Meeting No. 4 -   Application and Knowledge & Four Man Mechanics -    Lesson Plan

Introduction to Officiating Excellence - Application  (10 min)



Be Consistent



Be Fair and Neutral



Be Certain and Decisive



Recognize Infractions/ Judgment used





Was it point of attack?





Was advantage gained?





When in doubt rules of guidance?   From rulebook

Introduction to Officiating Excellence -  Knowledge (30 minutes)

Overview of Rulebook

 
Explain that NFHS is base for rules -  


Each state adopts own overtime rules –

Show location of:


2006 Football Rule Changes


Table of Contents


Football Fundamentals – 


Points of Emphasis


Penalty Summary

Basics of Rule 2 – overview


Understand and explain relationship between Rule 2 and the rest of Rule Book


Only 1 rule but comprises 20% of rule book pages.   Importance.


Common thread which connects all other sections of Rule Book. 

Basic Definitions


A Down ends when the ball becomes dead.


Blocking is obstructing an opponent by contacting him with any part of body.


A ball in player possession is a live ball held or controlled by a player


A loose ball is a pass, fumble or kick


A loose ball in Flight has not touched the ground.


A grounded ball has touched the ground.


A catch is securing possession of a live ball in flight.


A recovery is gaining possession of a live ball after it strikes the ground.


An interception is the catch of an opponent’s fumble or pass.


Passing the ball is throwing a ball that is in player possession.


Initial direction of the pass determines it’s status.


Forward Pass – initial direction is towards the opponent’s goal line.


Backward Pass – initial direction is parallel with or toward the runner’s end line.


Kick is the intentional striking of the ball with knee, lower leg, or foot.

A player is a team member who starts either half of the game or subsequently 



Replaces another player.


A player continues to be a player until replaced or until a substitute otherwise 



Becomes a player


A passer is a player that throws a forward pass


A runner is a player who is in possession of a live ball.


A kicker is any player who legally punts, drop kicks, or place kicks.


A substitute is a team member who may replace a player or fill a player vacancy.


A fumble is the loss of player possession, other than by handing, passing, or kick


A muff is an unsuccessful attempt at gaining possession of a loose ball.


Force is the result of energy exerted by a player which provides movement of ball


Force is used only in connection with the goal line and only in one direction.



From the field of play towards the goal line.


A new force can not be added to a ball in flight.


Force is never a factor on kicks going into R’s end zone.


Spearing is the intentional use of the helmet in an attempt to punish an opponent


Previous spot is where the ball was last snapped or free kicked.


Succeeding spot is where the ball would next be snapped or free kicked if a foul 



Had not occurred.


Basic spot is a point of reference for penalty enforcement.



Loose ball play -  previous spot



Running play -   end of run. 


Enforcement spot is the point from which a penalty is measured.


Dead ball spot is the point under which the foremost point of ball is when 



Becomes dead by rule.


Touching refers to any contact with the ball.  in touching it or being touched by it.


Touching always preceeds possession, i.e., if touching causes ball to become dead



Then the subsequent possession becomes irrelevant.


Tripping is the use of lower leg or foot to obstruct an opponent below the knee,



Who is not the runner.


Clipping is a block against an opponent when the initial contact is from behind, 



At or below the waist and not against a runner or player pretending to be.



Clipping is permitted in free blocking zone when:




By offensive lineman on line and in zone.




v. defensive players who are on line of scrimmage in zone @ snap




contact is in the zone.


Blocking in the back is a block against an opponent when the initial contact is in



The opponent’s back, inside the shoulders, and below the helment, and 




Above the waist, and not against a player who is a runner or pretending 



Blocking in back is permitted in free blocking zone when:




By offensive lineman on line and in the zone




v. defensive players in the zone at the snap




contact is in the zone


Clipping and/or blocking in back shall not be called unless the official sees the 



Initial contact.



When in doubt, contact is legal.


Free blocking zone -  6X8 zone around ball




Blocking below waist allowed (sometimes !! – explain)




Allowed when all players involved are on line of scrimmage 




And in zone at snap and contact is in the zone



Disintegrates when ball leaves zone.  2-17-5


Loose ball plays are:  free / scrimmage kicks, legal forward pass


Running plays are everything else. 

Basic Officiating Signals:

Show where in rule book and official’s manual. 

Show where citations of which signal to use found.

Illustrate following:


RFP


Start Clock


Stop Clock


Incomplete Pass


Touchback


TD


First Touching


Disregard Flag


Encroachment

Basics of 4 man Mechanics – Referee (10 min)

Referee

4-Man Officiating Crew

Mechanics

Kickoff

· Position yourself near R’s 5 or 10 yard line inside sideline opposite Head Linesman.

· Count R players and check positions of other officials.

· Hold arm above head to signal other officials and kicker, drop arm and sound whistle to signal the kick to be made.

· Start clock by winding arm motion once R has touched kick, other than first touching by K.

· Pick up runner and follow until releasing to covering official.

· Kick into Endzone – Sound whistle and signal touchback.

· Kick out-of-bounds – determine if R touched or last touched the ball.

Scrimmage Plays

Running Plays

· Once ball is spotted, declare number of down and ball ready-for-play.

· Position yourself 10 yards behind the ball on the QB’s throwing arm side and be able to view backs and tackle on far side.

· Keep the 25-second play clock.

· Count A players and give signal to Umpire.

· Stay behind the play and try to key on action around the play, i.e. illegal block or use of hands.

· Be aware of fumble and mark spot with beanbag.

· Responsible for runner until he crosses the neutral zone or turns upfield.

· Be positive of ball location before sounding whistle, signal number of next down.

· If first down has been made or there was a change of possession, give time-out signal to stop the clock.

Passing Plays

· Refer to first four bullet points of Scrimmage play for positioning.

· As Passer retreats stay wide and deeper than Passer, continue to observe his actions once ball is released. IMPORTANT:  Watch Passer not the ball.

· Once ball has been released, alert defenders – “Ball’s away”.

· Determine whether pass is forward or backward and be alert to illegal pass.

· Continue to observe action behind the neutral zone.

Scrimmage Kick
· Once ball is spotted, declare ball ready-for-play by using established procedures.

· Check down and distance with the Head Linesman.

· Position yourself to view all backs stay in front and to the side of kicker.

· Keep the 25-second play clock.

· Count K players and give signal to Umpire.

· After the snap, watch for fouls behind neutral zone, especially roughing the kicker.

· Be alert for a blocked kick and rule on recovery.

· Kick out-of-bounds: line up covering official with spot ball crossed sidelines and chop in spot.

· Check for fair catch with Line Judge.  If no Fouls, signal to move chains.

Field Goal or Try Attempt Inside the 15 yard line

· Once ball is spotted, declare down number and ball ready-for-play.

· Keep the 25-second play clock.

· Count K players and give signal to Umpire.

· Position 1 yard behind and 2 yards to the side of kicker, facing potential holder and be able to see holder receive ball.  
· Once ball is kicked, move quickly behind kicker into line of flight of ball.
· Rule on kick after getting signal from Line Judge if balled passed over the crossbar.
· Signal score or no score.
· If Try is blocked, sound whistle immediately.  If Field Goal is blocked, ball remains live.
Field Goal or Try Attempt Outside the 15 yard line
· Once ball is spotted, declare ball ready-for-play by using established procedures.

· Keep the 25-second play clock.

· Count K players and give signal to Umpire.

· Position 1 yard behind and 2 yards to the side of kicker, facing potential holder and be able to see holder receive ball.  Responsible for kicker and holder after snap.
· Cover as any scrimmage kick assisting Line Judge with his sideline.

Goal Line Play

· Refer to first four bullet points of Scrimmage play for positioning.

· DO NOT give touchdown signal from behind the runner unless obvious.

· Mirror touchdown signal by another official only if there are no flags on the play.

Administering Penalties
· When ball is dead following a foul, give time-out signal, and find out details of foul.

· Give preliminary signal to press box.

· Explain options to the Captain of offended team, listing best option first.

· As the Umpire is administering the foul, give final signal to press box.

Measurements
· Give time-out signal and motion to Head Linesman to bring chain onto the field.

· Move players away from the ball.

· Always measure the ball where it becomes dead; do not move it until line to gain has been determined.

· If line to gain has not been attained, use chains to properly spot ball on closest hash mark.

· When measurement is completed, signal number of next down.  Wait until line to gain crew is back in position.

· After measurement, get ready signs from captains; declare ball ready for play.

Time Outs

· Sound whistle, signal “time-out”.
· If team time-out, indicate by moving arms three times toward that team.
· If official time-out, indicate by tapping chest with both hands.
· During the time-out, check number of time-outs remaining for each team, check time remaining with Line Judge, check down with Head Linesman, inform coach and captain after third time-out has been charged.
· Keep 60-second clock on time-out; notify HL and LJ with 15-second remaining warning.
· Inform each team huddle of down and time remaining; declare ball ready for play.
· End of a period: Once ball is dead, sound whistle and hold ball over your head.
· Half time procedures: Signal clock operator to start time only when both teams have cleared the field.  Have clock operator reset clock for mandatory three minute warm up before starting second half.

Coin Toss
· Bring captains and head coach from each team to mid-field 5 minutes prior to game time.  Four captains maximum per each team.

· Introduce yourself and Umpire to both teams and have captains introduce themselves to each other.

· Review the points of emphasis of the State, Sportsmanship, Safety and Player conduct and then dismiss the coaches.

· Instruct the visiting captain to call the coin in the air and the home team captain to repeat what he says.

· Inform both teams that if the coin is not caught, you will re-flip.

· Once is has been determined who won the toss, give them their four options; Receive, Kick, Defend a goal or Defer to the second half.

· Once you have determined who will kick and what goals each team will defend, line up the captains with their backs to their goal.

· Indicate with the proper signals which team will receive and which will kickoff.

· Have the captains shake hands and return to their benches.

