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Purpose of Manual

This manual was developed after reviewing several other football mechanics prepared by various
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 officials.

The manual provides descriptions of 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 and adjustments required to work with crews of three, four and seven.

The National Federation of State High Schools Associations (NFHS) Football Rules Book is the
official rule book for the CFOA.
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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 and
interpret rules and editorial changes correctly. These abilities are acquired through devotion of time
and study.

II.  Physical Condition:

a. Football officiating is a difficult and exhausting endeavor which requires 100 percent efficiency of
mind and body. An annual physical examination should be a personal requisite to ensure your
health, thus allowing you to assess your ability to officiate.

lll.  Judgement:

a. See the a foul, process it and determine if your marker needs to be thrown. A slow flag is not
synonymous with a late flag. Be 100% certain a foul occurred. If you “think” you saw a foul, then you
didn’t see it. A “no call” is more acceptable than a “bad or incorrect call”. To ensure improved
instinctive reaction during play situations, continue to review the different game situations and play
scenarios 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 officials. They must be prepared to assume
any one of the other positions whenever circumstances require rearrangement of assignments.

V.  An Official Must:

a. Be a great dead-ball official. There is always something to be done between downs. Whteher it is
separating colors after a play, mirroring your opposite flank, getting a new ball into the game, and/or
communicating with the box or chain crew.

Know the down and yardage prior to each snap.
Be ready to assist any official that is temporarily out of position or had an obstructed view of a play.
d. Observe erroneous procedures or ruling by other officials and attempt to prevent and correct in an
expeditious and diplomatic manner, whenever possible and under no circumstances should an
argument develop on the field between officials
Know the correct signals and their proper use.
f. Secure a new ball when appropriate, after all action has ceased, and to handle and pass the ball
properly.
Be alert to action away from the ball when play has left their immediate area.
Call time-out for any player who is obviously injured or disabled. Never rush the treatment of an
injured player. Recognition of injured players is the concern of all game officials. The Game Clock
can be started if a time-out is not necessary.
VI.  Signals:

a. All signals should be given promptly, distinctly and conspicuously as they are the non-verbal

communication tools we use to inform.
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VIl.  Enforcement:
a. All rules should be strictly and fairly enforced. There shall be no deviation from the NFHS Football
Rules.
VIIl.  Hustle:

a. Keep the game moving smoothly from start to finish. Do not permit haste to interfere with duties
or correct determinations.



IX.  Boxing In:

a. Smart officiating requires keeping the players “boxed in” and avoidance of officials being “boxed
in”. “Outside looking in” is essential for sideline and end line coverage. The ultimate goal is to have
each play viewed from more than one direction.

X. Off-Ball Officiating:

a. Officials should not be ball watchers. The official nearest the action should take the primary
responsibility for the ball but should also be alert to action around the ball. The official that is the
farthest away should take the widest “Big Picture” view of the action, looking for unsportsmanlike
acts and threats to player safety. The officials in between should work in “Rings”. The closer you
are to the ball, the smaller your “Ring” is.

Xl.  Cooperation:

a. Team work is essential amongst a crew of officials. If a ruling is puzzling, relay explanation to press
box. Never issue direct or indirect newspaper interviews, statements, or stories concerning games
in which you are an official. Continuous verbal and non-verbal communication between all officials
during the game is essential for effective game administration.

Xll.  Social Media:

a. Officials should not post anything on Social Media regarding games, teams, coaches, players or

other Officials.

SECTION 2: STANDARD UNIFORM

I.  Traditional Uniform:

a. It is essential that all CFOA football officials dress in a consistent manner. All members of a crew
must be similarly dressed. For all varsity games the uniform worn by all officials shall include the
following:

i. SHIRT—CFOA approved black and white knit, long tail, 2% inch vertically striped officials’ long
or short sleeve shirts with pocket on the left breast and complete with knit black “Byron”
collar and black cuffs.

1. CFOA approved a new shirt during the 2024 offseason. The shirt is produced by Smitty
and Honings, and can be purchased through their distibutors. This shirt includes the
CIF logo over the pocket, the American Flag on the left sleeve, and the CFOA logo on
the right sleeve. The sleeves of the new shirts are black.

2. These shirts are optional in 2024 and 2025, then mandatory for all CIF contests in
2026.

3. CIF-branded officials shirts may not be worn in non-CIF contests. This includes any
youth sports games.

ii. PANTS - The pants shall be full length black pants. The pants must include a 1% inch white strip on
the seam of the leg, must not be cuffed, and must continue to the shoe without abreak.

iii. SOCKS —When wearing approved pants, officials will wear black socks.

iv. SHOES AND BELT — 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.

v. CAP — Brooklyn style solid black cap with traditional narrow white piping (without emblem
or numbers, other than small manufacturer’s logo) shall be worn by all but the Referee, who
shall wear a Brooklyn style solid all-white cap (without emblem or numbers, other than small



manufacturer’s logo). The cap shall be oriented with the bill facing forward and squarely
covering the forehead of the official.
vi. FOUL MARKER — All officials shall be equipped with at least one light gold foul marker, 15” x
15” and weighted in the center with pebbles, sand or beans and worn INCONSPICUOUSLY.
vii. DOWN INDICATOR — All officials should wear one down marker to assist the entire crew with
tracking the down each play.
1. Umpire will wear 2 indicators. One for down and one for lateral position of the ball.
viii. BEAN BAGS - All officials will be equipped with one or more white, blue, or black bean bags
for marking spots. Bags shall be filled with pebbles, sand or beans. Back judge’s second bean
bag could be a different color from the crew.
ix. JACKETS - Jackets are not considered part of the official uniform. EXCEPTION: Alternate
Officials on the sideline before entering the game.
X. UNDERSHIRTS — All undershirts which show should be black.
xi. GLOVES — Gloves when worn shall be black.
xii. EMBLEMS — A 2” x 3%” American Flag will be worn on the left chest %4” above the pocket.
xiii. HELMETS — A protective helmet may be worn by the Umpire. When worn, helmets will be
black, without a bill and must be fitted and secured with a black chin strap which must be
secured when the ball is in play.
II.  Summer Uniform:

a. A “summer uniform” is approved for wearing in scrimmages and sub-varsity, in accord, but all in the
crew must wear the same uniform. A “summer uniform” is a traditional uniform with black shorts
with either white or black crew or ankle socks.

SECTION 3: OFFICIATING PROCEDURES
BEFORE ENTERING THE FIELD

ALL OFFICIALS:

All members of the officiating crew shall be in their locker room no later than 75-90 minutes prior to the scheduled
Kick-Off Time, to have time to dress, prepare for the game, and to participate in the Pre-Game Conference. The
only acceptable excuse for being late for this Pre-Game Conference is in the case of an Emergency, provided the
official has given notice to the Referee/Crew Chief. Officials should be dressed and ready to begin their pregame
discussion 60-minutes prior to kickoff.

I.  BackJudge
a. In the absence of the Referee, you are responsible to ensure that a pre-game conference is
conducted.
Il. BackJudge
a. Make certain you have the correct time. Other officials will coordinate their watches with yours.
The Play Clock should be kept along with a game clock, which may be either a field clock, or a
wristwatch or stopwatch operated by the Back Judge. Assure you have an accurate timing device
for timing the 40/25 second count.
lll.  Referee
a. Conduct a thorough Pre-Game Conference outlining individual and crew duties. The purpose of a
Pre-Game Conference is to prepare the crew mentally. It is important to solidify the thinking of
officials in regard to procedures, rules, interpretations, philosophy and enforcements.



IV. BackJudge and Line Judge

a. Ensure game and play clock operator(s) know and understand all clock operations and procedures,

including to watch the Referee’s and other officials’ signals
V. Referee and Umpire
Visit each team 30 minutes on the field prior to kickoff.

a. Umpire inspects player equipment, braces, bandages, tape, and etc. Remind head coach of
equipment rule requirements and his certification that all players are legally equipped according to
the rule. Additionally, the Referee may ask the head coach any unusual game situations. This may
also take place on the field during your On-Field Pre-Game duties.

CIF Playoff Contests: Visit each team 1% hours prior to kickoff.
VI.  All Officials

a. All crew members are required to be on the field 30-minutes prior to kickoff.

i. The Referee and Umpire can leave earlier than the rest of the crew to conduct their coaches
meetings.

b. Atthe end of the game, crew is required to leave the field together and return immediately to their
locker room.

SECTION 4: PRE-GAME DUTIES ON THE FIELD PROCEDURES

I.  All Officials

a. Arrive on the field as a crew 30 minutes before kickoff, or as soon as the crew is able.

b. Inspect the field for possible hazards and for correct markings. Notify game management of hazards
and incorrect field markings. Hazardous situations must be resolved to the referee’s satisfaction
before kickoff.

c. Once you have completed your assigned responsibilities, visually prepare yourself during team
warm-ups by watching player actions similar to those you 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 separately. Optional: Meet
head coach with entire crew. This may also be done one hour and fifteen minutes prior to game
time or take place on the field during your On-Field Pre-Game duties.

Give the Head Coach the correct time-of-day and discuss the game timeline (toss, kickoff, half time).
Obtain information on captains and verify that all players are properly equipped. Ask about unusual
plays or formations. Discuss how you will handle penalty acceptance and enforcement.

d. Explain the sideline policy and introduce the flank official that will be on his sideline. Optional:
Introduce the flank official on his sideline and let that official discuss sideline policy; this includes if
the head coach is the only person that can accept or decline a penalty.

e. In CIF playoff contests, confirm that medical staff is present.

i. Ifthe Visiting team does not have medical staff present, ensure that the Home team medical
staff is aware they are responsible for Visiting team players.

f. Inanon-league contests, ask the home team coach if overtime rules will be used in this game in the
event of a tie.

i. Visiting team head coach needs to agree to play overtime.
lll.  Umpire
a. With the Referee, locate and meet each head coach separately.



VL.

VII.

VIII.

b. Each coach must verbally state that all of the players are legally and properly equipped and have
the option of having the coach sign and equipment card stating that all players are legally and
properly equipped.

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

d. Weather conditions may require a closer coordinated effort by you, the flank officials and the Back
Judge in putting a new ball in play. Arrange it through the Line Judge. Ball persons are to remain
off the field, except to retrieve the “old” ball on incomplete passes.

e. Approve the game balls.

Head Line Judge

a. Locate the members of the Chain Crew, chains and down box. Proceed with them to the sideline
opposite the press box.

Make sure that the chain has a tape mark halfway between the stakes to assist with measurements.
Review responsibilities with chain crew and box man. Remind them they will be operating six feet
back from the sideline at all times.

d. Introduce yourself to your ball persons and reinforce the Line Judge’s instructions.

e. Provide a spare beanbag to the box man for first and goal situations.

Line Judge

a. Instruct ball boys and help inspect field.

b. Four minutes before kickoff, get captains and team (team on press box side) from their locker room
in time for the coin toss three minutes before kickoff.

Back Judge

a. Instruct the timer as to starting and stopping the clock. At the end of a quarter, no audible device

may be used until the play is dead.
Confirm with the timer as to how time will be added to or taken from the clock.
Check for a phone or radio connection to the press box for communication with the time. Review if
game management has a contingency plan for having a timer, or timing device. Review timeouts
and be prepared to discuss media timeouts.

Head Line Judge and Line Judge

a. ldentify “get back” coach before game to avoid sideline problems and warning.

b. Learn the names of ball persons.

c. Instruct ball persons as to their responsibilities and positioning. Remind ball persons they are to
remain off the field and supply a ball to the nearest official as requested. Itis unnecessary to replace
the ball after each play (exception: foul weather).

Back Judge and Line Judge

a. Have captains and teams from their locker room in time for the coin toss. This should occur no later
than four minutes prior to kick off. Personally escort teams on to the field to keep teams separated
until they go to their sidelines. This procedure is to be repeated after halftime.

SECTION 5: COIN TOSS

COIN TOSS

The coin toss is normally conducted in the center of the field, no less than three minutes before the game. The
Referee should confirm with the Home team head coach and/or Athletic Director the cadence of the coin toss and
the national anthem during the pregame conference, including any guests that may be flipping the coin, so that
information can be communicated to the Visting Head Coach and officiating crew.



The Referee escorts the home captains (no more than 4 total) to the middle of the field. Most of the time, the
home team will be on the press box side. If the teams are flipped, Referee will stay with the home team. The Umpire
escorts the visiting captains (no more than 4 total).

Optional Coin Toss

Flank officials on each sideline set the Captains for each team at the 45-yard line. Press Box side of the field, the
speaking captian will be at the front of the line. Opposite press box team, the speaking captain will be at the back
of the line. The Referee and Umpire are in the middle of the field, facing the press box, with the Referee to the left
of the Umpire.

They proceed to the 45-yard lines with the Referee in position to face the press box. The speaking captains (those
who will give options for their teams) should be positioned so they are closest to the referee when the group meets
in the center of the field.

The Head Line Judge and Line Judge 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 should allow all captains to view both sides of the coin, identifying which side is heads and which is
tails. The visiting captain is instructed to call heads or tails before the coin is flipped. The home captain is instructed
to repeat the visiting captain's call: heads or tails. The Umpire repeats the choice loudly enough for all to hear. The
Referee may choose to catch the coin or have it hit the ground.

Once the winner is determined, the winner is offered his choice: defer, receive, and choose a 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 final selection
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 referee gives 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 signal for the 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 Referee and 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 second-half choice. That will be
done when getting teams to the field at the end of halftime.

SECTION 6: GENERAL GAME DUTIES
SUBSTITUTIONS AND COUNTING PLAYERS
All Officials are responsible for the legality of substitutions. The Referee and Umpire are responsible for the correct

number of players on the offensive team and the Back Judge, Head Line Judge and Line Judge is responsible for the
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correct numbers of players on the defensive teams.

I.  Free Kicks

a. The Referee and Umpire are responsible for the correct number of players on the receiving team
and the Back Judge, Head Line Judge and Line Judge is responsible for the correct number of players
on the kicking team.

b. The Referee will not blow the ready for play for a kickoff without the correct number of players for Team K
and Team R are on the field. The crew will insure both teams have the correct number of players are on the
field.

Il.  All Officials

a. The fist signal will be used when the team you are counting has 11 players on the field. 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 - ALL OFFICIALS

Make written record of all charged time-outs and UNS fouls. The position of ball at end of first and third periods,
including down and distance, is the responsibility of the Referee, Head Line Judge, Line Judge and Umpire. Back
Judge is responsible for recording elapsed time and making certain the status of the clock is correct.

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

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

Watch for fouls, being certain to know:
Spot where run or scrimmage kick ended
Spot of foul, position or number of offending player
Whether, ball was loose, in possession or dead when the foul occurred
If the clock is stopped

Be ready for any type of play or unusual development. Always be prepared to rule on fumbles, illegal forward
passes, and know which team possessed a fumble or backward pass before it went out of bounds between goal
lines. On recovered fumbles, the official nearest to the recovery must rule on possession and promptly award the
ball to the recovering team with a signal.

Be alert to rule on a dead ball behind a goal line. Indicate ruling by prompt signal.

Signal time-out (S3) when the rules provide for stopping the clock or when time-out is charged to a team or to the
Referee. Repeat time-out signal of other officials.

Covering officials will use the dead ball signal (S7) when the play ends and there is no other reason to stop the
clock.

A “winding” signal (52) may be used when the ball becomes dead close to the sideline and the covering official
rules that the ball remained inbounds. If an obvious first down has been made by Team A, the clock shall then be
stopped.

Indicate, by touchdown signal (S5), when the ball is legally in possession of a player on or has penetrated the
opponent’s goal line. Referee check for any foul which might affect the ruling, if none, then relay the touchdown
10



signal to the Press Box.

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

Be especially alert for acts of misconduct.

PRE-SNAP DUTIES

I.  All Officials

a. Before each play, each official should work through their individual pre-snap duties. These duties
include knowing the down and distance on each and every play. Additionally, individual officials are
responsible for specific pre-snap duties that include, but are not limited to:

i. Referee

1. Count offense, signaling Umpire with 11 or less

2. lIdentify initial key — always the Tackle opposite the side of the Referee. The Referee
will look through any backs at the Tackle, to always keep the quarterback in their field
of view.

3. Identify any numbering issues in the backfield, e.g. player in a 50-79 jersey that
cannot be eligible for a forward pass

4. Establish a position 15 -17 yards deep and 7-12 yards wide of ball, on the throwing
arm side of the field. E.g. If the passer (quarterback) throws the ball with his right
hand, the Referee will be on the right-side of the passer)

a. Optional: Wide side of field, and prefer throwing hand side of QB when in
middle of field.

5. As the game plays out, if you as the Refree find yourself taking steps backward on
numerous plays, feel free to line-up a couple steps back to avoid unnecessary
movement during a down.

ii. Umpire

1. Communicate with the snapper to prevent the ball from being snapped before ready
for play, when appliciable.

2. Count offense, signaling to the Referee when you have counted 11 players

3. Ensure five lineman numbered 50-79 are present and on the LOS (exception for
Scrimmage Kick Formation)

4. Pre-Snap key is the Tackle on the same side of the Referee. E.g. if the Referee is on
the right side of the QB (to the Umpire’s left), the Umpire’s key will be the right Tackle
(to the Umpire’s left).

5. ldentify formation and strengths, lining up in a position to see the snap

6. Take a position 7 to 10 yards from the ball, clear of Team B players and in position to

see the ball at the snap

iii. Head Line Judge

1.
2.

oukWw

Ensure the correct down is on the down indicator

Count the team on defense. If team on your sideline is on defense, signal Back Judge
using the approved signal for the number of players on the field

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

Identify if you have an unbalanced (more or less than three) line, signal the Line Judge
Rule on the eligibility of the lineman on your side of the football

Take a position on the line of scrimmage out of bounds, off the sideline
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iv. LineJudge
1. Ensure the correct down is on the down indicator and know the status of the clock
2. Countthe team on defense. If team on your sideline is on defense, signal Back Judge
using the approved signal for the number of players on the field
3. Identify the eligible receivers and keys on your side of the football by number
4. Identify if you have an unbalanced (more or less than three) line, signal the Head Line
Judge
5. Rule on the eligibility of the lineman on your side of the football
6. Take a position on the line of scrimmage out of bounds, off the sideline
v. BackJudge
1. Know clock status and ensure the play clock is started appropriately
2. Count the defensive team and signal the H or L as appropriate
3. ldentify the receivers and strength of the formation based on your keys
4. Take a position approximately 20-25 yards from the line of scrimmage

Before the ball is put in play, adjust position as necessary to ensure you can clearly see your key and area of
responsibility. There 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 position where he can observe the offensive huddle. He should then
check the down and distance with the Head Line Judge and announce and indicate the new down. If play clock is
to be started on the Referees’ signal, Referee should then declare the ball ready for play by sounding his whistle
and giving ready signal (or wind the clock).

Referee should only go to the line of scrimmage for non-routine events, close measurement, etc. Under unusual
circumstances this pace of the game may vary and require discretionary slowing or speeding up action by the
Referee. If, by rule, the clock should be started after Team A is awarded a first down, Referee will declare the ball
ready for play by starting/winding the game clock (no whistle) and use Signal 1 to indicate the new series of downs
has been established by Head Line Judge and other officials are ready to resume play.

SECTION 7: TIMING PROCEDURE
GAME TIMING

Correct timing of the game is the responsibility of every official. Its importance cannot be overstated. All official
have responsibility for stopping the clock as well as keeping it running. These responsibilities must remain
consistent.

I.  Referee
a. Must be on the same page with the Back Judge at all times. The Back Judge will signal the Referee
with 15 seconds remaining on team timeouts
b. Resetting the 25 second clock is your job. Use the raised and lowered open palm pumping motion
to indicate to the Back Judge that a reset is necessary
c. Should you be facing the clock at the end of a quarter or half, do not allow a play to begin if time
expires before the ball is live

12



Line Judge

a.

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

Back Judge

a.

You must have a watch or timing device capable of properly timing the entire game. All timing of
the game is your responsibility. Should the game clock malfunction, you are to keep the time on the
field. You may use the clock operator along the sideline to assist you. When 10 seconds remain in
the 40/25-second count, raise one arm overhead then use a visual upward motion/pumping motion
the last 5 seconds. (That mechanic will be used at the varsity level. Ifitis to be used in lower level
games with crews of four, the Referee will be responsible.)

When starting the 40 second clock after a play, wait 2 to 3 seconds before starting.

Should you be facing the clock at the end of a quarter or half, do not allow a play to begin if time
expires before the ball is live.

On all timeouts, notify the crew when 15 seconds remain. The Flank Officials will notify their teams
that the 25 second clock is about to start. The referee will signal the ball ready for play 15 seconds
later.

Know the time on the clock; even though the clock is stopped, it may be incorrect and may require
adjustment. Ensure 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 outside of five minutes of each half shall be corrected and any timing error inside the
five-minute mark shall be corrected. After enforcement of a penalty, ensure that the clock remains
stopped or is started according to rule.

TIMER INSTRUCTIONS

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

>

>

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

Determine timer’s location and discuss proper communication accordingly

Discuss coordination of starting and stopping clock

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

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

Discuss length of halftime and let the clock 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

dead. He should reset the clock only after the referee holds up the ball at the end of a quarter. If the period
is extended for an untimed down, keep the clock at 0:00
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» Remind the timer any official may stop the clock and that it doesn’t run on Point-After tries
» During plays the clock will continue to run, unless the official signals to stop the clock.

» 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 on the 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.

SECTION 8: USE OF BEAN BAGS

PROCEDURE

The bean bag is used to mark spots, other than the spot of a foul, which may later be needed as a reference point.
Bean bags are not to be thrown, they are to be dropped or tossed (seldom more than three yards).

On free kicks, especially in onside kick situations, all officials should have their beanbags in hand if needed to
indicate a spot of first touching.

On scrimmage kicks, the Linesman, Line Judge and Back Judge should have beanbags in hand if needed to indicate
a spot of first touching and the end of the kick.

Under no circumstances should the beanbag be used as a substitute for hustle. One common example of lazy
officials using the beanbag instead of proper mechanics involves a play in which the runner is downed near or past
a sideline. Some flank officials approach the players, throw their beanbag toward the spot and retrieve the ball
from the runner.

It is not necessary to drop a beanbag at the spot a player intercepts a pass. Unlike the spot of a fumble, the spot of
an interception has no bearing on penalty enforcement.

SITUATIONS IN WHICH THE BEANBAG SHOULD BE USED

I.  Fumbles
a. The spot of the fumble must be marked in the event a penalty occurs and that spot is needed to
determine where the run ended. Technically, the spot is required only for fumbles beyond the
neutral zone, but many officials bag all fumbles out of habit.
Il.  First Touching
a. During both free and scrimmage kicks, there are times when it is improper for Team K to touch a
ball that has been kicked. That is known as “first touching” and it applies only when Team K touches
the ball when it is not entitled to possession.
b. On free kicks, if Team K touches the ball before the ball crosses Team R’s free-kick line and before it
is touched there by any Team R player, the spot must be marked with the beanbag. For a scrimmage
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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 marked because Team R may have the right to take the ball at that spot.
lll.  End of a Scrimmage Kick

a. If a scrimmage kick ends between the goal lines, the covering official must mark the spot with a

beanbag. That is in case post-scrimmage kick enforcement (PSK) is needed on a foul.
IV. Momentum Exception

a. The momentum exception allows a defender or kick receiver to make a play without fear of giving
up a safety.

b. When a defensive player intercepts an opponent’s forward pass; intercepts or recovers an
opponent’s fumble or backward pass; or a Tem R player catches or recovers a scrimmage kick or
free kick between his five yard line and the goal line, and his original momentum carries him into
the end zone where the ball is declared dead in his team’s possession or it goes out of bounds in the
end zone, the ball belongs to the team in possession at the spot where the pass or fumble was
intercepted or recovered or the kick was caught or recovered.

c. The bean bagged spot might also be used to enforce a penalty that occurs after possession was
obtained, e.g. the beginning of a new run.

V. Out of bounds

a. The beanbag can also be used to mark the out of bounds spot on punts. On free kicks, if the ball is
kicked out of bounds untouched, it is a foul and the spot can be marked with the flag. The beanbag
is useful when certain players go out of bounds during a play. If a player 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 marked. However, if a player of Team A or Team K goes out of bounds before a
change of possession, the spot should be marked. It is not a foul unless he returns and the return
spot should then be marked with a flag. The beanbag will demonstrate the covering official was on
top of the play.

VI. Inadvertent Whistles

a. When an official inadvertently blows his whistle, causing the ball to become dead, the covering
official must drop his beanbag at the spot of the ball when the whistle was blown. The down may
be replayed or the team in possession at the time the whistle was blown may choose to accept the
result of the play.

SECTION 9: USE OF WHISTLE
ALL OFFICIALS

Each official will carry a whistle as part of required game equipment. A whistle on a lanyard is preferred. The
lanyard should be black. Finger whistles are allowed as an alternative.

Whichever type of whistle is used, having a spare whistle in a pocket is recommended.
The Referee, Umpire, Head Line Judge and Line Judge should strongly consider having the whistle in their mouth

prior to the snap in case a dead-ball foul occurs or a team’s timeout 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.

Remember that, by rule, the whistle rarely causes the ball to become dead —a play kills itself when the ball becomes dead.
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Blowing the whistle only confirms that something has happened to cause the ball to become dead. Prefer to have a whistle
when ball becomes dead after every play.

When, at the end of a down, any official sees that a flag has been thrown, they should alert the crew by giving three short
blasts of the whistle and ensure the game is stopped. That helps ensure the box is not moved or the chains moved until
the penalty is administered.

The Referee used the whistle to indicate the ball is ready for play, to start a new series after, there is a timeout (charged
or official), there is a player injury and to prevent the ball from becoming live due to a dead-ball foul before the snap.

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

Officials should blow their whistles to indicate a timeout, a dead-ball foul that prevents the snap, and/or player injury.

It is strongly recommended the Umpire refrain from using the whistle to confirm the ball is dead at the end of the play
outside the hash marks.

Flank officials should not blow their whistles to mark the end of a play inside the hash marks.

The Back Judge uses the whistle to indicate the play clock has expired before the ball was snapped (Delay of Game),
timeouts, injuries; the end of a quarter, touchback, the ball is dead in his coverage area and touchdowns when he is the
covering official.

DECLARING THE BALL READY FOR PLAY

Communication with the quarterback regarding the status of the game clock at the ready-for-play is important
during many intervals of the game. It is up to the Referee to use good judgment in keeping the quarterback
informed in the regard and over-communicate if there is any doubt.

The Umpire should see that the ball is playable. If a towel is needed, carry one with you. In wet conditions you
may hold the ball and not place it down until Team A comes to the line. If 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.

In a hurry-up offense, the officials need to hustle but not to allow it to take over the pace.

SECTION 10: BALL HANDLING

SCRIMMAGE PLAYS
I.  BackJudge, Head Line Judge, and Line Judge
a. Meet and instruct Ball Person during on-field pre-game period. Ball Persons are to remain outside
field of play at all times and be at least six feet off sideline unless relaying replacement ball or
retrieving ball that has been replaced. Communicate that ball persons are not limited to the team
box area, but work endzone to enzone with the flank official.

16



Note: Game officials are solely responsible for transferring replacement ball to Umpire for
placement at the succeeding spot. Ball Persons are to remain off the field unless directed to
retrieve a ball that has been replaced.

Ball Persons should be instructed to remain alert to relay a game ball in regardless of the situation.
Ball Persons should be instructed to pay attention to the official on his/her sideline. Ball Persons
should 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 the game. For
Field Goal attempts, Ball Persons are to be positioned at the Team B 10-yard line. For Tries, Ball
Persons are to be positioned behind the end line. DO NOT PLACE REPLACEMENT BALL BY GOAL
POST. Immediately following play, relay replacement ball to nearest official, then retrieve ball being
replaced.

GENERAL BALL HANDLING

I.  Relaying Ball

a. Relaying or transferring of ball should be done quickly and efficiently, with as few exchanges as

possible.
Il.  Tossing Ball

a. All tosses shall be underhand, with a spiraling motion, and on a generally flat trajectory to chest
level of person receiving ball. Do not toss ball over players. A crew proficient in ball handling will
not allow ball to fall to ground while handling and transferring it.

lll.  Start of Each Half or Extra Period

a. Flank officials are responsible to get the correct ball to the Back Judge to begin the second half or

subsequent extra periods.
IV. Spotting Ball

a. Spotting the ball for the succeeding down should be done with one placement. The official that
spots ball should do so as quickly as practical, yet assuring ball if placed correctly when first spotted.
However, any official that has positive knowledge that ball if not spotted correctly should take
necessary measures, including stopping clock, to get ball located correctly.

b. An effective crew of CFOA officials will be expected to monitor the dead-ball action of the players
while retrieving and placing the ball for the succeeding play. To provide better dead-ball coverage
and better player safety, Referee, Back Judge and Flanks (when away from dead-ball spot) will focus
more of their attention of the action of the players than on retrieving the dead-ball. While this
represents a shift from traditional ball mechanics, the increased emphasis on player safety demand
an approach based on effective coverage as well as efficiency. The Umpire will retrieve and spot
the ball in most situations. There will be situations when Umpire goes outside the hash marks to
retrieve the ball.

c. When a situation permits, the Referee should assist the Umpire by moving to the succeeding spot
and spotting the ball. Fluid coordination and communication between the Referee and Umpire will
ensure the most efficient spotting of the ball. When the Umpire relays the ball to Referee, the
Umpire should move into position for the next play.

WHEN THE BALL IS DEAD AND BETWEEN THE NINE-YARD MARKS:
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Generally, the Umpire will retrieve the ball used on the previous play and place the ball at the appropriate spot.
Nearby officials may be in a position to assist if doing so does not take them away from marking the dead-ball
actions of the players.
I.  Umpire
a. Communicate with players that the play is over, make sure that different colors of jerseys are
separating and make sure there is no further threat of foul. Move to retrieve ball and
place at the succeeding spot. The Umpire must be prepared to retrieve and spot any ball that is
between the nine-yard marks.
Il.  Referee
a. When there is no further threat of foul, and conditions permit, move to assist with retrieving the
ball and delivering to Umpire to place at succeeding spot.
lll. BackJudge
a. Maintain depth and monitor players away from the ball. Back Judge will only rarely be involved in
retrieving the ball, except in situations where an incomplete pass is in his proximity.
IV.  Flanks
a. Indicate the dead-ball spot and mark with the downfield foot. Eyes should not be looking at the
Dead-ball spot, rather, should be up and looking for illegal action by the players. Be prepared to
assist Umpire in retrieving the ball. 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:

Generally, a replacement ball will be used on plays that end outside the nine-yard marks on Team A’s sideline.
When the ball becomes dead outside the nine-yard marks on Team B’s sideline, the ball from the previous play will
be retrieved and placed at the succeeding spot.

Generally, Referee will retrieve the new ball and relay to Umpire who will place the ball at the inbounds spot. On
long plays (more than 10-12 yards) Back Judge must be prepared to assist in relaying the ball to Umpire.

I.  Referee
a. Movetoanopen area between the inbounds line and the nine-yard marks. When there is no further
threat of foul, retrieve the replacement ball and relay to Umpire who will spot the replacement ball.
Il. Umpire
a. When the ball is dead following a play that ends outside the nine-yard marks, and there is no further
threat of foul, move to the inbounds spot and receive the relay from Referee.
lll. BackJudge
a. Maintain depth to observe dead-ball and off-ball action of players. Following plays that gain more
than 10-12 yards, be prepared to assist in retrieving the ball and relay to Umpire.
IV.  Flanks
a. Indicate the dead-ball spot and mark with the downfield foot. Eyes should not be looking at the
dead-ball spot, rather, should be up and looking for illegal action by the players. Be prepared to
assist Referee or Umpire in 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
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a. If pass fails in such a manner that it can easily be re-used, when there is no further threat of a foul,
retrieve the ball and relay to Umpire. If the pass fails in such a manner that it cannot easily be re-
used, the Flank Official on Team A’s side will obtain a new ball from the Ball Person.

Il. Umpire

a. |If pass fails in such a manner that it can easily be re-used, when there is no further threat of a foul,
retrieve the ball and either place at the succeeding spot or relay to Referee. If the pass fails in such
a manner that it cannot easily be re-used the flank official on Team A’s side will obtain a new ball
from the Ball Person and relay to Umpire.

lll. BackJudge
a. Assist as necessary in getting replaced ball to appropriate Ball Person.
IV. Referee
a. Be prepared to receive a relay from Umpire and place at succeeding spot.

FOLLOWING PUNT OR MISSED FIELD GOAL:

I.  BackJudge
a. When there is no further threat of a foul, secure the ‘new offense’ ball from Ball Person on sideline
of team now in possession and relay to Umpire. After relaying ball to Umpire, assist in getting
replaced ball to appropriate Ball Person.
Il.  Flanks
a. If you have forward progress and conditions permit, secure ball being replaced or a ‘spare’ ball from
a Ball Person, and place at foot marking forward progress. This is to be done only if there is no threat
of foul by any player, and if it does not distract any official from performing essential duties. Assist
as necessary in getting replaced ball to appropriate Ball Person.
lll.  Referee
a. Assist as necessary in getting replaced ball to appropriate Ball Person.
IV. Umpire
a. Move to an open area between the inbounds line and the nine-yard marks to sideline of team now
in possession; when there is no further threat of foul, permit replacement ball to be relayed to you.
Spot the ‘new offense’ ball.

SECTION 11: FREE KICKS

Standard Free Kick Formation
I.  Referee
a. Starting position is on the Head Line Judge side of the field (generally the Visiting team side of the
field), on the bottom of the numbers on Team R’s goal line. Once they sees a ready signal from each
official, the referee blows his whistle and gives the ready for play signal. Referee has goal line
responsibility to rule on touchback.
b. The Referee needs to position themselves to rule if there’s at least 4 K players on each side of the ball.
Il. Umpire
a. Starting position is on the Line Judge’s side of the field, on Team R’s goal line, opposite the Referee.
When in position and 11 Team R players have been counted, raise an arm as a ready signal for the
referee.
b. The Umpire should keep the play in front of them, not having to turn their back to the field of play
to help rule on whether the ball crosses the goal line or is kicked out of bounds.
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c. The Umpire may use their discretion on whether they can move up the field before a kick occurs.
E.g. if a kicker demonstrates that they will never be able to kick a ball into the endzone, the Umpire
may move up to the R-10 or R-15 yard line in order to limit their movement after a kick. The Umpire
will never line-up beyond the R-20, unless Team R is in an onside kick formation (discussed below).

Line Judge

a. Starting position is on the Team R restraining line, the 50 yardline, unless the kick has been relocated
by penalty.

b. The Line Judge’s back foot will be on R’s restraining line. This will allow for a clear look down the
line.

c. The Line Judge comes to the top of the numbers on his side of the field once the players are on the

field. After identifying Team R’s free-kick line, the Line Judge reminds Team R that all blocks must
be above the waist. The Back Judge and Line Judge turns towards each other, ensure that the other
is ready, simultaneously jog off to their sidelines. Starting position is on the side opposite the chains,
on Team R’s free-kick line. When in position and ready for the kick, raise an arm as a ready signal
for the Referee.

Head Line Judge

a.

Starting position is on the side of the field opposite the Line Judge, on Team R’s restraining line.
When in position and ready for the kick, raise an arm as a ready signal for the Referee.

Back Judge

a.

With the kicking ball, the Back Judge moves toward the center of the field once the players are on
the field. Do not give the ball to the kicker until Team K has 11 players on the field. Remind the
kicker not to kick the ball until the Referee has sounded his whistle. After identifying Team K’s free-
kick line, turn toward the Line Judge.

After ensuring that the other is ready, simultaneously jog off to their sidelines; the Back Judge is on
Team K’s restraining line. The Back Judge back foot will be on K’s restraining line. This will allow for
a clear look down the line. When in position, ensuring at legal Free Kick formation, signal to the
Refree the ready for the kick, the Back Judge should raise an arm as a ready signal for the Referee.
If the football falls or blows off the tee just prior to free kick, the Back Judge sounds whistle to
prevent action and moves to kicker to give instructions.
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Standard Free Kick Formation
K-40

(RRRE ARNNE ARNEE ANEE]

(R SRR SRR SRR SRR ST SR SR
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AFTER THE FREE KICK - FIELDED BY TEAM R

Referee
a. Referee can begin to slowly move up field in order to observe any action at the point of attack.
Umpire
a. Umpire can begin to slowly move up field in order to observe any action at the point of attack.
Line Judge
a. Line Judge can begin to slowly move downfield to observe all block at or before the point of attack.
b. If the ball is kicked to the opposite side of the field, observe the action behind the point of attack.
c. The Line Judge has Team R forward progess and Team K goal line responsibilitiy in the event the kick
is returned.
Head Line Judge
a. Head Line Judge can begin to slowly move downfield to observe all block at or before the point of
attack.
If the ball is kicked to the opposite side of the field, observe the action behind the point of attack.
The Head Line Judge has Team R forward progess and Team K goal line responsibilitiy in the event
the kick is returned.
Back Judge
a. Following the kick, the Back Judge will move on to the field, taking a position as close to the middle
of the field to observe action at or behind the point of attack.
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Standard Free Kick Formation
K-40 After a kick

(RERE AN RS ARRE

(RN

[ SRR AR AR
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FREE KICK AFTER SAFETY

All crew members take up the same positions and assume the same responsibilities as you would for a regular
kickoff approximately 20-yards from your Free Kick positions from a standard free kick from the K-40. The Referee
and Umpire will line up 7-10 yards behind the deepest Team R receiver.

Unless moved by penalty, the ball will be put in play at Team K’s 20 yard line.

Officials should adjust accordingly with how far the kicker is able to kick. E.g. if during a free kick from the K-40, the
kicker is kicking the ball into the endzone each time, the Referee and Umpire may line up deeper a free kick after
a safety.

FREE KICK AFTER FAIR CATCH

The Linesman sets the chains, which helps establish the 10 yards between team’s restraining lines. All crew
members take up the same positions as on a regular kickoff, except the Referee and Umpire will position
themselves under the goalpost uprights and will rule on the kick.

ONSIDE KICK SITUATION
“Stack the box”. The Back Judge, Line Judge and Head Line Judge will all stay in their positions, but the Umpire will
move up field to the Team K restraining line. The Referee will remain in the Team R backfield, the right-side of the

deepest Team R receiver knowing they have goal line responsibility with no support.

All officials inside the box should have their beanbag in hand, ready to rule on first touching by the kicking team.
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In the event of a short onside kick, all officials inside the box should “crash in” after the play to help separate the
teams and watch for any illegal dead-ball action.

If the ball is kicked toward the BJ/HL side of the field, those officials are primary to rule on recovery. Same as if the
ball is kicked to the LJ/U side of the field. The officials on the opposite side of the field should help with illegal
blocking and first touching.

Onside Free Kick Formation
K-40

XO4 sS3yd

If the ball is kicked deep, the Back Judge and Umpire will come onto the field and observe any action behind the
point of attack.

The Line Judge and Head Line Judge will continue downfield on their sideline.
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Onside Free Kick Formation
K-40 Deep Kick

[(REEFARNEY SRRNE SRR SAREE AEEE
[ARNE ARRNE AENNE ANNNE ANEAE ANEN]
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SECTION 12: KEYS

There are two basic types of keys: “Situational “and “Positional” keys

I.  Situational Keys

a.

Situational keys are based on the down, distance, score, time remaining, offensive and defensive
formations and actions of players at the snap.

In addition to down, distance and other fame factors, offensive and defensive formations provide
hints as to what type of play an official can expect in a given situation. Most teams using the
wishbone formation, for instance, are predominantly running teams. Teams using four-receiver sets
and shotgun formations pass more times than not.

Linemen provide situational keys.

Pulling linemen indicate a run, maybe a sweep or trap block. Retreating linemen indicate a pass.
Charging linemen indicate a running play. When offensive linemen provide only passive resistance,
allowing defensive linemen to penetrate the neutral zone, a screen pass often follows.

Il.  Positional Keys

a.
b.
c.

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

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

The Back Judge’s main positional key is the inside-most eligible receiver on the strong side of the
formation. At the snap, the Back Judge first observes the tackle to see if he’s run-blocking or pass-
blocking, then observes the actions of his key receiver. If that player moves into another official’s
coverage area, the Back Judge shifts his attention to players who have entered his coverage area.
Receivers, who are closely defended, always have priority coverage.

In order to determine positional keys, the officials must recognize the strength of the formation
(strong side vs. weak side). The strong side is the side on which there are more eligible receivers
outside of the tackle.
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