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Officials Mechanics and Equipment Requirements
Linesman & Line Judge

Required Equipment

All officials will be required to have the following equipment:
1. Yellow Flag –  weighted in the middle
2. Bean Bag – white, 2nd year officials also need a blue bean bag
3. Down indicator – elastic type worn on wrist or a Bukey Band
4. Black whistle – Fox 40
5. Black whistle lanyard no writing on the lanyard
6. Game card to record time outs and penalties/unsportsmanlike acts
7. Football Cleats - turf cleats recommended predominately black 
8. Recommended - Black Coaching Shorts with belt loops – Honing’s
9. Required for all games, light weight all weather black long slacks with white stripe from Honing’s (before season starts) must have sanctioned FHSAA Patch
10. Wide black leather belt
11. Official’s shirt black and white stripe with collar, 1” stripes. No mesh shirts or V neck basketball shirts
12. Shirt patches; FHSAA small or large patch American flag with white trim and Association of the year patch. Some newer officials may not have this patch.
13. Black short sleeve under shirt, recommend sports type moisture control material

General Principals All Positions
1. Always address coaches, players and members of the team or school support staff in a professional manner
2. Do not get into a shouting match with coaches, players / non-player or address them in a derogatory or condescending tone. Always maintain a professional attitude throughout the game
3. Never use vulgar language while in the dressing room or on the field of play
4. If the head coach wants an explanation of a penalty, give it to him in a professional and factual manner
5. Personal appearance and attitude are important in setting the tone of a game
6. No tobacco products are to be used once you enter the school, stadium or dressing room facilities
7. No alcohol should be used the day of the game. If you  had a drink and you have a game or the assigner calls you for a game you must cancel the game or turn it down 
8. Never touch or grab a player, team member or coach
9. Do not be overly friendly with coaches. A hand shake and a short conversation are acceptable. When you are overly friendly with a coach, this usually leads to the opposing coach, administrators, players, team attendants and fans having doubts about your fairness in calling the game 
10. If a fight or brawl occurs, step back and record numbers of those involved. This includes players on the field, players entering from the sidelines and other attendants or coaches who participate in the fight. This also includes noting if fans come out of the stands and become part of the disturbance. Do not attempt to separate players or fans involved in a fight or altercation.  Always summon coaches, administrators, security officers or police offices to handle these situations
11. Summon coaches from your sideline to break up the fight, but make sure the coachs do not become part of the fight
12. Keep accurate records of what happened, not what you think happened
13. Never touch an injured player. Summon a coach or trainer to attend to the player. Keep players away from the injured player. Call an official’s time out for the injury.  The referee will send the players to the team box outside the 9 yards marks
14. Remember, in the technical age we live in now, you are probably being filmed or recorded by the school, parents, media or being live streamed on the internet
15. Be aware of what is going on around you. Do not have rabbit ears but be alert for signs of trouble from players or fans
16. Use common sense when in doubt 
Note: Refer to the Brawl and Crowd Control manual located on the CFOA web page for completer details. You must be familiar with this document

Whistle Mechanics
1. Hold the whistle in your down field hand before the snap. Drop it at the snap. Keeping the whistle in your hand before the snap gives you a second to think (false start, encroachment, shifts) that do not draw the defense. To find the whistle start by placing your hand at the collar opening and finding the lanyard, then work your hand down until you find the whistle.
2. Dead ball fouls, blow your whistle to stop the play before it gets started, kill the clock and then throw your flag. Come to a stop before signaling to stop the clock. Only in cases where the clock is running down and time is of the essence will you stop the clock while running.
3. See the ball before blowing your whistle,  You don’t want an inadvertent whistle
4. Only one whistle on a play – no echo whistles. If the play is not in front of you or you don’t see the ball, don’t blow your whistle. Only after you are sure the ball is dead will you blow your whistle.
5. From a run, get your body under control, before blowing your whistle, come to a stop and kill the clock with the proper signal (#3 in the rule book)
6. If you see a live ball foul, drop your flag at the yard line of the foul and let the play continue (No whistle until the play is over by rule). No live ball foul stops or kills the play.
7. If you have an inadvertent whistle, face up to it and blow the whistle hard to stop the play. Do not try to hide the fact you blew it, that only causes more problems. If you did not blow the inadvertent whistle but you hear one, blow your whistle to stop the action 
8. End men, use a lanyard whistle, it frees up your hands to handle the ball, throw a flag or drop you bean bag and kill the clock with the proper signal
9. Back Judges and Umpires you will very seldom blow your whistle during a game 
10. Referees will hold the whistle in their hand before the snap and drop it after the snap. The referee will usually blow his whistle for the ready for play and not many other times. The end men have the forward progress and the whistle
11. If necessary, use your whistle to get the referee’s attention by using 3 to 4 short chirps. This will alert the referee or members of the crew that you have a flag or need assistance

Note: One Hard-Loud blow of the whistle is all that is necessary. Repeated chirps of the whistle are used for getting the attention of the crew or stopping unnecessary action between players

Flag Mechanics
1. The flag can be tucked into the front waistband of your pants, usually between the waist band and your shirt, or it can be tucked completely in the back pocket of your pants with no part of the flag showing
2. Throw the flag about shoulder high
3. Never throw your flag in anger, you are only reporting the foul, you did not commit it
4. Never throw the flag directly at a player or towards the head of a player
5. Do not sky your flag like a college or pro official on a false start or encroachment
6. Always throw your flag at the yard line where the foul occurred, maybe a spot of penalty enforcement
7. Do not throw a back-up flag if you did not see the foul. 
8. If you see a foul, throw your flag.  Do not assume that the other crew member has the same foul. 
9. Call fouls in your zone. Don’t throw a flag across the field for a player; off-sides or off the line of scrimmage. That is a call for the official it is in front of.
10. If two flags are thrown on the line of scrimmage by the end men or the umpire, they need to come in and discuss what they had. Referee do not get involved in the discussion let the officials discuss it and then tell you what they have
11. On dead ball fouls do not come in signaling false start or encroachment especially if there are two flags on the play. The officials may have different calls and this causes confusion and doubt with coaches, players and fans.  
12. If the foul is during a live ball, throw the flag and continue to officiate the play (a live ball foul never kills the play)
13. You can throw your flag toward the side of the line of scrimmage of the team that committed a false start,  encroachment or other foul that prevents the ball from  becoming live
14. Do not go for you flag unless you are going to throw it. Most of the time, if you hesitate or have to question yourself whether or not you have a foul you probably don’t
15. Don’t start the play with your hand on your flag. It looks like you are looking for a reason to throw your flag. This is not a quick draw contest
16. The only time you may throw your flag higher in the air is on a dead ball personal or unsportsmanlike foul. 

Bean Bag Mechanics
1. The bean bag will be placed in your front waist band between the belt and pants. Do not place your bean bag and flag on the same side.  This might cause you to throw the wrong one at the wrong time
2. Kickoffs and punts, keep the bean bag in your belt not in your hand. This keeps your hands free and prevents you from throwing the bean bag on a muff instead of the end of the kick. 
3. Drop the bean bag at the yard line for; first touching (free kicks and scrimmage kicks), where the kick ended or where possession was lost.
4. Do not throw the bean bag directly at the spot of a fumble. The bean bag should be dropped at the yard line where possession was lost or on a kick where possession was gained
5. A muff in the backfield and a muff on a punt do not require a bean bag to be dropped. 
6. No bean bag is to be thrown on a change of possession or interception. This is not an enforcement spot for penalty enforcement in high school. 

Linesman – Line Judge Mechanics
Basic Mechanics

Before the snap
1. Your position at the start of a play is always on the sideline. At the ready for play, be in the two yard belt and move to your position on the sideline (but not on the field) before the snap. This will keep the coaches out of the 2 yard belt 
2. Stand with your shoulders parallel to the line of scrimmage, feet about shoulder width apart and stand up straight. No bending over with hands on your knees or with hands on your hips
3. Hold the whistle in the hand that is towards the defense (down field) and drop your whistle after the snap
4. If you have a dead ball foul before the snap; blow the whistle, throw your flag and then kill the clock. Unless time is running down, then blow the whistle, kill the clock, then throw your flag
5. Stay off the field during the play and run in the two yard belt. If the play is on the other side of the field still maintain your position in the two yard belt. Do not come on the field until the play is over. When the play is over come on the field to get the end of the run or to mirror the covering official. In other words, when the play is over come on the field do not say on the sideline
6. All officials, check the down box to make sure it has the proper down displayed. If in question, stop the play before it starts and confer with the referee and crew if correction is needed
7. Count the offensive line to make sure you have 7 players on the line of scrimmage. If you have 6 men on the line or 5 in the backfield you will have a live ball foul for illegal formation. 
8. If both end men are giving a back thrust, count the backfield and if 5 players are there, you will have an illegal formation, live ball foul at the snap
9. Check for illegal equipment or failure to wear proper equipment. Correct before the snap if possible
10. Confirm if a player is on or off the line of scrimmage. State this is the line. Use your back leg or the leg towards the offense so the end will not be over the line of scrimmage
11. If the player is off the line of scrimmage and he is the widest player on the end of the line, give a back thrust toward the offensive backfield; raise your hand up above your head and then lower to shoulder lever, hold the thrust until the snap. This allows the other officials to see you are punching back
12. A slot or wing back may also be off the line of scrimmage and inside the widest receiver. No thrust is given since this player is not the widest player on your side of the field off the line 
13. Check for legal numbers for players on the end of the line. 0 or 00 are illegal numbers. The players cannot participate with these numbers on their uniforms
14. Check for players with legal numbers that maybe covered 
15. Make sure the 2 yard belt is clear of coaches, players and other team members
16. If a player goes in motion on your side of the field, away from you, you will release the motion player to the other line official once he goes past the center. Likewise you will have motion player coming towards you once he passes the center 
17. You also have responsibility for encroachment by the defense and false starts on the offense on your side of the field. Call in your zone 



At the Snap

1. At the snap, read your keys and locate the ball but do not watch it. Adjust your position according to how the play develops. Look for the tackle to make an aggressive move forward to block for a run or for the tackle to come up in a pass blocking stance at the snap
2. Watch the bubble around the runner if he is in your zone of coverage. Once again do not ball watch. Keep your head on a swivel observing blocking in front or in back of the runner depending on your position in relationship to the runner
3. You have end line to end line on 4 & 5 man crews. The BJ will assist you but it is your responsibility end line to end line
4. After the play is dead, blow your whistle, come to a stop, square in,  and indicate the end of the run with your down field foot which should be slightly forward about a half step in front of the back foot
5. Always use your down field foot to mark  forward progress
6. Always use your down field hand to indicate the next down. In high school we do not hold up our hand to indicate a dead ball or to start the 40 second clock like in the pros and college. 
7. If you have the end of the run, hold your spot until the umpire confirms he has it
8. Do not leave the spot of forward progress to retrieve the ball if you have the end of the run. The referee, umpire or in a 5 man crew the BJ will assist in getting the back in
9. If you are the off-side official, mirror the official that has the end of the run, coming to the numbers or hash marks, depending where the ball is located. Keep the play boxed in
10. On close plays, such as a first down or TD, hustle/run in and get the spot. Put the ball at your foot if close to a first down. Do not throw it in to the umpire if it is close. Get as close to the end of the run as possible but make sure the play is over before getting to close to the pile. Your safety is more important than the spot
11. If you observe a fumble drop your bean bag at the yard line of the fumble and let the play continue. To be a fumble, the player must have had possession before losing it.
12. The covering official on a fumble will dig for the ball once the play has ended. Wait for all action to stop before digging into the pile. Only one official needs to dig for the ball
13. If you are not the covering official on a fumble, keep other players away and signal who has the ball when the digging official relays it to you.
14. To signal that the runner was in-bound, two revolutions of the arm (wind the clock signal #2) if the run ends within 2 to 3 yards of the sideline. 
15. If a runner goes out of bounds and you are the covering official, get the spot and face out of bounds to watch the action around the runner. The other 3 officials (4 on a 5 man crew) will be cleaning up behind you. You are making sure no unsportsmanlike acts occur on the runner out of bounds. Note 2011 rule for illegal participation by a player out of bounds that touches the ball or affects the play
16. Always let the referee know if the runner was in or out of bounds on plays that end close to the sideline
17. Be aware of forward hand offs and forward passes in advance of the line of scrimmage



After the ball becomes dead
1. Blow your whistle, come to a stop and square in and get the forward progress if you are the official that has the spot. If a first down, penalty, incomplete pass, team, injury or official’s timeout, stop the clock with the proper signal after the play has ended
2. After the umpire has the spot, back pedal to your position on the sideline and prepare for the next play
3. Linesman, all crew members, will insure the down box is in the proper position and make sure the down is correct
4. Linesman, if a first down, get the chains set by giving the box man your down field heal as the spot to put the down box and the back stake. To give the spot to the box and chains, step back a few feet into the 2 yard belt and then extend your down field foot back for the box man to set on. This will keep the chains off the sideline and at the 2 yard belt
5. Watch for action during the dead ball period such as; illegal substitutions, Illegal equipment, illegal acts by players and non-players associated with the team
6. Be aware of game situations or actions that can escalate into problems. If you sense problems alert the referee and remind coaches of player language and actions that are not acceptable

Note: a runner is deemed to be out of bounds if he is making an attempt to get out of bounds or steps out of bounds. Example; if a runner is going straight down the sideline and is hit from the side and his momentum is changed and he is forced out of bounds the clock will continue to run. It only stops if his initial momentum takes him out of bounds.

Additional Information: Never grab or touch a player in an attempt to separate them. If there is a pile after a fumble only tell the players get off the pile do not pull or push players away. 




Time Out and Dead Ball Mechanics

1. The linesman and line judge will remain within 5 to 7 yards of his team if the time out is outside the nine yard marks (between the numbers and the sideline). This time out must be within the area of the team box (25 to 25 yard line). All players must remain on the field of play but any number of coaches and other team members can participate in the conference. Example if the ball is at the 15 yard line the team must come back to the 25 yard line to have a conference outside the 9 yard marks
2. If a team team conference is inside the 9 yard marks he/she will remain between the numbers and the sideline to monitor the team to make sure they do not have more than one type of conference during a time out
3. During an injury timeout the teams are to move away from the injured player and go to their sideline outside the 9 yard marks if it is going to be prolonged time out to attend to the injured player. The conference, in this case, must be in front of the team box between the 25 yard lines.
4. Headphones can be used by players during a time out if the conference is outside the 9 yard marks. 
5. Headphones can only be used by a coach during a time out held between the 9 yard marks. 
6. In some cases, between plays, the teams will come close to the sideline and talk to their coaches. This is legal as long as they are ready when the referee gives the ready for play signal and able to snap the ball in the 25 seconds after the ready. The player cannot use the headphones in this instance
7. Many times the QB will go to the sideline between plays to get the next play from the coach. This is legal as long as he does not step off the field and the play begins before the 25 second count expires
8. Do not come to the center of the field during a timeout to talk to the referee and umpire unless you have something that needs to be clarified by the referee. Your responsibility is your team.
9. Check the number of timeouts remaining for each team during timeout. The referee and umpire will usually communicate this information to you with hand signals
10. If a coach has a question, this is the time to answer it or get the information from the referee if it is a question on a previous penalty
11. Be alert during dead ball periods, this is not a time to relax, you are more visible during this interval of the game



First Down in-bounds near sideline

1. Indicate the runner was in-bounds by winding the clock (two revolutions of the arm signal #2) and then stop the clock (signal #3). This will tell the crew that the clock will start with the ready for play signal by the referee.
2. Hold your spot until the umpire releases you
3. Linesman must go to the sideline and set the chains on every first down 
4. If the referee asks if the ball was in or out of bounds, use hand signals. Two hands extended down with palms facing the field and motioning it was inbounds or the opposite with palms facing out of bound, if the play ended out of bounds
5. If LM has the spot, the LJ should mirror the spot and release the LM to set his chains. The Umpire should take the spot of the LJ on first downs. 



Setting the Clip

1. The clip should be set at the yard line nearest the back stake when the chains are set for a first down. It will remain in that position until a new series of downs is awarded.
2. If the yard line the clip is to be set on is less than a half of football away from the back stake then set the clip on the next yard line in advance of the back stake 
3. The theory is that you want the longest extension of the chain when measuring for a first down. 
4. Have the clip person use the sliding indicator to indicate the yard line the clip is on. 
5. The clip is usually located at the center of the line or on the back of the yard line where it is being placed. The key is to keep it consistent throughout the game. 


Downs Box Mechanics
Linesman

1. Responsible for making sure the chains are set correctly
2. Chains are to be operated off the field of play. They will be set no closer than the two yard belt unless the field dimensions prohibit the chains from being placed there
3. Instruct your chain crew before every game on how to operate the chains, down box and clip no matter how experienced they maybe
4. Tell the box man not to change the down until you signal him to do so. Also tell the chain crew not to move the chains until you signal them to move.
5. Verify that the chains have a strip of tape at the mid-point – 5 will get you 1
a. Always go to the sideline to set the chains for a first down
b. Check that the correct down is showing on the down box before each down
c. Instruct the box man not to change the down until you signal him
d. Check with the referee and umpire to verify the down after each play
e. The Clip is to be set at the nearest yard line closest to the back  the stake
f. Do not move the chains until the referee signals it is a first down. Instruct the chain crew not to move if they see a flag
6. Know the down, yard line and distance to a first in case you have to reset the chains
7. When the chains are set from the 10 yard line in, only the box is needed. Lay the chains down outside the two yard marks
8. Have clip man or one of the chain crew members use a bean bag to mark the previous spot inside the 10 and also on a try if there is a penalty and the down box is moved back. 
9. Be aware of what the chain crew is doing. Do not let them get involved with the opposing team or allow them to signal to the home team distance to a first down
10. If there is a problem with the chain crew or the team harassing the chain crew, put a stop to it early
11. At the change of quarters, the LM will go to the clip and note its location (yard line) and the location of the ball and the distance need to be gained. The LM will grab the chains at the clip and have the chain crew member switch directions. Once this is done, the LM will reset the chains at the corresponding yard line at the opposite end of the field.   
Note: instruct the chain crew to drop the box and stakes if the runner is coming their way. Do not run with them or hold them in place so the runner or you will hit them.  FR and JV games will usually have students working the chains. This will be a challenge but you must pay extra attention to make they are paying attention and not moving before being told to. 


Goal Line Mechanics

1. From the 5 yard line in, your first move is to the goal line to rule on TD/touchback/safety
2. From the 5 yard line out your first move is back towards the goal line to rule on a safety/TD
3. In both of the above cases, you will need to locate the ball and determine what type of play is unfolding. If you read pass, move down field to cover the receivers. If a running play, busted play or scramble, you are responsible for the end of the run and the goal line
4. If the offensive player is coming out of the end zone you will need to know if the entire ball is out of the end zone. The referee will have the back line and the goal line is yours. 
5. Passing plays out of the end zone will put double pressure on you to cover the receiver and also the goal line if necessary.  
6. In a 5 man crew the BJ will be able to assist on long pass plays but you still have the sideline 



 Passing Plays

1. Same mechanics as in basic running play mechanics except you now have responsibility for receivers. You now have goal line to goal line and back line to back line. 5 man crew remains the same except you have some help from the BJ
2. Know eligible receivers before the paly starts
3. Look for illegal blocks by the offense – pass restrictions start for the offense at the snap and for the defense after the ball is released on a forward pass that crosses the line of scrimmage
4. Look for illegal linemen down field
5. Look for and know covered eligible numbers
6. In high school, only one foot needs to be inbounds for a legal catch.
7. Player must have control of the ball before going out of bounds for a completed catch
8. No signal, other than incomplete is given.  If a ball is caught out of bounds or hits the ground only the incomplete signal is given
9. If the pass is complete inbounds by the receivers the only signals given are; stop the clock if a first down, if the catch is short of a first down indicated the next down or stop the clock and point in opposite direction if the ball is intercepted. No signal mimicking  a completion, bobble, slapping the ground or out of bound catch is given
10. Pass interference, a flag is dropped, let the play continue for either offensive or defensive interference
11. If you have pass interference drop the flag, do not wait to see it the ball is caught
12. Quick pass by the QB immediately after the snap, judge if it is forward or backwards, thrust back towards the offensive backfield if the ball is caught. If the QB takes 2 or more steps backwards then it becomes the referees call
13. On a backwards pass that hits the ground let the play continue with no signal or bean bag. This would include a snap over the QB’s head, a pitch backwards to a running back, a backwards pass by a running back to the QB
14. Be aware of receivers that are near a sideline stepping out of bounds on their own. If blocked out of bounds, know if they came back in bounds as soon as it was possible
15. Pass interference can only occur in the vicinity of the ball. Fouls away from the ball on a receiver is not pass interference, but can be holding or a personnel foul. 
16. Note: The only signal given on a complete pass is signal #2, if near a sideline or stop the clock the pass was incomplete.  No other signals like in college or pro games is given

Free Kicks

1. Linesman on the kicking teams restraining line chain side (4 man crew). On a 5 man crew the LM is on the chains side of the field at the receivers 30 yard line
2. Line Judge on the receiving team restraining line opposite the chains. Same as on a 5 man crew
3. Signal when ready for the kickoff/kick after a safety by holding your hand up in the air that is facing the receiving team or referee
4. Do not signal the ready if your team has too many or not enough players
5. Use your bean bag to indicate first touching. Keep it in your belt not in your hand
6. Hold whistle in your hand and drop it once the ball is kicked. Note encroachment by the kickers or the receivers, before the kick. This is a dead ball foul
7. Do not watch the ball but the action in your area of responsibility 
8. Look for blocks below the waist by either team or blocking in the back 
9. Observe players in your area out of the play for unnecessary roughness fouls
10. Linesman, 4 man crew, watches the kicker to make sure he has had a chance to regain his balance, gone 5 yard down field or participates in the paly before he is hit.
11. Watch for short kicks and fair catch signals by the receiving team
12. The kicking team cannot advance a muff or loose ball. They can only recover it
13. LM & LJ move down the field slowly after the kick in case the runner breaks away, you will have the goal line if this happens


Punts

1. Linesman will stay on the line of scrimmage until the ball crosses the line. If a bad snap and the punter muffs the ball or it goes over his head you are to remain on the line of scrimmage until the ball crosses the line if punted. If a run develops you will have responsibility for forward progress. This is also for both 4 & 5 man crews
2. Line Judge (4 man crew) will go down and take a position on his side of the field 7 to 10 yards wide and even with the receiver before the kick. This will be the only time you start a play on the field. On a 5 man crew the LJ will be on the sideline and release when the ball is snapped and drift down field to cover the short receiver/s and if returned take the runner to the goal line.
3. Linesman will drift down after the kick crosses the line of scrimmage and observe the play as it develops (5 to 10 yards). Look for fair catch by short receivers and ball going out of bounds on your sideline
4. If the ball goes out of bounds on the fly, the covering official will go past the spot he judged the ball to have crossed the sideline. He will then turn and walk towards the referee with his hand in the air waiting for the referee to chop in the spot it crossed the sideline
5. Linesman, if the play comes back to your side, observe the play as it comes towards you. Move down field, turn and follow the play once the runner passes you. Watch action in front of the runner as it is coming towards you. After the runner passes you follow the play and get the end of the run. If it is on the opposite side observe the action away from the ball
6. Line Judge-make sure the ball is caught if a fair catch is signaled before blowing your whistle
7. LJ will also be responsible for the ball going into the end zone on a punt.
8. If the ball is caught on the 5 yard line in and the receives momentum carries him into the end zone you need a bean bag at the end of the kick
9. In the above case you will have to rule on momentum or touchback depending on where possession was gained.
10. Drop bean bag where the receivers gain possession. 4 man crew LJ will have the receiver and drop bean bag. On a 5 man crew LJ will drop bean bag if they have the spot of the catch in front of them
11. After the catch, maintain same distance and follow the play as it develops.
12. The kicking team can catch the ball in flight if no receiver is making an attempt to catch the ball or in position to receive the ball while it is in the air
13. The receiver must be given the opportunity to catch the ball in flight



TRY (Extra Point)

1. The end man, looking at the referees back, will go under the uprights on both a try and field goal. This mechanic is for 4 & 5 man crews
2. If the team lines up in a swinging gate, the end man going under should take his position on the end of the line at first. Once the gate shifts you will have to hustle under the uprights. The same mechanic is used for a 4 & 5 man crew.
3. The official underneath on a four man crew will have to make the call if the kick is good. If a 5 man crew the BJ will also be under to help make the call  
4. The official underneath will have the whistle on a try if the ball is in the air above the line of scrimmage
5. If the ball does not cross the line of scrimmage in the air, the referee will have the whistle
6. The official on the line of scrimmage on a 4 and 5 man crew will have the entire line of scrimmage for encroachment and false starts. The umpire can help on false starts to the opposite side where the line official has gone under
7. If a busted play or a fake try, the official under the goal post will have the back line and the other official will have the goal line. Umpire will cheat to the vacated side and help on the goal line
8. Only the offense can score on a try. The ball becomes dead once the is try is ruled  unsuccessful
9. If the ball is blocked behind the line of scrimmage the try is over. The referee will blow his whistle


Field Goal
1. Mechanics are the same as a try except the ball remains live until it crosses the goal line touched or untouched
2. The defense can advance the ball and score if they catch or recover the ball in-bounds anywhere in the field of play. The offense can only recover the ball if it is in advance of the neutral zone and has been touched by a member of the receiving team.
3. Either team can advance the ball if it is blocked and the ball remains in or behind the neutral zone
4. There can still be kick catching interference on a field goal try

[bookmark: _GoBack]Free kick after a Safety or Awarded Fair Catch
1. The same mechanics as a Free Kick (kick off) if chosen by the receiving team
2. Ball can be placed anywhere between the hash marks if requested by the kicking team
3. The 10 yard belt is established before the kick
4. This can be a scoring kick, the same as a field goal
5. It is a live ball until it crosses the goal line











