POSITIONS AND MECHANICS FOR CREW of 7 OFFICIALS
CREW OF 7 POSITIONS FOR KICKOFF
Initial Positions R-R’s Goal Line Middle of Field, U- K’s Free Kick Line -with ball for K to
Kick Off, L – R’s Goal Line Corner Chain Side, LJ – R’s Goal Line Corner Press Box Side, SJ –
R’s Restraining Line Chain Side, FJ – R’s Restraining Line Press Box Side, BJ – K’s Restraining
Line Chain Side.
I. REFEREE
A. Before kick:
1. Position: R’s goal line in the middle of the field.
2. Count R players, give signal and confirm with the linesman and line judge.
3. Check positions of other officials.
4. Hold arm above head to request ready sign from the other officials.
5. After ready signs have been received, give the ball ready for play signal and
sound whistle to signal that kick can be made.
6. If short free kick is obvious:
a. Take position on 10 yard line and be prepared to rule on touchback.
b. Be alert to assist other officials.
7. Give all signals for any fouls to be administered prior to a free kick.
B. After kick:
1. During a kick return down the middle:
a. Signal clock to start when kick is touched by the receiving team.
b. Pick up runner and follow until releasing to covering official.
c. Observe action of other players in vicinity of runner.
2. Kick deep:
a. While standing on the goal line be prepared to rule on touchback. Has
primary responsibility for ruling on the plane of the goal line.
b. If kick is caught or recovered inside 5-yard line, be ready to rule on
momentum. If the player is downed in end zone, or ball goes out-ofbounds there, rule on whether player’s momentum took him into end zone
and mark spot of catch or recovery with a bean bag.
3. Kick outside hash marks:
a. Move cautiously with play.
b. Observe action of other players in vicinity of runner.
c. Serve as clean-up behind, to side of, and around runner.
4. Kick out-of-bounds — the HL and LJ have responsibility for kicks out of
bounds.
II. UMPIRE
A. Before kick:
1. Position: Have the game ball to present to kicker to place on tee. Position
yourself with the ball as to not allow the kicker to kick until the referee has given
the ready for play signal.
2. Count K players.

3. Hold arm above head to indicate you are ready and position yourself between
the kicker and the ball until the Ready for Play signal is given, then retreat out of
the way for the kicker.
4. If short kick is obvious,
a. Be alert to rule on a straight ahead short kick.
b. Be alert for first touching by K
5. Umpire responsible for counting and checking for the correct number of K
players on each side of ball at the kick.
6. Umpire has primary responsibility, with assistance from the BJ, for the K 5
yard belt restriction prior to free kick.
7. Be alert and assist BJ for illegal pop up kick.
B. After kick:
1. After determining trajectory of the kick, proceed downfield approximately 1015 yards from K’s restraining line to the hash marks on the side opposite of the
back judge (press box side).
2. Move cautiously toward play and observe player actions away from the ball.
3. Observe action of other players in front of runner.
4. On long runs, be ready to observe actions on or by the runner as he approaches.
After the Runner passes you, turn, trail play and back side officiate similar to a
long scrimmage run.
5. If kick goes out of bounds in air, line up appropriate wing official for out of
bounds spot. (Just as Referee does on punts)
III. LINESMAN
A. Before kick:
1. Position: goal line on sideline opposite the press box. Adjust initial position
based upon kicker and skill levels of current game.
2. Monitor bench area.
3. Be certain spectators are behind the restricted area and coaches and substitutes
are in team box.
4. Count R players.
5. Hold arm above head to indicate you are ready.
6. If short free kick is obvious:
a. Position 30 yards from K’s free kick line
b. Be alert and ready to assist with touching
B. After kick:
1. Kick to your side.
a. Signal clock to start when kick is legally touched.
b. Pick up runner and follow.
c. When ball becomes dead, sound whistle and give time-out signal.
d. Be prepared to rule if ball broke plane of goal line or out of bounds first.
2. Mark spot where the kick goes out-of-bounds on your sideline. Umpire will
assist on kicks going out of bounds in the air.
3. Maintain position enabling coverage of your sideline at all times.
4. Observe legality of blocks and action away from ball when you are not
covering runner.
5. Kick to opposite side of field:

a. Move quickly up field and observe action of players.
b. Observe action of other players in vicinity of runner.
IV. LINE JUDGE
A. Before kick:
1. Position: goal line on press box sideline. Adjust initial position based upon
kicker and skill levels of current game.
2. Monitor bench area.
3. Be certain spectators are behind restricted area and coaches and substitutes are
in the team box.
4. Count R players.
5. Hold arm above head to indicate you are ready.
6. If short free kick is obvious:
a. Position on K’s free kick line with bean bag in hand.
b. Be alert for first touching by K or kick which does not cross R’s free
kick line.
c. Mark spot of first touching by K with bean bag.
B. After kick:
1. Kick to your side.
a. Signal clock to start when kick is legally touched.
b. Pick up runner and follow.
c. When ball becomes dead, sound whistle and give time-out signal.
d. Be prepared to rule if ball broke plane of goal line or out of bounds first.
2. Mark spot where the kick goes out-of-bounds on your sideline. Umpire will
assist on kicks going out of bounds in the air.
3. Maintain position enabling coverage of your sideline at all times.
4. Observe legality of blocks and action away from ball when you are not
covering runner.
5. Kick to opposite side of field:
a. Move quickly up field and observe action of players.
b. Observe action of other players in vicinity of runner.
V. BACK JUDGE
A. Before kick:
1. Position: K’s free kick line on the sideline opposite the press box.
2. Count K players.
3. Be certain spectators are behind restricted area and coaches and substitutes are
in team box.
4. Hold arm above head to indicate you are ready.
5. Watch for any infractions involving K’s free kick line.
6. Be aware of illegal kicks such as pop up kick.
B. After kick:
1. Be alert for first touching by K and mark spot with bean bag.
2. Be alert for kick which does not cross R’s free kick line.
3. Mark out-of-bounds spot if kick goes out-of-bounds in your area.
4. For a normal kickoff, move to your hash marks then proceed along the hash
marks 10-15 yards from K’s restraining line and be prepared for goal line
responsibility on long returns.

5. Watch initial blocks by players near R’s free kick line and action against kicker
6. After the ball has gone downfield, move deliberately in that direction while
watching for fouls away from ball.
7. Officiate inside out.
8. Be in position to take over coverage of runner on long return and be responsible
for the goal line.
9. Always be alert for short free kick.
VI. SIDE JUDGE and FIELD JUDGE
A. Before kick:
1. Position:
a. Side Judge - R’s free kick line on the sideline opposite the press box.
b. Field Judge – R’s free kick line on press box sideline.
2. Count K players.
3. Be certain spectators are behind restricted area and coaches and substitutes are
in team box.
4. Hold arm above head to indicate you are ready.
5. Watch for any infractions involving R’s free kick line.
6. If a short free kick is obvious, remain in position on R’s restraining line with
bean bag in hand. Always be alert for short free kick.
B. After kick:
1. Be alert for first touching by K — mark spot with bean bag.
2. Be alert for kick which does not cross R’s free kick line.
3. Mark out-of-bounds spot if kick goes out-of-bounds in your area.
4. For a normal kickoff, move along your sideline.
5. Watch initial blocks by players near R’s free kick line and action against
kicker.
6. After the ball has gone downfield, move deliberately in that direction while
watching for fouls away from ball.
7. Officiate outside in.
8. Be in position to take over sideline coverage of runner and be responsible for
the goal line.
9. Always be alert for short free kick.
VII. ALL OFFICIALS
A. Covering official(s) signal clock to start when appropriate by rule.
B. Kick out-of-bounds between goal lines:
1. Sound whistle.
2. Give a time-out signal, and mark spot.
3. Determine if R had touched the ball inbounds.
C. Maintain a position to cover sideline at all times.
D. Observe and rule on fair catch signal given by R
E. Sound whistle when ball becomes dead in your area and give time-out signal.
F. Free kick following safety:
1. Each official assumes same relative position and has same duties as on kickoff.
2. Ball put in play by dropkick, placekick or punt.
FIELD GOAL ATTEMPT AFTER A FAIR CATCH OR AWARDED FAIR CATCH

Free Kicks Following a Fair Catch or Awarded Fair Catch
A) Back Judge and Field Judge shall take their normal positions under the uprights.
B) Side Judge shall be on the goal line opposite the press box.
C) Referee shall be on the goal line on the press box side.
D) Line Judge shall be on R’s restraining Line on the press box side.
E) Linesman shall be on K’s restraining line opposite the press box.
F) Umpire shall be behind the kicker.
CREW POSITIONS FOR SNAP DOWNS
Prior to a snap down in which the offensive team does not set or shift into a scrimmage kick
formation, the officiating crew has no way of knowing whether a running play or a pass play will
occur. Consequently, positions of crew members shall be the same for any snap down unless the
offensive team sets or shifts into a scrimmage kick formation, and each official shall assume an
initial position to allow him or her to be in the best possible position to carry out his or her
responsibilities.
RUNNING PLAY
I. REFEREE
A. After ball is spotted:
1. You shall assume the best possible position that will allow you to carry out
your responsibilities.
2. Declare the ball ready-for-play by assuming an initial position behind the
offensive team. How deep and how wide will be determined by formation of team
A.
3. You shall assume a position on the side of the offensive formation that you
deem most advantageous to view the ensuing play.
4. Your position should enable you to clearly view the offensive tackle on the far
side of the line away from you, all backs, and the ball.
5. Check following:
a. 1-second count after huddle or shift.
b. Count A players and note eligible backs.
c. Snap irregularities and movement of linemen.
6. Be alert for illegal shift.
B. After snap:
1. Areas of responsibility:
a. Key tackle on opposite side. If he blocks aggressively, read run. If he
pass blocks, read pass.
b. Responsible for the ball, runner and action around him to neutral zone.
c. If action is not in direction of original position, move toward or parallel
to scrimmage line, maintaining position approximately in line with
runner’s progress.
d. Delay moving immediately toward line of scrimmage to avoid
hindering reverse or delayed play and to assure maximum vision of play.
2. Move behind play toward side of field to which play advances to cover runner
if he is downed near line. You shall work from sideline to sideline and be
responsible for the runner until he reaches the line of scrimmage.

3. Check following:
a. QB, QB, QB Maintain focus on QB- Action on quarterback after
handoff or pitch out is primary responsibility.
b. Illegal use of hands by players of A and illegal blocks by A behind A’s
line of scrimmage.
c. Action behind ball and away from runner near line.
d. Signal from linesman or line judge indicating foremost point of ball on
quick line plays.
e. Backward or forward pass when ball is thrown.
f. Out-of-bounds spot behind neutral zone.
4. When the ball is dead:
a. Move quickly to its location.
b. Let your forward progress officials sound their whistles – referee should
not sound whistle except to stop continuing action.
c. Signal number of next down to the linesman for initial confirmation
then to others in the crew.
5. Help spot ball, then give ready-for-play signal and sound whistle when the box
is set to the correct down and the officials are in position.
6. If 1st down has been made or change of team possession has occurred, give
time-out signal to stop clock unless already stopped by rule.
7. Assist with wings primary goal line responsibility when the snap originates
outside A’s 3 yard line or a change of possession occurs anywhere on the field.
II. UMPIRE
A. After ball is spotted:
1. You shall remain over the ball until the referee has sounded the ready for play
signal or has signaled you to move in a no huddle or hurry up offense. If the
offense is in a “hurry up” or “no huddle” mode, back out of the line to your
position maintaining a view of the ball in case of a snap.
2. You shall assume an initial position somewhere from 3 to 8 yards behind team
B’s line and between the offensive tackles - you shall very rarely be positioned
outside the offensive tackles.
3. Your position to either side of the ball shall not be dictated by the referee’s
initial position.
4. You shall be in position to view the actions of the interior linemen of both
teams.
5. You shall focus on illegal action by and on the snapper.
6. Check following:
a. Count A players and that 5 players numbered 50-79 are on the offensive
line.
b. Interference with snap, false start, or encroachment.
c. Disconcerting signals by B.
d. Note position of ball between hash marks.
B. After snap:
1. Areas of responsibility:
a. Read point of attack paying particular attention to free blocking zone
restrictions.

b. When play is wide to side:
(1) Move in that direction observing initial line play and action
around runner (especially on short gains or losses in side zones).
(2) Remain on inside working out to maintain boxed in coverage.
c. When hole opens directly in front of you:
(1) React and adjust according to play, including moving laterally
(quick side step or pivot) away from hole being alert for tight end
cutting across.
(2) cover action at point of attack and then behind runner.
2. Check for illegal use of hands or arms and other fouls near neutral zone.
3. Be alert for following:
a. If fumble occurs beyond neutral zone, assist in determining who secures
possession.
b. Do not sound whistle – leave it to the forward progress officials.
c. Spot the ball for the ensuing play. When the ball becomes dead near the
line to gain, carry the ball to the appropriate wing official and allow them
to place the ball. The umpire should not place the ball down and then pick
up and carry to wing official. All officials must be alert as to when a play
ends near the line to gain.
III. LINESMAN AND LINE JUDGE
A. After ball is spotted:
1. You shall assume an initial position at least one yard out of bounds and then
adjust to the formation and game situations.
2. You shall straddle the line the ball is on and adjust this position to cover any
possible play situation.
3. You shall be responsible for the player in motion away from you and remain
responsible for him if he reverses direction.
4. You shall use the extended arm signal to indicate that the closest player of team
A to you is off the line of scrimmage. This same signal shall be given by you
when you have ruled that a pass is backward.
5. You shall be conscious of encroachment, false starts, and snap infractions.
6. When the ball comes to your side and the ball becomes dead, you shall hustle in
and get an accurate forward progress spot.
7. Your initial pre-snap key is the third eligible receiver in on the strength side of
the field; otherwise second in. Give proper signal when receivers are covered.
8. Count A players and verify that A players on your side are momentarily inside
the 9-yard marks (top of the numbers) after the ready for play and before the snap.
B. After snap:
1. Areas of responsibility:
a. Observe your initial key and defender.
b. Be alert for quick plays into line and assist in marking forward progress
with downfield foot.
c. On a wide end run to your side, observe blocking near neutral zone to
tackle.
d. Check actions on your initial key.

e. When ball comes to your side of field, your first step should be toward
team A’s backfield.
(1) Cover sideline and check for crack back block and action in
front of the runner.
(2) Let the play pass and then officiate the sideline and action
behind the runner. Move parallel to the sideline and when the ball
becomes dead, square off at 90° to the sideline. Proceed toward the
dead ball spot until you encounter players. On plays close to the
line-to-gain and goal line, come to the dead ball spot hard and fast
being decisive as to the forward progress that was gained.
(3) Sound whistle when you confirm that the ball becomes dead
and move to the forward progress spot.
(4) If ball becomes dead in the side zone, spot the ball at the
forward progress spot or toss to referee or umpire for spotting
between the hash marks.
f. When ball goes to opposite side:
(1) Move cautiously across toward that area for backside
officiating until certain there will be no reverse or counter play.
(2) Observe action on linebackers and backside pursuit.
g. On down-the-line option plays toward you, observe pitchman, loose
ball, and receiver as he becomes runner.
h. Observe late blocks and forearm blows away from runner.
i. If ball goes out-of-bounds:
(1) Signal time-out immediately.
(2) Hold out-of-bounds spot while another official retrieves ball.
j. If obvious first down, signal clock to stop. If close to a first down, the
Line Judge will alert the referee that it is close. The official obtaining the
spot of forward progress should go all the way to the ball, if possible, on
spots close to first down yardage.
2. While moving downfield with runner, watch for illegal forward pass or fumble.
3. If play continues following illegal forward pass, drop penalty marker at spot of
pass to indicate where run ended and at spot of any subsequent foul.
4. When the ball becomes dead and you are not the covering official, mirror the
opposite official without birddogging until the spot is taken or controlled by the
umpire.
5. Be responsible for entire side line.
6. Support R with “A” goal line responsibility especially at the intersection of the
sideline and goal line.
7. Assume primary goal line responsibility following the snap when the snap
originates from on or inside the 5 yard line on either end of the field.
IV. LINESMAN: (Working with line-to-gain equipment and crew):
A. Echo referee’s signal verbally and with proper hand signal.
B. Repeat referee’s time-out signal.
C. Do not turn back on field of play when having equipment moved.
D. Authorize down marker to be moved only after referee’s signal.
E. When necessary to move yardage chain, go all the way to the sideline and:

1. While facing the field of play, spot foremost point of ball with downfield heel.
2. Have down marker operator mark spot informing referee that yardage chain is
ready.
3. Have line-to-gain crew set the two rods.
F. When line-to-gain is goal line:
1. Remove line-to-gain equipment from sideline.
V. SIDE JUDGE AND FIELD JUDGE
A. After ball is spotted:
1. Basic position and responsibilities:
a. Approximately 15-20 yards from the line of scrimmage – mirror the
position of the opposite official.
b. Cover play from outside in.
c. Count B players every down and exchange signal with Back Judge.
d. Side Judge is responsible for the accuracy of the game clock and the
following game timing situations: time outs, following scores, and media
time outs.
e. Identify your initial pre-snap key which will be the widest eligible
receiver on your side.
f. Assume primary goal line responsibility for any run when the snap
originates outside the 5 yard line going in by taking position one to two
yards out of bounds on goal line extended.
2. Strong side determination is determined by
a. Most eligible receivers outside the tackle box.
b. Press box side is strong side in balanced formation.
B. After snap:
1. Watch initial action by or against your key player. Be alert for illegal blocks,
including illegal crack backs and holding by either team.
2. Observe action in your zone ahead of the runner. Maintain outside in coverage.
On runs toward the sideline, maintain the distance between you and wing official
(15-20 yards). You will rule on dead ball fouls; the wing official will get most of
the forward progress spots.
3. Cover players who are deeper than the Linesman or Line Judge using ManZone-Man.
4. Go toward the ball when it becomes dead in order to show presence and stop
continuing actions by players. If dead ball is not in your area, move slowly toward
the dead ball keeping play boxed in and observing activity in your area and
around the dead ball spot.
5. If run ends out of bounds, the wing official will get the spot and you will move
into the sideline area and rule on dead ball fouls.
6. Assume primary goal line responsibility for any run when the snap originates
outside the 5 yard line going in. Responsible for spots inside the 3 yard line.
VI. BACK JUDGE
A. After ball is spotted Basic position and responsibilities:
1. Approximately 5 yards deeper than the Side Judge/Field Judge. Make sure you
also position yourself at least slightly deeper than the deepest defensive back
taking care to stay out of his way. Favor the wide side and/or the middle of the

field. Adjust your position according to game situations, formations and pre-snap
keys. Determine strength of formation then move to that side to notify the
Linesman and Line Judge.
2. Cover play from inside out.
3. Count B players every down and exchange signal with the Side Judge/Field
Judge.
4. Responsible for timing and ruling on the 25 second play clock.
5. Identify your pre-snap key player which will be the second eligible receiver in
on the strong side of the field. If there is no strong side of the formation, key the
second eligible receiver on the wide side of the field. If ball is snapped from the
middle of the field and there is no strong side key the second eligible receiver on
the Line Judge’s side. Strong side determination priority is 1) most eligible
receivers outside of tackle box, 2) Press Box side in that order.
6. On a “take a knee” play, set up closer and come up quickly when the QB kneels
to discourage late hits and unsportsmanlike acts. Look for any receivers releasing
downfield before moving toward the line.
B. After snap:
1. Watch initial action by or against your key player. Be alert for illegal blocks,
including illegal crack backs and holding by either team.
2. Observe action in your zone behind the umpire and ahead of the runner.
Maintain inside out coverage. On runs toward the sideline, look for action away
from runner.
3. Go toward the ball when it becomes dead in order to show presence and stop
continuing actions by players. If dead ball is not in your area, move slowly toward
the dead ball keeping play boxed in and observing activity in your area and
around the dead ball spot.
4. Assume primary goal line responsibility for any run where the snap originates
inside the 20 yard line going in.
5. Always have primary end line responsibilities.
VII. ALL OFFICIALS
A. General
1. Keep play properly boxed in.
2. Before sounding whistle:
a. Be certain ball is dead.
b. Be certain of location of ball.
c. Keep eyes on runner when you are the covering official.
3. When ball becomes dead in your area, see the ball, then sound whistle
promptly, and be alert for:
a. Dead ball fouls.
b. Surprise plays or fumbles.
B. If there is a fumble, covering official should:
1. Mark spot of fumble with bean bag.
2. Rule on possession immediately, but all officials should not be signaling
direction.
3. If defense recovers, covering official should immediately signal time-out.

4. If fumbling team recovers, covering official should indicate number of next
down with finger(s) or fist if 4th down.
5. If ball becomes dead before fumble, covering official sound whistle
immediately to indicate down has ended.
C. If ball goes out-of-bounds:
1. Covering official:
a. Give time-out signal immediately.
b. Mark and hold spot while facing outside the field of play at
approximately 45° to the sideline.
c. Continue to observe action.
2. Nearest free official retrieve ball, unless covering official is in best position to
do so.
3. Other officials:
a. Echo time-out signal.
b. Move quickly into position to assist getting ball ready-for-play.
4. Be alert for substitution infractions.
D. When the ball becomes dead:
1. Mark the foremost point of the ball with the downfield foot extended slightly
beyond the toe of your other foot.
FORWARD PASS
I. REFEREE
A. After ball is spotted:
1. Declare ball ready-for-play using established procedure.
2. Position: You shall assume the same initial position as for any snap down in
which the offensive team does not set or shift into a scrimmage kick formation.
3. Count A players and initially be in the best possible position that will allow you
to carry out your responsibilities in the best possible manner.
4. Identify eligible backs.
B. After snap:
1. Read initial block of offensive tackle on opposite side.
2. Observe all action on the QBs your primary responsibility.
3. As passer retreats, remain wide and deeper than passer.
4. Give special attention to contact with passer:
a. After ball is released, continue to observe passer, not flight of ball.
b. Verbally alert defenders when passer has released ball.
5. Determine whether pass is forward or backward on a drop back pass by the
passer. Exception: If passer takes the snap and throws quickly to the side, it is the
wing official’s responsibility to determine if the pass is forward or backward.
6. Be alert to observe illegal pass and if illegal: drop penalty marker and continue
to officiate.
7. Primarily responsible for intentional grounding but seek help/verification from
other officials, if needed.
8. Continue to observe action behind neutral zone before leaving area.
9. Responsible for passer (including forward progress spot) until he crosses
neutral zone and has illegal forward pass responsibility.

10. Provide sideline support near the line of scrimmage if a pass play breaks
down.
II. UMPIRE:
A. After spotting the ball:
1. With a no huddle or hurry up offense, remain over the ball until referee gives
ready-for-play signal or signals you to move.
2. Position: 3 to 8 yards deep behind team B’s line and between the offensive
tackles. Very rarely shall you be outside these tackles. Your position to either side
of the ball shall not be dictated by the position of the referee.
3. Observe ineligibles and numbering requirements.
4. Note position of ball between inbounds lines and always be in the best possible
position to carry out your responsibilities.
B. After snap:
1. Be alert for illegal contact on snapper.
2. Watch for illegal contact and illegal use of hands.
3. When you read forward pass, step toward neutral zone and do not retreat or
back up.
a. This removes you as target on shallow drag passes.
b. Puts you in position to rule whether ineligible is illegally downfield.
c. If the passer scrambles, go to the line of scrimmage and remain until the
pass is thrown, the ball becomes dead, or the play crosses the line-ofscrimmage.
d. Determine whether or not the pass goes beyond the neutral zone.
4. Observe action of players in and just behind neutral zone.
5. Assist referee to determine whether passer’s feet were in or behind neutral zone
when ball was released.
6. Drop penalty marker at spot from which illegal pass is thrown.
7. Assist with coverage on short passes in the middle of the field. Turn as pass
goes by you.
8. Know where forward pass first touches anything.
9. Cover fumbled pass in your area, mark spot.
10. When the ball becomes dead near the line to gain, carry the ball to the
appropriate wing official and allow them to spot the ball.
III. LINESMAN AND LINE JUDGE
A. After ball is spotted:
1. Your initial position will be the same as for any snap down.
2. You shall assume an initial position just as you did for a running play that will
allow you to carry out your responsibilities in the best possible manner.
B. After snap:
1. Focus on the initial actions of your pre-snap key.
2. Move to position to check blocking and contact of eligible receivers and
linebackers.
3. Determine whether a quick pass or pitchout thrown toward you is forward or
backward.
a. Do not signal if the pass is forward.

b. Give the backward pass signal as quickly as you determine the pass is
backward.
4. Move downfield only when needed since the Side Judge and Field Judge are in
position to cover deep passes.
a. Watch for pass interference or holding by either team.
b. Be ready to rule on fumble or illegal pass after completion.
c. Be able to rule on passes near the sideline.
d. If the pass is thrown deep, release the player to the Side Judge/Field
Judge and continue to officiate your zone.
5. If pass is incomplete in your area:
a. Sound whistle.
b. Give incomplete pass signal.
c. Retrieving the ball and relay to official nearest previous spot.
6. Be ready to adjust coverage if potential passer decides to run.
7. Be alert for sideline action.
8. Be alert for forward progress of runner.
9. Responsible for entire sideline.
10. Always be prepared to come back to rule on play near neutral zone in addition
to sideline action.
11. Secure eye contact with other officials when the ball is thrown between you
and these officials in determining whether or not the pass was trapped. Be sure
that these officials are giving the same ruling before you give any signal.
12. Be alert for ineligible receivers.
IV. SIDE JUDGE/FIELD JUDGE
A. After ball is spotted:
1. Your basic position and responsibilities are the same for any snap down in
which team A does not set or shift into a scrimmage kick formation.
B. After snap:
1. Watch initial action by or against your key player. When you read pass, expand
your coverage and check blocking or contact by or against all eligible receivers in
your coverage area. Be alert for offensive pass interference (including illegal
picks) and defensive holding or illegal use of hands.
2. Cover deep receivers generally in the side zone. Do not let any receiver get
behind you. Watch all contact in your area before the ball is thrown. Officiate
Man- Page 90 Forward Pass Zone-Man.
3. When pass is thrown, move quickly toward the ball. While the ball is in flight,
watch opposing players who are contesting the pass. Be alert for pass interference
or holding by either team.
4. Be prepared to rule on completion or interception of the pass. If the player
attempting a catch has his back to you, look for help from any official in a better
position to rule on the catch before making your call.
5. Be ready to rule on a fumble or illegal pass after the catch.
6. Be alert to rule on passes involving the goal line, endline or sideline – get
visual confirmation from Back Judge on endline and goal line situations and the
Linesman or Line Judge on side line situations before making the ruling. The

official looking into the receiver and the ball rules on the catch (possession); other
official rules on the feet and the line (side or end line).
7. If pass is incomplete in your area:
a. Sound whistle.
b. Give incomplete pass signal. If not in your area, give stop clock signal.
c. Continue to observe contesting players.
d. Help retrieve and/or relay ball.
8. If pass is complete deep in your area:
a. Sound whistle when ball becomes dead.
b. Move to spot ball.
c. Mark the forward progress of the runner with your downfield foot
slightly in advance of the other.
d. Continue to observe contesting players.
e. If line-to-gain has been reached, give time-out signal.
V. BACK JUDGE
A. After ball is spotted:
1. Your basic position and responsibilities are the same for any snap down in
which team A does not set or shift into a scrimmage kick formation.
B. After snap:
1. Watch initial action by or against your key player. When you read pass, expand
your coverage and check blocking or contact by or against all eligible receivers in
your coverage area. Be alert for offensive pass interference (including illegal
picks) and defensive holding or illegal use of hands.
2. Cover deep receivers down middle. Do not let any receiver get behind you.
Watch all contact in your area before the ball is thrown. Officiate Man-Zone-Man.
3. When pass is thrown, move quickly toward the ball. While the ball is in flight,
watch opposing players who are contesting the pass. Be alert for pass interference
or holding by either team.
4. Be prepared to rule on completion or interception of the pass. If the player
attempting a catch has his back to you, look for help from any official in a better
position to rule on the catch before making your call.
5. Be ready to rule on a fumble or illegal pass after the catch.
6. Be alert to rule on passes involving the goal line or endline – get visual
confirmation from Side Judge or Field Judge before making the ruling. The
official looking into the receiver and the ball rules on the catch (possession); other
official rules on the feet and the line (side or end line).
7. If pass is incomplete in your area:
a. Sound whistle.
b. Give incomplete pass signal. If not in your area, give stop clock signal.
c. Continue to observe contesting players.
d. Help retrieve and/or relay ball.
8. If pass is complete deep in your area:
a. Sound whistle when ball becomes dead.
b. Move to spot ball.
c. Mark the forward progress of the runner with your downfield foot
slightly in advance of the other.

d. Continue to observe contesting players.
e. If line-to-gain has been reached, give time-out signal.
VI. COVERING OFFICIALS
A. Be alert for illegal passes.
B. Observe touching or catching by eligible or ineligible players.
C. Watch for holding of eligible receivers and all contact beyond neutral zone both before
and after pass is thrown.
D. If ruling on pass reception involving sideline, only signal incomplete then stop clock if
out of bounds or line to gain has been reached.
E. If pass intercepted inside defensive team’s 5-yard line and player making interception
is downed in end zone or ball goes out-of-bounds there:
1. Be prepared to rule whether his initial momentum took him into end zone.
2. Mark spot of interception with bean bag.
F. Do not use “Catch Signal” on completed passes
SCRIMMAGE KICK (PUNT)
I. REFEREE
A. After ball is spotted:
1. Check down and distance with lineman.
2. Declare ball ready-for-play by using established procedure.
3. Position 3-5 yards outside tight end and 2-3 yards behind player in kicker’s
position on kicking foot side.
4. Be able to see ball and observe all backs.
5. Count K players and signal.
B. After snap:
1. Watch for fouls behind neutral zone especially near kicker — do not take your eyes off
the kicker to watch the flight of the ball.
2. Be alert for blocked kick and be ready to rule on recovery.
3. After ball crosses neutral zone, observe line play.
4. Move downfield slowly following kick.
5. Watch for fouls and be ready to pick up runner if there is long return.
6. Determine from covering official if ball was touched beyond neutral zone and by
whom.
7. If kick is out-of-bounds in flight, you shall move to the spot from where the ball was
kicked and line up the covering official with the spot where ball crossed sideline by using
an outstretched arm.
8. Check with side judge, field judge or back judge for possible fair catch.
9. If no foul, signal linesman to move line-to-gain equipment.
10. Verify all officials are in position then obtain ready sign from linesman before giving
ready-for-play signal.
II. UMPIRE
A. After spotting the ball, remain over the ball until the referee has given the ready-forplay signal or signal to move.
1. For each snap down, your initial position shall be the same.
2. You shall assume an initial position that will allow you to carry out your
responsibilities in the best possible manner.

3. Position: 3 to 8 yards deep between team A’s tackles being able to observe the
ball and action on the snapper.
4. Count offensive players and signal, check numbering exception for interior
offensive linemen.
5. Pre-snap keys are the offensive guards and center.
B. After snap:
1. Step toward neutral zone and be alert for roughing the snapper, then shift to
action of offensive guards and backs behind neutral zone. If there is a broken
play, go to the line of scrimmage and be able to rule on illegal kicks or passes
from beyond the neutral zone.
2. Read play, be alert for run or pass.
3. Be alert to assist referee in covering a short or blocked kick and determining if
the ball crosses neutral zone.
4. Following kick, pivot to view the center of the field to observe blocks in middle
zone and move toward return area observing players away from ball from the
inside out.
5. Be alert for fouls in secondary and move downfield slowly.
6. When ball goes out-of-bounds or the ball becomes dead, hustle to spot the ball
for the ensuing play.
III. LINESMAN AND LINE JUDGE
A. After the ball is spotted:
1. Your initial position shall be the same as for any snap down.
2. Your initial position shall be one assumed to allow you to carry out your
responsibilities in the best possible manner.
3. Be alert and aware of eligible and ineligible receivers.
B. After snap:
1. Hold your positions after kick until the ball crosses the neutral zone, then move
slowly downfield covering your side between neutral zone and deep receiver(s).
2. Cover all short kicks to your side and use your bean bag to mark the end of the
kick if you are the covering official.
3. Ball rolls or bounces out-of-bounds:
a. Sounds whistle and give time-out signal.
b. Hold spot and continue to observe action.
4. Assist referee in covering ball on short or blocked kick:
a. Note if kick is touched by the receiving team beyond neutral zone.
b. Note if recovered in or behind neutral zone.
5. Routine kick:
a. Cover fouls in shallow secondary.
b. Move with runner if he comes to your side.
c. Reverse mechanics shall be used if run is broken. Linesman/Line Judge
will get the progress/out of bounds spots inside the 3 yard line.
d. When ball becomes dead:
(1) Sound your whistle and give time-out signal and mark spot if
you are the covering official.
(2) Make sure of possession on fair catch.

6. If there is a foul, have free official cover ball while official who had foul
reports information to referee.
7. Linesman: Watch referee for signal to move line-to-gain equipment.
IV. SIDE JUDGE AND FIELD JUDGE
A. After the ball is spotted:
1. Your initial position shall be 3 yards behind the deepest receiver on the side
line. If ball is spotted inside the 40 yard line, take position on goal line pylon and
remain there until kick has ended.
2. Count R players and signal.
3. Assume initial position with bean bag in hand.
B. After snap:
1. With bean bag in hand, observe initial direction of the kick and keep eyes on
player actions in your area.
2. Cover all normal kicks to your side and use your bean bag to mark the end of
the kick if you are the covering official.
3. Ball out-of-bounds in flight:
a. Sound whistle and give time-out signal.
b. Move further downfield than where it went out.
c. Walk up field until referee spots you on sideline.
4. Ball rolls or bounces out-of-bounds:
a. Sound whistle and give time-out signal.
b. Hold spot and continue to observe action.
5. Routine kick:
a. Cover blocking for possible fouls in secondary and cover block on the “corner”
of the return around the runner before assuming coverage of the runner.
b. Move with runner if he comes to your side.
c. Follow to goal line if run is broken (reverse mechanics).
d. When ball becomes dead:
(1) Sound your whistle and give time-out signal and mark spot.
(2) Make sure of possession on fair catch.
6. If there is a foul, have free official cover ball while official who had foul reports
information to referee.
7. Cover all kicks in the side zone:
a. Know where and by whom the kick was first touched.
b. Be prepared to rule on kick catching interference.
c. If R touches or is touched by the ball prior to K’s touching, give the legal
touching signal, and allow the play to continue. (Signal 11)
d. When K is first to touch a grounded scrimmage kick which is moving; mark
spot with beanbag and continue to officiate.
e. When K is first to touch a grounded scrimmage kick at rest beyond the neutral
zone, sound whistle, give time-out signal and mark spot.
f. If the kick goes deeper than the receiver, stay with the ball and be prepared to
make any ruling concerning its status.
g. Use your bean bag to mark the end of the kick if you are the covering official.
8. Following fair catch:
a. Sound whistle, give time-out signal and mark spot.

b. Be sure referee knows it was a fair catch.
9. When fair catch is signaled but not made - Stay with the player who made the signal to
watch for an illegal block.
10. Cover the kick return, watching the blocking until the runner moves into your area of
responsibility. Officiate using reverse mechanics.
11. A kick which is not a scoring attempt becomes dead when it breaks the plane of R’s
goal line.
12. When kick becomes dead:
a. Sound whistle immediately and give time-out signal or touchback signal.
b. Inform referee of ball status before placing it for the next play.
13. If kick is caught inside receiver’s 5-yard line and momentum is a factor, mark the
appropriate yard line with bean bag.
V. BACK JUDGE
A. After ball is spotted:
1. Initial position approximately 3 yards behind the deepest receiver generally to
the wide side of the field – adjust as needed to be able to see the ball as it touches
the front of the receiver.
2. Count R players and signal.
3. Time 25 second count.
4. Assume initial position with bean bag in hand.
B. After snap:
1. When ball is kicked, observe initial trajectory, but do not watch ball. Observe
receiver(s) in your area – their movements will tell you where the ball is going.
2. When kick is short to either sideline.
a. Primary responsibility for ball.
b. Observe action of players around ball.
3. Cover all kicks down middle:
a. Know where and by whom the kick was first touched.
b. Be prepared to rule on kick catching interference.
c. If R touches or is touched by the ball prior to K’s touching, give the
legal touching signal, and allow the play to continue.
d. When K is first to touch a grounded scrimmage kick which is moving;
mark spot with beanbag and continue to officiate.
e. If the kick goes deeper than the receiver, stay with the ball and be
prepared to make any ruling concerning its status.
f. Use your bean bag to mark the end of the kick if you are the covering
official. BJ will have most bean bag spots.
5. Following fair catch:
a. Sound whistle, give time-out signal and mark spot.
b. Be sure referee knows it was a fair catch.
6. When fair catch is signaled but not made - Stay with ball.
7. Cover the kick return, watching the runner until he moves into another officials
area of responsibility. After handing runner off, observe action behind the runner
and all contact in your area.
8. A kick which is not a scoring attempt becomes dead when it breaks the plane of
R’s goal line.

9. When kick becomes dead: a. Sound whistle immediately and give time-out
signal or touchback signal. b. Inform referee of ball status before placing it for the
next play.
10. If kick is caught or recovered inside receiver’s 5-yard line and momentum is a
factor, mark the appropriate yard line with bean bag.
FIELD GOAL ATTEMPT OR TRY FROM ANY DISTANCE
I. REFEREE
A. After ball is spotted:
1. Position: 2-3 yards to the rear and 3-5 yards of the potential kicker, facing the
holder and able to see holder receive ball.
2. Count K players and signal.
3. Observe kicker, holder and opposite side tackle.
4. Observe status of holder for dead ball exception.
B. After snap:
1. Watch for muff or fumble by holder.
2. Cover as usual if run or pass.
3. Officiate as a normal running play if a run is attempted.
4. Signal score or no score after receiving signal from Field Judge and Back
Judge.
5. Rule on contact with kicker or holder. (Do not watch flight of ball.)
6. If try is blocked, immediately sound whistle and give the no score signal.
7. If field goal is blocked, ball remains live.
II. UMPIRE
A. After ball is spotted:
1. Your initial position shall be shared with the Side Judge who will be positioned
as the “double umpire”.
2. Communicate with the Side Judge and assume an initial position that will allow
you to carry out your responsibilities in the best possible manner.
3. Position: 3 to 5 yards deep.
4. Count K players and signal and check for use of numbering exception.
B. After snap:
1. Step toward neutral zone reading interior linemen. Your movement and
responsibility are the same as for a punt from scrimmage.
2. Check action on snapper.
3. Be alert for determining if kick crosses neutral zone.
4. Be ready to assist referee in covering short or blocked kick.
5. Be alert for action on or by outside offensive linemen and up blocking back.
6. Shift observation to contact between defensive players and blockers behind
line.
7. After players go past your position, pivot to view the center of the field and
observe blocks and move toward play to observe action.
8. Assist in goal line coverage if run develops.
III. LINESMAN AND LINE JUDGE
A. After ball is spotted:

1. Position: Same as any other scrimmage down (adjust as needed) and count K
players.
2. Observe neutral zone and ball.
B. After the snap:
1. If pass or run, move with play as on any other goal line play.
2. Quickly move to goal line if run develops.
3. Use your bean bag to mark the end of the kick if you are the covering official.
C. After the ball is dead, move towards the middle of the field to assist the umpire.
IV. SIDE JUDGE
A. After ball is spotted:
1. Your initial position shall be shared with the umpire.
2. Communicate with the Umpire and assume an initial position that will allow
you to carry out your responsibilities in the best possible manner.
3. Position: 3 to 8 yards deep.
4. Count K players and signal and check for use of numbering exception.
B. After snap:
1. Step toward neutral zone reading interior linemen.
2. Check action on snapper.
3. Be alert for determining if kick crosses neutral zone.
4. Be ready to assist referee in covering short or blocked kick.
5. Be alert for action on or by outside offensive linemen and up blocking back.
6. Shift observation to contact between defensive players and blockers behind
line.
7. After players go past your position, pivot to view the center of the field and
observe blocks and move toward play to observe action.
8. Assist in goal line coverage if run develops.
V. FIELD JUDGE AND BACK JUDGE
A. After ball is spotted:
1. Positions: Beyond end zone and behind your upright where you feel most
comfortable and have best coverage of upright.
2. Count R players and signal.
B. After snap:
1. Assume responsibility for end line and for determining if kick goes over or
under crossbar and inside upright:
a. Back judge rules on crossbar and his upright.
b. Field judge rules on his upright.
2. Back judge sound whistle when successful kick passes through the uprights, or
when an unsuccessful kick breaks the goal line plane.
3. Prior to signaling a score or no score, you shall confirm your ruling with your
partner (the other official) with a verbal yes, yes, yes or no, no, no and then move
3 to 4 yards straight in toward the field of play, stop and simultaneously give the
same proper signal. Continue to observe players.
4. Be prepared to move if kick is blocked, obviously short, or a fake:
a. If run develops, quickly move along the end line to the back pylon to
rule on the sideline.
b. Next move is toward goal line to assist on goal line coverage.

c. Use your bean bag to mark the end of the kick if you are the covering
official.
VI. ALL OFFICIALS
A. Take positions for field goal or try attempt if the kicking tee is brought onto field.
B. Be alert for runback of an unsuccessful field goal attempt which is caught or recovered
in field of play.
GOAL LINE PLAY
I. REFEREE
A. Position and cover same as any scrimmage play.
B. Give touchdown signal to the press box if touchdown has been signaled by another
official and no foul occurred. Obtain captain’s choice of where to spot ball before
declaring ball ready for play.
II. UMPIRE
A. Position near goal line and cover same as any scrimmage play.
B. The Umpire should never give a TD signal in the end zone. The ruling of whether the
live ball crosses the plane of the goal line in player possession is the
responsibility/judgment of the Linesman/Line Judge only. However, if the Linesman/
Line Judge is blocked out and asks for assistance (with eye contact only) as they
converge on the ball, the umpire may, if he sees the ball clearly in the end zone, respond
with eye contact and a VERY slight and subtle nod (“yes” nod) to indicate that the ball is
now in the end zone. There shall be no signal by the umpire if the umpire is not asked for
assistance, if he does not see the ball or if the ball is NOT in the end zone (meaning there
shall be no “NO” shake of the head). This “Yes nod” signal does not signify that he
knows or is trying to rule on how the ball got there, but he is only providing information
to the wing official that the ball is now in the end zone.
C. Be alert for quick pass over line of scrimmage.
D. When runner has made quick thrust into line, be sure ball is not moved forward after it
is declared dead.
III. LINESMAN AND LINE JUDGE
A. Position as any scrimmage play. Except in tight short yardage, take initial position 10
yards from widest offensive player.
B. On snap inside 3-yard line (with Team A going in either direction), release to goal line
and officiate back to ball.
C. On a snap on or inside the 5 yard line, has primary responsibility for goal line.
1. Run between the numbers – Officiate in advance of the runner to the goal line.
If run ends short of the goal line, retreat and square-in to mark the spot.
2. Run outside the numbers to your side zone – Use the out of bounds area as
needed to officiate even with or slightly behind the runner as he nears the sideline
and goal line. Do not trail so closely as to become involved in the play.
3. Pass – Assume normal pass coverage until receiver(s) in your coverage area
penetrates the 5 yard line moving toward the end zone. Move directly to the goal
line, remaining until it is apparent that no pass or run will make the goal line.
Work back cautiously to mark the spot using the out of bounds area as needed. As
a runner nears the intersection of the goal line and sideline, retreat out of bounds
remaining on the goal line extended until the down ends.

D. Note farthest point to which ball is advanced.
1. If short of goal line, move in quickly and help by marking the forward progress
spot with extended foot or by actually placing ball.
2. If you see ball in possession of runner touch or cross goal line plane, give
touchdown signal.
3. If ball does not break goal line plane, do not give any signal.
E. Linesman:
1. Remove line-to-gain equipment from sideline when line-to-gain is the goal line.
IV. SIDE JUDGE AND FIELD JUDGE
A. On a snap from between the 20 and the 5 yard line, positioned at the goal line at the
snap and has primary responsibility for goal line.
B. On a snap from on or inside the 5 yard line, positioned at the endline pylon at the snap
and has primary responsibility with the Back Judge for the end line.
V. BACK JUDGE
A. Position: Not as deep as for other scrimmage plays.
1. Start on end line if snap is from the 10 yard line going in.
2. Assume responsibility for end line coverage with the Side Judge and Field
Judge.
VI. ALL OFFICIALS
A. Only covering official(s) who see a touchdown should give touchdown signal.
B. Officials not observing touchdown, do not mirror signal.
AFTER A TOUCHBACK, SAFETY, TRY OR FIELD GOAL
I. ALL OFFICIALS
A. All crew members shall assume an initial position the same as for a snap down or a
free kick down and assume the responsibilities for either.
B. Be alert for substitutions and any irregularities as to number of players.
C. Do not permit any team attendants on field following a touchback.
D. Reminder — on free kick following safety:
1. Each official assumes same relative position and has same duties as on kickoff.
2. Ball may be put in play by drop kick, placekick or punt.
E. Strive to put ball in play without delay.
ADMINISTERING PENALTIES
I. REFEREE
A. When ball is dead following a foul:
1. Give time-out signal.
2. Get full information from official who called foul.
3. For live ball fouls, give preliminary signal to press box side.
4. Give options to captain of offended team.
5. When captain’s most advantageous choice is obvious, inform him.
6. When captain does not respond, his silence shall be considered acceptance of
obvious choice. Once made, his decision cannot be revoked.
7. Make note of enforcement spot for penalty.
8. After ball has been spotted, give final signal for foul to press box side.
B. When penalty is declined:

1. Go to spot of ball.
2. Give foul signal followed by penalty-declined signal to press box.
C. When there is a double foul:
1. Signal each foul, facing press box.
2. Follow this with penalty-declined signal.
D. When two penalties are enforced, give proper signals following each enforcement in
the order of occurrence.
E. When penalty is to be enforced on kickoff:
1. Indicate scoring signal.
2. Follow with proper foul signal.
3. Point to offending team.
4. Point toward succeeding spot.
5. Following any intermission, after giving captains choices, you shall give the
proper signal for penalty enforcement.
II. UMPIRE:
A. Remain near the referee to witness the choices given to the captain(s) and the
decisions of the captain(s).
B. Secure ball.
C. Make note of enforcement spot for penalty.
D. Proceed with measurement, checking with L and LJ for confirmation.
E. On properly marked field, avoid stepping off distance between yard lines except to
the first and for the final yard line.
F. Walk briskly, use an arm signal to point to each five yard line you cross.
III. LINESMAN
A. Be ready to have line-to-gain equipment moved after penalty administration.
B. Be certain of down number.
C. Walk enforcement yardage with Umpire as a double check
IV. LINE JUDGE
A. Return time-out signal to referee.
B. Hold enforcement spot until Umpire and Linesman complete mark off and all three
agree.
V. LINESMAN AND LINE JUDGE
A. Check enforcement.
B. Do not permit trainers, attendants, or coaches to come onto field.
C. Relay penalty information to the head coach on your side.
VI. SIDE JUDGE, FIELD JUDGE AND BACK JUDGE
A. Help obtain ball.
B. Assist in holding spot of foul or covering penalty marker.
C. Observe proper penalty enforcement.
VII. ALL OFFICIALS
A. Observe live ball foul:
1. Withhold whistle.
2. Drop penalty marker at proper yard line and continue to observe play, noting
location of ball at time of foul.
3. When ball becomes dead:
a. Give time-out signal.

b. Sound whistle.
c. Verbally report information to referee.
d. Give no visible signal.
e. Make mental note as to status of the clock to assist referee whether
clock should be started on ready or on snap.
B. Observe dead foul ball.
1. Sound whistle, toss penalty marker in the air and give time-out signal
immediately.
2. Follow procedures outlined under A.
C. See that umpire administers the penalty properly.
D. Calling official:
1. After calling foul and ball has been declared dead:
a. Sound whistle and stop clock.
b. Make sure another official is covering spot of foul.
c. Verbally report information fully to referee as quickly as possible.
(1) Identify foul.
(2) Identify offending team including jersey color and
offense/defense or kicking/receiving team.
(3) Identify offending player’s number or position.
(4) Indicate spot of foul, end of run or end of kick.
(5) Indicate status of ball when foul occurred.
d. Assist locating captains.
e. Recover penalty markers and ball.
f. Enforcement
1. Stay clear of spot of foul.
2. If spot is different, go to enforcement spot.
3. When umpire begins enforcement, check for correctness and
distance.
4. Avoid visiting while penalty is assessed.
g. Record unsportsmanlike penalties.
MEASURING FOR 1ST DOWN USING TRADITIONAL STAKES AND CHAIN
I. REFEREE
A. Give time-out signal.
B. Signal linesman and chain crew to bring chain onto field.
C. Motion players away from ball.
D. Rotate ball so long axis is parallel to sideline.
E. In side zone, measure before ball is taken between the hash marks.
F. If line-to-gain not reached in side zone, use chain to accurately place ball at inbounds
spot.
G. If ball has gone out-of-bounds, measure to point where ball crossed sideline.
H. Inside edge of forward stake marks line-to-gain.
I. When measurement is completed:
1. Signal number of next down.
2. Spot ball at proper place.

3. Wait for Lineman to signal that the line-to-gain crew has returned to their
positions.
J. If new series awarded to opponent of team which was in possession when ball became
dead:
1. Place ball so that foremost point, when it became dead, becomes rear point
when the direction is changed.
2. New rear stake set with inside edge at new point of ball so that line-to-gain is
10 yards in advance of this point.
K. After measurement:
1. Declare ball ready-for-play by using established procedure.
II. UMPIRE
A. Take forward stake from chain crew at the place of measurement.
B. When linesman says “ready,” tighten chain and hold forward stake near ball until
referee reaches decision.
III. LINESMAN
A. When a measurement is signaled by referee:
1. Grasp chain and clip - don’t just grasp clip since clip could detach.
2. Instruct box person to mark front stake spot and keep same down number.
3. Bring chain behind ball and place clipped part of chain at back edge of back
yard line.
4. Hold firmly and call “ready” to umpire to stretch chain tight.
5. Wait for referee’s decision and signal.
6. No 1st down:
a. While holding chain, accompany crew to sideline, reset in original
position.
b. Have down marker operator move indicator to next down.
7. New series — set inside edge of rear stake at foremost point of ball after
spotted by referee — 1st down on marker.
B. Mark foremost point of ball for down marker operator on all 1st downs.
IV. LINE JUDGE
A. Align linesman with ball so measurement is accurate by placing foot where clip is to
be placed.
V. SIDE JUDGE
A. Go to the down marker on the linesman’s side of the field and assume sideline
responsibilities. Make sure down marker has correct down and is placed in the spot of
lead stake prior to linesman removing chains from sideline.
B. Do not allow team attendants to enter the field.
C. Observe players on the sideline.
D. If a new series is awarded, spot the down marker and return to your normal position. If
the measurement is short, return to your normal position.
VI. FIELD JUDGE
A. Monitor sideline and players on field.
VII. BACK JUDGE
A. Once referee signals for measurement, move to the ball and secure the ball so that it is
not moved.

TIME-OUT PROCEDURE
I. REFEREE
A. Sound whistle and Signal “time-out.”
1. If time-out is charged to a team, indicate by moving both arms two times in a
horizontal motion toward that team’s goal line.
2. If it is an official’s time-out, indicate by tapping chest with both hands.
B. Duties:
1. Verify with members of the crew the number of timeouts remaining for each
team.
2. Await notification whistle from the side judge.
3. Notify head coach and captain when the third time-out of the half has been
charged.
4. Take position away from other officials, and observe team A and check the
number of players in their huddle.
5. When the authorized conference is held between the hash marks, you shall
notify the team A huddle that the ready for play will be in 15 seconds as alerted
by the side judge.
6. When the authorized conference is held near the sideline and you receive
notification from the side judge that 45 seconds have expired, signal linesman and
line judge by pointing directly to them to give their teams the 15 second warning.
7. Inform each team huddle of down.
8. Declare ball ready-for-play using established procedure.
II. UMPIRE:
A. Maintain position over ball and observe Team A until referee is ready to start play
and observe the number of players in their huddle. Note: When the conference is held
between the inbounds marks, the umpire will notify team B when 15 seconds remain.
III. LINESMAN AND LINE JUDGE
A. Conference held between hash marks:
1. Move to position halfway between the ball and your sideline.
2. Be alert for substitutes by your sideline or attempts to use substitutes for
purpose of deception, and maintain proper number of players/attendants in
huddle.
3. Inform the coach of time-outs remaining.
B. Conference held on field within 9 yards of sideline.
1. Assume a position where you can observe the sideline, monitor team huddle
and keep the team and coaches inside the 25 yard lines.
2. Be alert for signal from referee (pointing directly toward you) to give your
team 15 second warning, go to team huddle and say: “Coach, ball will be marked
ready-for-play in 15 seconds.”
3. Inform the head coach of time-outs remaining.
IV. SIDE JUDGE
A. Time 60-second interval; give 2 or 3 short blasts with the whistle to notify referee at
45 seconds and visually notify referee when 60-second interval expires.
B. Assist linesman with monitoring team personnel during the time out.
V. FIELD JUDGE
A. Assist line judge with monitoring team personnel during the time out.

VI. ALL OFFICIALS
A. Repeat time-out signal. Only referee indicate team charged.
B. Record time-out, number of player who called it, time on clock and period.
C. Stand alert.
D. Do not visit with players or other officials except as required to properly perform your
duties.
E. Restrict discussion to captain.
F. Do not huddle in a group.
INJURY TIME-OUT PROCEDURE (Additional responsibilities beyond regular time-out.)
I. REFEREE
A. Sound whistle and signal for an official’s time out. Summon trainer(s) and/or
coach(es) on field.
B. Assume a position near and remain in the area of the injured player.
C. For extended injury time out, send both teams to their respective team box areas.
II. UMPIRE
A. Make sure summoned trainer(s) and/or coach(es) are not on the field for coaching
purposes.
B. Remain over the ball and observe team A’s huddle.
III. LINESMAN and LINE JUDGE.
Observe your sideline being alert for illegal substitutions and conferences. Note: Players
may come to sideline as long as they remain on field and coaches remain off the field.
IV. BACK JUDGE, FIELD JUDGE, SIDE JUDGE
A. Assume positions where you can observe and monitor team B’s huddle.
ENDING OF PERIOD PROCEDURE
I. REFEREE
A. If field clock is not used:
1. When notified by the ECO, take official’s time-out with approximately 4
minutes remaining in 2nd and 4th quarters. (When there is no field clock, the
ECO will keep the game time on the press box sideline on the line of scrimmage.)
2. Inform both captains of time remaining and see that both head coaches are
notified.
3. When time expires and ball becomes dead, sound whistle and give the time-out
signal.
4. After confirming that there are no fouls, timing errors, a request for coachreferee conference, or other irregularities, face the press box and hold the game
ball above your head with one hand signifying the official end of the quarter.
B. If field clock is used:
1. When facing the game clock, be responsible for knowing when time expires.
Communicate with the Back Judge that you have the game clock.
2. If time expires prior to snap:
a. Sound your whistle to prevent snap.
b. If ball is snapped immediately after time has expired, sound whistle
loud and long, and give time-out signal.

c. After confirming that there are no fouls, timing errors, a request for
coach-referee conference, or other irregularities, face the press box and
hold the game ball above your head with one hand signifying the official
end of the quarter.
II. BACK JUDGE:
A. When field clock is used, when facing the game clock, be responsible for knowing
when time expires. Communicate with the referee that you have the game clock.
B. If time expires prior to snap:
1. Sound your whistle to prevent snap.
2. If ball is snapped immediately after time has expired, sound whistle loud and
long, and give time-out signal.
BETWEEN PERIODS PROCEDURE
I. REFEREE
A. Duties:
1. After confirming that there are no fouls or timing irregularities, face the press
box and hold the game ball above your head signifying the official end of the
quarter.
2. In the presence of the umpire on the field near the ball, you shall note and
record the down, distance, lateral position on the field, team in possession and
going in or out.
3. Confirm this information with linesman and umpire.
4. Measure distance from the nearest yard line to foremost point of ball, and
estimate distance from the nearest hash marks.
5. In spotting ball, check again with linesman and umpire.
6. When notified by side judge that 45 seconds have expired, signal linesman and
line judge to give their teams’ 15-second warning.
B. When notified by side judge that 60 seconds have expired, announce down and
distance.
C. Declare ball ready-for-play by using established procedure.
II. UMPIRE
A. In the presence of the referee on the field near the ball and prior to the moving of the
chains and chain crew, you shall record the down, distance, lateral position of the ball,
team in position and going in or out.
B. Assist referee.
C. Quickly take ball to corresponding point on other half of field and reverse directions.
III. LINESMAN
A. While at the sideline, record down, distance, yard line nearest foremost point of ball
while confirming with the Side Judge.
B. At the direction of the referee move the chains and chain crew.
C. Clip chain at back edge of back yard line.
D. Call down and distance to chain crew.
E. Reverse yardage chain and two chainmen.
F. Set down marker after referee has spotted ball.
G. Check number of down and distance to gain.

H. Indicate to referee you are ready by signaling number of down with finger(s) or fist for
4th down.
I. Give your team 15 second warning when directed by referee.
IV. LINE JUDGE
A. Line judge will go to the corresponding yard line while remaining within 5 yards of
the sideline to assist the referee marking the ball at the opposite end of the field.
B. Give your team 15 second warning when directed by referee.
V. SIDE JUDGE
A. Verify down, distance, ball location and yard line of clip with Linesman.
B. Move to other end of the field and identify yard line the clip is to be placed for the
linesman.
C. Make sure chains are set properly. Confirm down, distance and ball location with
linesman.
D. Assume responsibilities as for time-out.
E. Times 60-second interval; give 2 or 3 short blasts with the whistle to notify referee at
45 seconds and visually notify referee when 60-second interval expires.
V. ALL OFFICIALS
A. Limit of three team attendants are permitted on field.
B. Either legal type coach-player conferences may be held.
BETWEEN HALVES PROCEDURE
I. REFEREE
A. Signal timer to start clock to time intermission when teams have cleared the field. At
the conclusion of the halftime, signal timer to begin mandatory 3 minute warm up.
B. Discuss any issues with the crew in the official’s designated meeting room.
C. Second Half Kickoff Choices:
1. The game Official who escorts the team with the second-half choice obtains its
second-half choice from the team’s Head Coach. This occurs at the start of the
mandatory three minute warm up and is communicated to the Referee.
2. The Referee then obtains the opposing team’s response to the second-half
choice from the game Official escorting that team.
3. With 30 seconds remaining of mandatory three minute warm up period,
officials will begin to move near their kick off positions to be ready for second
half.
4. Following the half time intermission and mandatory three- minute warm-up
period, both teams assume their respective free-kick formations.
II. WING OFFICIALS
A. The Line Judge and Linesman will swap sides of the field as well as duties.
B. The Side Judge and Field Judge will swap sides of the field but will retain the same
position and duties as each had in the first half. Exception: The official on chain side
of the field will have duties of Side Judge for measurements and between quarters.
C. The assigned Linesman, Line Judge, Side Judge, Field Judge will work the assigned
position in the SECOND half.
D. The assigned Side Judge (working SJ in second half) will be responsible for timing
during half time.

