PRE-GAME CONFERENCE
Pre-Game Duties

· Inspection of field

· Pre-game meeting with both head coaches (wing officials present rating cards to their respective coaches).
· HL meets with chain crew.  Emphasize to chain crew not to move unless either R or HL signal to do so.  Put tape on 5-yard mark of chain.
· Coin toss

· Following pre-game meeting with both head coaches

· About 20 minutes before kickoff

· Use MHSAA mechanics

· BJ meets with clock operator.
Free Kicks

· Positions and responsibilities
· Don’t allow either team to start without 11 players.

· Any signal for a surprise onside kick?

· First touching; discuss when K can recover (but not advance) the ball

· Momentum exception

Scrimmage Plays – Runs

· Who counts A and B players?  Signals for 10, 11 or 12 players.  If 12 players, let’s call dead-ball foul for illegal substitution (5 yards) rather than letting play go and calling illegal participation (15 yards).
· Signaling on or off LOS

· Keys

· Spotting ball – have wing official spot ball if close to first down

· Relaying ball from wing to U (either R or BJ help relay the ball)
Scrimmage Plays – Pass

· Keys
· Determination if quick pass is forward or backward – wings hold backward pass signal for a long period of time to minimize chance of IW.

· Illegal forward passes

· Intentional grounding – other officials should inform R if no eligible receivers in area, as R will not see pass if QB under duress.  R can then throw late flag.
· Pass thrown beyond LOS – Does U help with this call?

· Communicate after play if forward pass does not cross LOS, especially as it relates to ineligibles downfield or pass interference calls.

· R’s responsibility if QB scrambles downfield

Scrimmage Kicks – Punts

· Release and Hold officials

· Numbering exceptions for each type of scrimmage-kick formation

· Identify eligible receivers
· Snapper protection

· Bean bag spot end of kick, spot of first touching, and momentum exception

· Fair catches

· Kick out of bounds in air – R lines up wing official

Scrimmage Kicks – Field Goals and Kick Trys

· Positions
· Who blows play dead?

· Blocked kick (kick try = dead ball) (field goal = live ball, treat the same as a blocked punt)

· U/BJ: Hold signals longer, as R may not be able to look right away at you

· 2-Point Try – ball placement before RFP signal

· Goal Line Coverage (5 yards and in)

· Does U make any type of signal to wing officials if he sees TD?

· Penalty Enforcement

· Report type of foul, offense or defense, player’s number, location of foul, status of ball

· R gives preliminary signal except for dead-ball fouls (false starts, encroachments, delay of game).

· R and U must agree on enforcement.  If more than one foul is to be enforced, walk off both penalties separately.
· Remind R of status of clock (RFP or snap) either verbally or with signal
· Do not let next play occur if any question on enforcement – must get it right

· Measurements

· Changing footballs (wet v. dry field)

· Timing of game if game clock malfunctions

· Correcting time on clock – when to do it and not do it

· Time outs (charged and injury)

· Hurry-Up Offense

· Dead-Ball Officiating

