UMPIRE'S SEQUENCE (5-man Mechanics)

Pre-Game Locker Room
· Get focused.

· Talk to other officials about mechanics, responsibilities, team tendencies, and general expectations.

· Make sure flank officials know to use cross-field mechanics.  I will be counting on them for good spots.

Pre-Game On Field

· Perception is everything…always…don’t forget it!
· Be observant.  Walk the walk.

· Talk to the head coaches with R.

· Write down special play information and provide it to other officials.

· Walk the field and inspect players for illegal equipment.
· Check casts, wraps, face shields, eye black, towels, adornments, etc.

· Instruct the players to make corrections prior to kickoff.

· Inform coaches of all findings.

· Inform R of all findings.

· Keep doctors notes (they are your insurance – no matter what anybody else says).

· Stretch and run.

· Watch teams warm up. Get focused.  Start to get a feel for what the teams are going to do.
· Do not BS with coaches!  Kindly greet and move on.  You’re not an adversary, but you’re not their friend.
· Do not BS with other officials.  We all have a job to do.  If our pregame tasks are complete, we should be observing the teams.

Coin Toss

· Middle of field with R.

· Stand at 45 with back to scoreboard.  Move closer to captains once they arrive.

· Listen to R’s instructions, know the call (heads/tails) and record all results.

· After captains leave, confirm results with all officials.

Dead Ball Administration

· See all action after the play.  Maintain an appropriate view.  Don’t close too fast.
· Know if play ended inbounds or out of bounds, incomplete pass, etc. (Know the clock status!!!)

· Watch for action after the play.  Don’t let anybody get away with anything cheap.
· Talk to the players. Don’t let the pile get out of control.

· Get the ball.

· If R or BJ are quick, stay wide and let them toss the ball to you.
· If R or BJ are slow to the ball, don’t hesitate to go get the ball.  Go to the sideline if needed.

· Take spot from flank official.

· If the run ends in a side zone, take the spot from the opposite flank as you return to hash marks.  (EXPECT good cross-field mechanics from your flanks.)
· Clean the ball (well!) and spot the ball (quickly!).

· Be accurate (perfect!) with spots.  Six inches one way or the other could be the difference on the next play.

· Stand over the ball and give down/distance information to R.

· Give clock status to R only if you are facing the clock.
· Give R the time and clock status.  (“4:59 and rolling”…”2:06 and stopped”)

· If clock starts on the snap - “Wind on the snap."
· If clock starts on the ready - “Wind when you're ready."
· When clock starts on the ready, and if facing the clock, confirm to R when clock starts – “Clock is hot!.”

· Get preliminary count while A is still in the huddle.

· Confirm down with the flanks (they should be confirming with BJ).

· Stand over the ball until R hacks.

· If necessary, instruct A to “wait for the whistle”.

· If necessary, stay over the ball until R dismisses you.

· Back out quickly into position.  Do not turn your back to the ball.
· If the snap is inside the 5-yard line, indicate to HL/LJ where the goal line is. “See the ball!”

· When A’s huddle breaks, check numbering (5 players 50-79) and confirm count with R.

· Make sure you see R’s count signal.  If it’s different than yours you both better get it right before the snap!

· Thumb up when all five ineligible numbers are identified.

· Know the situation.  Is it a passing or running situation?  What are A’s tendencies?  Think!!!

· Watch how linemen approach the line and take stances.  They might tell you something about the play.
· Position back, leaning back, no stress on knuckles…think pass.

· Position forward, white knuckles…think run.
· Look for strong/weak side and unbalanced formations.
· Take final position 1 yard behind LBs or 5-6 yards off ball.
· Don’t get caught between the LBs.

· Move vision to the ball when the snap is imminent.

· Watch for snap infractions, false start, defense simulating cadence...eyes and ears open!
· If a foul or timeout shuts down the snap, get in there QUICKLY to stop the play.  Don’t let the snap go off!

Dead Ball Administration – Loose Ball (Fumble)

· You must be aware if there is a loose ball.

· When the play ends and there is a scrum for the ball, get to the pile quickly.

· If possession is obvious give the signal (next down or first down).
· If you are first to the pile, get in there and dig the ball out. Don’t be afraid to go into the pile (umpiring is not for pussies).  Find the arm/man with the ball, determine who has it and let R know immediately so he can make the ruling.
· If you are not first to the pile and another official is already digging, assist by moving players away from the pile or tapping players out of the pile.  KEEP ORDER!

Scrimmage Play - General
· A is in shotgun/pistol?  Think no low blocks!

· Know the free blocking zone.  Be aware of what is legal and illegal in the FBZ.
· See a legal snap!  (You f’d this up at Ramona…never again!)
· At the snap quickly move vision away from the ball and read the movement of the snapper and guards.

· Quickly identify run or pass.

Scrimmage Play - Run

· Hold your ground. Don’t be too quick to move.

· Move with the play keeping a good vision pattern.

· Follow the point of attack - slightly ahead of the runner (use appropriate vision).

· Watch the blocks, not the ball!

· Watch for holds and illegal blocks at the POA (advantage/disadvantage).

· Make sure the block that launches the run is good.

· If the run breaks long, move downfield slightly behind the runner maintaining an appropriate view from behind the POA.  (Flank/BJ have POA at this point.)
· Maintain the “triangle” with the flank and BJ.

Scrimmage Play – Run - At Goal Line

· Move as close to the goal line as possible at the snap (be safe!).

· See the ball cross the goal line.

· Verbally signal to the nearest flank if the runner is in (I SEE BALL! –or- NO! NO! NO!). Let ‘em know!

Scrimmage Play - Pass

· Move quickly to the LOS at first possible chance.  Don’t get picked!
· Watch for holds, bad blocks, and linemen beyond neutral zone expanded.
· Who’s getting beat…go there!
· Don’t watch the QB!
· Inside screen – quickly move through the linemen and view play from behind (don’t get killed).
· Know if pass is caught beyond or behind the neutral zone.

· Short pass – immediately turn with the pass and be ready to rule on catch/no catch underneath.

· Long pass – stay with the line play a little longer, then turn to observe downfield.

· Once he pass is gone, yell “GONE!” to the linemen so they break off blocks.

· If the pass is tipped, give a signal.  You must know who tipped it (A or B).
· If QB threatens the NZ, be prepared to assist R with illegal forward pass.  You have to be there!
· Let R know the result of the play…he usually doesn’t see it
Foul/Administration of Penalty
· Clean up after the play ends (ball is dead).

· Make sure covering official is holding his spot.  Get him the ball if it is close to you.

· Check that box/chains have not moved.

· Check that the clock has stopped.

· Don’t be afraid to tell flank to hold his spot, box/chains to hold spot, etc.  You have the best view for all of this.
· If your flag, give R foul information. Give only the details of the foul.

· Let R know if you need to move your flag.
· Get foul information from flanks on penalty at snap and give to R.

· Get captains while R is giving preliminary signal.

· Know the basic spot!

· Have penalty options ready for R in case he struggles.
· Listen as R gives the penalty options - make sure he is correct.  Diplomatically step in if he’s not correct.
· Confirm penalty distance and spot with R (watch for half-the-distance).  Verbalize!
· Before walking-off the penalty, know where you are and where you are going.  Verbalize!
· Indicate to HL/LJ the distance of the penalty.  Verbalize!
· 5 yards – 1 finger

· 10 yards – 2 fingers

· 15 yards – 3 fingers
· Half the distance – Chop on arm
· Walk-off the penalty (HL is with you and LJ is at the spot).

· Spot fouls are ALWAYS walked-off from the flag – NO MATTER WHERE IT IS!
· Previous spot fouls are ALWAYS walked-off from the previous spot.

· Subsequent spot fouls are ALWAYS walked-off from the subsequent spot.

· End-of-run fouls are ALWAYS walked-off from the end of the run spot.

· Never look like you are pacing off the yardage (unless it’s a very poorly marked field).  You should know where you’re going before you start walking off the penalty.  Always be exact!

Scrimmage Kick – Field Goal/PAT)
· Stay over the ball a little longer while teams make their substitutions.

· If field goal, remind other officials that the ball is live (squirrel cage over head).

· Instruct R linemen to stay off the snapper.

· Know numbering exceptions for kicking formations.  Don’t let an ineligible burn you!
· Take position:

· Inside 10YL under the upright.
· Know eligibles.

· Confirm count, eligible, whistle (“your whistle”) with BJ.

· Outside 10YL take a normal position almost head-up on the snapper…see the ball.
· At snap, watch for legal snap, roughing the snapper, K pulling R down with an inside hold (pull jersey), and R using another player to get airborne or using “pull & shoot”.
· After snap:

· Position under upright:  Observe flight of ball, good/no good, communicate with BJ, good signal, hold signal until R signals.

· Normal position:  Yell "GONE!" after kick clears the NZ, clean up.
· Snap over kicker’s head:

· Quickly move to the LOS.
· Blocks are gonna get crazy…see the bad ones!
· Be ready to rule on kick/pass behind or beyond the LOS, ineligibles downfield.
· Fake or broken play:

· Quickly move to the LOS on snap  over kicker’s head.
· Assume normal scrimmage play duties.

· Blocks are gonna get crazy…see the bad ones!
· Be ready to rule on kick/pass behind or beyond the LOS, ineligibles downfield.
Scrimmage Kick - Punt
· Stay over the ball a little longer while teams make their substitutions.

· Instruct R linemen to stay off the snapper.

· Position is approximately 10 yards off LOS just outside the tackle and to LJ’s side of the field.
· Know numbering exceptions.  Don’t let an ineligible burn you if the play breaks or is a fake.

· At snap, watch for roughing the snapper, holding and illegal blocks.

· Yell "GONE!" after kicked ball clears the neutral zone.

· Turn vision downfield with the blockers.  Watch blocking with wide vision.

· Fake or broken play:

· Quickly move to the LOS on snap  over kicker’s head.
· Assume normal scrimmage play duties.

· Blocks are gonna get crazy…see the bad ones!
· Be ready to rule on kick/pass behind or beyond the LOS, ineligibles downfield.
Free Kick

· Count R (confirm with R).

· Let closest receiver know to count his players if there are more than or less than eleven.

· Never let a kick go off with more or less than eleven players.

· Kick to U’s side:

· Make sure ball does not break plane of goal line.  If it does, kill it fast!
· Wind the clock when R legally touches the kick.

· Cover the runner and POA.

· Progress to R’s 30 and then turn over to LJ.
· Start fading at the 25…be verbal with LJ.
· Kick OOB:  Mark the OOB spot with flag and hold your spot.

· Kick to R’s side:

· Follow play with wide vision.

· Watch for illegal blocks.

· Assist with progress to R’s 25 and then turn over to LJ.
· Start fading at the 25…be verbal with LJ.
· Kick OOB:  Move to the center of the field.  Be ready to assist with R’s choice of options.

· After progress is turned over to LJ, slide onto the field past the numbers and follow from behind with wide vision.

· Touchback:  Give signal, hard whistle, move toward center of field.
· If the receiver is near, move to a protective position in front of him.

Measurements

· If “close, close, close” at the end of the play, get the ball to the flank who has the spot.

· When R calls for the chains, move to a position on the B side of the ball.

· Take a knee (knee away from press box) and position body so that the press box can see the ball.
· Keep a hand on top of the ball so it does not move.

· If the measurement is short and the ball is in a side zone, R will use the chain to spot the ball.

· If it is a first down and the ball is in a side zone, move the ball to inbounds spot.

End of Quarter/Half

· If facing the clock, don’t let the play go if the clock hits 0:00 before the snap – no matter how close.

· Use foot to mark the forward point of the ball.

· Pick up the ball and hand it to R.

· After R signals, spot the ball back on your foot.

· Note down, distance, yard line, and relative position.

· Verify information with R before moving the ball.

· Pace distance to the ball from the closest yard line only if needed.

· Quickly relocate the ball to the spot where it will next be snapped.

· Verify with R that the ball is at the correct spot and the chains are properly set.
· Don’t be afraid to make corrections.

Miscellaneous:

· You are on video…all the time…regardless of the level of game.  Don’t forget it!
· You are almost always one of the points of the triangle.  Don’t lag or the crew will look bad.

· Periodically check for illegal equipment throughout the game. Check more at beginning of game.

· Find out how each snapper wants the laces set. Try to set the ball properly every time.

· Never beanbag a muffed snap (it’s a pass!).
· If one official kills clock, all must kill.

· No happy feet! Move slowly and deliberately until play breaks.

· BE VERBAL.  Talk to the players – preventive officiating.  Encouragement works best!
· Signals must always be crisp but not rigid. Show confidence.

· Be as intense at the end of the game as you were at the beginning.

· Only use your whistle when necessary – your voice is better.  A game without a whistle is a good game.
· Never signal a TD or call PI – but have an opinion if you are needed.
· Anytime there is a play that includes the potential for bad hits way behind the play (long run for TD, rolling punts, etc.) yell at the players not to block or hit way behind the play.  “No hitting back here!”  “62---don’t hit him!”
· If you get fooled or make a bad call, get over it, know what you did wrong, and don’t repeat it.

· COMMUNICATE!!!
YOU ARE THE UMPIRE!

· Umpiring is not for pussies.  Take the hits like a man…NOTHING HURTS!

· You are the physical center of the crew on the field (hub and spokes).
· You must KNOW ALL. You must SEE ALL. You must BE ALL.

· Be ready for ANYTHING.
· DO NOT let your attention waver or YOU’LL GET HURT.

· If the crew looks good YOU DID YOUR JOB. If the game stayed under control, YOU DID YOUR JOB. If the game gets out of control, IT’S YOUR FAULT.  DON’T F*** UP!!!
· OFFICIATE EVERY GAME LIKE IS THE BIGGEST GAME OF THE YEAR!
· STAY SHARP…FOCUSSED…INTENSE!
· THINK FASTER THAN THE ACTION!  (Garth)
· If anybody else worked harder than you, YOU DIDN’T WORK HARD ENOUGH!
HAVE FUN!  THERE’S NO BETTER PLACE!!!
