 action with your read vision

f. If the QB is the runner, you must observe him as ailplegsasser (abandon Zone 3)

g. Continue to move into the team box area if the QB ends up there (or leave to BJ if he
beats you there)

UMPIRE

a. Clear your initial keys

b. Read run toward your side

c. Step back 45 degrees wighurfoot in direction of the run to @m up your body

d. View action in Zone 2 (the edge block)

e. View edge block of tackle or tight end or crackback

f. Move at a 66degree angle toward the run action keeping your head and eyes on Zone
2

g. Astheplay gets beyond the edge block, triangulate action meZowith flank and BJ

h. As the play finishes observe the conclusion of the play and dead ball action before you
close on the dead ball

FLANKS AND BJ

Same as | isted above but the responsibiliti.
to theother side
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SECTION 15: FORWARD PASSES
BASIC POSITIONS AND AREA COVERAGE
. Referee

a.
b.

C.

@~oa

m.

Whenthe passeretreatsyemainwide anddeepetthanthe potentialpasser.
If the passer is not threatened, observe legality of blocks in the offensive backfield and b
line keys.
The Referee is solely responsible for intentional grounding and should use a beamkg
the spotof the passf needto conferwith otherofficials.
As QB is threatened and attempts to pass, determindie  &rB i6 moving forward
The efereemay consult with other officials on the positioning of eligible receivers.
Remain behind the lin® observdegality of thethrow andactionagainsthe paser.
After the passer throws the ball, continue to observe him until there is no threat of a foul.
Ensure that the passer is not roughed or thrown roughly to the ground.
Signal if the pass is tipped/touched
Verbally alert the defenders when the passsirbieased the ball.
Continue to observe the offensive and defensive players action behind the line before moving
out of the area.
Dead ball officiate
Assist in relayspotting ball on plays ending behind LOS
ANTICIPATE
1) Forward or backward pass
2) Pass attentpss. fumble
3) Roughing passer
4) lllegal pass (beyond LOS or intentional grounding)

II. Umpire

a.
b.

C.

—Ta

Checkthelegality of numbers of interior offensive linemen at the snap.
Observe action of players in, and directly behind, the neutral zone, didgahce downfield
of ineligibles
WhenUmpirereads a forward pass play, he should step toward the line of scrimhinége.
removes him as target ancdpensup his areafor shallowdragpasspatternsThis position
permitsUmpireto observe linemen movirtiegally downfield.
After observinghe play of linemen and their contact with up blocking backs, pivot to assist
on low trajectory and short passes
Usethetip ball signal ifthe pass is touched in or behittie neutral zone. Know if the pass
crosseghe neutral zone.
Assistthe Referean determiningthelegality of forward passer.
Dead ball officiate
Spot ball
ANTICIPATE

1) Holding, Clipping, lllegal blocks

2) Ineligibles downfield

3) Assistin illegal pass determination

4) Touching ofapass in or behintheneutral zone
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[l . Flank Officials

a. AssisttheUmpirein checkingthelegality of numbersof offensiveinterior linemen.

b. Checkthelegality of positionsfor playerswith eligible numbers.

c. Read througlthekey receiver to nearest offensive lineman to rthaglay

d. After theinitial chargeof thelinemen,moveinto positionto checkblockingandcontactof eligible
receiversand linebackers.

e. Be ready to rule on the direction of a palse coveringpfficial, towardwhomtheball is thrown,
shouldsignal,by extendingonearm horizontallyin the directionof the offensivebackfieldif the
passs ruledbackward.

Remain near LOS untihepass is thrown unless all receivers are deep, stay underneatiottest
receiver (EXCEPTION: Goal line coverage when signaled by BACK JUD&dponsible fothe
goal line on snaps inside 4/rd line, snap from insidgyard line, move immediately the goal
line)

. Drift downfield cautiouslyfor the first 5-7 yards approximatelyhalfway betweenflat zoneand

deepesteceiver.While the passis in flight, moveto the mostadvantageous positido judgethe

play.If thereceivers drivenbackwardafterthe catch,the oppositd-lank Official shouldassisin
marking the forward progresgot.

Always be preparetb comebackto rule onplay neartheneutralzonein additionto sideline action.

Observing the wide initial position is helpful in covering any p#gsotential passer decides to

run, you mustover him beyond the neutral zoftire sideline is your responsibility.

On catch attempts netre sideline, focus on feet then hands. Near end line, focus on hands, then

feet

j.  On catch attempts neére intersection otthe sideline andhe end line, mak eye contact with
BACKJUDGE before signaling

k. If pass is caught in bounds and thae player goes out of bounds, blowur whistle, stopthe
clock, markthespot, continue to officiate.

I. After an incompletion, obtain a ball from the ball person and forelag to return the ball to the
official nearest the previous spot.

m. If an airborne player receives a pass near the sideline and first returns to the ground out of bounds,
after giving the incomplete signal, the covering official may, with both arms, ayssweeping
motion towards the out of bounds.

n. Off-ball officiate on plays away. Come into the numbers on plays into the opposite side zone

0. Dead ball officiate

. ANTICIPATE

1) Holding

2) Pass interference

3) Catch/Naocatch

4) Unnecessary contact / Personal fouls
5) Forward/backward pass

6) lllegal participation

.

(@]

=

©

IV . Back Judge
a. Cover plays from behind deepest receivers.
b. Initial focus on your key(s) as they leave the Line of Scrimmage.
c. Once receivers are no longer threatened at the Line of Scrimmagshguldtransition
quickly into zonecoverage.
d. Bracket passreceiversbetween yourself and either Head Linesman or Line Judge,
depending on location.
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J.

K.

V. All Officials

a.
b.
C.

d.

Be atthegoaltline if receiver crosses (EXCEPTION: if play starts insideyafsd line, you
are responsible faheend line. Prior to play, signal to FLANKS by positioning on end line
and pointing to corner pylons)

On catch attempts netiresideline, focus on the hands. On catch attemptstheand line,
focus on feet then hands

Use appropriate signals for jugdler catches out of bounds

On catch attempts netire intersection othesideline and end line, make eye contact with
FLANK official before signaling, unless you know it is incomplete

If pass caught in bounds and then receiver goes out of bounds, sthractbdead ball
officiate. If multiple players go out of bounds, follow and escort opposing players back to
thefield of play

Mark progress on long run or pass

Dead ball officiate

Assist with relayspot ball on long completions

Be alert or an illegal pass, especially after a completion.

Observe touching or catching byineligible player.

Watchparticularlyfor holdingorillegally contactingeligible receiveraindall contactoeyond
theneutralzonebothbeforeandafterthe passs thrown.

Observe action when opposing players contest for the pass.
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SECTION 16: GOAL LINE PLAYS

|. Referee
a. Position and coverage are the same as for other scrimmage plays with the forward point of
advancement is usualtietermine by the Flank OfficialsSignal score only after you are positive
that all requirements are met.

II. Umpire
a.Adjust your position to account for proximity to the goal line, but never directly on the goal line.
Never signal score but assist tHead Linesman and Line Judge verbally or visually if necessary.

[ll . Head Linesman and Line Judge
a. Initial positionmustbewide, out of boundsandoff the sideline.Whentheball is snapped at or
inside theb-yardline, move toward the goal line at the snap and rule on the score or an accurate
forward point when you see the ball.

IV . Back Judge
a. Startontheendline if thesnapis onor insidethe 12-yardline. The decision to move to the end
line can be modifi@ based on the type of play the offense is exhibiting. When the BJ is going to
give up the goal line should be covered in the pregame discussion and needs to be communicated
during the game to the flanks by voice or radio. Do not leave the goal linghenfibnks have
affirmed that they have assumed goal line coverage. Once you receive that confirrsatiore a
complete responsibility of the end line coverage.

V. Umpire, Head Linesman and Line Judge
a.If the balls forward progress stops short of thd §oa, move in on the ball, mark and hold the
dead ball spot until the ball is spotted for the next play.

VI. All Officials
a. Indicate the score with the touchdown signal only when in position to determine that all
requirements are met with the exceptodrthe umpire who will never signal.

Reverse Goal Line

|. Referee

a.Looks to appropriate Flank Official for progress spot or safety signal.

II. Umpire

a.Continues to observe blocking.

[Il . Head Linesman and Line Judge

a.If therunner is clearly downed theend zone ityourcoverage area, hustle in and signals safety.
If therunner is out of coverage area, hustle in for deatofficiating,

IV . Back Judge

a.Observes action of players away frame pile.
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SECTION 17: FUMBLE S
SIGNALS

If the offense retains possessidretclosest official whinasactualknowledge ofthe resultof the
fumbleshould give the dead ball signal and follow it with tluenber of the next dowiif.there is
a change of possessidhge closest official whinasactualknowledge of the result dhe fumble
shouldsignal time outfollowed by apoint in the direction of recovering team.

DIGGING OUT FUMBLES

Shoul d it become numble thedficial nedrest the dall shoutd dig for the f
ball. The next official to the area should signal to stop the clock and look to the clock to ensure it
is stopped. The stop the clock signal should be relayed by the remainder of the crew.

When the @yging official determines possession he should verbally relay possession information
to the nearest standing official, normally the Referee, who will then signal the proper diféction.
possible, the signaling official will point to the recovering playeassist the press banly the
Referee, if he is not the signaling official, should relay the direction signal.
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SECTION 18: SCRIMMAGE KICKS (PUNT PLAYYS)

Referee watches play dhe kicker, Head Linesman holds the line of scrimmagéel tiné ball
crosseghe neutral zonethenmovesslowly downfield coveringon their sidelinebetweenthe
line of scrimmageanddeep receiver(s)Jmpire takes initial position 10 to 12 yards deep and
favoring the Line Judges sideine Judge stays otine line until it is apparent it is &ick, and
then moves downfieldovering theirsideline between the line of scrimmage and the deep
receiver(s)Head Linesman and Line Judge are alert for blockgdrtially blockedkicks. Back
Judgetakesa positionbehindreceiver(s)Head Linesmaiknow if kick crosseshe neutral zone.
Be alert for delay by kicking team designed to confuse opponents.

PRE-KICK MECHANICS
ALL OFFICIALS

HUSTLE TO POSITION!

REFEREE

a.
b.
C.

d.
e.

f.

Count the kicking team and confirm with to®PIRE andthe HEAD LINESMAN

View the lineman and know numbering exceptions

Take a position at the side of the kicker, wide enough to see the ball from the snap to the
kick.

Be able to see blockers and kicker at the same time.

Be in position three to five yards tside the tight end and two to three yards behind the
kicker, on kicking leg side.

Adjust to the situation; ithe punter is kicking from own end zone, warn kicker if they

are on outside the end line prior to the snap

UMPIRE
a. Position approximately seven-{D) yards from the line of scrimmage and favoriti¢E

JUDGEside of the fieldpt i onal : The wumpire may take
to the kicker opposite the R

b. Count the kicking team and confirm with tREFEREE

C.

View the lineman and know numbering exceptions

dTel | the receiving team | ineman ADO NOT

HEAD LINESMAN

a. Position on the line of scrimmage in front of the down marker

b. Count your team and look for confirmation frdREFEREEor BJ that he has elen
players

c. View formation to see that they have at least seven (7) players on the line of scrimmage

d. View the position of the outside kicking team players. Know who is eligible to catch a
pass

LINE JUDGE

a. Position on the line of scrimmage

b. Count your teamand look for confirmation fronREFEREEor BJ that he has eleven
players

c. View formation to see that they have at least seven (7) players on the line of scrimmage
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d. View the position of the outside kicking team players. Know who is eligible to catch a
pass

BACK JUDGE
a. Position slightly behind and to the side of the deepest receiver on the same side of the
field as theHEAD LINESMAN (approximately 710 yards to the side and3yards
behind the receiver but always within the hash marks). If the position bathat the
shap, and the position of the returner, places you outside the hash markdH&Ae
LI NE S MAiledoshe field, adjust your starting position tothE J U D G EideS
of the field (approximately-20 yards to the side and3yards behindhte receiver but
always within the hash marks. If two receivers, field position may require you to take a
position between the receiver s 40y@adlinek i c ks
take a position on the goal line at the sideline. Wherb#ieis possessed, move to a
position in the middle of the field keeping the runner between you and the sideline. You
are responsible for coverage of runner from an insitteview favoring the chains side
of the field, if possible
b. Count the receiving teaand confirm with the.INE JUDGE
c. Provide fair catch instructions to the receiver(s) if possible
d. Hold a beanbag in your hand
KICK MECHANICS
ALL OFFICIALS
Strange things happen on kicks. Be mentally prepared for various scenarios based on your
position.Be alert forablocked kick. Be alert for recovery and advance

REFEREE

a. Normal KickT Watch blocking by the A Team backs and protect the kicker. Stay with the
kicker until all is clear. Be the last official down the field and box in all playems fr
behind with wide vision. If the return breaks throdh@defense, be prepared to take the
runner all the way to the goal line

b. Bad Snap When there is a bad snap on a scrimmage kick and the play goes deep into
the backfield, you will follow the ball lek and bracket with HEAD LINESMAN

c. Kick Out of Bounds' If the kick goes out of bounds in flight, move to the spot of the
kick and then proceed to line up the out of bounds spot with covering official by signaling
with a hack

d. After the Play- Indicate to HRAD LINESMAN when to move chains, hustle to the new
spot and indicate first down and directiortloéd ball

UMPIRE

a. Watchtheaction on the SNAPPER

b. Normal Kicki Initially view line play action and action dheground in front otheball.
Pivot and releas down the field watching the action of the players and blocking. On
returns up middle and theother side, maintain wide insigrit vision

c. Bad Snapg Lined up on the defensive side of the livghen there is a bad snap on a
scrimmage kick and the playegs deep into the backfield, you will move up to the line
of scrimmage and rule on whether the ball crossed the line of scrimmage
Bad Snap Lined up in offensive backfield When there is a bad snap on a scrimmage
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d.

kick and the play goes deep into thekistd, you will follow the ball back and bracket
with REFEREE
At the end of the play DEAD BALL OFFICIATE. Spot the incoming ball to be ready for

play

HEAD LINESMAN

a.

Look to see that the ball has been kicked and quickly see where the ball is feaded
short, long, right, left). DID THE BALL CROSS THE LINE OF SCRIMMAGE, HIT
THE GROUND OR A PLAYER?

Normal Kicki Vi ew t he bl ocking and action arour
(the widest players on your side) and view line action until #lleckears. After the ball

has crossed the line of scrimmage, quickly release down the field and parallel the play
from the outside with wide vision. Continue to watch the action as the players and ball
move toward the receiver. Observe blocking down id#lel fand in front of the runner.

Mark first touching with a bean bag

Bad SnapUmpire-Lined up on the defensive side of the line and you are facing the
Referee When there is a bad snap on a scrimmage kick and the play goes deep into the
backfield, you willfollow the ball back and bracket with REFEREE (the UMPIRE will
then have kick crossing or not crossthgline)

Bad Snap Umpirtined up on the offensive side of the line, duties are the same as a
normal kick

Kick Out of Bound§ Medium to short kicks gog out of bounds on the bounce, you are
responsible for your side of the field

If you are one of the covering officials, at the end of the play, spot progress and square
up with the LINE JUDGE, stop the clock and signal direction of the team in possession
DEAD-BALL OFFICIATE. If you are holding the spot, cover the ball until you are
relieved by another official. Look to the REFEREE for confirmation to move the chains

LINE JUDGE

a.

Look to see that the ball has been kicked and quickly see where tl liedided (i.e.

short, long, right, left). DID THE BALL CROSS THE LINE OF SCRIMMAGE, HIT

THE GROUND OR A PLAYER?

Normal KickVi ew t he bl ocking and action aroun
(the widest players on your side) and view line actiofl yati read a good snap. Once

you have determined a good snap, quickly release down the field and parallel the play
from the outside with wide vision. Continue to watch the action as the players and ball
move toward the receiver. Observe blocking downfigld and in front of the runner.

Mark first touching with a bean bag

Bad SnapgUmpireLined up on the defensive side of the line and you are facing the
Referee When there is a bad snap on a scrimmage kick and the play goes deep into the
backfield, you wil follow the ball back and bracket with REFEREE (the UMPIRE will

then have kick crossing or not crossthgline)

Bad Snap Umpirtined up on the offensive side of the line, duties are the same as a
normal kick

Keep the runner between you and the BACK BHD You are responsible for your
sideline coverage and progress. Watch the action immediately around oloseeve
action on and by the oO0flyerdéd (Team A pl a’
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positioned close to the line of scrimmage. Whenall is not in your area, take a position

to observe action in your area ahead of the runner

Fair Catch- View the action around the receiver and make certain the receiver catches
the ball cleanly and it does not go through his hands. Stop the cloclsigpahwith the
BACK JUDGE. Get the spot and hold it until the chains are set

First Touch Violationi Use your beanbag if there is a first touching violation by the
kicking team. Note: there may be more than one spot of the first touching violation

If you are one of the covering officials, at the end of the play, spot progress and square
up with the HEAD LINESMAN, stop the clock and signal direction of the team in
possession. DEAIBALL OFFICIATE

Kick Out of Boundsi On kicks out of bounds, you are resptiesifor your sideline.

Blow your whistle and stop the clock. Liug deeper than where the ball went out of
bounds on the sideline (no deeper than the goal line) with outside arm straight above your
head. Make eye contact with REFEREE and begin to wallkrthwhe original line of
scrimmage. The REFEREE will hack when you have reached the out of bounds spot

BACK JUDGE

a.

b.

Look to see that the ball has been kicked and quickly look to see where the ball is headed
(i.e. short, long, right, left)

Normal Kicki View the receiver and run up to be even with the receiver as he prepares
to catch the ball. Your only view is the receiver and stay to the side of hiriBya&rds.

Look to see that the receiver catches the ball cleanly and that there was no kick catch
interference or to rule on fair catch

Drop your beanbag where the kick ends. Remember that the kick ends when any player
gains possession or when the ball becomes dead. If the kick crosses the goal line, blow
your whistle and signal touchback

Keep the runner beten you and the LINE JUDGE. You are responsible for coverage of
runner from an insideut view favoring the chains side of the field. Your distance should

be about 1415 yards from the runner. You may have progress

Fair Catch- View the receiver and rurpuo be even with the receiver as he prepares to
catch the ball. View the fair catch signal (valid or invalid?). Make certain the receiver
catches the ball cleanly and it does not go through his hands. With a confirmed catch,
stop the clock and blow yourhistle

First Touch Violatiori Use a beanbag if there is a first touching violation by the kicking
team. Note: there may be more than one spot of the first touching violation

You are one of the covering officials. At the end of the play, stop the clockigmal
direction of the team in possession. DEBBLL OFFICIATE

. Kick Out of Bounds' On medium to long kicks out of bounds, you are responsible for

the sideline opposite the LINE JUDGE. Blow your whistle and stop the clock-uipine
deeper than where thalbwent out of bounds on the sideline (no deeper than the goal
line) with outside arm straight above your head. Make eye contact with REFEREE and
begin to walk toward the original line of scrimmage. The REFEREE will hack when you
have reached the out obilnds spot

Communicate possession and direction to the REFEREE

POINTS OF EMPHASIS
REFEREE
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1 Fake kicks
1 Bad Snaps
1 Blocked Punt
1 Roughing or Running Into the Kicker; Incidental Contact
1 lllegal Blocks
1 lllegal Use of Hands
1 Clock Status before and after thiay
UMPIRE
1 Snapper
1 Blocking; legal or illegal, illegal use of hands
1 Numbering exceptions
1 Check first touches, forced touching, muffs, fumbles, blocked punts
HEAD LINESMAN and LINE JUDGE
1 Blocking
1 Touching oftheball; beyondheline of scrimmage
71 llegal Kicking
1 Interference
1 Muff and First Touching Violations
1 Ineligible players downfield
BACK JUDGE
1 Fair Catch Signals
1 Blocking
1 GoalLine
1 lllegal Batting or Forward Handing
1 Muff and First Touching Violations
{1 Fair Catch or Kick Catch Interference
1 Ball Outof Bounds in Flight
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Scrimmage Kick

Scrimmage Kick— Coffin Corner
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SECTION 19: TRY AND FIELD GOAL PLAYS
BASIC POSITIONS AND COVERAGE
|. Referee

a.

b.

=" DO Q0

O T

d.

e.

a.
b.
C.

d.

On a try or field goal, Refereebds pthessidgd i on
of the potentialkicker, facingthe holderwhereyou canseethe ball when spotted for the kick.

When it is obvious a kick will take place and a potential holder and potential kicker are not seven
or more yards behind the neutral zone, the Referee will place an open hand beshis c
indicating to the U that Team A is not in a legal scrimmage kick formation.

. Covers as usual if a run or pass.
. Assist in sideline coverage if run develops to Flanks vacated side.
. Signal score after being positive that requirements are met.

Ruleon roughing or running into the kicker and/or holder.

. Umpire

. Adjust to favor vacated Flanks side.

. Adjust depth based on length of kick.

. Look down the line at the initial charge, checking blocks of offense and action by defensive

players.
Observe defensive linemen over center to avoid roughing and serious injury to snapper. Shift
observations teontactbetweernffensiveanddefensiveplayers.
Assistin goal line coverage if run develops to flanks vacated side.
Flank Official Facing the Referee
Responsible fothelegality of the snap antthe entire line of scrimmage.
Quickly move to goal line if a run develops.
After the kick, moveonto the field to observe de#&dll action by players on the line of
scrimmage.
If the kick is short or partially blocked, must know if it crossed the neutral zone.

IV. Flank Official on the Back Side of the Referee

a.
b.

V.
a

b

C.
. Sound whistle whetheball becomes dead on attempted field goals and kick tries.

d
Vi

Responsibldor your uprightgoal post

If rundevelopdo yourvacatedside,quickly move along back line to back pylon to rule on the
sideline.Next moveis toward goal lindo assist.If run situationsdevelopto the otherside,
oppositeFlankhasprimary sidelingesponsibilitywith R e f e assistamce.

. If the attemptis shortandthe ball remains alive, officiate as a scrimmage kick on field goals
only.
. If thekickingt e a imidakformationisthefi S wi nQai t megnanontheline of scrimmage

until theteam shifts into scrimmage kick formation with an obvious kicker and holder.

. If the kicking team originally linesp in scrimmage kick formation and then shifts to another

formation, move to the end line corner of the end zone during the shift and thantit®
sideline toward your normal scrimmage play format®®a.ready to rule on the goal line.
Back Judge

. Responsible for your upright goal post and rulaéball hits or goes over the crossbartbe

kick.

. If run develops, move tthegoal line toassist in ruling.

If theattempt is short anthe ball remains alive, officiate as a scrimmage kick.

. Back Judge andother official Under the Goal Post

When thefield goal or try attempt narrowly passes outside an upright, the official nearer the ball
may give a sweeping motion with both arms away from the upright.
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ALL OFFICIALS 1 SWINGING GATE and Optional PAT Mechanic

a. All officials will be in their regular pations for a scrimmage down. If team A shifts to a
formation normally used for a PAT or attempted field goal, the HEAD LINESMAN and LINE
JUDGE will stay in their regular scrimmage down positions and the UMPIRE will move to the
unoccupied goal post to rulen the kick success or failure. UMPIRE will still maintain
responsibility for protecting the snapper

b. The BACK JUDGE will retain primary responsibility for the whistle

c. Prior to the snap, the UMPIRE and BACK JUDGE will establish eligible receivers on their
respective sides of the offensive formation

d. If the play is a fake kick, the UMPIRE will attempt to get to his normal scrimmage position
while the remaining officials maintain their usual scrimmage play responsibilities

Scoring Kick With Line Judge Deep—5 Man
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SECTION 20: TIME OUTS
PROCEDURES

|. Referee

a.Indicateafull lengthchargedime out by facingthe pressbox. Givetime outsignal then extend

one arm in pointing fashion, horizontally, in direction of requesting team.

b. Check with Umpire as to the number of time otharged to each team and the playing time
remainingin the period.Notify the headcoachwhenhisteamtime outsare exhausted.

ll. Flanks

a. Notify a coach fromtheteam on your sideline as to the number of time outs remaining for each
team and of the timremaining in the period.

lll. All Officials

a. Whenrelayingthe numberof time outs,relaythe numberthattheteamshave remaining.

IV. Referee

a.UponBac k Ju d ghatthétime ougmeevdl has expired, awhenbothteams indicate
readinesgo resumebeforethattime, directteamsindicatereadinesgo resume before that time,
direct teams to prepare to resume play. to position, get ready signals from each captain and
declare the ball ready for play within five seconds.

V. All Official

a. Recordtime left on the clock and numberof requestingplayerwhenchargedeam timeout is
requestedDo not huddle unless necessary.

VI. Flanks

a. Take a position halfway between your team and its teamRiregt teams to prepare to resume
play uponasignal from Back Judge.

b.Checkthenumber of pl ay er sRepeatthisohedk aftereakiggdrgosittou d d | e
for the next downFlanks are responsible for teams on their side.

VII. Umpire

a. Quickly take position over the baRengin over the ball until released by the Referee.

VIIl. Back Judge

a. Time the onamninute timeout interval. When 20 seconds remain in the interval, sound your
whistle three times, short but shakpove to your position and give a visual signal to teferee
when the interval expire8e alert to assist the Referee if needed.

IX. Officials Time Out

a.Signal time out, then indicate Officialsb6 t
b.Any Offici al may st op t hlétheccdbaohs kot doroect onatheic 0 a ¢
reason for requesting a coachdéds conf erAkenc e,
the time out has been chadgéhe procedure for a team time out will be carried out.

c. Signal time out when Team A is awardedrstfdown.

d. Declare ball ready for play as soon as needed when time out has ended.
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X. All Officials

a.Signal time out and carry out usual duties.

b. When either teans in possession of the ball in advamdehe line to gaingcoveringofficial
indicates time out.

c. If thegame is disrupted for any reason, record ddiagteamin possessiortheposition of the
ball and time remaining in the game.

XI. Injury Time Outs

a. Sameasteamtime out, however permitasmuchtime asis necesary. SAFETY OF INJURED
PLAYERS IS MOST IMPORTANTUse signal #3, followed with tapping hands on chest.
b. Do not allow players to assist teammates but direct that they wait for trained staff.

c. The Refereemay permit waterattendantdo tendto their teamson the field during extended
injury time outs.
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SECTION 21: MEASUREMENTS
PROCEDURE

l. All Officials

a. When establishing forward progress or the end of the run, be sure there is no need for
measurement before announcing the dolvrelose, announce the down and be alerteifitier

c a p t rquesforaneasurementt doubtful,call for measurement withotthec a p t r@questd s

In usualcircumstanceghe Line Judgewill assisthe Refereein determining obvious first downs

by stoppng the clockWhen a play ends close to thewnmarker,the Line Judgecanassistthe
Refereeby indicating i c | o EBhe Referee can then move to the spot to determine if a
measurement is needed or if a first down will be awarded.

Il. Back Judge
a. Will ensure the ball is not moved after being spotted for measurethéolding the ball is
necessary, assume a position parallel to the

room for chains, etc.

b. Clear the area of officials and gkxs for press box view.

lll. Referee

a.When the ball becomes dead in a side zone or out of bounds and measurement siclgd be
deadball spot, have covering official placethe ball at the proper spot. Indicate to the Head
Linesman and to the pressdabiat a measurement is needed.

IV. Head Linesman

a. Instruct the box operator to place the box at the position of the front stake, maintaining the
previous downGrasp the lingo-gain indicator and clip aheback edge ofbaek ar d | i ne (
just gragp clip since clip could detach).

b. Bring the lineto-gain indicator behind ball and place clipped panthefindicator atthe back

edge ofthebackyard line.

cHold firmly and call fAreadyo to Umpire to s
V. Line Judge

a. Go b yard line nearest rear stakdark a spot on the bek of the linewith your foot
perpendiculato the ball to aidn the preliminaryspotting of theclip. When the HL has placed the

clip downand tells you he is readgtep on the chain to keep it from moving when it is pulled tight

by the umpire.
b. Tell the umpireyou are readyo havethe chainpulledtight
VI. Umpire

a. Take forward rodCheck for kinks in chain and be sure that chain is Wait until Line Jud@
calls Areadyo then carefhidd gt tp wlhilagenthetrgder k
perpendicular to the ground at the side of the ball until Referee announces his ruling, and then
returntherod to the chain crew.

VII. All Officials

a.If shot of theline-to-gain,usetheforwardpoint establishe@n the chainwhen spotting the ball

at the inbounds lindf analternate game ball is available following the measurentesethe

ball in the sidezoneuntil analternateball is placedat the corresponding inbounds spot.
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VIIl. Head Linesman

a.If the end of the play was short of the htzegain, retairafirm grasp of the chain and personally
reset the chain at its original spot on the sideliiteeck the point marked by your dowox person
and changes the down box indicator to the next down.

IX. Referee and Umpire

a. Umpire remains over the ball and the Referee announces down and diSeineEady signals
from the captains while Head Linesman is resetting chdiven Head Lineman is ready, declare
the ball ready for play.
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SECTION 22: CALLING FOULS AND ENFORCEMENT

Officials must study and master their individual responsibilities when it comes to penalty
enforcement. It is the responsibility of the CREW assigiedaich game to ensure that all
penalties are enforced timely and correctly. This is an ongoing process that requires a thorough
discussion, led by the assigned crew chief, to iron out any particular preferences and establish
clear expectations for the eve This is an orgoing process for crews that work together
throughout the year, starting with their feason meeting(s) and continues each week.
Regardless of the level, all officials are responsible to commurulestdy andcorrectlyto their
crewand get it right.

PROCEDURE

@ oo0oTw

oo

The following is a collection of necessary penalty enforcement actions:
Throw flag to the spot of the foul for fouls that will be enforced from that spot
Throw flag high into the air for all other fouls
Continue toofficiate if live ball foul
Kill clock immediately, using a staccato whistle, if dead ball foul
Kill clock after the play, using a staccato whistle, if a live ball foul
The staccato whistle alerts all other officials that we have a penalty
Check the statiof the clock to confirm it has indeed stopped
If the foul is a line of scrimmage/administrative foul or DPI or OPI foul:
Hustle towardhereferee and giva preliminary signal
Verbally report the number of the offending player (use of radio to rdpmortumber of the player
is permitted)
Flank officials will assist their coaches with information and penalty options to assist the referee
in obtaining the coachdéds choice of penalty o
Referee reports foul, yardage of penalty, anddifection the umpire is to go, to the umpire
The unpire goes tdahe previous spot and makes visual contact with HL and marches penalty off
with the HEAD LINESMAN. LINE JUDGE holds enforcement spot until LJ and umpire visually
confirms correct administrain
The eferee gives penalty signal anthe correct down signal to the press box
All crew members (especially the BACK JUDGE/LINE JUDGE ) provide the appropriate signal
to the referee to either hack the ball ready for play or wind the clock
Flank officids provide penalty information to their respective coaches
The referee moves to his new psaap spot and checks crew and teams before giving the ready to
play or winding the clock signal and whistle

If the foul is any other foul:
Adjust your flag if it 8 a spot foul
Communicate your foul to other official if there is more information available or to confirm you
have the same or different fouls.
If a foul is called by another official, the Back Judge or opposing flank should cover and hold the
dead ball spot. Leave the ball
Hustle to the referee and report:
a. Type of play;
b. Status of the ball when the foul occurred;
c. Foul;
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d. Offending team;
e. Number and position
f. The spot of the foul.
e. The referee will ask clarifying questions if needed then immediately give the preliminary signal to
the press box
f. Flank officials will assist their coaches with information and penalty options to assist the referee
inobt aining the coachodéds choice of penalty opt
g. The umpire will listen to the report by the flank official
h. Referee reports foul, yardage of penalty, enforcement spot, and the direction the umpire is to go,
to the umpire
i. The umpire goes tohe correct enforcement spot and makes visual contact with HL and marches
penalty off with the HL. LJ holds enforcement spot until LJ and umpire visually confirms correct
administration.
j.  All crew members (especially the BJ) provide the appropriate sigmtiaé teeferee to either hack
the ball ready for play or wind the clock.
k. Flank officials provide penalty information to their respective coaches.
I.  The referee moves to his new psaap spot and checks crew and teams before giving the ready to
play or windingthe clock signal and whistle.
PENALTY CODES / DOCUMENTING
It is recommended that all certified officials note each foul that they call during a game. It is
highly recommended that a Foul Report is completed by the crew for each varsity Game
recordirg of fouls helps in posjame discussions and improved 'video review' by the crew in all
games that have video.

Foul notes can be taken quickly but should NOT interfere with your focus on the game-or dead
ball officiating. Each official should develdys/her own technique for quickly noting their fouls
and should include;

1)  Quarter
2)  Time Left
3) Team

4)  Foul

5)  Offense or Defense
6) Player number

Example
1/4:07/H/FST/O/88

Foul Codes have been developed to speed up thaakatg and improve consistency between
officials

FOUL CODES

5-YARD PENALTIES

DOG Delay of game

ENC Encroachment

FM  Grabbing face mask

FST False start

IDP Ineligible downfield on pass
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IFH lllegal forwardhanding

IFK lllegal fair catch signal

IFP lllegal forward pass

ILF lllegal formation

ILM lllegal motion

ING Intentional grounding

ISH lllegal shift

ISP lllegal snap

KOB Kick out of bounds

RNK Running into the kicker

SLI Sideline interference, 5 yards
SLW Sideline Warning (no yardage)
SUB lllegal substitution

10-YARD PENALTIES

DH Defensive holding

IBK lllegal block during kick
IBB lllegal block in the back
IUH lllegal use of hands
OH Offense holding

15YARD PENALTIES

BAT lllegal batting

BBW Blocking below the waist
CHB Chop block

CLP Clipping

DPI Pass interference, defense
FMM Personal foul, face mask
HCT Horse collar tackle

HUR Hurdling

IKB lllegally kicking

ILP lllegal participation

KCI Kick catch interference
OPI Pass interference, offense
RTH Roughing the holder

RTK Roughing the kicker

RTP Roughing the passer

RTS Roughing the snapper
SLM Sideline interference, 15 yards

UNR Personal foul, unnecessary roughness

UNS Unsportsmanlike conduct
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SECTION 23: END OF A PERIOD
PROCEDURES

l. All Officials

a.Near the end of a period, all officials should be aware of the time remaining before the start of
each play.

Il. Referee and Umpire

a. Referee and Umpire keep each other informed of remaining playing lmaieate by an
inconspicuousignalwhetherthereis ampleor scanttime for nextsnap Advise Referee at the end
of the down if time expired while the ball was in play.

b. When time expires. Sound whistle onlythie ball is deadThe termination of a period is then
indicated by the Referee holding a ball over his head with one fitsedReferee is primarily
responsible for determining the end of any period.

c. At the close of first and third periods, see that ball is not disturbed thetéxact position for
transfe has been determineburn the ball over to the Back Judgetedclose otthesecond period.
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SECTION 24: ONE-MINUTE INTERMISSIONS
PROCEDURES

l. All Officials

a.Observe players as they move to the other end of the field.

Il. Back Judge aml Line Judge

a.Move downfield assuming responsibility of respective teams.

[ll. Back Judge

a. Time the oneminute intermissionbetweenperiodsand the oneminute intermission after a
safety, try or successful field gosVhen 20 seconds remain in the ibéssion, soungtourwhistle
threetimes,shortbut sharpMoveto your positionandgive a visual signal to the Referee when the
intermission expires.

IV. Referee

a. Be aware othelast minute of play. If the ball is not in play when the clock runs
out, step in to prevent the snap

b. Announcetheend ofthequarter by holding the ball over head, record the down and
distanceRecord and announce yard line on which forward point of the ball rests and
the down and distance loudly and clearly enough for othimiaif to hear.

c. Carefully measur¢he distance from nearest marked yard line to forward point of
the ball.Distance from the inbounds line may be estimated.

d. Checkwith the HeadLinesmanand Umpire on location,down and distance and
proceed to correspondjryard line beyond the 5¢ard line and have Umpire spot
the ball.Do not resume play until one minute has elapsed.

V. Umpire, Head Linesman, Line Judge and Back Judge

a.Record yard line, down and distance and check both before and after changing pbsiten

ball.

VI. Head Linesman

a.Determine the yard line which intersects the chain between theRedstd the down, distance

and yard line upon which the ball resBrasp the chaiat the back edge of the marked yard line,
reverse the chain arlde chain crew holding the rods, then move to the correspondindjnaat

the opposite half of the fielddold the point on the chain at the intersection of that line with the
sideline while the chain crew tightens the chain.

VII. All Officials

a. During the intermission between periods, after other prescribed duties are completed, take
positionsto observeheteams put awayfrom theteamareasUpontheB a ¢ k J u-degoadds 2 0
remain andnove to positions for the succeeding play.

VIIl. Back Judge

a. Escort the down box to the spot corresponding to the dead ball spot at the end of the quarter on
the other side of the 50 yd line

b. When the succeeding play will be a free kick, upors@€omls remaining, deliver the ball to the
kicker between the inbounds lines, and quickly return to the sid8@en the sideline and ready
when the intermission expires.

IX. Referee

a.UpontheBackJ u d grisualsignalthattheintermissionhasexpired,ensureboth

teams are ready to play, then immediately declare the ball ready for play.
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SECTION 25: HALFTIME INTERMISSION
END OF SECOND PERIOD
|.Back Judge
a.Fromthe endzonegive the startthe clock signalwhenthefield is clearof officials and
players.
b. Keep other officials informed as to time remainingin the intermission.Make surethe crew
arrives on the field to stattie second half on time, at least 5 minutes before kickoff.

PRIOR TO KICKOFF

l. Line Judge or Head Linesman

a.Check withthehead coach on your sideline and secure the second half option.
Il. Referee and Umpire

a.Check with other officials regarding second half choices.

[ll. Back Judge and Line Judge

a.Bring your team to the team arfde minutes before kioff.

IV. Head Linesman

aMake certain your <chain crew iIs 1 eadlpe. and
Remind them to stay behind the restraining line during the kickoff.
V. All Officials

a. Arrive at your kickoff position no later thane minute prior to kickoff.
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SECTION 26: OVERTIME PROCEDURE (RESOLVING TIED GAMES)

END OF REGULATION PLAY
|. Referee
a. Direct the teamsto their respectiveeeamareas Announceor otherwisenotify press box that:
ARegul at iendedvath atig scoreaand there will be a threeute intermission followed
by an extra period of play.o
Il. All Officials
Gatheratthe centerof thefield andreviewextraperiodrulesandprocedures.
Overtimeprocedureshouldalsobereviewedin the pregameconferencer during halftime if the
game is close and there is a chance of the game endingftiedthe threeminute intermission,
break to positions fahecoin toss.
[ll. Back Judge
Ensure field clock is turned off or displays 00:80surethe play clock is operational.
|. Referee and Umpire
After a twominute intermissionthe Referee and Umpire move directly to the center of the field
and call for captainand coacheBom both teamsThe referee will review the overtime rulesor
to conducting the coin toss. Be sure to inform the coaches of the number of timeoutavéhey h
available. The game clock is not used in overtime.
Il. Head Linesman, Line Judge, and Back Judge
Perform regular coin toss duties. Immediately move to scrimmage positions and begin play without
delay aftetthecoin toss.

COIN TOSS
|. Referee
Remindcaptains that the winner of the toss may not defer chGmeduct toss, obtain choices and
move captains with their backs to their respective goal liflexe hand otthe shoulder ofthe
captain (nearest press box)tbéteamthat won thdoss.Stand aghcent totheteam (topressbox
side)thatwill be on offensefirst andgive signal8 (first down). Simultaneously, announce choices
if equipped withafield microphone.
Il. All Officials
Immediately move to scrimmage positions and begin play without detkntted coin toss.

ADDITIONAL EXTRA PERIOD

OVERTIME PROCEDURE
.  Umpire
After the toss choices have beeappropaategardlimel ac e
II.  Head Linesman and Line Judge
Stay near your team6s sgnaldfrerh thenback judge indicatiggothe r e
conclusion of the overtime intermission. At that time, promptly get your team on the field to begin
the overtime period.
[l Back Judge
You will keep the25 and 46second clock Begin timing the threeninute overtime intermission
at the conclusion of the fourth quarter. Ensure that the overtime period begins punctually. Signal
the linesman and line judge with-83@conds remaining in the intermission so they can get their
teams on the field.
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SECTION 27: OCFOA PHILOSOPHIES
QUALITIES OF AN EXCELLENT CREW MATE
It is within each of us to be an outstanding crew mate. All we need to do is be the best person and
official possible, always striving to get even better. In addition, we must commit to our crew mates
in a selfless manner. The following are a partial list of words that describe an excellent crew

member:
Prepared Team builder Selfless Patient
Confident Giving Inspiring Compassionate
Trusted Resourceful Efficient Innovative
Accountable Flexible Motivating Responsible
Supportive Understanding Committed Encouraging
Nurturing Dedicated Trusting Positive

As a member and constant representative of the crew, and our association, we must always be
pleasant, professional and respectful. Our professional conduct always makes a great first
impression when we conduct our business.

When we communicate with ccl@es on the sidelines, we are focused, professional and helpful
whenever possible or necessary. Hel ping co.
time outs, the status of the clock, time remaining in the game, formation issues to restdyersr p

who are having trouble with their emotions are just a few of the ways we can communicate in a
positive manner with our coaches. Maintaining a clear and safe restricted area can be accomplishec
without emotion or aggression. Sideline warnings aeglin a manner that is calm, yet purposeful.
Safety, and the integrity of the game is at the forefront of all communications.

When interacting with players we do our best to be positive and reinforcing of proper conduct.
Our goal is to minimize illegatontact, demonstrate our presence, and strengthen our voice when
it is necessary to get their attention or halt potentially illegal action. As George Schutte taught,
AFind a friendo, meaning we shoul d iasledeadei f y
and positive influence on their teammates.
their help in maintaining order with their team.

An excellent crew member is a consistent communicator with fellow officials. We use strong,
confidentsignals when we make rulings on the field and employ the full range of approved signals
to communicate within our crew. We employ a thoroughspigg routine and communicate dead
ball, penalty, and prenap information via these signals. The use ofddes is limited to the
approved protocols.

Great crew members concentrate on every down as if it were the final play of the Super Bowl. In
this way we establish a consistent routine of concentration and communication. When we get to
the critical pays of the game, we are prepared because we have been concentrating and preparing
ourselves and our crew for every snap!

There may be times in a game where we fAreset
imperative. These times may include:
1 The opening kickoff and the 2nd half kickoff;
1 The opening scrimmage plays of the game or the 2nd half;
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1 After a turnover;

1 3rd down plays;

1 Following an injury or other delay;

1 New QB or center enters the game;

1 Red zone plays;

1 Plays inside of 2 minutes efch half
It is at these times when we fAreseto our fo
snap routine and employing the tenets of t
temptatiohfici@doeér at these ti mes.
In summary,being an excellent crew member meamdring your very best to the crew and
participating enthusiastically in achieving all crew goals. Through your individual efforts, and the
collective efforts of your crew, you demonstrate:

1 Excellence in game timing

1 Great dead ball officiating

1 Accuracy and efficiency of penalty enforcements

1 First class ball mechanics, and

{1 Outstanding game flow.

The following philosophies have been adopted f@CFOA games.

|. Ball Spotting
a. The ball can be placed on a yard line éginthe next series after a change of possession.
Forexamplejf apuntreturnendsbetweerthe 33- and34-yardlines,movetheball forward to the
34-yard line.

ll. Line Of Scrimmage
a. Officials will work to keepoffensivelinemenlegalandwill call only whenobviousor where
repeatedvarningsareignored.D o nwait until thefourth quarterto enforce ruls.
b. D o nb&technicalon anoffensiveplayerwhois awide receiveror slotbackin
determining if he is off the line of scrimmag®hen inquestion, it is NOT a foul.
c. Wide receiversor slot backslined up outsidea tight endwill beruledontheline of scrimmage
and covering the tight end if there is no stagger between their alignifiémtguestion, he is not
covered up.
d. Formations during the execution of a trick or unusual play have the highest degree of scrutiny
and should be completely legal.

[ll. Bean Bags
a. FUMBLES: Officials shall drop the beanbag only whenthey seethe ball fumbled,not when
they see the ball loes
b. PUNTS:Officials shalldropthe beanat the spotthekick endsor the spotof illegal touching.
c. Be accurateYou are marking a potential enforcement spot.
d. Do not drop your bean bag after an interception, except when insideyénd bne.

IV. Defensive Pass Interference
When judging for pass interference, we must keep in mind the football rule fundamental that both
the offensive and defensive players have an equal opportunity to catch a forward pass. When
reporting one of these fouls toetineferee or a coach, it is critical that we are accurate in reporting
the proper category diefoul. If the action does not fit into one of these categories, then it is not
a foul.
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a.We mustassumehatboththeoffensiveanddefensiveplayershavean equal opportunity to catch
a forward or backward pass.
b. Actions that constitutedefensivepassinterferencanclude but are not limited to the following
Six categories:
1) Early contactby a defenderwho is not playing the ball is defensivepass
interference provided the other requirements fot B&/e been met, (make
sure the receiver is not a potential blocker) regardless of how deep the pass is
to the receiver.
2) Playing through the back of a receiver in an attempt to make a play on the ball.
3) Grabbing andrestrictingar e ¢ e ianmésyobbedy in sucha mannerthat
restricts his opportunity to catch a pass.
4) Extendinganarm acrossthe body (arm bar) of a receiverthusrestrictinghis
ability to catch a pass, regardless of the fact of whetheotahe defender is
looking for the ball.
5) Cutting Off or riding the receiver out of the path to the ball by making contact
with him without playing the ball.
6) Hooking andrestrictinga receiverin an attemptto getto the ball in sucha
mannerthatis ausi ng the receiveros body to

[ll. Not Defensive Pass Interference
Actions that do not constitute defensive pass interference include but are not limited to:
1) Whentherearetangledfeetandbothplayersarelooking backattheball or neither player is looking
back at the ball.
2) When either player is making a legitimate play on the ball or there is shoulder to shoulder contact
players coming from different angles.
3) When the contact is so close to the touching of a pass thatfevetoeit as bandgpang pass
interference it will not be called.
4) When a defender places a hand o n orawist rocagullv er 0
or push
VI. Offensive Pass Interference
The 3 Categories of Offensive Padaterference (OPI) include but are not limited to:
1) Initiating contact with a defender by shoving or pushing off, thus creating Separation
in an attempt to catch a pass.
2) Driving Thru a defender who has established a position on the field.
3) Blocking Downfield (Pick) to prevent a defender from making a play on another
receiver.
VII. Not Offensive Pass Interference
Actions that do not constitute offensive pass interference include but are not limited to:
1) A screenpasswherethe ball is overthrownbehird the line of scrimmage
but subsequentlyands beyondthe line of scrimmageand linemen are
blocking downfieldunlesssuchblocking preventsa defensiveplayerfrom
catchingtheball.
2) A pick play if the defensive player is blocking the offengiayer when
the pick occurs.
3) After the ball has been touched by B beyond the neutral zone or during any
play in which B touchesthe ball in or behindthe neutralzone.Actually,
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afterany forwardpasshasbeentouchedby eitherteam,the conditionsfor
Pas Interference expire.
1) Other Passing Situations
aWhen in question on action against tihtent pas:
is to punish.
b. If an interception is near the goal line (inside the-gae line) and there is a questiasto
whethermpossessiors gainedin thefield of play or endzone,maketheplay a touchback.
IX. Backward Pass
a.When in question, the pass is forward, not backyard.
b. Whenthe Q B éhandstartsforwardwith the ball, rule the passforward evenif heis contacted
and the ball goes backward.
X. Catch/No Catch (taken from the SDCFOA Manual)
Any tight judgment first requires proper mechanics and positioning to give an official a "clear
window" to the action, followed by proper rules knowledge, andlffiaghorough understanding
of the philosophies that apply.

This manual provides the specifics for making sure you are in the best position possible for viewing
tight plays. Ideally, an official should be no closer thabO8yards from the action ihey are to

get the absolute best view of the entire action. Being stationary at the time of the judgment is
preferred to being on the move as our head and eyes tend to move slightly, possibly causing some
distortion. For catches, it is preferred that tbicial be underneath the action (viewing upfield

into the action) for the bestobstructed view of the ball and the ground (trap?) And finally, the
sideline, endine and goal line are important, additional elements when judging a catch or
recovery.ldeally, an official should keep the sam&@®yard cushion from the action with a clear,
unobstructed view of the line involved.

The SDCFOA has developed outstanding philosophies that must be applied whenever one is
judging a tight play involving a posse catch or recovery of a loose ball:

Feet then ball.

When in question, the pass is incomplete.

Never sacrifice accuracy for speed when making officiating decisions.

Go Slow; do not be in a hurry to make an error.

Never guess or assume aswioat may have happened.

Go slow and be positive when declaring possession of fumbles and loose balls.

Let the play Kkill itself.

Never blow the whistle unless you see the ball.

T> T T T T T>o T>o T

The key elements for getting these plays ruled correctly are:

A Visioni Are you looking at the right place at the right time?

A Go slowi Are you consciously slowing your decisimiaking down, so you can review in
your mind what you just observed and allow for a possible late change in the action which would
cause a changeiyour decision.

And finally, the following definitions from Rule 2 must be mastered:

Rule 24-1 A catch is the act of establishing player possession of a live ball which is in flight, and
first contacting the ground inbounds while maintaining possessiotie ball or having the
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forward progress of the player in possession stopped while the opponent is carrying the player
who is in possession and inbounds.

Rule 24-2 Catching is always preceded by touching the lihils,if touching causes the ball to
become dead, securing possession of the ball has no significance.

Rule 234-1 A ball in player possession is a live ball held or controlled by a player after it has
been handed or snapped to him, or after he has caught or recovered it.

Rule 234-3 A chang of possession occurs when the opponent gains player possession during the
down.

The judgment portion of these rulings wusuall
when observing action where control is not clear, as control is key tometeg possession. For
this reason, it iIs the philosophy of the SDC

to be awarded possession and demonstrating A
The following situations havebeeard o pt ed as SDCFOA phil osophi e:

Incomplete Pass or Catch/Fumble
When a receiver is attempting to demonstrate control of the ball and is contacted by the defender
and the ball falls to the ground before he is able to demonstrate controtiustgudge it to be an

i ncompl ete pass. The <covering of ficial mu
demonstrate control and/or that the receiver secured the ball (control) while making an additional
football related moves such as turning/mowing avoi d a defender. | f

hands quickly, it is never a catch. There must be an adequate length of time for control to be
awarded. If the receiver does meet the standards for an awarded catch (control = time +
additional fooball act) then subsequent loss of possession by the receiver would be accurately
judged a fumble.

Attempted Catch While the Receiver is Upright

When a receiver is upright (not falling to the ground as he attempts to make the catch) the receiver
must frst contact the groundib ounds whil e demonstrating con
feet then ball. This judgment is the same for the upright receiver in the field of play, at the sideline,
at the end line, or at the goal line.

Attempted Catch Whilkae Receiver is Going to the Grouind

In this casethe elements of the judgment are exactly the sasre catch while the receiver is
upright except that the receiver must demonstrate control of the ball throughout the catch process
(survive the ground). In other words, the receiver must have his f#beuds, demonstrated
control of the ball, plus autrol of the ball before, during, and after going to the ground. Any
movement of the ball during the catch proces
ruled an incomplete pass. This judgment is the same for the receiver going to theigrthend

field of play, at the sideline, at the end line, or at the goal line.

Attempted Catch While the Receiver is Approaching the Goal Line
If the receiver has demonstrated control and then breaks the goal line, it is a touchdown by rule.
If the re®iver has not demonstrated control, even though he has broken the plain of the goal line,
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it cannot be a touchdown until the control is demonstrated and the catch is completed. Only after
demonstrating control can possession by awarded and only withgsams®f the football in the
end zone can a touchdown be awarded.

Attempted Fumble Recovdry
The same elements of a catch apply turmblerecovery asthey pertain tothe definition of
possession. The player must demonstrate control of the ballraedgian element of control.
Thus,instantaneous possession is impossible by definition as no control can be demonstrated.
Thusawarding a Aquick recoveryo must be avoid
sideline must also be avoided. rDenstrated control, prior to ever reaching the sideline, is a
prerequisite for awarding a recovery. The exact same is true for attempted recoveries at the end
line.
XI. Blocking and Holding

The 4 Categories of Offensive (or Defensive) Holding (OH/DH)

1) Graband Restrict

2) Hook and Restrict

3) Takedown

4) Tackle

a. Takedownsat the point of attack,thosein the openfield, point of attack,within the tackle
box, affecting the result of the play should be called.
b. If there is a potential offensive holding but tieion occurs clearly away from the podrft
attak and has no (Or could have no) effect on the play, offensive holding should not be
called.
c. Ifthere is a potential for defensive holding but the action occurs clearly away from the point
of attak andhasno (or could haveno) effecton the play, defensiveholding should not be
called.
d. For blocks in the back, if one hand is on the number and the other hand is on the side and
the initial force is on the number, it is a block in the badie force of the bick could be
slight and still a foul if the contact propels the player past the runner.
e. Agrabdt he receiverodés jersey that restricts
defensivenholdingif othercriteriaaremetandcouldalsobe defensivepas interference.
f. Holding can be called even if the quarterback is subsequently sacked as it may be the other
half of an offseing foul.
g. lllegal block in the back can be called on fair catches ortlyeipoint of attack is involved
or personal foul.
h. Rarely should you have a hold on a double team block unless thetakisdawnor the
defender breaks the double team and is pulled back.
I.  When in question, if an illegal block occurs in the end zone or field of play, it occurs in the
field of play.
Just because an arm is around a defender or a shirt is grabbed, it does not automatically qualify as
holding or pass interference. To be a foul¢hmust be a visible restriction; an advantage gained
and occurs at the point of attack. 't must
point of attack, or it is not a foul. The quickest flags often result in the weakest or missed holding
or pass interference calls. Look at the action and wait long enough to consider material effect and
point of attack.iitlfi syndu 't hilfklITyi®tud k nao wf a uld s
XIl. Free Blocking Zone
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Blocking below the Waist is permitted in theee Blocking Zone when:
a. All players involved in the blocking are on the line of scrimmage and in the zone at the snap.
b. The contact is in the zone.
c. The ball has not left the zone.
While in a shotgumr pistolformation,technicallyan offensivdineman may legally block below
the waist Howeverthe CIF Rules Interpreter has stated that it is nearly impossible for a legal low
block to be made before the ball has left the zone. A ball snapipiésl in a shotgun or pistol
formation leaves the zone as little as .3 seconds. Therefore, the contact with the defensive player
being blocked would have to be initiated immediately to be legal. In addhi®offensive player
(who is lined upn the Free Blocking Zonahust bein a 3 or 4 point stancend the defensive
opponenimust benead up over the offensive linem&tead up is defined as having both shoulders
within the frame of the opponentdés body
It will be an illegal block below the waist if the offensive lineman is irpidt stance, or if tre
is anydelay in the contact with the defensive playarif the block is not againsta headup
defenderastheball will be considered to have left the zone prior to the contact below the waist.
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X,

XIV.

Kicking

a.T he kirestkai@ingdiree for onside and short pooch kickoffs should be officiated as a plane
and any player, other than the kicker or holder, breaking the pli#im@ny part of the bodigefore

the ball is kicked should be called encroachment.

b. For deep kickoffsthe foot should be on the ground and beyond thedinencroachmentb be
called.

cWhen in doubt as it relates to the receiver
return the kick.

Plays At The Sideline

a.If legal contact ocurs before the runner has a foot down out of bounds, consider it a legal hit.

b. If the whistle hasblown and a runnercontinuingto advancedown the sidelinehas eased up,
contact by the opponent against the runner is a foul.

XV. When In Doubt

XVI.

XVII.

a. The rinner fumbled the ball and was not down.
b. The pass is incomplete vs. the ball caught and then fumbled.
c.lf Il egal <contact occurs before the runner h
d. Runner continuing down sideline: If whistle has blovmadl the player has eased up, it is a foul.
Be alert and be sure any action is not part of the initial play before calling a foul.
e. A nonrairborne runner crossing the goal line inside the pylon with the ball crossing the goal line
extended is a touchdown.
f. When in question, the runner did not step out of bounds.
End Of Game
a.If an offensive team goésto a victory formationpfficials should use commaense officiating
andmakeeveryattemptto not call fouls thathaveno bearingon the outcome of the game.
b. Personal Fouls and Playsafety Fouls should always balledregardless of time and score.
c. If the Referee stops play for any reason, the game is suspended and not®vyered. o f f i c i
jurisdiction ends when the officials athe playing field.
Miscellaneous
a. Whenissuing asideline warning, throw th#ag. Make the call at the endof a down without
causinganinterruptionbut be surethe headcoachhashada prior verbal warning.
b. Five-yard facemask foulsarare, but i f it i1 s a fAgrasp and ¢t}
When in question it is a Hgard foul.
c. The ball can be placed on a yard line to begin the next posse&salhother times, the ball is
placed where its. (Exception: If the change of possession occurs on a fodaivn running or
passing play, the ball will be left at the dezall spot to begin the next series.)
d. 5/5 axiom: In order to adjust the game clock when it has been rufinage must be merthan
a five-second differential if theraremore than five minutes remaining in either halfy time log
due to the clock being started erroneously, such as when a dead ball foul is called, the clock must be
adjusted.
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SECTION 28 Crew-of-SevenMechanics
Pregame Duties and Responsibilities
Referee

a.

Go with the Umpire  and the deep flank on the coaches sideline  to meet with the Head
Coaches.

Ask the Head Coach to certify player compliance with mandatory equipment rules.
Inspect the entire field with the SJ. Note unusual markings or irregularities. Work with home
management to correct any hazardous conditions within or near the boundary lines.

d. Observe Quarterbacks and Kickers during their warm -ups and note hand/foot used to
throw/kick ball.

e. Spot check equipment and report any irregularities to the Umpire who will work with the
trainer to correct.

Umpire

a. Go with the Referee to meet with the Head Coaches.

b. Verify Head Coach certification of player compliance to mandatory e quipment rules.

c. See trainer regarding bandages, wraps, and other possible equipment questions.

d. Discuss with the flanks how to communicate the position of the ball.

e. Spot -check equipment.

f. Observe offensive linemen as they warm up.

Head Linesman

a. Discuss signals & communications with LJ.

b. Check chain crew equipment. Tape in the middle of the chain.

c. Have a pregame conference with the chain crew.

d. Notify the visiting coach 5 minutes prior to kickoff and bring the visiting team onto the field.

Line Judge

a. Discuss signals & communications with HL.

b. Notify the home coach 5 minutes prior to kickoff and bring the home team onto the field.

Back Judge

a) Have awatch ortiming device capable of timing the 25 and 40 -second play clock.

b) Discuss signals & commu nication with FJ and SJ.

¢) Instruct the play clock operator.

Field Judge

a. Discuss signals & communication with SJ and BJ.

b. Introduce yourself to the Head Coach on your sideline and determine who is to receive foul
reports during the game. Will handle most ¢ ommunication for the game.

c. Whois the Get Back Coach?

d. Instruct the ball boys. SJ will assist.

e. Have the Home captains at the sideline 5 minutes before kickoff.

Side Judge

a) Give the crew the official time.

b) Have a watch capable of timing the game if the field clock malfunctions. Keep the game time
during the game.

c) Leave the dressing room together at the pre -determined time.

d) Discuss signals & communication with FJ and BJ.

e) Instruct the game clock operator.

f)  Go with the R and inspect the entire field.

g) Introduce yourself to the Head Coach on your sideline and determine who is to receive foul

reports during the game. Will handle most communication for the game.
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h) Who is the Get Back Coach?
i) Assist the FJ with in  struction of the ball boys.
j) Have the Visiting captains at the sideline 5 minutes before kickoff.

Coin Toss Procedures and Responsibilities
Referee
a. 5 minutes before kickoff, go with the U to the middle of the field, R faces the clock.
b. 5 minutes before kickoff, FJ and SJ send captains for the coin toss.
c. Once the choices have been made by both teams, move the captains so their backs are to the

goalthey 6re defending. The REFEREE will indicate winnit
deferred. | f the captainbés choice is to defer, the R
#10) then move to the other captains and give the signal for the appropriate ¢ hoice.

d. All officials meet and review toss results. Then jog to kickoff positions.

Umpire

a. 5 minutes before kickoff, go with the R to the middle of the field, R faces the clock.
5 minutes before kickoff, FJ and SJ send captains for the coin toss.

Listen a nd verify the captain's choices and R's options.

All officials meet and review toss results. Then jog to kickoff positions

oaoo

Head Linesman
a. Stay on your sideline at the 50 -yard line with a game ball (SJ will be at the numbers).

b. Meet with other officials at the center of the field, provide a game ball to BJ if your team will
be kicking, and then jog to kickoff positions.

Line Judge
a. Stay on your sideline at the 50 -yard line with a game ball (FJ will be at the numbers).
b. Meet with other officials at the cent er of the field, provide a game ball to BJ if your team will

be kicking, and then jog to kickoff positions.

Back Judge
a) Stay on your sideline at the 50 -yard line (SJ will be at the numbers).
b) Meet with other officials at the center of the field and then jog to kickoff positions.

Field Judge
a. On asignal from the R, escort the captains to the numbers and send them to the R.
b. Meet with other officials at the center of the field, then jog to kickoff positions.

Side Judge
a) On asignal from the R, escort the captains to the numbers and send them t o the R.
b) Meet with other officials at the center of the field, then jog to kickoff positions.

Free Kicks-Deep(click hereto go to diagram)
Referee
a. Assume a starting position in the middle of the field on the goal line.
b. Count R and confirm with the H and L.
c. Once the BJ indicates the other officials and players are ready, sound your whistle and give
the ready for play signal.
d. You are responsible for  the end line. Be alert for a touchback or a kick beyond the end line.

e. You are responsible for play clock and for knowing if K has at least four players on both sides
of the kicker when the ball is kicked.

f.  Move laterally to be in position to see action at the point of attack. Be alert to a handoff or
reverse.
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