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CHAPTER 1: INTRODUCTION

Throughout this document:

The word “flag” refers to the streamer worn on ayglr's hip. The phrase “foul marker” refers
to the yellow object that officials throw to indieza foul.

The phrase “flag football” refers to the footbadiriant.

The phrase “tournament management” refers to tlganisers of a tournament who may
perform some or all of the functions of game manag&.
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CHAPTER 2: CHANGES TO MECHANICS

(Not applicable to this edition)
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CHAPTER 3: RULES APPLICATION

In order to ensure that all officials consistenitijerpret rules the same way, the following
fouls shall be called as follows:

3-1: Definitions
1). Point of attack is defined as follows:

a. on a running play, it is the area in advance ofrtimmer through which he runs - if he
changes direction the point of attack changes;

b. on a passing play, it is anywhere in the vicinitylee passer or any player attempting to
reach the passer;

2). Obvious: An action is "obvious" if it would be visibly appent to a spectator who knew the
rules or to an official watching the game on video.

3-2: Fouls that involve contact

1). Flag football is a non-contact sport. Howetbis does not mean that any contact between
opponents during play is automatically illegal.cifental contact between opponents that does
not grant either player an advantage should ngielmalised. Any contact that is not incidental
should be penalised and, if it does not alreadylifyuas a foul, it is called a ‘contact foul'.
Players who make serious contact with an opporéher as an act of aggression or to halt the
advancement of the ball, should be disqualified.

3). Holding: Flag players are not allowed to make contact witirtopponents, and this is a
principle that should be vigorously enforced toverg player confrontations. A foul marker
for holding should only be throwifi the hold both impedes the opponentd occurs at the
point of attack. If the contact is otherwise exoesscall a contact foul. Be vigilant concerning
what a player does with his hands when he makeslafgr the runner’s flag: if he briefly
grabs the opponent’s clothing and then immediatelgases it, there is no foul, but if he
prevents the runner from advancing or uses hisfgrifeverage to get to the flag, call it.

4). Roughing the passerDefenders must not be allowed to contact the padé¢he contact
is serious, the defender must be disqualified. Dedes must not attempt to bat the ball from
the passer’s hands.
5). Pass interference:
Actions that constitute pass interference include:
i.  Not playing the ball -- Contact by a defender (who is not playing the)khtht
impedes or restricts the receiver's opportunitynake the catch. If it does not

impede or restrict the receiver, or if the passungatchable, it is not pass
interference, but it may be a contact foul.
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Vi.

Vii.

viii.

Playing through an opponent --Playing through an opponent (i.e. contacting
him in the back or on the side of him furthest frima ball), even if attempting
to play the ball. If the contact is deliberatell edther pass interference or a
contact foul, depending on whichever would be madvantageous to the
offense, unless the contact is so serious thatjitires disqualification, in which
case a contact foul must be called.

Grabbing an arm -- Grabbing the receiver's arm in any manner.

Arm bar -- Extending an arm across the receiver's body t@daghis ability to
catch a pass, whether or not the defender is gatyia ball. If the contact is
deliberate, see the guidance above.

Cut off -- Cutting off the path of a receiver. It does naittar if contact is
actually made, or if the receiver is (shadow) bextkit is still a foul.

Hook and turn -- Hooking the receiver around the waist that cabhsebody to
turn prior to the ball arriving (even if the defemds trying to get to the ball). If
the contact is deliberate, see the guidance above.

Pushing off -- Initiating contact with an opponent by shoving aisping off,
thus creating a separation in an attempt to cafrdsa.

Driving through -- Driving through an opponent who has establishpdsition
on the field. If the contact is deliberate, seedhidance above.

Pick play — A pick play occurs when a receiver runs a pasepain such a
way that he impedes the movement of a defendehelpick play is run so that
the receiver either contacts or (shadow) blocks deéender, it is illegal.
However, if it is run so that two defenders collidgh each other and the
receivers did not cause the collision by way ofshaflow) block or making
contact, it is legal.

b. Actions that doot constitute pass interference include:

Incidental contact in the act of moving to the lib#t does not affect the route
of the receiver in any way. If in doubt as to whestlthe route was affected,
there is no interference.

Inadvertent tangling of feet when both (or neith@ayers are playing the ball.
Contact occurs during a pass that is clearly uhedile by the involved players.
However, there may be a contact foul, even if th&sgs uncatchable.

Hooking the receiver around the waist that doestumat or impede him until
after the ball has arrived. This is a contact faol, pass interference.

c. Further notes:

Vii.
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A stationary player (in position to catch the ballho is displaced from his
position has been fouled.

It is never pass interference if the defensive giapuches the ball before
contacting the opponent. However, there may bengact foul.

Interference must be obvious to be called.

Remember that the defense has as much right foeihas the offense.

It is crucial to identify which players are playitite ball and which are not.
When judging whether a pass is catchable, imagave flar the receiver could
have run, and how high or wide he could have jumpetie had not been
impeded.

Before the pass is thrown, all interference mustdiked except where contact
is incidental. However, contact that may be com®d incidental in terms of
calling pass interference may be a contact foul.
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viii.  While the pass is in flight, only fouls in the vidy of the end of the pass or
those committed against Team B players in a postoqoull off the flags of the
catcher of the pass should be called as passdreede.

ix. Contact away from the play should be called (ifessary) as a contact foul, not
pass interference.

3-3: Fouls that do not involve contact
1). Delay of game

a. If Team A is still in the huddle with 10 secondsdo, warn them verbally that they
must hurry (with a shout of “Time” or similar). Alys throw the foul marker on the
25th second unless the snap is very imminenttfieequarterback is calling out "huts").
The secret of reducing the number of delay of gasmlties is to not hurry the ready
for play. In other words: don't give the teams lfemefit at the end of the 25-second
period, give them the benefit at thart of it.

b. After a score, it is a delay of game if either teiammot on the field within one minute
regardless of whether the ready for play has beemgr not, or if they are on the field
but they have failed to bring their football wittetn. For a first offence, throw a foul
marker and charge the team with a timeout if theyeltimeouts remaining.

c. If no players from Team B are ready to play wherameA is set to snap the ball
following a timeout, penalise Team B for delay efhge. Donot give Team A a free
shot play.

2). lllegal substitution: If a replaced player is still technically on theldi of play at the snap,
but he is one or two steps from the sideline an@pmonent is reacting to his movement off
the field, then don't call it. Similarly, if subties enter the field momentarily before the kall i
dead but don't interfere with play, then don't dalif Team A breaks its huddle with 6 or more
players, this confuses the opposition and shouldys be penalised.

3). Offside and encroachment

a. When a defensive player, before the snap, obljianoves beyond (not simply into)
the neutral zone, blow the whistle and call it @®ad-ball offside foul.

b. Don't rule a defensive player offside if hetatisnary and only intruding on the neutral
zone by a trivial amount.

c. Don't be picky about offside or encroachment st plays, players have no yard
lines to guide them. Officials should be proactimehelping players line up on the
correct side of the ball, especially with youngkygrs.

d. Encroachment on the neutral zone by the offenaadisad-ball foul. Attempt to get the
player to move onto the correct side of the balt, ibthe snap is imminent then blow
the whistle.

4). lllegal motion: A player is in illegal motion only if he is obuwigly moving towards the line
of scrimmage.
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5). 7-second limit This is a live-ball foul that makes the ball dedzhll it on the ¥ second, as
for delay of game. Remember that the rule onlylieppo the player who originally receives
the snap during his initial possession of the fathithf he hands it off or throws a backward
pass, the limit no longer applies even if he lagégains possession of the ball.

6). lllegal running: This only applies to the player who receives shap, and only if he has
not already given up possession of the ball. #&sdoot make the ball dead. If in doubt, he has
not advanced past the neutral zone.

7). lllegal backward pass or handoff If in doubt, the backward pass or handoff was
completed behind the neutral zone.

8). Blocking (or shadow blocking): A block has occurred when a player, without making
contact, impedes the progress of an opponentn dffensive player (shadow) blocks for the
runner, call it only at the point of attack. Plesyggho have obviously indicated their intent not
to participate in the play should not be calleddioadow blocking.

If a defensive player (shadow) blocks an opponenb W6 running a pass pattern, he has
committed a foul which should always be calledth# receiver is forced out of bounds by the
(shadow) block and returns immediately, he is slitlible to touch a forward pass.

But if the defender does not move, the receivertrmusid him.

9). lllegal touching by an originally-ineligible player: At the start of a down, all players are
eligible. The passer may not be the first plagetouch his own forward pass (exception : the
pass has been deflected).

10). Failure to wear mandatory equipment Generally, only call a violation for missing or
improperly positioned equipment if the snap is imemt. If it is not, allow the player to
retrieve or reposition their equipment, but doiné¢rrupt the 25-second count.

11). lllegal equipment Anything that might be a risk to participant sgfenust be dealt with
before the start of the game. The officials shaddduct a safety check prior to the game. .
Flags should be tested to ensure that they detaehprompt and safe manner from players’
hips. Each player must produce a legal mouthpieaeis not clear.

Players may not wear anything that may preventggoent from clearly reaching their flag;
this includes long shirts that are not tucked id/anlarge pants that may obstruct access to the
flags. Extra-wide pants are forbidden.

3-4: Unsportsmanlike conduct

1). Acts of celebration that take place within tiedd of play are illegal, but use common sense
and be tolerant of reasonable celebrations thahatrexcessive, that do not waste time, and
that do not taunt opponents.

2). If a player or coach shows dissent with a oaltaunts an opponent, throw a foul marker

immediately. There is no place in flag football fmich acts. If the language or gestures used
are offensive, insulting or abusive, disqualify thayer or coach.
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3). Do not penalise the conduct of anyone othen thalayer or coach. If someone else is
giving you a problem, ask the team, game or tousrdmmanagement to deal with it.

4). Do not penalise a player or team twice fordhme act.

5). Be vigilant during the period when a runnerrapghes a defensive player to retrieve his
flag. Do not allow the players to use it as a clatio confront each other. The defender should
either hand the flag to the runner. For the firgin-serious) infraction, warn the player. For
the second, the foul is delay of game. Any subseigidractions, or any serious infractions,
are unsportsmanlike conduct.

3-5: Fighting

1). It is a fight if players square up to each othred begin pushing, or if any punches, kicks or
other blows are thrown, regardless of whether timake contact. If a player responds to a
unsportsmanlike act by an opponent by fightingntbheth players should be penalised and
disqualified for fighting.

2). During a fight, be aware of who is actuallyhfimg and who is merely trying to separate
those involved in a fight. Players who only attéaapto separate the fighting players should
not be disqualified if they were on the field whbe fight began.

3). Substitutes and coaches who leave the teandare®y a fight should only be disqualified
if they fail to respond to an order to leave theldi However if they touch an opponent or
attempt to pull a team-mate away from one then bae participated in the fight and must be
disqualified.

4). Only disqualify a player if you are certaintg$ identity. If two players are involved in a
fight, don't disqualify one unless you know thentiy of the other.

3-6: Fouls that should always be called
The following fouls should always be called:

1). Team A player out of bounds Whenever any eligible receiver touches the bfd#ra
voluntarily going out of bounds during a pass plays always a foul. He gains an advantage
by avoiding the attention of defenders. He is aistating the spirit of the rules: flag football
has a defined playing area, and the players shaaidthe game inside it. Remember that a
player is out of bounds even if only one foot toegtthe sideline or end line - this must be
called. However, if contact or a (shadow) blockTmam B forces him out of bounds, it is a
foul against Team B and the player remains eligitthe returns inbounds immediately.
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3-7: Common kitted-game fouls that should not be dizd

The following fouls do not exist in flag footbadihould never be called, and if a foul marker is
thrown for any of them, it should be waved off.

1). lllegal formation: There is no such thing as an illegal formationy Atayer may line up
on the line of scrimmage, as a back, or in a pwsitthere it is not obvious if he is a lineman or
a back. There are no numbering restrictions oejgxans.

2). lllegal forward handoff: A forward handoff is only illegal if it takes pla beyond the line
of scrimmage, where any handoff is illegal. Behthd line of scrimmage, any player may
hand the ball forwards to any other player. A dideandoff from the QB to the snapper is
illegal.

3). Intentional grounding: For safety reasons, the passer is always allawedrow the ball

away to avoid being sacked, regardless of whdamits and regardless of the position of other
players.

3-8: Other rules applications

1). A catch should not be regarded as completdleifplayer never demonstrates complete
control over the further disposal of the ball.
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CHAPTER 4: GAME MANAGEMENT CHECKLIST

At the earliest possible opportunity after arriviagthe ground, the officials should check all
appropriate items from the following list:

With game or tournament management...

» adequacy of ground and field markings, removdla#fards, etc.

« the time the teams will enter the field, or timeet the first game shall start
» team announcements and the time they will begtheand

« any VIP's or special arrangements for coin tessrony

* National Anthems

« if appropriate, half-time activities, length dfet half-time interval and intervals between
games, etc.

» payment of game fee

» Down box operator

« the balls to be used and whether each teamwyply its own football(s)

* towels

» medical facilities and personnel

» changing room security

« if the officials can have a copy of any video

» whether overtime will be played

With the management or coach of each team...
* player equipment

* roster form

» coach's report card

* names and numbers of captains

» unusual plays or situations

 rule queries

* sideline control

With medical personnel...

* location of medical personnel
 signals to be used to summon medical help tdieia
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CHAPTER 5: GENERAL PRINCIPLES

5-1: Duties and responsibilities

1). An official must have good rules knowledge, &adable to interpret the rules correctly and
fairly. Judgement in all decisions must be coresw must be announced without undue delay.
Officials should not go looking for fouls. They Widccur on their own. Always be sure of a
foul, never guess. Do not penalise a team if yeunat sure. If you only think it's a foul, then it
is not. If you realise that you have made a mistdien inform the rest of the crew (if present)
and ensure that the penalty is not enforced.

2). Each official must:

a. know and announce the down, be aware of whethdirthdo gain is the midfield line
or the goal line, and signal the direction of theea] prior to each snap;

b. be ready to assist another official who is temglyraut of position;

c. observe erroneous procedures or rulings of othiégsiads and attempt prevention and
correction whenever possible;

d. know the prescribed signals and when and how theyld be used;

e. secure a new ball, if appropriate, after all acti@s ceased, and be able to handle and
pass the ball properly underarm 10 yards with ttfé&gectory and nose first;

f. be alert to happenings away from the ball when play left their immediate area -
don't ball watch;

g. call time out for any player who is obviously inga;

h. be prepared, if necessary, to call any foul or mfeaction that they observe, regardless
of specific assignment;

i. communicate with colleagues, players, coaches,larmu®rs or spectators as appropriate
whenever anything unusual or out of the ordinanypess.

5-2: Common sense officiating

1). It is important that you call every foul thaiysee which affects the result of the play, the
safety of the players, or the discipline of the gamdowever, please remember that neither
spectators nor players come to see officials magchip and down the field. Use your
discretion, and above all your common sense. Dileowing the foul marker for a second or
two to give yourself time to review the play mehtal

2). Preventive officiating enables a game to flovaidisciplined manner. Whenever necessary,

talk to coaches or players with regard to theirduan. Neverignore a foul: you must do
something abowtvery foul, even if you decide not to throw your foul rker.
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3). Always acknowledge complaints from players. ¥danot see everything on every play. If
a player makes a complaint against an opponenprégared to observe the next encounter
between them more closely. Request the assistdmthear officials when necessary.

4). When speaking to players, coaches or spectalargys be polite. Your position as an
official does not give you the right to be abusorederogatory. Using soothing language to
defuse hostility.

5). When you have made a decision based on yowsnadison, your experience and your
knowledge, do not back down. Pressure from coagblegers, or the crowd should not be
allowed to influence your judgment. When you arenyg, admit it, but don't allow it to affect
your performance.

6). Praise players for good sportsmanship, but make you do it to both teams.

5-3: Hustle

1). Always try to keep the game flowing smoothlyt lWo not rush. Move quickly when
required, but do not allow your desire for rapidi@t to interfere with your duties nor with
correct determinations.

2). Never hurry the treatment of an injured playére recognition of injured players is the
concern of all game officials. If in doubt, stogetblock and call the attention of the medical
personnel present. The clock can be started agaigls away if the timeout is not necessary.

3). Hustle is even more important than normal & tfame is being played with a running
clock. However, if something unusual happens éiample, if an incomplete pass causes the
ball to bounce thirty yards away from everybody,rbt rush to deal with it. Stop the clock
while the problem is resolved and ensure it igathon the Referee’s ready-for-play signal.

5-4: Boxing in

1). When shifting position during the game alwaystdé surround the play when working with
other officials. A position of "outside looking inis essential for sideline and end line
coverage. Keeping the play "boxed in" should enshat each play is observed from more
than one viewpoint.

2). While the ball is live, don't get too closethe play.
3). Generally, there is no need for any officialatch:

a. The ball while it is in the air (other than a glan ascertain its direction if it may be
coming towards you).

The ball after a pass is incomplete. The deaddpaif once it is marked (see section 5.7)
The spot of a foul after a foul marker has beeawvtirto it (or level with it).

The goal line after a touchdown (or safety) haniss®red.

The sideline or end line after a player has beé&drout of bounds.

A player who is out of the play and has no oppomesatr him.

In each case, there is a need for you to concerdrasomething else more important.

@~ooooT
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5-5: Co-operation and communication

1). It is essential that the officials work togethes a team and that they communicate
efficiently with each other for the purposes of eeffve game administration. Such

communication will normally be verbal but where h@&r communication is impossible or

inappropriate, approved visual signals should leelus

2). The officials must also communicate where appate with players, coaches, spectators
and announcers. If a ruling is puzzling or contrsiad, it is better to take a moment to explain
it than for everyone to continue in ignorance. Yaum is to give information before someone
needs to ask for it.

3). On the sidelines, if there is more than onebgaesent, appoint someone as the "Get-back
coach", responsible for keeping his colleaguesagers in the coaching box and team area.
He can devote more time than you can to keepinglpeaut of your way.

4). All officials must verbally and visually sign#te down number before each down. When
officials disagree on the down, the officials shibuleclare and charge themselves with a
timeout to establish it. They may ask the opiniongdvice of any person connected with the
game that they see fit. When a decision has beached, both Head Coaches should be
informed and it should be explained to them howatrer came about. If the officials agree on
the down but a Head Coach does not, the Referaddsbbarge himself with a timeout and
conduct a head coach’s conference, unless the Beadh can immediately and indisputably
demonstrate that he is correct. The opposing Ha@ath should be kept aware of what is
going on.

5). At the end of a down, if you are the coveriffiic@l and you are sure the ball is dead, blow
your whistle. It should be blown with authority,tjost a peep. Other officials should echo the
whistle only if it is necessary to end continuing action initte#ea of coverage. Never be the
first official to blow a whistle if the ball is nah your zone of responsibility. Don't toot your

whistle unless you have thrown a penalty flag beowise need to attract attention.

6). If you blow an inadvertent whistle, don't think one will notice. Continue to blow and
make sure the play is killed. Admit your mistakel &ollow the procedure laid down by rule.

7). Your body language says more than you thinke-alware of it. An official moving
hesitantly (e.g. towards the spot where a catchattampted) is a sign that they are not sure of
the call and need help. Be aware of such body kgesignals by colleagues and be prepared
to assist them where you can. Never point at ptayar coaches in a disapproving or
threatening manner.

8). Don't shout at people - it indicates your loggontrol. Never swear at a player, coach or
colleague.

9). The following points illustrate good and badgiice when officials disagree on a call. If
necessary the Referee must be the final arbitdreoflecision. The game clock should always
be stopped while discussion takes place.

a. Officials who disagree on a call must be callecethgr to discuss the matter with each
other. The best place for this conference is atdeed-ball spot or the spot where the
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contentious matter took place. The conference shbal conducted calmly, without
raised voices or overt gestures. Officials not lngd in the conference should keep
players away, while maintaining coverage of theddeall spot and any other relevant
spots.

b. Ask the officials to describe what they saw, nat jwhat they are ruling. One official
may accept that another had a better view of thg. fMlake sure that all relevant facts
(e.g. whether the ball was live or dead, whetheriicident occurred before or after the
change of possession) are mentioned.

c. Distinguish between issues of fact (e.g. what hapg®), issues of judgement (e.g. did
it happen intentionally?) and issues of rule (&fat does the rulebook say we do in
the given situation?).

d. Cut short the conference once all the officialsossned have given their view and
opinion. There is no time for repeated remarksegsslclarification is necessary) and
encourage everyone to stick to the point.

e. ldeally, the officials concerned will come to thedwn resolution and notify the
Referee.

f. If the officials cannot agree on the call, it ismally best to go with the call made by
the official with primary responsibility for makinig. Going with the call made by an
"experienced" official over that made by an “inexgeced" official may cause
problems in the long-term.

g. Remember the "when in doubt” principles.

h. Once a final decision has been made, the Refermaélcsignal and/or announce the
outcome decisively. The need for the decision toclsarly notified to everyone
becomes greater the longer the conference takalsolhelps to sell the call if all of the
officials nod their heads in agreement during dhatend of a discussion.

i. If an official does not agree with the final deorsi he must not make any statement or
gesture that would give that impression.

5-6: Signals

Note: Where a sentence is marked with an asteriskfidicates that the sentence or section
does not apply after the last two minutes of a.half

1). Officials' signals should be clear, distinctiateliberate at all times.
2). Covering officials should signal a timeout whae rules provide for stopping the clock or
when a timeout is charged to a team or to the Refe®ther officials should repeat timeout

signals.

3). The usual timeout signal is S3. However inftilwing circumstances the specified signal
should be used instead of the timeout signal:

a. *when a touchdown or try is scored - S5;
b. when a safety is scored - S6;

c. *when a forward pass is incomplete, or whenehgmno score on a try - S10.
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These signals are sufficient to instruct the tireeger or clock operator to stop the clock, and
S3 shouldhot be given in addition unless a foul marker has lbeswn, or a charged or injury
timeout awarded.

4). The on-field time keeper should stop the clbeifore giving or repeating any timeout
signal.

5). Signals such as ‘timeout’ or ‘incomplete pasisbuld be repeated two or three times to
ensure that everyone sees them. However, moreitiepgtare excessive. Do not bend at the
waist when giving incomplete pass signals.

6). There is no need for the timekeeper to echovtmal the clock signal (S2). If visual
confirmation is required, the timekeeper may ugaai Sup12.

7). When giving signals at the end of a play, curi to face the players in your area of
responsibility until all threat of further actioras passed. If you signal clearly enough, your
fellow crew members, the occupants of the pressamakthe spectators will all see the signal
whatever direction it is given in. It is only theefRree's signals on penalties and unusual
incidents that need to be given in the directiothefpress box.

8). Unless you are absolutely certain that the iRef&knows that the line to gain has been

reached, that the play ended out of bounds, tlesé tvas a change of possession, or that there
was a score, repeat the signal(s) you have givea gou have established eye contact with the
Referee.

9). Don't get excited when giving signals (espégcidb). Be tranquil and poised. Don't become
emotional. Maintain your equanimity.

10). Do not use the dead ball signal (S7) to indithe end of a play.
5-7: Marking spots and spotting the ball

1). Remember that in flag football, the dead-bp#itss the point where the ball is when the
runner was deflagged. A touchdown has not beeredaamless the ball has broken the plane of
the end zone.

2). At all times, inbounds spots should be markgdduaring off as follows:

a). If you are on or near a sideline, move quiddyvn it until you are level with the spot, then
come infield off the sideline if appropriate.

b). If you are in the middle of the field, headadnstraight line at a right angle towards the
appropriate goal line until you are level with th@ot, and then move parallel to the goal line
towards the player with the flag if appropriate.

3). If it is necessary for you to mark the spot #meh spot the ball, hold the spot until a player,
official, or other person brings you the ball, thake it to the centre of the field to spot it.yTr
to get it as close to the centre as possible bott deaste time looking for the exact spot.
Cones or pylons behind the end zones may help.
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4). Remember that the ball has crossed the midiiileédand the goal line becomes the line to
gain when the slightest part of it is touching lihe.

5). At the start of a new possession, positionbdéwith its nose on the 5-yard line. On a try,
position the ball with its nose on the 5-yard oryB2d line as appropriate.

6). When spotting the ball, face the sideline aoittie goal line.

7). Instruct players that when they stop someonemoving their flag, they should raise the
flag high in the air, return it when the runnersafdr it, and they are not to leave the spot until
an official has marked it and releases them.

5-8: Fumbles

1). If the ball is fumbled, or a backward passnisomplete, the ball is dead and the down is
over. If it was fumbled backwards or forwardgsispotted where the player lost the ball.

2). Do not allow players to attempt recovery of émyse ball. Blow the whistle as soon as it
hits the ground.

5-9: Written records
1. All officials should record, in writing:

« result of the toss

+ scores

« charged team timeouts

« duration of the game

- all fouls that they call (whether accepted, dedir@ancelled or offset)
- all disqualified players

- all players penalised for unsportsmanlike conduct

Officials may also be requested to nominate a chtdifor a ‘Man of the Match’ or similar
award.

5-10: Timing responsibilities

1). On a 2-man crew, the Referee shall be resplenfsibthe 25-second clock and the 7-second
limit for the QB. If he is also running the gameak, he may time the 25-second clock with a
separate stopwatch, or by reference to the gane& olohis own mental count (for example, if
the game clock is running with 5:00 remaining ia geriod when the ball is declared ready for
play, the 25-second clock will expire at 4:35 remirag).

2). On a 3-man crew, the Referee shall be resplenfsibthe 25-second clock and the 7-second
limit for the QB. The Field Judge is running thergaclock.

3). On a 4-man crew, the Referee shall be resplenfsibthe 25-second clock and the 7-second
limit for the QB. The Back Judge is running the gatiock.
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4). The duration of a game is defined as the tirmamfthe first snap to the Referee giving the
end-of-game signal (S14), including the half-timmteival and time for any stoppages or
suspensions.

5-11: Counting responsibility

1). On a 2-man crew, the Referee shall count Teaandibe responsible for Team A’s huddle,
and the Linesman shall count Team B and be redplenfsir Team B’s huddle. Each official
shall be responsible for the legality of substiin$ along his sideline.

2). On a 3-man crew, the Referee shall count Teanvith the Linesman, and be responsible
for Team A’s huddle. The Field Judge shall coueam B and be responsible for Team B’s
huddle.

3). On a 4-man crew, the Referee shall count Teamith the Linesman, and be responsible
for Team A’s huddle. The Back Judge shall counariieB, with the Field Judge, and be
responsible for Team B’s huddle.

4). Having more than 5 men on the field and notcingy it is one of the worst errors a crew
can make.

5-12: Conduct

1). Remember that your conduct before, during, afidr each game is subject to public
scrutiny. Always conduct yourself in a manner hiefit an official.

2). Officials bear a great responsibility for endering public and participant confidence. They
are judged by everything they do, on the field affdit, before, during and after the game.
Greet and treat the personnel from each team gguatin't banter with spectators. Don't
fraternize with anyone.

3). Perform warm-up exercises before the gameearptivacy of the changing room or well out
of sight of players and spectators. Do not test yahistle on or within hearing of the field of
play. Do not toss footballs around or indulge iy ather recreational activity in sight or sound
of spectators, players or other personnel.

4). No official is permitted to consume any proteli drug or alcoholic beverage, or be under
the influence of one, either before or during alayng or tournament, or to smoke near the
field.

5). Do not provide any team, coach or player witly snformation pertaining to any other
team, coach or player. Do not carry gossip from wan to another, nor make statements
about another crew or another official.

6). Do not engage in arguments with anyone aftergdime regarding any decisions made. If
they wish to make a complaint, refer them to yaypesvisor. Questions of judgment on the
part of any official are not open to argument «ithe the field or after the game.

7). Be loyal to your fellow officials, to your offiating organization and to football.
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8). Report immediately to your supervisor any apploby anyone regarding the possibility of
an attempted bribe or any other unethical act.

5-13: Dealing with the media

1). Always be courteous when dealing with the newedlia, but remember that your job is
officiating and that you are not a spokesman fgrtaam, league or officiating organization.

2). You may at any time, except in the emotion-ghdratmosphere of a game or its immediate
aftermatch, explain and discuss a rule. Do not,évaw discuss a particular play, ruling or

interpretation except after the game to answeripepiestions from reporters attending the

game. The best place to do this is in or immedjabeitside the officials' dressing room. Be

sure the crew discusses the play in private, arkkemaure all the facts are clear, before the
Referee talks to the reporters.
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CHAPTER 6: PRE-GAME CONFERENCE

A pre-game conference is an opportunity for offeito get into the right frame of mind to
officiate a flag football game: for this reason r@qgame conference should always be held.
Before a tournament, it may be appropriate forth# officials present to hold a joint
conference. All aspects of the game must be covdtenhg the pre-game conference, this
includes both rules and mechanics. Discuss rareuandual game situations and decide how
you would cover them. Describe experiences of presgames and how you handle them.

The following checklist is provided as a guide.

6.1 - Pre-game duties

6.2

6.3

6.4

6.5 —

Coaches certification

Conduct a check of players’ equipment

Check balls (no need to mark)

Identify medical facilities

Instruction of down box operator and alternatepréfsent
Location of tournament management

Inspection of field

- Coin toss procedure

Mechanics and options

- Plays - general

Positions

Count players

Legality of formations: are players on the corgde of the ball?
Man in motion

Legality of snap

Blitz line patrol

No run zone enforcement

— Running plays

Coverage of runner - in backfield, up the middieeaps, pitchout, option plays
Action in front of runner

Cleanup coverage

Forward progress - out of bounds

Goal line/short yardage situations

Passing plays

Coverage of passer — 7-second limit, roughing, &dipass vs. fumble
Passer/pass behind/beyond line of scrimmage: glamifsdiction
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» Forward/backward pass/fumble: clarify jurisdiction

» Coverage of receivers

» Complete/incomplete

» Pass interference - offensive, defensive

» Touching of a pass in flight

» Coverage on interception - momentum into end zanesrse mechanics

6.6 — Try downs
* Positions
e 1ptvs2pts
» Coverage when defense gains possession

6.7 - End of period duties

e Half-time
* End of game

6.8 - Timeouts

* Records
* Positions

6.9 - Fouls & enforcement
* Reporting - who, what, where, when
» Recording fouls
* Options
» Signals
* Enforcement

6.10 - In case of injury

* |f one official is hurt
+ |f two officials are hurt

6.11 - Overtime

* Review rules for overtime
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CHAPTER 7: PRE-GAME DUTIES

1). Arrive at the stadium at least 1 hour beforegtart of the game or tournament. As early as
possible after arriving at the stadium, inspectfdodities and the playing surface, particularly
for hazards and obstructions. Seek the cooperatiogame or tournament management to
rectify any faults.

2). All officials should participate in a thorougbnference to prepare mentally and to review
the flag football rules and mechanics. The comfegeshould be based on a guide such as the
one in chapter 6. If there is more than one crmggnt, hold a joint conference if possible.

3). Prior to the game or tournament, identify amoduce yourselves to game or tournament
management. Discuss with them any and all pettiissnes (for example, when you are to be
paid, which clock rules are to be used, whethertowe will be played and what form it will
take, which field(s) you will be working on, whethany card checks will be conducted and
what form they will take, whether you will be recpd to take and keep roster forms, etc.)

4). Check your watches for accuracy against abieliaource. Each official should carry at
least one countdown stopwatch, which should bekatetor reliability and accuracy.

5). If possible, examine the game balls. If theyacceptable, return them to the teams.

6). Leave in enough time to arrive at the fieldragpmately 15 minutes before the start of the
game. Be aware of potential long journeys to fletd fand the time they will require. If
neutral balls are to be used, carry them with you.

7). Note the location of team areas and medicalittas. Check that game management has
made any necessary changes to rectify faults infdabdities or playing area. Check that
representatives of both teams are present.

8). Conduct a check of players’ equipment to entheit is safe and legal.

9). Confirm with both Head Coaches that their teanesfully present and ready to begin.

10). Take up position and conduct the coin tossgatare detailed in Chapter 8.
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CHAPTER 8: COIN TOSS

1). After completion of pregame duties:

a). On a 2-man crew, the Referee and Linesman dhposition themselves on opposite
sidelines at the midfield line. They should thenast the captains to the centre of the field.

c). On a 3-man or 4-men crew, the Referee (and jBdgk) should take up position in the
centre of the field on the midfield line. The Lamean and the Field Judge should gather the
captains, escort them to the Referee, and themrituhe sidelines.

2). When the captains (no more than two from eaam) have arrived at the centre of the
field, they should be positioned opposite each rottieh their backs to their own sidelines.
The visiting team should then be invited to movena and shake hands with the home team.
If another official will present, he should take aposition where he can witness the toss and
observe both sidelines.

3). The Referee shall introduce himself and, ispre, other officials to the captains.

4). During the toss ceremony, only those partidgigain the ceremony should be on the field
of play. All other players, coaches, etc. shouldnbthe team area.

5). The Referee shall:
a. ask the visiting captain to call the toss;
b. toss and catch the coin (unless a VIP will perfajm

c. indicate the winning captain by placing a hand @nghoulder. Placing the hand near
the captain's shoulder is adequate providing tieasiis clear.

d. explain the result of the toss.
6). The winning captain has no options: his tearh aive first possession. The losing team
will then choose which end of the field to defeadd will have first possession in the second

half. The teams will change ends at half-time anatically.

7). The captains shall then be instructed to mewaral so that they are facing each other with
their backs to the end zone which they will be ddfiag in the first half.

8). The Referee shall go near the captains ofdhm tthat won the toss, announce that “(Team
name) has won the toss and will have first possa$sind signal first down (S8).

9). As the captains return to their team areas poffieials will record the result of the toss.
Handshakes or other crew activities at this jurechould be unobtrusive. If teams are not
supplying their own footballs, the Referee shathaba ball to begin the game with.

10). At the request of game or tournament managgrtirentoss of the coin may be performed
by an individual or attended by a small group afkpas.
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CHAPTER 9: MECHANICS

On a 2-men crew, the officials are the Refereethadrield Judge.

On a 3-man crew, the officials are the Refereel.thesman, and the Field Judge.

On a 4-man crew, the officials are the Referee,Lihesman, the Field Judge and the Back
Judge.

The Referee shall wear a white hat and the othHfasial$ shall wear a black hat with white

piping.
9-1: Basic scrimmage down position - Referee

1). On 2-men crew, your basic scrimmage down posiis on the LOS of the visiting team
side with the down marker. On 3 or 4-men crew, magic scrimmage down position is in the
offensive backfield on the throwing arm side of thearterback, at least 5 yards deeper than
the deepest back and no closer than 10 yards fméhef scrimmage (except near A goal line).
You should be able to see all the players frompbsition

2). Count Team A and signal your count to the Linas. Watch for his counting signal. If
you are giving signal Sup4, wait for him to checkycount.
On 2-men crew, Count Team A twice (because you dimne).

3). Identify the legal blitzers, with the help dfet Field Judge. Know who has established an
unimpeded path to the QB.

REMEMBER : to have a clear path to the QB, thezblifs) must raise one hand and be sure
that the Center or the QB have seen him/them.

4). Watch for the snap of the ball. Be aware deptal illegal motion, shifts, encroachment,
or false starts by Team A, and potential offside'bam B. Ensure the snap is legal, but do not
be overly picky with very young players.

9-2: Basic scrimmage down position — Field Judge

1). On 2-men crew, your basic scrimmage down pmsshould be on the sideline opposite the
Referee, 7 yards beyond the line of scrimmage, imgrkeam B'’s blitz line. On 3 or 4-men
crew, your basic scrimmage down position should¢he sideline opposite the Linesman, 7
yards beyond the line of scrimmage, marking Teamtitz line

2). On 2-men crew, Count Team B twice (becausedmit alone). On 3-men crew, count
Team B to the Linesman, on 4-men crew, to the Baclge.

3). Watch Team B. Their movement will tell you whtre play has begun. Be aware of

players moving back and forth over the blitz linénow who is eligible to blitz and
communicate this to the Referee before the snap.

9-3: Basic scrimmage down position — Linesman

1). Your basic scrimmage down position is on thesL@d the side of the visiting team with the
down marker.
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2). Count Team A and signal your count to the ReferWatch for his counting signal. If you

are giving signal Sup4, wait for him to check yeount. If he is giving signal Sup4, drop your

signal. If you count 6 or more, give signal Sugien blow your whistle and penalise Team A
for illegal substitution. If the ball has been gpad, do not blow it dead: penalise it as a live-
ball illegal participation foul.

3). Watch Team B. Their movement will tell you whthe play has begun. Be aware of
players moving back and forth over the blitz linlKknow who is eligible to blitz and
communicate this to the Referee before the snap.

9-4: Basic scrimmage down position — Back Judge
1). Your basic scrimmage down position should b¢hen_M side in front of the FJ.

2). Count Team B and signal your count to the Firldge. If you count 6 or more, wait for
him to check your count.

3). Watch Team A. Their movement will tell you whitve play has begun.
9-5: Running plays

1). The Referee should trail the runner. The Lim&s may begin moving to cover the play,
but should be aware of a reverse or other suddamgehof direction or play.

2). On a running play up the middle, the Referadstthe runner, keeping as many players in
front of him as possible. He has responsibility tiee runner and action behind him. The
Linesman and the Field Judge cover the play froen dideline and have responsibility for
action ahead of the runner. The Back Judge is tapfar (shadow) blocking.

3). On a running play that develops to the Linesmaideline, the Linesman remains on the
sideline. He has responsibility for it and for tk@ner. The Referee trails the play, remaining
close to the centre of the field, and has respditgifor action ahead of and behind the runner.
Both officials remain aware of the possibility ofeverse or other sudden change of direction
or play.

4). On a running play that develops to the Fieldgé&s sideline, the Field Judge shall remain
closer to the sideline than the runner. He hgsoresibility for the sideline and the runner, and
must be in position to rule if the runner is outounds. The Back Judge stay inside to obtain
a better view and is responsible for action ahdaahd behind the runner. All officials remain
aware of the possibility of a reverse or other sidchange of direction or play.

5). If a long run develops, the Field Judge hapaesibility for the line to gain, Team B’s goal
line (4-men crew : BJ), the runner, and his sidgelihit is threatened. The Field Judge has
responsibility for action ahead of or behind therner, and his sideline if it is threatened.

6). Remember the following: the player who takes shap may not run with the ball past the

line of scrimmage unless he has lost and thenmedgiossession, and no handoff or backward
pass may be made beyond the line of scrimmage.
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7). Be alert for potential reverses, flea-flickeos, other trick plays, especially a run/pass
option.

8). All Team B players are eligible to cross theelof scrimmage once a handoff or backward
pass has been made or faked. The Referee is s#sfgofor ruling on the legality of Team B
players who cross the line of scrimmage.

9-6: Passing plays

1). The Referee is responsible for the 7-secorttictsn. If the player who receives the snap
hands off, no player has the 7-second restrictewen if the player who receives the snap
comes into possession of the ball again. Blowmthistle and throw a foul marker as soon as
your count reaches 7. You should give a hand kighe you are counting and verbalise the
final three seconds of the count.

2). The Referee shall drop back to stay clear efgbtential passer. Watch for fouls against
him and penalise any Team B player who crossebn@ef scrimmage if he is not entitled to
do so.

3). After the pass has been thrown, the Refereeldhensure there will be no continuing
action concerning the passer, and then watch thekthe pass, moving if necessary to obtain
a better position. The Linesman should move tow#rdsspot where players are congregating
to receive the ball. If it is near his sideline $hould remain on it: otherwise, he may come
infield to obtain a better view of the action.

4). The other officials shall remain on their sides and move towards Team B’s goal line,
covering the receivers on their side of the fiefdiluthe pass is thrown. Once the pass is
thrown, they may come into the field if necessarylttain a better view of the end of the pass,
unless it is obviously towards their sideline, ihigh case they must remain there to rule on
action involving it.

5). All officials may be responsible for ruling @ontrol of the ball, depending on who has the
better position to see it. When an airborne playsampts to catch a pass near the sideline or
end line, watch his feet first to see whether hme® down in bounds. If he does, then look to
his hands to see whether he has control of thelbgthu look at his hands first, you may miss
the instant when his foot touches the ground.

6). When an airborne player attempts to catch a paar the sideline or end line, watch his
feet first to see whether he comes down in bouldse does, then look to his hands to see
whether he has control of the ball. If you loolhat hands first, you may miss the instant when
his foot touches the ground.

7). If the pass is complete, officiate the resthef play as you would a running play.
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9-7: Declaring dead ball:

1). When you are sure that the ball is dead by, rolew a clear, confident blast on your
whistle. Remember that it is the actions of theyets that cause the play to end and that your
whistle is just confirming it.

2). If the clock should stop, all officials shousignal timeout (S3) unless another signal
supersedes it, and the timekeeper should stoddbk. c

9-8: Short yardage near the midfield line

Be aware of the position of the ball. The closaf§itial has primary responsibility for the
midfield line.

9-9: Short yardage near Team A’s goal line

Be aware of the position of the ball. The Refdras responsibility for Team A’s goal line.

9-10: Short yardage near Team B’s goal line

1). Be aware of the position of the ball. If thedlbs outside the no-run zone, the Field judge
has primary responsibility for the goal line andesesponsibility for the end line on 2 or 3
men crew. The Referee may attempt to assist ajdhkline if appropriate.

2). If the ball is inside the no-run zone, the lsm&n is responsible for the goal line and the
Field Judge on 3-men crew or the Back judge on d-anew is responsible for the end line.

9-11: First down yardage
1). After every play, check to see whether Teanma# &chieved the line to gain.
2). If it has, stop the clock (if appropriate). eTReferee should give signal (S8).

3). The first down signal (S8) should also be gilegrthe Referee when there is any change of
possession.

9-12: Interception returns

1). When there is an interception, the officialswdl reverse their normal mechanics and then
officiate the play as a long run, with the Referegponsible for Team A’s goal line.

2). Remember that the ball is not returned to th@rd line for the start of the next series.

Play continues from either the end of the run,gpet where the ball is relocated by penalty, or
with a try down.

9-13: Scoring plays and the try

1). When you are sure that there is a score, blowv whistle and give the appropriate signal
(S5 for a touchdown, S6 for a safety). If you aot the Referee, hold it until you are sure the
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Referee has seen you. If you are the Referee,itledger a second while performing clean-up
duties. Then give a final, confirming signal. Hadt for 5 seconds.

2). If a touchdown has been scored, the Referdeditain a ball and move towards Team B’s
5-yard line. Spot the ball there unless Team Artjeindicates its desire to attempt a 2-point
conversion, in which case the ball should be sddtfeyards from the goal line.

3). Remember that you must accept the first chmiade by the scoring team and they may not
change their minds after the ready-for-play haslmpeen.

4). If the try is good, the Referee shall signéln@cessary) and confirm it as he would a
touchdown, and also confirm whether it is for 2qggoints. If it is no good, give signal (S10).

5). After a safety, the scoring team takes possestiits 5-yard line.

9-14: After each down
1). The appropriate official shall mark the spot.

2). Either official may retrieve and/or spot thellbaThe Field Judge and Linesman have
primary responsibility for doing so.

’’’’’’’’’’’’’’’’’’’’’’’’’’’’’’’’’’’’’’’’’’’’’’’ bean-bag procedure is unneces:

B). Change your down indicator to reflect the newnd. Announce it verbally and visually._ - { Commentaire [AD1] : The
On 4" down, you must be sure that both Head Coachesveaee that it is & down. Pt s £ it SpY

4). The Referee shall check the status of the gelmek with the appropriate official, and
declare the ball ready for play by blowing his vileisand giving signal (S2) when the officials
are in their final position. If the clock shoulth’ on the ready-for-play, he should give signal
(S3).

5). The 25-second count starts when the Referelardscthe ball ready for play. If Team A

are not in position to snap the ball, warn themhwét call of "Time" when there are
approximately 10 seconds left.
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CHAPTER 10: TIMEOUTS

10-1: Charged timeouts

1). The Referee shall signal a charged timeoutdaynf the requesting team's goal line and
giving the timeout signal (S3) followed by a "chirak signal" with the arms shoulder high.
There is no need for the Referee to sound his lghist

2). If the timeout is the second and final one ghdrto that team, the Referee shall in addition
give two pulls on an imaginary steam whistle (withblowing his whistle)The Referee will
personally ensure that the Head Coach and captainf éhe team are aware that all their
timeouts have been used.

3). The official recognising the timeout shall fpthe Referee of the identity of the requesting
person.

4). All officials must record all timeouts, includj the period and time remaining on the clock.

5). The officials shall inform both Head Coachesh&f number of timeouts remaining for each
team, and the time remaining in the period.

6). The timeout interval will be timed by an apmiafe official.
7). During the timeout, and while the officials ai@ performing other duties:

a. the Referee remains with the ball at the succeespogy
b. other officials (if present) observe the teams ftomir sidelines

10-2: Officials’ timeouts

1). If a timeout is not to be charged to eithemntgthe Referee shall signal timeout (S3) and
then tap his chest.

2). The Referee shall declare the ball ready fay pls soon as the reason for the timeout has
been met (e.g. an injured player has left the f&ld is not in any danger).

3). If an injury timeout is prolonged, or the gameuspended for some other reason, send the
players to their team areas.

4). Only the Referee can stop the clock for a HEadch's conference. The conference will
take place on the sideline. The Head Coach whoestqd the conference is the only coach
who may attend it. If present, another official mg® with the Referee to witness the
conference. If after the conference the ruling as atered, his team will be charged with a
timeout, in which case the procedure for a chatgeédout (including giving the team their full
entitlement of time) will be carried out. If a teaasks for a timeout which is in fact intended
to be a request for a coach's conference and thegy ris then altered, they should only be
charged with a timeout if they subsequently reqadstther timeout.
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5). If the game is disrupted for any reason, dicizfls should record the down, the team in
possession, the position of the ball, and the tisngaining.
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CHAPTER 11: CALLING FOULS
11-1: Calling official

1). Any official observing a foul shall drop or thw a foul marker at the proper spot, making a
mental note of its position. If the foul markerlgabn the wrong spot, move it to the correct
spot. Move the foul marker with authority. Dony to nudge it with your foot in the hope that
no one will notice.Note which team had possession of the ball at toenemt the foul
occurred, and whether the ball was live or dead.spat fouls near the goal line it is
particularly important that the foul marker falls the correct side of the line.

2). If the ball is live, donot blow the whistle until the ball becomes dead (ssléhe foul
causes the ball to become or remain dead).

3). When the ball becomes dead, continue to blow ydhistle in short blasts until any other
officials know that you have seen a foul. Give tineeout signal (S3) if the clock needs to be
stopped. If the foul is a spot foul, cover the fouarker and, if necessary, ensure that the
Referee comes to you.

4). Unless you are holding a spot, go quickly ® Referee and verbally report the foul. If you
are the Referee, report the foul to another offickve the following information:

a. the nature of the foul;

b. the offending team, by colour and/or by offenseddeg;
c. the offending player, by number or position;

d. the enforcement spot

e. whether the ball was live or dead at the time efftbul and, if appropriate, whether it
occurred before or after a change of team possessio

5). If more than one official throws his foul markée.g. scrimmage line infractions,
interference), all calling officials shall consulith each other before reporting the foul. If you
observe an official throw a flag which may be fasp interference and you believe the pass
was uncatchable, the recommended thing to sayetoffitial is, "Was that pass catchable?" If
sure it was he should reply, "Yes, it was." If sate that it was, he should reply, "What did
you see?" Don't assume that everyone saw the ssuyeualf you have to throw a flag for a
foul clearly in someone else's area, it is coursdoudiscuss it with them.

6). When reporting fouls to the Referee, do nohptd teams or players. After reporting, stay
near the Referee in case he needs to ask yourfoefuletails. Avoid conferences except when
absolutely necessary to obtain information from enttran one official. Only those involved
should be included.

8). In the event of a disqualifying foul, the oféit calling the foul, accompanied by another

official (if present) as witness, shall notify thiead Coach of the number of the player who
has been disqualified and the nature of the fouheMV reporting to the coach, the
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recommended wording is "X just disqualified himdadfcause ..." or "X is disqualified because
...", rather than "I am disqualifying X becausé The opposing Head Coach should also be
notified of the disqualification.

9). Verify that the penalty is enforced correctBheck the enforcement spot, the distance, and
the direction. If you think it is wrong, inform thReferee immediately. If a player has been
disqualified, ensure that he has left the team.area

10). Officials should record all fouls they call Hather accepted, declined or cancelled by
rule).

11-2: Other officials

Other officials, if present, should assist by cavgrelevant spots and keeping players clear of
conversations between officials.

11-3: Enforcement procedure
1). After receiving the report of the foul, the Befe shall, in a crisp and clear manner:

a. Give the preliminary signal(s) to the appropriatiesexcept if the choice is obvious.
[Note: A preliminary signal consists of (i) the & for the foul; and (ii) point to the
offending team. ] Give the dead-ball signal (S7jobe giving the foul signal for a
dead-ball foul. Daot announce the foul verbally at this stage.

b. Explain the foul(s) and option(s) to the offendexm. Notify the captain of the
offending team of the foul called and, if possiblee number or position of the
offending player.

c. Notify both captains and Head Coaches if the pgmalolves the loss of a down.

2). While the Referee gives the preliminary sigraipther official shall call the captains
together, so that they may be notified of the fant the options. Another official shall be
present when the options are given, and shouldkdheat they are given correctly.

3). If the offended captain's choice of option lwious, or if the penalty must be accepted or
declined by rule, the Referee shall announce itmndeed with enforcement or declination. If

the captain objects or the choice is not obvioke, Referee shall fully explain the options to

him and conform to his choice. If the captain hagauine decision to make, make sure he is
facing his team area so that he can see signaisHi® Coach.

4). The Referee shall instruct the Field Judgenabe spot of enforcement and the yardage to
be marked off. The official, while carrying thellbahall determine the spot to which the ball
should be taken and move to it, stepping off eaatd yof the penalty. It is important that
officials take care to enforce the correct yardagel that they can reasonably estimate how far
one yard is without the aid of marked lines.

5). While the official is marching off the penalthe Referee shall take a position in clear view
and give the final signals to the press box sidieffield only.
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a. For each foul, the Referee shall give the apprapségnal and then point towards the
offending team's goal line.

b. In the case of a contact foul, the Referee shallths contact foul signal (S38).
c. If the penalty is declined, the Referee shall gise the penalty declined signal (S10).

d. If there are offsetting penalties, the Refereeldighal the home team's foul, point to
that team's goal line, then signal the away te&wn’s point to that team's goal line, and
finally give the offsetting penalty signal (S10).

e. While facing the press box, the Referee shall etgiche number of the next down.

f. The Referee shall announce the penalty, includiegidentity of the offending player
by number (or position if the number is not known).

6). If there are multiple dead-ball fouls which dot cancel by rule, all penalties must be
marched off and the position of the ball recon®deafter each. Half-distance enforcement
should also be checked before each penalty.

7). An official must relay to the Head Coach details of the foul ikiby his team, including,
where possible, the humber or position of the affieg player and precisely what the player
did that was illegal. If the penalty involves lasisdown, the Coach must be notified of that
fact. The Coach must also be notified of any unusnéorcements or judgments whether or
not they are against his team. Examples might delulags waved off (disregarded);
uncatchable passes; any unfair tactics or unfésérealls. (See Rules 9-2-2.)

8). The Referee may forego giving a preliminarynsigif the enforcement is "obvious" (e.g.
false start, delay of game, other dead-ball fouls).

If a foul marker is to be disregarded, the Refesteal give the disregard flag signal (S13). This
signal is not given by the official who threw tHad, unless it was the Referee.
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CHAPTER 12: TIMING AND THE END OF PERIODS

12-1: Two-minute warning

1). The on-field timekeeper shall issue the twoutenwarning when the ball is dead and
approximately two minutes or less remain in thef.hdf a touchdown has been scored, the
two-minute warning will be given after the try.

2). The two-minute warning does not need to bergivih exactly 2:00 remaining and the 25-
second count should not be interrupted to give it.

3). The Referee shall announce the two-minute wgrand signal it to both sidelines using the
timeout signal (S3). The Referee shall ensure tthatcaptain and Head Coach of each team
have been informed adxactly how much time remains in the half, not merely tthas the
two-minute warning.

4). After the two-minute warning, the clock sha#rs on the snap.

5). The two-minute warning is not an extended tonéand the Referee should declare the ball
ready for play immediately after announcing it,asd there is an injured player or some other
appropriate reason (for example, in hot conditittres Referee might agree with both coaches
before the game to extend the two-minute warningrder to allow players to take on water).
Otherwise, if a team wishes a longer delay at Weerhinute warning, they must call and be
charged with a timeout.

12-2: End of period

1). Near the end of each half, the on-field timepger should ensure before the start of each
play that all officials are kept informed of theng remaining. After the two-minute warning in
each half, or on request, he must inform the caad Head Coach of each team of the exact
time remaining each time the clock is stopped.

2). The on-field timekeeper is solely responsilbledetermining when a period has ended and
whether or not the ball was snapped before timé&eop

3). When time expires, the on-field time keeperllsbaund his whistle if the ball is dead.

Officials should assist in relaying a ball to thef&ee, who shall signal the end of the period
by giving (S14) and blowing his whistle.

12-3: Half-time
During a tournament, the half-time interval willuadly be minimal and last approximately two

minutes. The Referee shall allow each team a ned® amount of time to obtain refreshment
before ordering the second half to begin.
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12-4: End of game

1). By rule, the game is ended, the score is fawad, the officials’ jurisdiction terminates when
the Referee holds the ball up. No decision mayaken, retracted, or changed. All officials
should be absolutely certain that the game may rikeck before allowing the Referee to
terminate it.

2). All officials should immediately assemble nélae middle of the field and leave the field
together at a leisurely and uniform pace. They khowither seek nor avoid coaches and
players. If necessary, they should make sure liegtlhave the game balls with them. If hassled
by anyone, they should keep walking.

3). Any request for discussion regarding the odicig of the game must be directed towards
the Referee. The Referee should be prepared tosdismy rules interpretation (not on the field
and not immediately after the game), but shouldtgdglrefuse to discuss judgment calls. A
tournament representative may be nominated to bandh matters, in which case the officials
shall redirect any request for discussion to him.

4). All officials should complete any administraivduties required of them. During a
tournament, the Referee must immediately procegdumament management and report the
particulars of the game.

5). If necessary, officials are responsible after game to ensure that the balls are returned to
game or tournament management.
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CHAPTER 13: USE OF BEAN BAGS

All officials shall carry at least two bean bagsige to mark spots other than spots of fouls.

Never throw a bean bag; run to a position approtdiydevel with the spoanddrop it. If the
bean bag falls on the wrong spot, move it to threeod spot. Move the bean bag with authority
- don't try to nudge it with your foot in the hotbet no one will notice!

Bean bags shall also be used by the appropriatéabtio mark:

» the spot where an eligible pass receiver voluntagdes out of bounds - this is an
indication that a foul will occur should he touclicaward pass in bounds before it has
touched an opponent;

» the dead-ball spot if the official has to leave #p®t to recover the ball or to observe
action.
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CHAPTER 14: DOWN BOX

14-1: Down Box

1). It is the responsibility of the officials to es¢hat the down box operator is adequately
briefed before the game starts. Introduce yourseliim before the game. Stress to him the
importance of his job.

2). Demonstrate to the operator the signals thatwidl use to indicate (i) the down number;
(i) “Stay!”; (iii) move the box.

3). Instruct the box operator never to move therdbwx, or change the down number, except
at the direction of a game official. If they arddito move and they can see that a foul marker
has been thrown, they must stay where they aredeand the official's attention to the foul
marker. When they do move, they must move quickly &ith no fuss to their new position.

4). Instruct the down box operator that betweenrdow

He must not move until signalled to do so.

He must position the down box level with the nokthe ball.

He should change the number on the down box tarndatated by a game official.

Ideally, he should change the number while movhrggliox to the new position -- i.e.

the box should show the old nhumber at the old osiand the new number at the new

position.

e. In order to keep the sideline clear for the saétplayers, officials and assistants, it is
crucial that, where possible the down box is alwagsitionedsix feet out of bounds
This must be stressed to the down box operator.

f. On the try, the down box shall shoW down.

coow
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CHAPTER 15: AREAS OF COVERAGE
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2 MEN MECHANICS
R/. Near A GL

ML S ]

R R : wait the runner crosses the LOS
FJ:gogentlyto B GL

[ ][] B5] [

2 MEN MECHANICS
Near midfield

R : wait the runner crosses the LOS
FJ : first step to midfield & watch .

RZ

FJ

[ ][] [ [e2]
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2 MEN MECHANICS
Near B GL and 2 point conversion

R : wait the runner crosses the LOS
FJ: go gently to B GL R .
I

=[] [0 [

2 MEN MECHANICS
1 point conversion or no-running

R : watch QB and LOS Zone plays

FJ : go directly to B GL

“FJ

=[] [0 [
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3 MEN MECHANICS
& Near A GL

R FJ R : watch the QB in case of safety
LM : wait the runner cross the LOS
FJ : go gently to midfield & watch

=[] [0 [

3 MEN MECHANICS
R : waich the OB Near midfield

LM : wait the runner cross the LOS
FJ : go directly to midfield and be ready
LM
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3 MEN MECHANICS
Near B GL and 2 point conversion

R : watch the QB
LM : wait the runner cross the LOS Ll\/h
FJ : go directly to B GL

=[] [0 [

3 MEN MECHANICS
1 point conversion or no-running
R:watchthe QB&LOS  ZOQNE p|ays

LM : go directly to B GL .
FJ : go directly to B last end-zone line L

o R

F)—

=[] [0 [
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4 MEN MECHANICS

® NearAGL

BJ

R FJ R : watch the QB for safety
LM : wait the runner cross the LOS
FJ & BJ : go gently to midfield & watch

=[] [0 [

4 MEN MECHANICS
R : watch the QB Near mldfleld

LM : wait the runner cross the LOS
FJ : go directly to midfield and be read).
BJ : soft backpedal
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4 MEN MECHANICS
Near B GL and 2 point conversion

R : watch the QB
LM : stay on LOS

FJ : go directly to B GL .
BJ : go directly to B last end-zone line L BJ

=[] [0 [

4 MEN MECHANICS
1 E%iBnt conversion or no-running

R : watch the

LM : stay on LOS
FJ : go directly to B GL Zone plays
BJ : go directly to B last end-zone line LM BJ__,
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CHAPTER 16: SUPPLEMENTARY SIGNALS

The official football signals (S1 to S52) are désed in the rulebook, but in practice officials
supplement these with signals of their own or otpeople's invention in order to aid
communication in situations where verbal commuicais either impossible or undesirable.

All signals are means of visually communicating @ssage. The source of the message is the
official who gives the signal. The destination loé tmessage may be, in different cases, other
officials, players, coaches or spectators. Visughas may have to be used where either
distance, or noise, prevent audible signals froimgodeard, or where an audible signal is
inappropriate.

16-1. Communication signals
Sup3: the team | am responsible for counting halayers on the field
Signal: clenched fist at shoulder height (with op#ll upward pointing thumb); arm

outstretched to side (see also Sup24)

Sup4: the team | am responsible for counting hari@n 5 players on the field
Signal: one hand on top of head

Supb: the last pass in the backfield was a backpasd
Signal: punch arm into backfield

Sup6: The line to gain is the goal line
Signal: wagging index fingers discreetly at chesght
[Note: This signal should only be used when théibah Team A’s half]

Sup8: the clock stops after the next play
Signal: crossed wrists at chest height

Supll: the game clock starts on the snap
Signal: click fingers

Supl2: the game clock starts on the ready
Signal: circular motion of finger from wrist

Supl3: the catch was complete
Signal: clutch hands to chest in catching motion

Supl4: the pass was caught out of bounds (incog)plet
Signal: throw arms to out of bounds side

Sup24: the team | am responsible for counting h@s fewer) players on the field
Signal: clenched fist with downward pointing thunalojm outstretched to side (see also Sup3)

Sup25: | believe all the conditions for a touchdave met
Signal: fists together with thumbs up

Page 46 of 48 Copyright IFAF Ltd 2010



Sup26: The receiver touched the ball inbounds lslindt have control of it until he was out of
bounds
Signal: move hands (palms up) alternately up anehda front of chest

Sup27: The down box is displaying the wrong number
Signal: give signal S17 (uncatchable forward pbef)re the snap

Page 47 of 48 Copyright IFAF Ltd 2010



CHAPTER 17: INDEX

[To be completed for the Second Edition]

END OF DOCUMENT

Page 48 of 48 Copyright IFAF Ltd 2010



