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Appendix F

Official Football Signals

Of cial Football Signals
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Appendix G

Summary of Penalties

LEGEND: “O” refers to official’s signal number (see Code of Official’s Signals);
“R” is the rule number; “S” is the section number; “A” is the article number.

(0} R § A
LOSS OF A DOWN

lllegal scrimmage kick [also loss of five yards] 31* 6 3 10
lllegally handing ball forward [also loss of five yards].........ccooenneriieninnns 35* 7 1 6
Planned loose ball play [also loss of five yards] 19* 7 7
Intentionally throwing backward pass out of bounds

[also loss of five yards] 35* 7 2 1
lllegal forward pass by Team A [also loss of five yards]... .. 35% 7 3 2
Intentionally grounding forward pass [spot of foul]........ 36* 7 3 2
Forward pass illegally touched by player out of bounds.. 16* 7 3 4
Forward pass illegally touched [also loss of five yards]... 16* 7 3 1
lllegally batting ball [also loss of 10 yards] (see exceptions).. 31* 9 4 1
lllegally kicking ball [also loss of 10 yards] (see exceptions) R 9 4 4

LOSS OF FIVE YARDS
Alteration of playing surface for an advantage
Improper numbering
Coin-toss infraction
Delay after three timeouts expended
lllegal delay of the game
Advancing a dead ball
Disconcerting offensive signals
Substitution rules infractions
More Than Eleven Players in the formation or during the play
Putting ball in play before it is ready
Exceeding 40/25-second count
Infraction of free kick formation
Team A blocking during a free kick
Player out of bounds when ball free-kicked
Team A player illegally goes out of bounds (free kick)..........ccoovurerererurnens
Free kick out of bounds
lllegal kick [also loss of down if by Team A]
Team A player illegally goes out of bounds (scrimmage kick)....
Defensive Linemen—3-on-1 on field goal formation
Taking more than two steps after fair catch
lllegal snap
Snapper’s position and ball adjustment
Team A not within nine-yard marks after ready
False start or simulating start of a play
Encroachment (offense) at snap
Player out of bounds when ball is snapped
Offensive player illegally in motion at the snap
lllegal Formation
lllegal formation due to numbering exception
lllegal shift
Offside (defense)
Abrupt defensive actions
Interference with opponent or ball
Defensive player charging unabated toward a back..........ccoccveiriicrcincenns
Defensive player out of bounds at the snap
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lllegally handing ball forward [also loss of down if by Team A]................ 35*

Planned loose ball play [also loss of down] 19*
Intentionally throwing backward pass out of bounds
[also loss of down if by Team A] 35*
Player on scrimmage line receiving snap 19
lllegal forward pass [also loss of down if by Team A] ........ccccocvvvieerrurcenns 35*
Ineligible receiver downfield 37
Forward pass illegally touched [also loss of down] .........cccviriicicneniens 16
Running into kicker or holder. 30
Game Administration Interference [second and third infractions]............ 21,29
Interlocked interference or helping ball carrier 44
LOSS OF 10 YARDS
Home team delay 21
lllegal block by fair-catch signaller 40
lllegal use of hands or arms (offense) 42
Holding or obstruction (offense) 42
lllegal block in the back (offense) 43
Locked hand 42
lllegal use of hands (defense) [first down] 42
Holding or obstruction (defense) [first down] 42
lllegal block in the back (defense) 43
Holding or obstruction (loose ball) 42
lllegally batting loose ball [also loss of down] 31*
lllegally batting a backward pass 31
Batting ball in possession by player in pc ion 31
lllegally kicking ball [also loss of down] 31*
LOSS OF 15 YARDS

Marking ball 27
Numbers changed to deceive the opponent 27
Home Jersey Worn Without Permission 27
lllegal signal devices [also ejection] 27
Team not ready to play at start of either half 21
Rapid substitutions to opponents’ disadvantage............ooceeerrurcesnsunnns 22,27
lllegal Wedge Formation 27
Interference with opportunity to catch a kick 33
Tackling or blocking fair-catcher. 38
Offensive pass interference 33
Defensive pass interference [first down] 33
Striking; tripping [first down] 38, 46
Targeting/Initiating Contact w/Crown of Helmet [first down]

[Also Disqualification] 38, 24, 47
Targeting/Initiating Contact to head/neck area of a defenseless player

[first down] [Also Disqualification] 38, 24, 47
Clipping [first down] 39
Blocking below the waist [first down] 40
Late Hit/action out of bounds [first down] 38
Helmet / Face Mask Fouls [first down] 38,45
Continuous contact to the helmet; Hands to the face [first down]....... 38,45

Roughing the passer [first down]
Chop Blocking [first down]
Leverage/Leaping [first down]
Defensive restrictions
Fouling an opponent obviously out of the play [first down]
Hurdling [first down]
lllegal contact against the snapper [first down]
Horse-Collar Tackle [first down]
Roughing the kicker or holder [first down]
Kicker simulating being roughed
Continued Participation Without a Helmet [first down]........cccccceeierurcnnnene

FR-151

N~

©©©O©NNNNN

DO OOWOOVOVOWOWOOVWOWOW

ONNOOOOOWW= =

©

© (O WO WWYWWWOWYWWOWOOWOOOOO

ARARROVWWOWWWWO N WN=2WWWNN

_Wwwahr=_20a0bhbhbhbhw

-

[ W G I G QU (A G QT QS QR G QU G G

N
™
AON-NABRDWWWWE

-

-
NoOWOU=_ON=_"20UON®

w



FR-152 APPENDIX G

lllegal Blind-Side Block [first down] 38, 28 9 1 18
Obscene or vulgar language 27 9 2 1
Persons illegally on the field 27 9 2 1
Player not returning ball to official 27 9 2 1
Provoking ill will 27 9 2 1
Unsportsmanlike conduct 27 9 2 1
Persons leaving team area 27 9 2 1
lllegal return of disqualified player 27 9 2 1
Noise by persons subject to rules 27 9 2 1
Concealing the ball 27 9 2 2
Simulated replacements or substitutions 27 9 2 2
Equipment to confuse opponents 27 9 2 2
Intentionally contacting an official [also ejection] e 27 9 2 4
Game Administration Interference [fourth and subsequent] ..27,29 9 2 5
Fighting [also ejection] , 38, 47 9 5 1

LOSS OF HALF DISTANCE TO GOAL LINE
If distance penalty exceeds half the distance
(except on defensive pass interference) — 10 2 6

OFFENDED TEAM’S BALL AT SPOT OF FOUL

Defensive pass interference

(if less than a 15-yard penalty) [first down] 33 7 3 8
CHARGED TIMEOUT FOR A VIOLATION
Not wearing mandatory equipment 23 1 4 8
Wearing illegal equipment 23 1 4 8
Head coach’s conference 21 3 3 4
Player presents as injured after the ball is spotted 3 3 3 6
lllegal cleats [Also ejection] 23 9 2 2
Head coach’s challenge 21 12 5 1
VIOLATION
lllegal touching of free kick by kicking team 16 6 1 3
lllegal touching of scrimmage kick 16 6 3 2
Scrimmage-kick-batting exception 16 6 3 1
WARNING
Game Administration Interference [first infraction]...........ccocveernciecnnnnnnns 15 9 2 5
EJECTION
Prohibited signal devices 47 1 4 10
Flagrant fouls 47 9 1 1
Two unsportsmanlike fouls 47 9 2 6
lllegal cleat 47 9 2 2
Contacting an official 47 9 2 4
Use of tobacco 47 9 2 7
Fighting 47 9 5 1
DISQUALIFICATION
Targeting/Initiating Contact w/Crown of Helmet 38 3
Targeting/Initiating Contact to head/neck of a defenseless player .......... 38 4
AUTOMATIC FIRST DOWNS (DEFENSIVE FOULS)
Pass interference 33 7 3 8
Striking; tripping 46,38 9 1 2
Targeting/Initiating Contact w/Crown of Helmet 38 9 1 3
Contact to head/neck area of a defenseless player .........cccocenicrcerinnnnns 38 9 1 4
Clipping 39 9 1 5
Blocking below the waist 40 9 1 6
Late Hit/action out of bounds 38 9 1 7
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Helmet / Face Mask Fouls 38,45
Roughing the p 34
Chop Blocking Y|
Leverage/Leaping 38
Fouling an opponent obviously out of the play 38
Hurdling 38
lllegal contact against the snapper 38
Horse-Collar Tackle 38, 31
Roughing the kicker 38, 30
Continued participation without helmet 38
lllegal blind-side block 38, 28
Unsportsmanlike Conduct .27
Holding 42
Fighting 27, 38, 47
WHEN-IN-QUESTION RULES
Catch or recovery not completed —
Block below waist -
Chop block —
Block in the back —
Ball not touched on kick or forward pass —
Ball is accidentally kicked (touched) —
Forward pass rather than backward pass (Excp.: Games with replay).... —
Forward pass and not fumble (Excp.: Games with replay).........c.cccoovreens —
It is a catchable forward pass —
Stop clock for injured player —
Forward progress stopped —
Kick-catch interference —
It is a catchable forward pass —
Touchback rather than safety —
Targeting —
A player is defensel —
Twisting, turning or pulling face mask (helmet opening)..........cocuocveeerunnens —
Roughing kicker rather than running into —
REFEREE’S DISCRETION
Penalty for unfair acts 27
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Appendix H

[ ]
Accommodations for
[ ]
Student-Athletes with
[ [ ] [ ] [ ]
Disabilities
The NCAA encourages participation by student-athletes with disabilities
(physical or mental) in intercollegiate athletics and physical activities to the full
extent of their interests and abilities. An NCAA member institution will have
the right to seek, on behalf of any student-athlete with a disability participating
on the member’s team, a reasonable modification or accommodation of a
playing rule, provided that the modification or accommodation would not:
Compromise the safety of, or increase the risk of injury to, the student-
athlete with a disability or any other student-athlete;
2. Change an essential element that would fundamentally alter the nature
of the game; or
3. Provide the student-athlete an unfair advantage over the other
competitors.

To request any such modification or accommodation, the member’s director
of athletics, or their designee, must submit a rule waiver request, in writing, to
the secretary-rules editor. Such written request should describe:
a. The playing rule from which relief is sought;
b. The nature of the proposed modification or accommodation;
c.  The nature of the student-athlete’s disability and basis for modification
or accommodation; and
d. The proposed duration of the requested modification or
accommodation.

Additionally, each request should be accompanied by documentation evidencing
the student-athlete’s disability (e.g., a medical professional’s letter). Upon receipt of
a complete waiver request, the secretary-rules editor will consult with NCAA staff,
the applicable sport/rules committee, other sport governing bodies, and/ or outside
experts, to conduct an individual inquiry as to whether the requested modification
or accommodation can be made. In making this assessment, the NCAA may request
additional information from the member institution. The secretary-rules editor will
communicate the decision in writing (which may be via email) to the requesting
member institution. If the request is granted, the member institution should be
prepared to provide the written decision to the officiating staff, opposing coach(es),
and tournament director (if applicable) for each competition in which the student-
athlete will participate. NCAA members are directed to consult Guideline 2P
of the NCAA Sports Medicine Handbook for further considerations regarding

participation by student-athletes with impairment.
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Policies and Expectations for
Game Management: Coach-
to-player Communications
and In-game Video

A. Game Management Details Regarding

Coach-to-player Communications

1. C2P must follow all NCAA Football Playing Rules as stated in Rule 1-4-
11-b.

2. Use of C2P is each team’s choice. If a team opts out of using C2P, the
opposing team may utilize C2P.

3. Conferences can select their preferred vendor of choice

4. Helmet liability remains in the institution’s control.

5. The C2P designee green dots will be the exact same shape and size and
produced by one vendor for all FBS conferences and teams.

6. Each team will be allowed up to 10 active C2P devices on gameday. Each
team will travel with their own C2P devices. Any active player is eligible to
be a C2P designee. Players who have or may have C2P components in their
helmets must be listed by name and jersey number (including alternate
numbers for special teams) in the Coach-to-Player Communication form
submitted to the Conference Office no later than Conference administered
pregame meeting and shared with the assigned game officials. Only
the players submitted as C2P designees on the form may wear the C2P
components in their helmets. C2P designees are allowed to enter the game
in a non-C2P helmet and not count as the C2P designee. No changes will
be permitted after the submission of this form. All C2P designees must
have a FBS provided green decal adhered on the midline of the rear of
the helmet. A team is prohibited from having two or more players on the
field at the same time wearing helmets that contain C2P device (module,
speakers, and battery), even if only one of the helmets is “live” and able to
receive communication.

7. Both competing teams must use one (1) cutoff device that controls both
teams’ C2P system.

8. For non-conference games, the C2P Cutoff Operator should be hired,
assigned and managed by the home team’s conference. For FBS, when
a GSC C2P team plays at a CoachComm C2P team, home game
management should hire, assign, & manage the C2P Cutoff Operator,
but a GSC technician must be on-site to set-up, teach, and assist home
game management with the GSC cutoff device. In FBS vs. FCS games
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10.

11.

12.

13.

14.

15.
16.
17.
18.

19.

and all FCS competition, home game management responsibilities should
be identified well in advance of the contest, including responsibility of the
cutoff procedure.

The C2P Cutoff Operator is recommended to be seated next to the Game
and Play Clock Operators. Institutions must seek approval from their
respective Conference Office if the institution cannot seat the C2P Cutoff
Operator beside the clock operators.

For non-conference games, both competing teams and conference offices
shall work together prior to the start of the season to confirm C2P systems
will function together through one cutoff device with the home team
providing reasonable requests to support the visiting team C2P system. For
any non-conference games including two C2P vendors, all efforts must be
made to have one-cutoff device. If those efforts should fall short, one cutoff
operator shall control both cutoff devices. A failure to provide cutoff switch
equipment by either team will result in the team that failed to provide the
necessary equipment not being able to use C2P. This situation does not
enact the equity rule.

Should one of the competing teams elect to not use C2B, the team using
C2P would be required to abide by all C2P rules

For neutral site games, the GSC C2P team or the home team, designated
by the game contract, will be required to provide the C2P cutoff switch,
unless mutually agreed upon by each participating team.

Home game management is permitted to credential C2P on-site technicians
(Orange Hats), and those individuals are NOT included in the team’s 50
bench credentials.

In the event of TOTAL C2P communication failure of EITHER team, C2P
on-site support representative(s) (Orange Hat), Game Management and
respective Conference Office shall be notified. Teams must work through
the C2P on-site support representative(s) and/or Game Management to
confirm total failure. If confirmed, BOTH teams shall discontinue using
C2P communication until the interruption ceases and both teams have
equal communication abilities. Total C2P failure is defined as the entire
C2P system including the sideline and coaches’ booth not working. The
inability of one or more, but less than all, C2P devices not working will
not constitute a total system failure, and the opposing team may continue
to use their C2P system. The equity rule does NOT apply to FBS vs FCS
games.

All C2P on-site support representatives must wear an orange hat with the
“C2P” on the front of the hat and the FBS Conference provided apparel.

At least one C2P on-site support representatives must attend the
105/110-minute pregame meeting.

It is not permissible to have instant replay review a play to see if multiple
players on one team had more than one C2P designee on the field of play.
Any violation above and beyond any in-game penalty will be reviewed by
each respective Conference Office.

For all non-conference games, both teams and conferences (where
applicable) shall confirm their C2P plan, in writing, no later than July 15
preceding the upcoming game.
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20. Prior to each game, there will be a required C2P pregame test to verify

the C2P equipment is functioning correctly. This test is recommended
to take place 150 minutes (2 hrs & 30 minutes) prior to the game, but
at a minimum must take place prior to the pregame meeting (105 or
110-minute) meeting. The following personnel are required to attend
the meeting: team personnel, C2P on-site technicians including the
cutoff operator. Each team should have all speakers, helmets, radios,
and communication belt packs present for the test. The on-site C2P
technicians will work with the equipment managers to confirm all team
C2P equipment (helmet speakers & modules and coaches’ radios) is
working propetly. Also, C2P technicians will verify the cutoff device is
working properly with all team C2P equipment. After the completion
of the test, home game management should provide a C2P update at the
pregame (105 or 110-minute) meeting.

B. Game Management Details Regarding In-game Video

1.

BB

IGV must follow all NCAA Football Playing Rules as stated in Rule 1-4-
11-a.

Use of in-game video is optional for all teams. If a team opts out of using
in-game video, the opposing team may still utilize in-game video.
Conferences can select their preferred vendor of choice.

All team personnel can use the in-game video devices per NCAA bylaws.
Teams can have spare tablets at their discretion ready to be used. The
number of spare tablets is a conference decision.

Tablets can only have access to the current game being played. No other
applications or video (i.e. previous games, cutups, etc.) are allowed to be
used on the devices in-game.

The systems capturing the video clips and data for distribution to the
tablets in-game can be housed in the replay booth or another designated
location per stadium (Central Server Area). Up to two (2) computers/
servers can be utilized for primary and secondary (backup) purposes.
These systems should not have any other software running on them that is
not directly needed for the creation of video clips and game circumstance
data. An example of software not allowed on in-game video systems would
be team video editing applications and game analysis. No team should
access software or content (i.e. team edited video) that would be deemed
outside of the in-game video workflow to their advantage. In addition,
content created in-game cannot be uploaded to a team cloud solution
in-game video system.

The use of internet for the in-game video solution is restricted to the
following functions: software updates, technical support, and system
monitoring.

A mobile device management application (MDM) must be installed on the
in-game video tablet(s) by the vendor to allow the vendor to control the
use of the in-game video device(s) to ensure no other technology is running
on the in-game video devices.
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10.

11.

12.

13.
. Annotations/drawings are permissive and may be saved locally within the

15.

16.

17.

18.

19.

20.

21.

22.

23.

The in-game video signal can only be available in the coaches” booths and
team bench areas and specifically cannot be available in a third location
(i.e. locker room, other locations in home venue, etc.).

Coaches’ video sideline and endzone angles must follow the FBS
Video Coordinators National Co-Op shooting rules and regulations that
specifically define when the video for each play should start and end and
the video coverage/angle for both feeds. The endzone angle must be the
same endzone angle that the team uses for exchange. Any team video
content captured or shared outside the play itself is not permissible.

No other data, including team generated data, will be allowed on the
devices or the capture servers.

Play tagging with up to 20 different colors (designations) is permissive.

IGV platform of the current game.

The devices can only be used for in-game video, which is defined as 90
minutes prior to kickoff until the end of the game, plus the ability to use
them for postgame review.

For non-conference games, both competing teams and conference offices
shall work together prior to the start of the season to confirm the in-game
video systems will function properly. The home team must provide
reasonable support to the visiting team in-game video system. When both
competing teams use the replay system as the source for video, the home
team coaches video will be the video supplied. If the vendors are different,
one possible solution would be to provide fiber infrastructure to both team
coaches’ video. If fiber is not available for both teams, the home team
coaches’ video will be supplied to both team’s in-game video system.
Home game management is permitted to credential in-game video
technicians (Purple Hats) and those individuals are NOT incFuded in the
team’s 50 bench credentials.

All in-game video on-site support representatives must wear a purple hat
with “IGV” on the front of the hat and the FBS Conference provided
apparel.

A minimum of one IGV on-site support representatives must attend the
105/110-minute pregame meeting.

IGV field-level technicians must remain near the IGV cart unless otherwise
required to manage IGV in another area. Teams cannot dismiss an IGV
technician from the area of the IGV cart.

Any violation above and beyond any in-game penalty will be administered
by each respective Conference Office.

For all non-conference games, both teams and conferences (where
applicable) will confirm their in-game video plan, in writing, no later than
July 15 preceding the upcoming game.

Prior to each game, there will be a required IGV pregame test to verify
the IGV equipment is functioning correctly. This meeting must take place
prior to the pregame (105 or 110-minute) meeting. Each team must have
all tablets present for the test. Testing must take place on each team’s sideline
and coaches’ booths. The IGV technicians and instant replay operator are
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required to participate in the pregame test however others (team personnel,
home game management, vendor representatives) are welcome to join if
desired. After the completion of the test, IGV technicians should report
the IGV pregame test status to home game management at the pregame
(105 or 110-minute) meeting.

If at any point during the game, there is a total system failure of video
review feeds, in-game video capture system, or network connectivity to the
in-game video system, the on-site in-game video personnel, Purple Hat,
or a representative from the affected institution should notify the other
Purple Hat as well as the respective Conference Office. The following
situations will be considered as a total system failure requiring the opposing

institution to discontinue the corresponding use as set forth below.

Description of System Failure

Effect on Opposing Institution
When Equity Rule is Invoked

Entire in-game video system (sideline
cart and tablets) on sideline and in
coaches booth is not operational

Relinquish use of all tablets on the
sideline and coaches booth

Sideline (SL) angle not available on

all tablets

SL angle will be removed from tablets

End zone (EZ) angle not available on

all tablets

EZ angle will be removed from
tablets

Sideline cart and all tablets on the
sideline are not operational

Relinquish use of tablets on the
sideline only

Coaches booth and all tablets in the
booth are not operational

Relinquish use of all tablets in the
coaches booth only

One team’s in-game video system
(booth or sideline) falls behind/
missing 10 or more plays compared
to their opponent

Relinquish use of all tablets in the
corresponding area (sideline and/or
coaches’ booth)

Note: The equity rule does NOT apply to FBS vs. FCS games.

Note: When the equity rule is enacted, tablets cannot be used by the teams,
however, the tablets can remain connected to the IGV network to allow plays
to continue to load. This will allow the tablets to have all current plays available

once equity is restored.
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Officiating Standards

Officiating responsibilities and mechanics are specified in the current edition
of the Football Officials Manual, published annually under the jurisdiction of
the Collegiate Commissioners Association and College Football Officiating,
LLC (CFO). Officials are responsible for knowing and applying the material in
the Manual.

Included in this section are the rules-based Officiating Standards that have
been adopted for all NCAA games.

ARDS

Section9  #1: Guidelines for kicking team players being onside adjusted.

Section 15  #2: New guidance provided for team huddles near the sideline

during timeouts.

1. The ball can be placed on a yardline to begin the next series after a change
of possession. (Exception: If the change of possession occurs on a fourth-
down running or passing play, the ball will be left at the dead-ball spot
to begin the next series.) For example, if a punt return ends with the ball
between Team B’s 33 and 34 yardlines, move the ball forward to Team B’s
34 yardline. At all other times, the ball is placed where it became dead.

2. If a punt is downed on the ground inside team B’s five yardline, the ball
should be left and not moved to the next yardline.

NE OF

1. When in question as to whether an action is a false start or illegal motion,
it is a false start.

2. Officials will work to keep offensive linemen legal and will call only when
obvious or when a warning to the player and a subsequent warning to
the coach are ignored. Don’t wait till the fourth quarter to enforce rule.
Officials shall treat formation warnings separately for normal scrimmage
downs, punts and field goal/PAT.

3. If an ineligible lineman’s helmet is breaking a line drawn through the
waistline of the snapper, he is legally on the line of scrimmage. If an
ineligible linemans helmet is anywhere between the waistline of the
snapper and his rear end, a warning should be given but a foul will be
called if multiple warnings have already been given. If the offensive player

FO-1
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is lined up with their head clearly behind the rear end of the snapper, a foul
will be called without a warning.

4. Don’t be technical on an offensive player who is a wide receiver or slot back
in determining if they are off the line of scrimmage. Any wide receiver
lined up more than one yard off the LOS is considered in the backfield.
When in question, it is not a foul.

5. Wide receivers or slot backs lined up outside a tight end will be ruled on the
line of scrimmage and covering the tight end if there is not clear separation
between their alignments. Any covered wide receiver intentionally lined up
in an ineligible position must meet the same requirements as an originally
ineligible lineman. If in question, they are not covered up.

6. When in question regarding player position on movement by the defense
into the neutral zone which causes the offense to move, a player is moving
toward the offensive player. This protects both that player and the two
adjacent offensive players.

7. Any time a defensive player initially aligned tight to the line of scrimmage
jumps forward, and there is a question whether they were in the neutral
zone and the appropriate offensive player(s) moves, shut down the play
and penalize the defense.

8. Any time a defensive player shoots the gap, and there is a question as to
contact, err on the side of offside and shut the play down to avoid a free
shot on the quarterback.

9. Formations during the execution of a trick or unusual play have the highest
degree of scrutiny and should be completely legal.

10. When in question, a quick or abrupt movement by the center or
quarterback is a false start.

11. The snapper shall not be permitted to move the ball more than %2 yard
forward when taking his stance nor allow the ball to be moved over the
line to gain or goal line. The play shall be shut down, the ball reset, and
the player and his coach warned. A foul for a False Start shall be considered

after a warning.

1. When in question, the runner fumbled the ball and was not down.
2. When in question regarding whether the quarterback passed or fumbled,

it will be ruled a fumble.

Actions that constitute defensive pass interference include, but are not limited
to, the following six categories:
1. Early contact by a defender who is not playing the ball is defensive pass
interference provided the other requirements for defensive pass interference
have been met, regardless of how deep the pass is thrown to the receiver.

2. Playing through the back of a receiver in an attempt to make a play on the

ball.



FO-3 PART Il: / OFFICIATING STANDARDS

3. Grabbing and restricting a receiver’s arm(s) or body in such a manner that
restricts their opportunity to catch a pass.

4. Extending an arm across the body (arm bar) of a receiver thus restricting
their ability to catch a pass, regardless of the fact of whether or not the

defender is looking for the ball.

5. Cutting off or riding the receiver out of the path to the ball by making
contact without playing the ball.

6. Hooking and restricting a receiver in an attempt to get to the ball in such
a manner that causes the receiver’s body to turn prior to the ball arriving.

SIVE PA
Actions that constitute offensive pass interference include but are not limited to
the following four categories:

1. Initiating contact with a defender by shoving or pushing off thus creating
separation in an attempt to catch a pass.

2. Driving through a defender who has established a position on the field.
3. Blocking downfield during a pass that legally crosses the line of scrimmage.
4. Picking off a defender who is attempting to cover a receiver.

1. Offensive pass interference for blocking downfield will not be called if
the passer is legally grounding the ball out of bounds, near or beyond the
sideline.

2. Offensive pass interference will not be called on a screen pass when the
ball is overthrown behind the line of scrimmage but subsequently lands
beyond the line of scrimmage and linemen are blocking downfield, unless
such blocking prevents a defensive player from catching the ball.

3. On a pick play, it is not offensive pass interference if the defensive player is
blocking the offensive player when the pick occurs and the offensive player
doesn’t make a separate action, or if the blocker’s entire body is clearly not

beyond the neutral zone.

1. When in question on action against the passer, it is roughing the passer if
the defender attempts to punish.

2. The Team A player who originally controls the snap can throw the ball
anywhere if they are not under duress, except spiking the ball straight
down. The clock is not a factor. Exception: Rule 7-3-2-f allows the passer
to spike the ball to stop the clock.

3. An uncatchable pass must be blatantly uncatchable in order to disregard a
foul for pass interference.

4. When the Team A player who originally controls the snap is outside the
tackle box and is throwing the ball away to avoid a sack, when in question
as to whether the ball is beyond the neutral zone, it is beyond the line.
Don’t be technical.
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5. If in question as to whether passers are or have been outside the tackle box,
they are outside the tackle box.

6. Up to five yards between where a pass lands in bounds and the nearest
eligible receiver may be used for determining “in the area” during short
passes or when the receiver is relatively stationary on the field. This
distance should be increased on long passes and when the receiver is
running towards the spot where a pass lands in bounds. When the pass
lands out of bounds, an eligible receiver is “in the area” if he is between
the top of the numbers and the sideline, or in the end zone, and the pass is
thrown over the vicinity of the receiver’s head. An eligible receiver shall be
deemed “not in the area” no matter where he is positioned when the passer
intentionally throws a pass significantly outside of the playing enclosure.

7. If the passer is contacted clearly before starting the passing motion, there
will be a foul for intentional grounding if there is no eligible receiver in
the vicinity or if the pass does not reach the line of scrimmage after the
quarterback has been outside the tackle box.

8. If an interception is near the goal line and there is a question as to whether
possession is gained in the field of play or end zone, make the play a
touchback.

9. If the passer is legally throwing the ball away and it lands near or beyond
the sideline, do not penalize the offense for having ineligible players

downfield.

1. Ifa player is illegally blocked or held “into” making a tackle, no foul should
be called unless the action is a personal foul or there is an element of time
between the foul and the tackle.

2. Obvious and intentional takedowns create special focus and should be
called.

3. If there is a potential offensive holding but the action occurs clearly away
from the point of attack and has no (or could have no) effect on the play,
offensive holding should not be called.

4. If there is a potential for defensive holding but the action occurs clearly
away from the point of attack and has no (or could have no) effect on the
play, defensive holding should not be called. Example: A defensive back
on the opposite side of the field holding a wide receiver on a designed run
play to the other side.

5. For blocks in the back, if one hand is on the number and the other hand
is on the side and the initial force is on the number, it is a block in the
back. The force of the block could be slight and still a foul if the contact
propels the player past the runner or prevents the player from making the
play. If the force is clearly from the side, it is not a foul. If the blocker is in
a “chase mode” all the action must be from the side to be legal.

6. Blocks that start on the side and subsequently end up in the back are not
fouls as long as contact is maintained throughout the block.
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7. Blocks in the back that occur at or about the same time a runner is being
tackled should not be called, unless they are in the nature of a personal foul
or there is forcible contact that involves player safety.

8. A grab of the receiver’s jersey that materially restricts the receiver and takes
away their feet should be defensive holding if other criteria are met, and
could also be defensive pass interference.

9. Holding can be called even if the quarterback is subsequently sacked, and
there is an element of time between the foul and the tackle.

10. Rarely should you have a hold on a double team block unless there is a
takedown or the defender breaks the double team and is pulled back.

11. When in question if an illegal block occurs in the end zone or field of play,
it occurs in the field of play.

12. Regarding blocking below the waist, when in question, the ball has not left

the tackle box.
. KICKI

1. The kicker’s restraining line on onside and short pooch kickoffs should be
officiated as a plane. Any player (other than the kicker or holder) breaking
the plane before the ball is kicked should be called for offside. When in
question, the kicking team player has not broken the plane. The same
plane applies on normal kickoffs, but officials should not be too technical
in regard to players breaking the plane.

2. Illegal block in the back can be called on fair catches, but not if the illegal
block occurs away from the play as the fair catch is being made, or the play
results in a touchback and contact is slight. (Note: Personal fouls should
always be called, as should forcible contact that involves player safety.)

3. It shall always be roughing the kicker when there is forcible contact to the
plant leg, whether or not that leg is on the ground. It shall be running into
the kicker if a defender simply “runs through” the kicking leg and there is
no forcible contact. All other contact shall be based on the severity and the
potential for injury to the kicker.

4. On kicks into the end zone, when in question, during the return the ball
has not left the end zone.

5. When in question, a foul by the receiving team on a scrimmage kick occurs

after the ball is kicked.
6. When in question, the kicker is outside the tackle box.

7. The intent of the scrimmage kick formation numbering exception is
to allow teams to make substitutions that are not deceptive. When in
question, it is not a scrimmage kick formation.

1. Substitution mechanics will be used in a situation in which a play ends
with Team A player(s) going out of bounds into their own team area.

2. If legal contact occurs before the runner has a foot down out of bounds,
consider it a legal hit. If runners have obviously given themselves up very
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near the sideline and forcible contact is made attempting to punish, a foul

should be called.

3. If the whistle has blown and a runner continuing to advance down the
sideline has eased up, contact by the opponent against the runner is a foul.
Officials should be alert and be sure any action is not part of the initial
play before calling a foul.

4. When in question as to whether the runner stepped out of bounds,
officials should rule the runner did not step out of bounds.

1. When in question, it is not a touchdown.
2. When in question, it is not a safety.

3. When in question, it is a touchdown when a non-airborne runner crosses
the goal inside the pylon with the ball crossing the goal line extended.

1. If action is deemed to be “fighting,” the player must be ejected.

2. When in question if an act is a flagrant personal foul or fighting, the player
is not fighting.

3. Players committing flagrant personal fouls must be ejected.

4. When in question regarding hits away from the ball near the end of the
play, consider it a dead-ball rather than live-ball foul.

5. Regarding defenseless players, when in question, a player is defenseless.

1. When in question whether an unsportsmanlike act is a live-ball or dead-

ball foul, it is a dead-ball foul.
2. Do not be overly technical in applying Rule 9-2-1.
3. Allow for brief, spontaneous, emotional reactions at the end of a play.

4. Beyond the brief, spontancous bursts of energy, officials should flag
those acts that are clearly prolonged, self-congratulatory, and that make a
mockery of the game.

5. A list of specifically prohibited acts is in Rule 9-2-1-a-1 (a) thru (k).
That list is intended to be illustrative and not exhaustive. All agree that
when those acts are clearly intended to taunt or demean, they should be
penalized.

6. Spitting on an opponent requires ejection.

1. When in question, a charged team timeout precedes a foul that prevents

the snap.
2. Any time loss due to the clock being started erroneously, such as when a

dead-ball foul is called, the clock must be adjusted.
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3. 5/5 axiom: In order to adjust game clock errors, there must be more than
a five-second differential if there is more than five minutes remaining in
either half.

4. As a guideline, when there is between two and five minutes remaining in
a half and the clock is stopped to complete a penalty by the team ahead in
the score, or the score is tied, the Referee should consider invoking Rule
3-4-3, and afford the offended team the option of starting the game clock
on the snap. If the score of the game is not competitive, the Referee should
not invoke Rule 3-4-3 in this situation.

5. When Team A has been flagged for a pre-snap illegal substitution foul, a
time-out called at the same time by Team A does not negate the foul.

1. The ankle or wrist is considered part of the foot or hand, respectively, and

does not make a runner down.

2. If a team huddles near the sideline, all players and coaches must remain
outside the numbers and in front of the team area.

* Test all communications with stadium replay booth at scheduled time
prior to kickoff.

e Take part in replay booth pregame and review all in game procedures
and mechanics.

1. Pregame Duties:

e Review all camera locations. No broadcast audio available to the replay
or collaborative video official.

2. Before the Play
* Monitor the pre-snap routine from the replay booth.

e Know the game situation including field position, down and distance,
time remaining and pay special attention to anything that may have an
impact (e.g., 4™ down, after Two-Minute Timeout).

3. During the Play
e Work through each layer of the play including;
o Snap/kick
o Transfer (handoff/pass) of football
o Action around ball carrier
o End of down
¢ Identify reviewable aspects that may have a significant impact.
4. After the Play
e Be an active listener to communication in the booth.
* Look for status of the football and ruling on the field.
* Ensure all reviewable aspects are considered by the booth replay

official.
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* Both the booth and collaborative replay officials have authority to stop
the game for further video review.

e The Collaborative Replay Official will confirm the booth replay
official’s decision to clear scores and turnovers.

5. During a Review
e The Collaborative and Booth Replay Official will ensure:
o All reviewable aspects of the play are considered.
o All pertinent angles and replays are viewed.
o All decisions, rules & enforcement aspects are correct.

e If there is an aspect of the review being overlooked, the Collaborative
Replay Official or Booth Replay Official will offer input immediately
at that point.

e The Collaborative Replay Official or Booth Replay Official will “take
decisive action” if the process or decision in the booth is incorrect or
headed down the wrong path.
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Interpretations

A football rule interpretation, or approved ruling (A.R.), is an official decision
on a given statement of facts. It serves to illustrate the spirit and application
of the rule.

Any approved rulings that have been altered significantly are shaded for ease
of reference. All new approved rulings are listed in the front of this section and

are shaded.

STEVE SHAW;, Secretary-Rules Editor
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RULE 1

The Game, Field, Players
and Equipment

Dimensions and Markings—ARTICLE 1

Approved Ruling 1-2-1

I. A commercial entity or individual has purchased naming rights to the
stadium, and a separate corporate entity has purchased naming rights to
the field. RULING: If both corporate entities are to be displayed on the
field, then each of the corporate entity’s name/company-specific font or
logo may utilize separately one of the four available flanking locations, for
a total of two locations.

3.

Administration and Enforcement—ARTICLE 2
Approved Ruling 1-3-2
L. On fourth down, kicker Al enters the field with an approved game ball

and asks the referee to substitute it for the ball used during the previous
down. RULING: Substitution of the ball is not permitted.

NC

Players’ Numbering—ARTICLE 2

Approved Ruling 1-4-2

L. The Team A player who started the game wearing jersey number 77
enters the game wearing number 88. RULING: The player must report
to the Referee who, without stopping the game or play clock, uses his
microphone to announce the change and the relevant flank official
informs the opposing head coach. If A88 fails to report it is a foul for
unsportsmanlike conduct.

Specifications: Mandatory Equipment—ARTICLE 4

Approved Ruling 1-4-4

L. A player or players of a team wear tights that cover their legs. RULING:
Legal. For those players that wear tights, they must be of the same design
and color.
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Jersey Design, Color and Numerals—ARTICLE 5

Approved Ruling 1-4-5

L. The home team is wearing red jerseys with orange numerals. In the
judgment of the officials, the numerals and the body of the jersey do not
contrast enough to make the numbers readily visible. The referce asks the
home team head coach to change to a legal jersey. The head coach tells the
referee that his team will not change into different jerseys. RULING: After
the ball is marked ready for play for the opening kickoff, the referee charges
the home team with a timeout for illegal jerseys. In addition, there will
be a 15-yard penalty at the succeeding spot following the kickoff starting
each half. If the kickoff is returned for a touchdown, the penalty is assessed
either on the try or at the succeeding kickoff. For each quarter that they
continue to wear the jerseys, the team is charged with a timeout after the
ball is declared ready for play and before the ball is put in play for the first
play of that quarter. If a team has no timeouts remaining, a delay of game
penalty will be enforced.

lllegal Equipment—ARTICLE 7

Approved Ruling 1-4-7

L A33 is wearing a bandanna under his helmet, with part of the bandanna
protruding from underneath the back of the helmet. RULING: Illegal
equipment. Bandannas may be worn under the helmet as long as no part of
the bandanna is visible when the helmet is in place. The visible bandanna is
considered a uniform attachment (1-4-7-h). A33 must leave the game for
at least one down and may not returned until the bandanna is removed or
completely hidden under the helmet. Team A may request a team timeout,
if one is available, to prevent A33 from missing a down, but the bandanna
must be hidden or removed.

II. At the end of a down, B55’s shoulder pad has become exposed and is
not covered by the jersey. RULING: Illegal equipment. Because the pad
became exposed through play, B55 is not required to leave the game. The
pad must be covered by the jersey before the ball is next put into play.

III.  Both teams come onto the field before the game wearing colored jerseys.
The visiting team has not obtained written agreement from the home
team to wear other than white jerseys, or if such agreement has been
obtained the home team’s conference has not certified that the jerseys are
of contrasting colors. RULING: Foul by the visiting team for violation
of the jersey-color rule. After the ball is marked ready for play for the
opening kickoff, the referee charges the visiting team with a timeout for
illegal jerseys. In addition, there will be a 15-yard penalty at the succeeding
spot following the kickoff starting each half. If the kickoff is returned for
a touchdown, the penalty is assessed either on the try or at the succeeding
kickoff. For each quarter that they continue to wear the jerseys, the team is
charged with a timeout after the ball is declared ready for play and before
the ball is put in play for the first play of that quarter. If a team has no
timeouts remaining, a delay of game penalty will be enforced. (1-4-5-b)
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IV.

VIL

As Team A is about to break its huddle, the Referee notices that A35 is
wearing an overbuilt facemask. RULING: A35 must leave the game for
one down to get a legal facemask. Team A may use an available charged
timeout in order that A35 not miss a down, but he may not play with the
illegal facemask.

Each member of the offensive line is wearing a towel, all of which are
white, 4" by 12", with a small team logo. The snapper’s towel also has a
large skull-and-cross-bones symbol. RULING: It is legal for any player to
wear a towel. The towels are all legal except the snappers. He must leave
the game for at least one down and may not return until the towel is
removed or replaced with one that is legal. Team A may keep him in the
game by using a charged timeout, but he may not wear the illegal towel.
(Rules 1-4-6-a and 1-4-8)

A player writes or paints advertisements, messaging and/or inscriptions
on their shoes and plans to wear them during the game. RULING: Not
allowed by rule. Appendix E, A-11 allows for uniforms and all other items
of apparel to bear only a single manufacturer’s or distributor’s normal label
or trademark not to exceed 2.25 square inches in area. To allow the student
athlete’s voice to be heard, the Playing Rules Oversight Panel (PROP) has
expanded the size of the insignia patch to 16 square inches to allow players
to celebrate or memorialize persons, events or social justice causes (Rule
1-4-6-d). Additionally, the student athlete as authorized by the institution
or conference, is allowed other names/words intended to celebrate or
memorialize persons, events, or other causes on the back of the jersey/
uniform where the player’s name is traditionally located. The names/words
may vary by team member.

A player enters the field during pre-game warmups after the officials’
jurisdiction begins wearing a tee shirt with (a) an advertisement with the
shirt including a number that is readily visible; (b) a social justice message
with the shirt including a number that is readily visible; (c) no number
readily visible. RULING: The tee shirt in (a) is not allowed by rule as
advertisements are not allowed on the uniform or any items of apparel
(Exception — Post-season game as outlined in Rule 1-4-5); (b) legal; ()
not allowed as per Rule 3-1-1-c. There is no yardage penalty for (a) and (c)
but the player must leave the playing enclosure. Officials are encouraged
to seek out the Head Coach, Equipment Manager or Game Management
to take the appropriate action.

Mandatory and lllegal Equipment Enforcement—ARTICLE 8
Approved Ruling 1-4-8

L.

II.

After the ball is ready for play, an official identifies a player(s) who is
obviously not wearing a mouthpiece. RULING: The player(s) must leave
the game for at least one down and may not return until propetly equipped
with a mouthpiece. The player(s) may remain in the game by spending an
available team timeout, but they may not play until properly equipped.

Late in the first half, Team B has used its three timeouts. At the end of
a play the line judge notices that B44, a player who participated in the
previous play, is equipped with an eye shield that is either tinted or not
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clear. RULING: Equipment violation. B44 must leave the game for at least
one down and may not return if he is wearing an illegal eye shield.

When the ball is dead after a scrimmage down, the Umpire notices that
linebacker B55 has an exposed back pad at waist level, which apparently
became exposed through play during the previous down. RULING: B55
is not required to leave the game, but he must cover the exposed pad with
his jersey before the next down.

Prohibited Field Equipment—ARTICLE 11
Approved Ruling 1-4-11

L.

II.

III.

IV.

The Head Coach of the home team is unable to attend the game in
person and wants to monitor the TV broadcast and (a) call in plays via
cell phone to the offensive coordinator and (b) use a virtual application
(Zoom, Microsoft Teams, etc.) to communicate with the team in the
locker room. RULING: Rule 1-4-11-b is specific and allows only voice
communication between the press box and the team area, therefore in (a)
the coach could not call into the press box or the sideline for anything
related to coaching purposes. Rule 1-4-11-a would prohibit the use of
technology including computers to be used for coaching purposes and this
would include all virtual types of communication back to a team during
the game. Consequently in (b) any virtual session with the team would
not be allowed. This prohibition would begin at 90 minutes before the
scheduled kickoff when the officiating crew assumes jurisdiction of the
game and would include the time between periods until the end of the
game when the Referee declares the score final.

During a timeout, Team A huddles near the sideline and in front of their
team area. The head coach for Team A brings one of the 18 authorized
tablets for in-game video and reviews plays with Team A players. RULING:
Legal use of the tablet.

During a timeout, Team A remains in the center of the field in a huddle.
The head coach for Team A brings one of the 18 authorized tablets for
in-game video and reviews plays with Team A players in the center of the
field. RULING: Not a legal use of the tablet. The head coach is penalized
for Unsportsmanlike Conduct (Rule 9-2-1-2-b 1). This is a dead ball foul,
and the penalty is enforced 15 yards from the succeeding spot.

Free Kick @ A-35. Team A and Team B line up in position and the Referee
signals the ball ready for play. Team A or Team B has multiple green dot
helmets on the field signifying that those players have radio receiving
capability. RULING: There is no foul on the play. On free kick plays, the
coach-to-player communications rule will not be in effect. There is no
limitation to the number of green dot helmets for either team during free
kick plays.

1/10 @ A-25. After the free kick touchback to open the game, Team A runs
onto the field with A12 having the only green dot helmet signifying radio
receiving capability. Back-up QB A14 is in the team area with his green dot
helmet on and active, and third team QB A10 has an earpiece linked to the
coach-to-player communications and is active as well. Both A14 and A10
listen into the communications intended for A12 on the field. RULING:
This is allowed for both Team A and Team B. Only one green dot helmet
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is allowed on the field, but there is no limit to the number of players in the
team area that may monitor the coach-to-player communications.



RULE 2

Definitions

RECO

Catch, Interception, Recovery—ARTICLE 3
Approved Ruling 2-4-3

L.

II.

II.

IV.

B1 attempts to catch a punt (no fair catch signal) that crosses the neutral
zone, strikes his shoulder (a muff) and bounces into the air. The ball does
not touch the ground. Airborne Al receives the ball in flight and first
returns to the ground out of bounds. RULING: Team B’s ball at the spot
where the ball crossed the sideline. First and 10.

On third down, B1 blocks a Team A scrimmage kick that goes into the air
and does not cross the neutral zone. The ball does not touch the ground.
Al jumps and grasps the ball in flight and first returns to the ground out
of bounds. RULING: Team B’s ball at the spot where the ball crossed the
sideline. First and 10 (Rule 6-3-7).

Airborne A3 receives a pass at Team A’s 40-yard line. While still airborne,
he is contacted by B1 and comes to the ground out of bounds with the ball
at Team A’s 37-yard line. RULING: Incomplete pass (Rule 7-3-7-a).

Receiver A88 is near the sideline, stretching to catch a legal forward pass.
As A88 is going to the ground in the act of catching the pass, (a) A88
gains firm control of the ball with the toes down inbounds and falls out of
bounds, maintaining firm control; (b) A88 gains firm control of the ball
with toes down inbounds, bobbles the ball while airborne, regains firm
control before landing out of bounds and maintains firm control when
landing; (c) A88 gains firm control of the ball with toes down inbounds,
falls out of bounds and loses firm control of the ball when contacting the
ground. RULING: (a) Catch by A88. (b) Incomplete pass. (c) Incomplete

pass.
8. FA

Invalid Signal—ARTICLE 3
Approved Ruling 2-8-3

L.

During Team A’s punt from the A-20, receiver B44 points at the grounded
punt at midfield. As B44 points at the ball, (a) he keeps his hands below
his shoulders with no waving motion; (b) he keeps his hands below his
shoulders and has a waving motion; (c) he has his hands just above the
shoulders with no waving motion. RULING: Rule 2-8-3 states that any
waving motion that does not meet the criteria for a valid signal is an invalid
signal. Additionally, by interpretation the receiver is allowed to point at a
kick as long as his hands remain below the shoulder and there is no waving
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motion. Both (b) and (c) would be an Invalid Fair Catch Signal. In (a), this
would not be considered a signal at all, and Team B would retain the right
to recover the ball and advance.

II. Free Kick @ A-35. The kickoff is high and deep, and deep receiver B21
gives the “T signal” as the kick is in flight. B21 catches the kick right at the
goal line and returns the kick back to the B-35. RULING: The “T signal”
is considered an invalid fair catch signal and the ball is dead when caught.
The crew should shut the play down after B21 gains possession. Team B’s

Touching—ARTICLE 4

ball 1/10 @ B-25.

Approved Ruling 2-11-4

L A punt is rolling along the ground near players A44 and B27 who are
engaged. (a) The ball bounces against the B27’s leg and is then recovered by
A55 at the B-35. (b) A44 blocks B27 into the ball which is then recovered
by A55 at the B-35. RULING: (a) Team As ball, first and 10 at the B-35.
The ball rolled into B27’s leg but A44’s contact did not cause him to touch

the ball. Not forced touching. (b) Forced touching because the block by
A44 caused B27 to touch the ball. Illegal touching by A55. Team B’s ball

at that point.
ON 12.

Goal Lines—ARTICLE 2

Approved Ruling 2-12-2

L Team A’s untouched scrimmage kick strikes the ground in the field of play
and breaks the plane of Team B’s goal line. While the ball is in the air over
the end zone, A81, who is either on the one-yard line or in the end zone,
bats the ball into the field of play. RULING: Violation for illegal touching

(Rule 6-3-11). Team B may accept the result of the play or next snap the
ball at its 20-yard line (Exception: Rule 8-4-2-b).

Restraining Lines—ARTICLE 5
Approved Ruling 2-12-5
L. A free kick breaks the plane of Team B’s restraining line. While the ball is

in the air, Al, who is behind Team B’s restraining line, touches the ball.

RULING: Legal touching (Rule 6-1-3-b).

KS; KIC
Place Kick—ARTICLE 4
Approved Ruling 2-16-4
I. On a free kick to start a game, the kicker uses the toe of a teammate for

a tee or builds a tee with a mound of dirt or sod. RULING: Illegal kick.
Dead-ball foul. Penalty—Five yards from the succeeding spot.
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Kickoff —ARTICLE 6

Approved Ruling 2-16-6

L. After a Touchdown and successful 2 point try, Team A trails 24 — 22 with
0:55 left in the 4th quarter. Team A intends to try an on-side free kick from
the A-35. Kicker A90 holds the ball as if he will attempt a drop kick. A90
then tosses the ball up in the air and the ball bounces just behind Team A’s
restraining line and then A90 kicks the ball after it bounces several feet into
the air. RULING: Illegal Kick. Dead-ball foul. Penalty — Five yards from
the succeeding spot. This kick does not meet the requirements of a Drop
Kick as required in Rule 2-16-3. For a legal drop kick the kicker must drop
the ball and kick it as it touches the ground. Since Rule 2-16-6 only allows
a place kick or a drop kick for a kickoff, this kick is not a legal kick. The
penalty enforcement follows the current Approved Ruling 6-1-2, 1.

Scrimmage Kick Formation—ARTICLE 10
Approved Ruling 2-16-10

L At the snap Team A has four linemen numbered between 50-79 and three
linemen numbered outside this range. A potential kicker is eight yards
deep but there is no potential holder. RULING: Illegal formation. Team
A is not in a scrimmage kick formation and does not have the required
number of linemen with proper jersey numbers.

Forward and Backward Pass—ARTICLE 2

Approved Ruling 2-19-2

L. Al intends to throw a forward pass, but B1 bats the ball from his hand
before Al’s hand starts forward. RULING: Fumble (Rule 2-11-1).

Crosses Neutral Zone—ARTICLE 3

Approved Ruling 2-19-3

L. QB A12 throws a legal forward pass, and receiver A88 first touches the pass
when the ball is 1 ¥ yards beyond the neutral zone. The receiver’s back
foot is not beyond the neutral zone. RULING: The legal forward pass has
crossed the neutral zone. Rule 2-19-3-a states that a pass has crossed the
neutral zone when it strikes anything beyond the neutral zone. By Rule
2-19-3-b, A88 as a player is not beyond the neutral zone. Nevertheless, by
Rule 2-19-3-a the pass has crossed the neutral zone since it was beyond
the neutral zone when A88 touched it. The guiding principle on a pass
crossing the neutral zone is the location of the ball when it is first touched.

Approved Ruling 2-23-1

L. Fourth and goal on Team B’s five-yard line. A55’s legal snap is muffed
by A12 and (a) any player of Team A recovers and advances the ball into
the end zone, or (b) a player of Team B recovers and advances the ball.
RULING: The snap is a backward pass and may be advanced by any
player. (a) Touchdown. Since this is a backward pass and not a fumble
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II.

there is no restriction on a Team A player recovering and advancing the
ball. (b) Ball continues in play.

3/5 @ B-25. QB A12 is in shotgun formation. Center A57 legally starts the
backward motion of the snap with a quick and continuous motion. During
this backward motion (a) the ball slips from the snapper’s hands and is loose
at the B-29 and B54 recovers the ball, or (b) the center clutches or pauses
before releasing the ball and the ball subsequently slips from the snapper’s
hands and is loose at the B-29 and B54 recovers the ball. RULING: (a)
Legal Snap that becomes a backward pass. Team B’s ball, 1/10 @ B-29. (b)
Team A dead-ball foul, illegal snap. Team A’s ball, 3/10 @ B-30. To be a
legal snap, the ball must be handed or passed backward from its position on
the ground with a quick and continuous motion and the ball leaving the
snapper’s hands in this motion. If the ball, during the backward motion of
a legal snap, slips from the snapper’s hand, it becomes a backward pass, and
the ball is in play. Any other action or motion by the snapper such as not
releasing the ball, pausing, restarting, or breaking the continuous motion of
the ball during the snap is considered an illegal snap.

Disqualified Player—ARTICLE 12
Approved Ruling 2-27-12

II.

II1.

A player is disqualified for a targeting foul in the second half. RULING:
The player is not allowed to play in the first half of his team’s next game.
However, he is allowed to participate in pregame warmups with his
team. He may not participate in the first half, but may remain in the
team area. (Rules 9-1-3 and -4)

A player is disqualified for a targeting foul in the second half of his
team’s last game of the regular football season. RULING: He is not
allowed to play in the first half of his team’s next game, whenever that
is. If the game is the final one of the regular season, he may not play the
first half of any postseason game. If his team does not play a postseason
game, he may not play in the first half of the first game of the following
season (assuming he has eligibility remaining). (Rules 9-1-3 and -4)
Player number 21 for the home team was disqualified late in the 3rd
quarter for Targeting and legally remains in the team area. Between the
end of the 3rd quarter and the start of the 4th quarter, number 21 for the
home team is flagged in the team area for Unsportsmanlike Conduct.
RULING: Dead ball foul, 15-yard penalty from the succeeding spot.
Automatic first down for fouls by Team B if not in conflict with other
rules. Number 21 is ejected from the game and must leave the playing
enclosure. Any player that has been disqualified and is subsequently
penalized for Unsportsmanlike Conduct is automatically ejected.

Running Play—ARTICLE 4
Approved Ruling 2-30-4
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A21 catches a forward pass with his knees on the ground. The passer is
roughed during the pass. RULING: A21’s catch started a running play,
which ended immediately. Penalize 15 yards from the end of the run, first
down for Team A.

Third and 10. A21 catches a forward pass and fumbles when tackled after
gaining nine yards. The fumble is recovered by grounded A24 five yards in
advance of the fumble. During the pass, the passer is roughed. RULING:
Penalize 15 yards from the spot of recovery by A24 (end of last run), first
down for Team A.



RULE 3

Periods, Time Factors
and Substitutions

RT O

Pregame—ARTICLE 1
Approved Ruling 3-1-1

After the officials’ jurisdiction has begun a few home team players enter the
playing enclosure without their game jersey, and do not have their numeral
readily visible. RULING: The players with no game jersey or numeral readily
visible must immediately leave the playing enclosure. The head coach or
assistant coach(es) on the field may help with this situation.

Extra Periods—ARTICLE 3
Approved Ruling 3-1-3

L

II.

ML

V.

Other than on the try, Team B scores a touchdown after intercepting a forward
pass, intercepting or recovering a backward pass or fumble, or returning a
blocked field goal attempt. RULING: Period and game are ended, and Team

B is the winner.

During the first possession series of a period, Team B intercepts a forward
pass, or intercepts or recovers a fumble or a backward pass, and does not
score a touchdown. RULING: Team A’s possession series is ended and Team
B starts its series. Team B becomes Team A when the referee declares the ball
ready for play.

During the first possession series of a period, Team A’ field goal attempt is
blocked and does not cross the neutral zone. Team A recovers the ball and
runs for a touchdown. RULING: Six points for Team A. Team B begins its
possession series after the try.

Team A’ field goal attempt is blocked and does not cross the neutral zone.
A23 recovers the ball and is tackled beyond the line to gain. RULING: Team
A retains the ball to continue its possession series. First and 10.

On first, second or third down, Team A’ field goal attempt is blocked and
does not cross the neutral zone. A23 recovers the ball and is tackled short of
the line to gain. RULING: Team As ball, next down.

During the first possession series of a period, Team B gains possession and
then loses possession to Team A, which (a) scores a touchdown; (b) does not
score a touchdown. RULING: (a) The score counts. In both (a) and (b),

Team A’s possession series ends and Team B begins its possession series.

Fl-14
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During the first possession series of a period, Team A fumbles into Team B’s
end zone on second down of a series. Team B recovers and downs the ball in
its end zone. RULING: Team A’s possession series is ended. Team B begins

its possession series.

During the first possession series of a period, B10 intercepts a forward pass on
his six-yard line and downs the ball in his end zone. RULING: Safety: two
points for Team A. Team A’s possession series is over. Team B will put the ball
in play, first and 10 on the 25-yard line at the same end of the field.

Team Ass field goal attempt is untouched beyond the neutral zone until B17
muffs it at the five-yard line. A75 recovers at the three-yard line. RULING:
Team A’s possession series continues; first down for Team A at the three-yard
line.

On the first possession series of a period, Team A scores a touchdown. On
the try, Team B intercepts a pass and returns it for a two-point touchdown.
RULING: Team B starts its possession seties at the 25-yard line with Team A
leading in the overtime 6-2.

After the end of the first possession series by Team A, Team B commits a
dead-ball foul. RULING: Team B starts its possession series on the 40-yard
line, first and 10.

During the first possession series of a period, A12 throws a forward pass and
Team A is flagged for an illegal shift. B25 intercepts the pass, and B38 a) clips
or (b) commits a flagrant personal foul before B25 crosses Team A’s goal line.
RULING: Score not allowed. The fouls cancel and the down is not repeated.
Team A’s possession series is ended, and a) Team B begins its possession series
at the 25-yard line; b) B38 is ¢jected and Team B begins its possession series
at the 40-yard line.

During the second possession series of a period, B25 intercepts a pass and
carries the ball across Team A’s goal line. During the run, B79 clips at
midfield. RULING: No touchdown. Either the game is over, or the next
period will start with first and 10 at the 25-yard line, since the penalty is not
carried over.

During the first possession series B37 intercepts a forward pass and has a clear
field to the goal line when he makes an obscene gesture toward the nearest
opponent. RULING: Team B’s score is canceled and the penalty is carried
over. Team B begins its possession series on the 40-yard line, first and 10

(Rules 3-1-3 and 3-1-3-g-1 and 2).

Timing Adjustments—ARTICLE 2
Approved Ruling 3-2-2

L

At halftime the score is 56-0. The coaches and the referee agree that the third
and fourth quarters should be shortened to 12 minutes each. The coaches
also request that the second half be played with a “running clock,” i.e., that
the game clock not be stopped. RULING: The remaining quarters may be
shortened to 12 minutes each. However, the “running clock” is not allowed;
normal clock rules apply for the entire game.
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Extension of Periods—ARTICLE 3
Approved Ruling 3-2-3

II.

III.

V.

VIL

VIIL

During the extension of a period after the ball is ready for play and before the
snap, Team A commits a foul. RULING: Dead-ball foul. Team A is penalized
for the foul and is entitled to complete the down.

Time expires during Team A’ free kick at the end of the second quarter. Al
is offside on the kick. RULING: Penaltcy—Five yards from the previous spot,
the end of Team B’s run, or the touchback spot, and the period is extended.
Repeat the free kick or Team B is awarded an untimed down.

Time expires during Team A’s attempted field goal at the end of the second
quarter. Team B was offside. RULING: Penalty—Five yards from the
previous spot, the period is extended (Rules 10-2-2-d-4-a).

A Team A player interferes with the opportunity to catch a kick (not a
try) during a down in which time expires in the first quarter. RULING:
Penalty—15 yards from the spot of the foul. The period is not extended and
the penalty will be enforced at the beginning of the second quarter.

Team A scores a touchdown during a down in which time expires. After the
touchdown, but before the try, either team fouls. RULING: The period is
extended only for the try. The penalty may be enforced on the try or the
succeeding kickoff, or the succeeding spot in extra periods.

Team A scores a touchdown during a down in which time expires. During
Team A’s successtul try, Team B fouls. RULING: The period is not extended
for the kickoff. Team A may accept the penalty and repeat the try, or
decline the penalty and accept the score. Penalties for personal fouls and
unsportsmanlike conduct are enforced on the subsequent kickoff or the
succeeding spot in extra periods.

Team A scores a touchdown during a down in which time expires. After the
try ends, either team commits a dead-ball foul. RULING: The try may be
repeated for an accepted penalty if a live-ball foul occurred during the try;
the penalty for the dead-ball foul will then also be enforced on the repeated
try. The period is not extended to enforce a penalty for a dead-ball foul. If
accepted, this penalty must be enforced on the kickoff to start the next period
or at the succeeding spot in extra periods.

Time expires in the first half on a play in which A12 is beyond the neutral
zone when he completes a pass to A88 in Team B’s end zone. RULING:
Team B accepts the penalty to nullify the score, and at the option of the
offended team the period is not extended because the penalty includes loss of

down. The first half ends.

Timing Devices--ARTICLE 4
Approved Ruling 3-2-4

When the ball is dead after a running play that ends out of bounds, the
40-second play clock is started. The umpire receives the ball from the line
judge, and as he is placing it on the ground, he sees that it is one of Team B’s
balls. He tosses the ball to the line judge who attempts to get a Team A ball
from the ball personnel. RULING: If the play clock reads 25 or less before
the correct ball is in from the sideline and ready for play, the Referee will
attempt to reset the play clock without stopping the game clock. If the play
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clock is not quickly reset, the Referee declares a timeout, the play clock is
reset to 25 seconds and signals ready-for-play. The game clock starts on the
snap unless it had been running when the Referee declared a timeout

When the ball is dead after a running play that ends in the side zone, the
officials have difficulty getting the ball in to the hash mark. As the play clock
nears 25, the Umpire places the ball on the ground, and by the time the
officials are ready, the play clock is somewhat below 25 when the Umpire
steps away. RULING: Without stopping the game clock, the Referee gives
the “pump” signal to indicate that the play clock is to be reset to 25. If the
play clock is quickly reset to 25, the game clock does not stop. Only if the
play clock operator does not quickly respond to the Referee’s “pump” signal
will the Referee declare a timeout, signal for the play clock to be set at 25, and
then signal to start both the play and game clocks.

Team A scores a Touchdown and the 40 second play clock is started. Without
stopping the game, the Referee receives positive confirmation from the Replay
Official that the Touchdown is good. The play clock displays: (a) 25 or more
seconds, or (b) 24 or less seconds. RULING: The Referee (a) signals to clear
the Center Judge and allow the ball to be snapped. (b) The Referee will signal
the play clock be reset to 25 seconds, and will then signal to clear the Center
Judge and allow the ball to be snapped.

Team A scores a Touchdown and the 40 second play clock is started. With
less than 25 seconds on the play clock, Team A Head Coach or Team Captain
requests the ball be moved to the left hash mark. RULING: The officials will
not honor the request. Team A may call a timeout to relocate the ball unless

preceded by a Team A foul or offsetting fouls.

1/10 @ A-25. Early in the 4th quarter, back A21 takes a handoff and runs
for a 15-yard gain and is down inbounds. During the play, A88 is guilty
of holding at the A-30, and (a) B54’s helmet comes off during the play
(not a direct result of a foul) or (b) B54 is injured on the play. RULING:
The holding foul by A88 will be penalized 10-yards from the spot of the
foul and it will be 1/15 @ A-20. In both (a) and (b), the play clock will
be set to 40, and both the play clock and game clock will be started on the
Referee’s signal.

2/10 @ B-40. Late in the game, A22 runs for 8 yards and is tackled short
of the line to gain. The game clock reads 1:58 when A22 is downed. B54’s
helmet came off (not a direct result of a foul) during the play. RULING: The
game clock is stopped at 1:58 for the Two-Minute Timeout and for B54’s
helmet being off. Even with a Team B helmet off; the play clock will be set
to 25 seconds following the Two-Minute Timeout, and the game clock will
start on the snap. (The same play clock treatment would occur with a Team

B injury on the play.)

Minimum Time For A Play After Spiking The Ball--ARTICLE 5
Approved Ruling 3-2-5

Late in a quarter Team A, out of timeouts, makes a first down, stopping
the clock which reads 0:03. Team A intends to spike the ball and run an
additional play. The referee appropriately blows his whistle and signals, which
starts the game clock. The quarterback takes the snap and raises the ball high
over his head before throwing it directly to the ground. The game clock
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shows 0:00. RULING: Time in the quarter has expired. Although there were
3 seconds on the game clock when the referee signaled it to start, there is no
guarantee of enough time to run an additional play other than spiking the
ball. The offense must execute the spike in a timely manner.

Timeout—ARTICLE 1
Approved Ruling 3-3-1

L

II.

I

V.

3/2 @ B15. After the Two-Minute Timeout in the second quarter, A45
fumbles a live ball after gaining three yards. The officials cannot determine
who has recovered the fumble, so the line judge signals the clock to stop
while the ball is being located. A45 is found to be in possession of the ball
and (a) has not made the line to gain or (b) has made the line to gain.
RULING: The 40-second clock starts when the ball is declared dead. (a)
The referee immediately will signal the game clock to start. (b) The game
clock will start on the referee’s signal when the ball is ready for play.

On second and 14, A45 gains six yards and is downed with the ball in his
possession. The linesman, mistaking the back stake of the line-to-gain chain
for the front stake, erroneously signals the clock to stop. RULING: As soon as
the error is detected by any official, the signal to start the clock shall be given
by the game official detecting the error.

Team A fumbles or the ball is loose after a backward pass. Several players dive
on the ball, creating a “pile.” RULING: The covering official(s) shall stop the
clock and the 40-second clock shall start. Upon positive knowledge of who
recovered, the referee will point in the direction governed by possession and
start the game clock (a) immediately if Team A has recovered short of the line
to gain (no first down), or (b) on the snap if Team B has recovered.

A shoelace, padlace, jersey, number or equipment breaks or tears. RULING:
No referee’s discretionary timeout permitted for repair or replacement.

3/5 @ B-30. It is late in the half and both teams have all their timeouts
remaining. With Team A at the line and ready to snap the ball, the Team B
head coach requests a timeout, and the timeout is granted. After the timeout,
both teams are in formation and the ball is ready for play. (a) Team B head
coach requests a time out, or (b) Team A head coach requests a timeout.
RULING: (a) The officials shall not acknowledge the timeout request.
Team B still has 2 timeouts remaining, but since they have already called a
timeout in the dead ball period, a timeout is not available for Team B, (b)
Team A timeout is granted. Since they have timeouts remaining and have not
called a timeout in this dead ball period, Team A has a timeout available.

3/5 @ B-30. It is late in the half and both teams have all their timeouts
remaining. With Team A at the line and ready to snap the ball, the Team B
head coach requests a timeout, and the time out is granted. After the timeout,
both teams are in formation and the ball is ready for play. Just before the
snap, A77 commits a false start. Team A is penalized 5 yards creating a 3/10
situation. Both teams are back in formation with the ball ready for play, and
Team B head coach requests a timeout. RULING: The officials shall not
acknowledge the Team B head coach’s timeout request. Team B still has 2
timeouts remaining, but since they have already called a timeout in the dead
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ball period, a timeout is not available for Team B. Because the false start is a
dead ball foul, we are still in the same dead ball period from when Team B
called a timeout, so a timeout is not available to Team B.

Starting and Stopping the Clock—ARTICLE 2

Approved Ruling 3-3-2

L Fourth and six. Team A’s running play, which ends inbounds, gains (a) eight
yards or (b) five yards. B1 is offside during the play. RULING: (a) Team A’s
ball. First and 10. The clock starts on the referee’s signal. (b) Team A’s ball.
Fourth and one. The clock starts on the referee’s signal. (Rules 3-3-2-¢-1 and
e-4)

II. Fourth and four. Team A’s running play, which ends inbounds, gains (a) six
yards or (b) three yards. B1 is offside during the play. RULING: (a) Team
As ball, first and 10. The clock starts on the referee’s signal. (b) Team A’s ball,
first and 10 after accepting the penalty. The clock starts on the referee’s signal.

II.  Third and four. Team A's pass is intercepted by B1, who is downed inbounds.
B2 was offside during the play. RULING: Team A ball. First and 10. The
clock starts on the referee’s signal. Although the clock was stopped to award
Team B a first down, Team B will not next snap the ball.

IV.  Late in the second or fourth quarter, ball carrier A37 goes out of bounds.
The game clock is stopped (a) before the Two-Minute Timeout, or (b) at or
after the Two-Minute Timeout. RULING: (a) The game clock starts on the
referee’s signal when the ball is ready for play. (b) The game clock starts on the
snap.

V. Late in the second or fourth quarter, Team A has second and eight. B44
intercepts a legal forward pass and carries the ball out of bounds. B79 is in
the neutral zone at the snap. The game clock is stopped (a) before the Two-
Minute Timeout, or (b) for the Two-Minute Timeout. RULING: Team A
accepts the penalty and retains possession of the ball. In (a) the game clock
starts on the referee’s signal, because Team B will not next snap the ball. In (b)
the clock will start on the snap after the Two-Minute Timeout.

VI.  Fourth and eight at the A-12, late in the fourth quarter. The punt is blocked
and the ball does not cross the neutral zone. At the A-10, back A22 recovers
the ball and throws a forward pass to eligible A88 who is tackled at the B-3.
The game clock reads 0:03. RULING: Team A’s ball at the B-3, first and
goal. The game clock starts on the snap because of the legal kick play. (Rules
3-3-2-d-8, 3-3-2-e-1, 3-3-2-f)

VII.  Free Kick @ A-35. Team A executes an on-side kick. After the ball has traveled
10 yards, (a) B21 gives a valid fair catch signal and makes a clean catch; (b)
AB0 is first to touch the ball and makes a clean legal catch or recovery; (c)
B21 catches or recovers the ball and immediately goes to the ground; (d) B21
makes a clean recovery with their knees on the ground. RULING: The ball
is declared dead and, (a) No time will run off the clock; (b) No time will run
off the clock; (c) the clock operator shall start the clock when the ball is legally
touched and will stop the clock when the ball is declared dead (Rule 3-3-2-a);
(d) No time will run off the clock.

VIII. Third and five at the B-15 late in the fourth quarter, with Team A trailing
10-7. Quarterback A11 rolls out and is at the B-12 when he throws a forward
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pass that is incomplete. When the ball is dead the game clock shows 0:13.
Team B accepts the penalty for the illegal forward pass. RULING: Fourth
and seven at the B-17. Team B has the option for a 10-second runoff.
Assuming that Team B accepts the runoff; the game clock is set at 0:03 and
starts on the referee’s signal.

Suspending the Game—ARTICLE 3
Approved Ruling 3-3-3

A game between teams from different conferences has been suspended in the
middle of the third quarter very late at night due to weather. It is clear that
the game cannot be resumed. The directors of athletics for the participating
teams are unable to arrive at an agreement on which option should be in
effect. RULING: The outcome of the game is determined by the conference
policy of the home team.

Charged Team Timeouts—ARTICLE 4
Approved Ruling 3-3-4

L

I

III

v

Before the snap, a legal substitute of either team running from the bench
requests a timeout before being within the nine-yard marks. He then requests
a timeout again after being within the nine-yard marks. RULING: Initial
timeout request not granted. Second request granted (Rule 7-1-3-b).

3/10 @ B-40. Early in the 2nd quarter, team A has all 3 timeouts remaining,
A12 throws to A88 but the pass is ruled incomplete. The Team A head
coach calls timeout to challenge the ruling on the field of an incomplete pass.
Replay overturns the ruling on the field to a catch at the B-31. After the ball
is ready at the B-31, Team A breaks the huddle late in the play clock, and
the Team A head coach attempts to call a timeout just before the play clock
displays zero. RULING: Dead-ball foul, delay of game by Team A. Team A
had 4/1 @ B-31 after the overturn in replay, and then following the penalty
for delay of game, Team A will have 4/6 @ B-36. The officials will not honor
the request by the Team A Coach. Team A retains their challenge which may
be used only once more during the game, and they retain their timeout and
have 3 timeouts remaining in the Ist half.

3/10 @ B-40. Late in the 2nd quarter following the Two-Minute Timeout,
Team A is trailing by five points and has all 3 timeouts remaining. A12
throws to a diving A88 but the pass is ruled incomplete, and the game clock
is stopped with 0:15. The Team A head coach calls timeout to challenge the
ruling on the field of an incomplete pass. Replay overturns the ruling on
the field to a catch at the B-31. RULING: With the overturn, Team A will
have 4/1 @ B-31. Since the overturn was after the Two-Minute Timeout and
the replay review resulted in the on-field ruling being overturned, and the
correct ruling would not have stopped the game clock, the play is subject to
a 10-second runoff. After a successful coach’s challenge, either team may use
a timeout to avoid the 10-second runoff. If Team A uses their timeout here
to avoid the runoff, they will have 2 timeouts remaining. Additionally, if this
was Team A’ first challenge, they retain the challenge, which may be used only
once more during the game.

3/10 @ B-40. Early in the 2nd quarter, team A has all 3 timeouts remaining,
A12 throws to A88 but the pass is ruled incomplete. The Team A head coach
calls timeout to challenge the ruling on the field of an incomplete pass.
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Replay overturns the ruling on the field to a catch at the B-31. After the ball
is ready at the B-31, Team A breaks the huddle late in the play clock, and
the Team A head coach attempts to call a timeout just before the play clock
displays zero. RULING: Dead-ball foul, delay of game by Team A. Team A
had 4/1 @ B-31 after the overturn in replay, and then following the penalty
for delay of game, Team A will have 4/6 @ B-36. With the change in Rule
3-3-4-a for 2023, consecutive charged team timeouts are not allowed by the
same team in any individual dead ball period, so the officials will not honor
the request by the Team A Coach. The intent of the new rule was to keep the
game moving. Team A retains their challenge which may be used only once
more during the game, and they retain their timeout and have 3 timeouts
remaining in the Ist half.

Injury Timeout—ARTICLE 6
Approved Ruling 3-3-6

II.

ML

V.

VIL

At the end of a play, with the game clock running, the referee notices that
A22 is bleeding. RULING: The referee stops the clock and declares an
injury timeout. A22 leaves the field of play or the end zone for treatment
by appropriate medical personnel. Unless there is also an injury to a Team B
player the play clock s set to 25 seconds and starts on the ready-for-play signal
(Rule 3-2-4-c-4).

After being treated for a bleeding or oozing wound, A22 (A.R. 3-3-5-I)
attempts to enter the game before the next snap. RULING: A22 must remain
out of the game for at least one play. In any event, he may return only on the
approval of his team professional medical personnel.

B52’s jersey has blood spots on it. RULING: Unless the official determines
that the jersey is saturated with blood, B52 may remain in the game. (Note:
Saturated is defined as soaked with moisture or drenched. If blood has
penetrated through a garment to the skin or can be transferred to another
player or game official, the garment is saturated.)

An official notices that blood has soaked through B10’s jersey. RULING: B10
must leave the game until medical personnel have determined if the jersey
must be replaced.

B10 tackles A12. An official determines that B10’s jersey is saturated with
blood from a cut on Al2s arm. RULING: Both players must leave the
game—A12 for treatment of his open wound, B10 for a determination by
medical personnel as to whether he has to replace his jersey.

During a dead-ball interval, A85 notices a bleeding cut on his arm. He
voluntarily goes to the team area and is replaced by A88. RULING: This is a
legal substitution and there is no variation in game timing. A85 may return to the
game after the injury has been treated, but he must adhere to substitution rules.

On second down the Team A ball carrier is tackled inbounds. The clock is
then stopped for an injury to a player of Team B. (a) No other players are
injured on the play. (b) There is also an injury to a player of Team A. (c) The
referee grants a media timeout. RULING: In (a), (b) and (c) upon preparing
to resume play the referee will indicate that the play clock be set to 40 seconds.
Both the play clock and the game clock will start on the ready-for-play signal.
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XII.

XIII.

XIV.

Late in the half ball carrier A35 is tackled. B79 goes to the ground with an
injury and the officials stop the game clock, which shows (a) 12 seconds; (b)
eight seconds. RULING: Team A has the option of a 10-second runoff. If
there is no 10-second runoff the game clock starts on the snap. If Team A
accepts the option, (a) there will be two seconds on the game clock which will
start on the referee’s signal; (b) time in the half has expired.

Late in the half ball carrier A35 is tackled beyond the line to gain. B79 goes
to the ground with an injury. RULING: There is no option for a 10-second
runoff because the game clock stops on the first down as well as the injury.
The game clock starts on the referee’s signal.

3/10 @ B-45. QB Al2 runs for a st down at the B-15. After the ball is
declared dead and is spotted by the BJ, B75 is moving to get to his side of
the ball and then drops to the ground and presents as injured. The officiating
crew (a) is clear that B75 went down after the ball was spotted or (b) is
unsure of the timing of when B75 went down. RULING: (a) The clock is
stopped for an injury timeout for B75 and Team B is charged with a team
timeout. (b) During the injury timeout, replay can assist the crew on the field
in determining the timing of the injury in relation to the ball being spotted.
Without Instant Replay, when in question, Team B will not be charged a team
timeout.

3/10 @ B-45. QB A12 runs for a Ist down at the B-15. After the ball
is declared dead and is spotted by the BJ, the Umpire notices that B55 is
experiencing the signs and symptoms of a concussion (see Appendix C).
RULING: The officials will stop the game immediately for an injury timeout
to ensure B55 is evaluated immediately by the appropriate health care
professional. Team B will not be charged with a timeout.

3/10 @ B-30. Team A lines up for a potential game winning Field Goal
with 0:04 remaining on the stopped game clock. Team B has 3 timeouts
remaining and calls a timeout just before the snap to ice the kicker. Both
teams return and are in position and the Referee signals the ball back in play.
Before the snap, B75 who is in position, falls down injured. RULING: B75
presents as injured after the ball was spotted, but consecutive charged team
timeouts are not allowed in any individual dead ball period. Team B will be
charged with a 5-yard delay of game penalty, and it will be 3/5 @ B-25

3/10 @ B-30. Late in the 4th quarter, Team A completes a pass over the
middle and A88 is tackled inbounds at the B-15 for a first down. A88 remains
on the ground and the Referee declares an official’s timeout for injury. There
is (a) 0:05 on the game clock; (b) 0:15 on the game clock. RULING: In (a),
Team B has the option of a 10-second runoff. Team A can avoid the runoff if
it has a charged timeout remaining. The game is over if the 10-second runoff
option is exercised. In (b), there is no option for a 10-second runoff. The
clock will start on the Referee’s signal following the injury timeout

3/10 @ B-30. Late in the 4th quarter, Team A completes a pass over the
middle and A88 is tackled inbounds at the B-15 for a first down. At the
snap, (a) Team B had 12 players on the field; (b) Team A’ formation was
not legal (c) A77’s helmet came off during the play (not a direct result of a
foul by an opponent). A88 remains on the ground and the Referee declares
an official’s timeout for injury. There is 0:05 remaining on the game clock.
RULING: In (a) there is no option for a 10-second runoff since the official’s



F1-23

RULE 3 / PERIODS, TIME FACTORSAND SUBSTITUTIONS

timeout includes addressing the Illegal Substitution by Team B; (b) there is no
option for a 10-second runoff since the official’s timeout includes addressing
the Illegal Formation by Team A; (c) Team B has the option of a 10-second
runoff. Team A can avoid the runoff if it has a charged timeout remaining.
The game is over if the 10-second runoff option is exercised.

3/10 @ B-30. Late in the 4th quarter, Team A pass is (a) complete and
A88 runs out of bounds at the B-15 for a first down; (b) is incomplete. A88
remains on the ground and the Referee declares an official’s timeout for injury.
There is 0:05 remaining on the game clock. RULING: There is no option for
a 10-second runoff since (a) the runner is out of bounds stopping the game
clock; (b) the pass is incomplete stopping the game clock.

3/10 @ B-30. Late in the 4th quarter, Team A completes a pass over the middle
and A88 is tackled inbounds at the B-15 for a first down. B27 remains on the
ground and the Referee declares an official’s timeout for injury. There is (a)
0:05 on the game clock; (b) 0:15 on the game clock. RULING: In (a), Team
A has the option of a 10-second runoff, which they may decline and the clock
will start on the snap. In (b), there is no option for a 10-second runoff. The
clock will start on the Referee’s signal following the injury timeout.

Helmet Comes Off--Timeout—ARTICLE 10
Approved Ruling 3-3-10

L

II.

ML

V.

After the ball is dead, A55 blocks B33 at his waist, knocking him to the
ground. As B33 hits the ground his helmet comes off. RULING: Dead-ball
foul by A55, 15-yard penalty from the succeeding spot. B33 must leave the
game for the next down as his helmet came off through play and not due to
a helmet foul. B33 may remain in the game if Team B takes a timeout.

Late in the first quarter ball carrier A22 is legally tackled, and his helmet
comes off just after his back hits the ground. The game clock reads 0:00.
RULING: A22 must leave the game for the next down, which will be the
initial down of the second quarter. A22’s helmet came off through play and
there was no helmet foul by Team B. However, A22 may remain in the game
if Team A takes a timeout.

During the down A22’s helmet comes off (no helmet foul by the defense) and
B77 goes down with an injury. The ball carrier is tackled inbounds. When the
clock is stopped it reads 0:58 in the fourth quarter. RULING: Unless Team
A takes a charged timeout, A22 must leave the game for one play. The play
clock is set at 40 seconds, due to the defensive injury, rather than 25 seconds
due to the helmet coming off the offensive player. There is no option for a
10-second runoff because the clock stops for both the helmet off and the
injury, and these occur for opposing players.

During the down A22’s helmet comes off (no helmet foul by the defense) and
A45 goes down with an injury. The ball carrier is tackled inbounds. When
the clock is stopped it reads 0:58 in the fourth quarter. RULING: Because
the injury and the helmet off occur to players on the same team, there is an
option for a 10-second runoff. Team A may keep A22 in the game and also
avoid the 10-second runoff by taking one charged timeout.

During a play running play that ends inbounds, a linebacker’s helmet comes
off. When the ball becomes dead the game clock is stopped and reads 0:45
in the second quarter. RULING: The play clock is set at 40 seconds. Team A
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has the option for a 10-second runoff. If Team A exercises this option, unless
Team B is charged with a timeout the game clock is set to 0:35 and starts on
the Referee’s signal. If Team B uses a timeout to avoid the 10-second runoff,
the game clock remains at 0:45, the play clock is set at 25 and starts on the
Referee’s signal, and the game clock starts on the snap.

lllegal Delay of the Game—ARTICLE 2
Approved Ruling 3-4-2

II.

After any timeout, one of the teams is not ready to play. RULING: Illegal
delay. Penalty—Five yards from the succeeding spot.

On a running play late in the half the Team A ball carrier is tackled inbounds.
Team B players are deliberately slow to “unpile” in an obvious attempt
to consume time and prevent the officials from making the ball ready for
play. RULING: Team B foul for delay of game. Penalty—five yards at the
succeeding spot. The game clock will start on the snap (Rule 3-4-3).

Unfair Clock Tactics—ARTICLE 3
Approved Ruling 3-4-3

L.

II.

ML

V.

In an attempt to consume time in the fourth period, Team A stalls and the
play clock expires. RULING: Foul for delay of game. Penalty—Five yards

from the succeeding spot. The clock starts on the snap.

After the Two-Minute Timeout in the fourth quarter and the clock running,
Team B has no timeouts remaning. In an effort to conserve time, B77 crosses
the neutral zone and touches a Team A player. RULING: Dead-ball foul.
Penalty—Five yards from the succeeding spot. Because this play occured after
the Two-Minute Timeout, this foul comes under the 10-second runoff rule
(Rule 3-4-4).

After the Two-Minute Timeout in the second quarter and the clock running,
Team A has no timeouts remaning. Ball carrier A12 throws a backward pass
out of bounds from behind or beyond the neutral zone short of the line
to gain to conserve time. RULING: Penalty—Five yards from the spot of
the foul and loss of down. Because this play occured after the Two-Minute
Timeout, this foul comes under the 10-second runoff rule (Rule 3-4-4).

A ball carrier throws an incomplete forward pass while beyond the neutral
zone to conserve time. RULING: Penalty—Five yards from the spot of the
foul and loss of down. The clock starts on the ready-for-play signal (Rule
7-3-2 Penalty). Note: If the play occurs after the Two-Minute Timeout, this
foul comes under the 10-second runoff rule (Rule 3-4-4).

Late in the fourth quarter Team A trails by four points and is driving for
a potential score. After a running play on which the ball carrier is tackled
inbounds, Team B players are obviously and deliberately slow in letting
him get to his feet or otherwise are employing tactics to delay the officials
in making the ball ready for play. RULING: Dead-ball foul against Team
B, delay of game. When the ball is ready for play, the referee will signal the

25-second clock to start, and the game clock will start on the snap.
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Second and seven at the A-25. Team A is ahead in the score late in the second
quarter. When ball carrier A22 is tackled in the field of play, the game clock
reads 1:47. The umpire reports to the referee that he has a flag for holding
by snapper A55. On the play, A22 gained (a) three yards; (b) nine yards.
RULING: In both a) and b), after enforcement of the penalty, the game clock

starts on the snap or on the referee’s signal, at the option of Team B.

10-Second Runoff From Game Clock--Foul—ARTICLE 4
Approved Ruling 3-4-4

L

II.

ML

IV.

Second and 10 at the B-30. The game clock is running in the second half.
Team A trails by two points and is out of timeouts. After the ball is ready
for play lineman A66 commits a false start, and when the officials stop the
game clock it reads (a) 13 seconds; (b) 8 seconds. Team B accepts the yardage
penalty and the clock runoff. RULING: (a) Five-yard penalty with 10
seconds subtracted from the game clock, which is set at 3 seconds. Second and
15 at the B-35. The clock starts on the referee’s signal. (b) The game is over.
Team B wins.

Second and 10 at the B-30. The game clock is running in the second half.
Team A trails by two points and is out of timeouts. At the snap Team A has
five players in the backfield. A22 carries for a three-yard gain to the B-27.
When the ball is declared dead the game clock reads (a) 13 seconds; (b) 8
seconds. RULING: (a) and (b) Five-yard penalty, illegal formation. Second
and 15 at the B-35. Because the illegal formation is not a foul that causes the
clock to stop immediately, the 10-second runoff does not apply. After the
penalty is administered the game clock starts on the referee’s signal.

Team A is leading 24-21 with less than one minute in the game and the game
clock running. With the ball ready for play on third and seven at the B-35,
tackle B55 jumps across the neutral zone and contacts A77. The officials shut
the play down with the game clock showing 0:38. Team B is out of timeouts.
RULING: Offside against Team B. Five-yard penalty and a 10-second runoff
from the game clock. The game clock is set at 0:28. Third and two at the
B-30. The clock starts on the referee’s signal.

Fourth quarter with the game clock running. Second and five at the B-20.
Tackle B77 is in the neutral zone at the snap, but does not make contact. QB
A12 rolls out to pass, runs to the B-17 and throws a forward pass, which falls
incomplete. The game clock reads 0:15. RULING: Team A illegal forward
pass and Team B offside. Offsetting fouls. No 10-second runoff. Second and
5 at the B-20. The game clock remains at 15 seconds and starts on the snap.

Second and 10 at the B-30 with the game clock running. Team A trails in the
score. Guard A66 in a three-point stance misses the snap count and lurches
forward, committing a false start. B77 then commits a dead-ball personal foul
or a dead-ball foul for unsportsmanlike conduct. The game clock is stopped
with 8 seconds remaining in the half. This occurs (a) in the fourth quarter; (b)
in the second quarter. RULING: (a) The game is over because Team B will
accept the 10-second runoff associated with the false start. Thus the penalty for
B77’s dead-ball foul is not enforced. (b) The half is over because Team B will
accept the 10-second runoff associated with the false start. The penalty for the
Team B dead-ball foul carries over to the second half. Due to the 10-second
runoff, by interpretation the Team B dead-ball foul effectively occurs after the
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half has ended and the penalty is thus carried over. In either (a) or (b) Team A
may avoid the 10-second runoff by using an available charged timeout. In that
case the penalty for the foul by B77 would be enforced, giving Team A firstand
10 at the B-20 after enforcement of both penalties.

In the second quarter with the score tied, the game clock reads 0:45 at the
snap. During the play, A55 loses his helmet. Right tackle A77 is flagged
for holding. The ball carrier is tackled inbounds short of the line to gain.
RULING: A55 must leave the game for one play. There is no option for a
10-second runoff, because at the end of the play the clock is stopped both for
the helmet off and to administer the holding penalty. The play clock is set to
25 seconds and the game clock starts on the Referee’s signal or snap at the

option of the offended team. (Rule 3-3-9)

3/5 @ B-15 late in the fourth quarter, with Team A trailing 10-7. Quarterback
Al1 rolls out and is at the B-12 when he throws a forward pass that is
incomplete. When the ball is dead the game clock shows 0:13. Team B
accepts the penalty for the illegal forward pass. RULING: Fourth and seven
at the B-17. Team B has the option for a 10-second runoff. Assuming that
Team B accepts the runoff; the game clock is set at 0:03 and starts on the
referee’s signal.

2/7 @ A-5 late in the second quarter. Quarterback A11 drops back to pass and
is scrambling in his end zone as he tries to find an open receiver. About to be
tackled in the end zone, A11 throws the ball forward to the ground in an area
where there are no eligible receivers. The referee throws a flag for intentional
grounding. When the ball is dead the game clock shows 0:18. Team B accepts
the penalty. RULING: The penalty results in a safety, and Team A will free
kick at the A-20. Team B has the option for a 10-second runoff. If Team B
accepts the runoff, the game clock is set at 0:08 and starts on the referee’s
signal. If Team B declines the runoff; the game clock remains at 0:18 and
starts when the kicked ball is legally touched in the field of play.

SUBS

Legal Substitutions—ARTICLE 2
Approved Ruling 3-5-2

L.

II.

ML

Any player(s), in excess of 11, obviously is withdrawing but has not reached
a boundary line when the ball is put in play and he does not interfere with
play or players. RULING: Live-ball foul. Penalcy—Five yards from the

previous spot.

After a change of team possession or any timeout, the ball is declared ready
for play. When Team A has completed its offensive formation, Team B must
promptly position its personnel. Team B will be allowed time to complete
substitutions. RULING: Either team is subject to a delay-of-game foul—
Team B for not completing its substitutions promptly (Rule 3-4-2-b-3) or
Team A for causing the 25-second clock to expire. Penalty—Five yards from
the succeeding spot.

On third down (no change of team possession), ball carrier A27 goes out of
bounds or Team A’ legal forward pass falls incomplete. During this interval
between downs, there is no other referee’s timeout. Before the fourth-down
snap, substitute B75 enters the game and then departs without remaining in
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the game for one play. RULING: Dead-ball foul. Penalty—Five yards from

the succeeding spot.

Team A has 11 players in the huddle. A81 mistakenly thinks he has been
replaced and runs to his team area. He is immediately sent back onto the field
and assumes a position on the line of scrimmage near his sideline. The entire
team has been stationary for one second before the snap and there has not
been a referee’s timeout. RULING: Dead-ball foul. The player loses his status
as a participant when he enters the team area while the ball is dead, and then
must adhere to substitution rules. Penalty—Five yards from the succeeding
spot, or 15 yards from the succeeding spot if this is judged to be a violation of
Rule 9-2-2-b (Rules 3-5-2-d and 9-2-2-b).

After the ball is ready for play and the umpire (or center judge) is in his regular
position, Team A quickly replaces some players with substitutes, gets set for
the required one second and snaps the ball. The umpire (or center judge) is
attempting to get to the ball to allow the defense to match up, but he is unable
to prevent the snap. RULING: The play is shut down, the game clock is
stopped and the defense is allowed to substitute in response to Team A’s
late substitutions. Team A will be penalized 5-yards for delay of game. The
play clock is set to 25 seconds and starts on the ready-for-play signal. The
game clock starts on the ready-for-play signal or the snap, depending on
its condition when play was stopped.

After a down that resulted in first and 10 at the B-40, eleven players of Team
A, which runs a no-huddle offense, move to their various positions to set for
the next play. The ball is ready for play when A22 runs onto the field from his
teamn area, and after he pauses the top of the numbers, he or the coaching staff
apparently realizes that he is the 12th player. A22 then turns and runs back to
his team area. The ball has not been snapped. RULING: Dead-ball foul for a
substitution infraction. By interpretation A22 has become a player by entering
his team’s “effective huddle” and thus must remain in the game for one play.
Five-yard penalty. Team A will have first and 15 at the B-45. (Rule 2-27-9-b)
Late in the first half Team A is out of timeouts. A pass play on third down
ends inbounds at the B-25 short of the line to gain with the game clock
showing 0:10. Facing fourth down and three, Team A immediately hurries its
field goal team onto the field. RULING: Team B should reasonably expect
that Team A will attempt a field goal in this situation and should have its
field-goal defense unit ready. The umpire will not stand over the ball, as there
should be no issue of the defense being uncertain about the next play.

Late in the first half Team A is out of timeouts. A pass play on third down
ends inbounds at the B-25 short of the line to gain with the game clock
showing 0:30. Facing fourth down and three, Team A gives no indication as
to its next play until the game clock reads 0:10. They then rush their field
goal unit onto the field, and Team B then hurries to respond. RULING:
The Referee starts the substitution mechanics process and the umpire moves
to the ball to prevent the snap. The umpire will step away when the Referee
determines that the defense has had adquate time to complete its substitution.
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If the game clock reads 0:00 before the ball is snapped after the umpire steps
away, the half has ended.

1/10 @ A-25. Late in the st quarter, ball carrier A21 circles right end toward
his team area and is hit by B54 at the A-30. A21 continues to drive forward
and lands with his body down at the A-34 (a) just inbounds; (b) out of
bounds in the white. There are no other substitutions for team A. RULING:
Team A will have 2/1 @ A-34. In (a), the game clock will not stop, and the
play clock will be set to 40 and started within 1 second from when the ball
is declared dead. Team A may snap the ball when the ball is ready for play.
In (b), the game clock will be stopped, and will be restarted on the Referee’s
signal. The play clock will be set to 40 and will start within 1 second from
when the ball is declared dead. The Referee will give the “T” signal signifying
substitution mechanics are in place and Team B will be given the opportunity
to substitute. When Team A players go out of bounds after the play between
the twenty-yard lines on their team areas side of the field, the referee will
initiate the “T” and work through the substitution mechanics’ process.

More Than Eleven Players on the Field—ARTICLE 3
Approved Ruling 3-5-3
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A33, an incoming substitute, enters the huddle or assumes a position in a
formation and (a) after approximately two seconds, A34 leaves the huddle and
departs the field of play at his sideline, or (b) after approximately four seconds,
A34 leaves the huddle and departs the field of play at his sideline. RULING:
(a) Legal. (b) Foul. (Note: A departing player who leaves the huddle or his
position within three seconds is considered to have left immediately.)

3/5 @ B-35. Team B has 12 players in the formation, and no Team B player
is attempting to leave the field while the ball is ready for play. Team A snaps
the ball and the run by A44 gains 3 yards. RULING: Live ball foul, Team A
1/10 @ B-30.

Team A has 11 players in its huddle when A27 approaches the huddle (within
10 yards) as it breaks. RULING: Dead-ball foul. Penalcy—Five yards from
the succeeding spot (Rule 2-27-9-a).

3/5 @ B-35. Team B has 12 players in the formation, and B44 recognizes
that he is the 12th player and is attempting to leave the field. When the ball
is snapped, (a) B44 is on the field but his next stride takes him off the field;
or (b) B44 touches out of bounds just before the snap. Team A snaps the ball
and the run by A44 gains 3 yards. RULING: (a) Live ball foul by B44. Team
A 1/10 @ B-30. (b) No foul by B44, 4/2 @ B-32. To not be counted as the
12th player, B44 must be off of the field of play.

Team A is in formation to kick a field goal and Team B has 11 players in its
formation. Just before the ball is snapped a 12th Team B player runs onto the
field. The ball is snapped and the kicker completes his kick. RULING: Live-
ball foul. Five-yard penalty, previous spot, or Team A may accept the result of
the play.

Team A lines up for a two-point try attempt at the B-3. Team B has eleven
players in its defensive formation. The 12th Team B player runs onto the
field just before or just as the ball is snapped. A22 takes the handoff from the
quarterback and (a) is tackled at the one-yard line; or (b) carries the ball into
the end zone. RULING: Live-ball foul against Team B for illegal substitution.



F1-29

VIL

VIIL.

IX.

RULE 3 / PERIODS, TIME FACTORSAND SUBSTITUTIONS

(a) Penalize Team B half the distance to the goal and repeat the try at the
B-1.5. (b) Team A will decline the penalty on the successful try.

3/5 @ B-35. Team B has 12 players in the formation, and no Team B player
is attempting to leave the field. The ball is ready for play, both teams are in
formation and the snap is imminent. Quarterback A12, late in the play clock,
is struggling to read the defense and (a) calls timeout; or (b) the play clock
expires. RULING: When the deep officials count 12 Team B players, both
teams are in formation, no Team B player is attempting to leave the field and
the snap is imminent, (a) the crew will offer Team A their time out back and
penalize Team B for a substitution foul. Team A 1/10 @ B-30 (b) no foul for
delay of game, penalize Team B for a substitution foul. Team A 1/10 @ B-30.
1/10 @ B-25. Team A snaps the ball with 12 seconds remaining on
the game clock in the 4th quarter. QB A12 can find no receiver open,
scrambles outside the tackle box and throws the ball away beyond the
neutral zone and the play ends with 6 seconds remaining. The defense
participated with 12 players on the field. RULING: Foul by Team B for
a substitution infraction. The 5-yard penalty will be enforced from the
previous spot. At the option of Team A, the game clock will be reset to
0:12 and will start on the snap.

1/10 @ B-25. Team A snaps the ball with 12 seconds remaining on
the game clock in the 4th quarter. QB A12 can find no receiver open,
scrambles outside the tackle box and throws the ball away beyond the
neutral zone and the play ends with 6 seconds remaining. The defense
had 12 players on the field at the snap but B21 was hustling to get off the
field and the ball was snapped just before B21 exited the field. RULING:
Foul by Team B for a substitution infraction. The 5-yard penalty will be
enforced from the previous spot. If B21 had no influence on the play,
there would be no clock adjustment..

1/10 @ B-25. Team A snaps the ball with 12 seconds remaining on
the game clock in the 4th quarter. QB Al2 can find no receiver open,
scrambles outside the tackle box and runs for 10 yards and is downed
inbounds and the clock is stopped with 6 seconds remaining. The defense
participated with 12 players on the field. RULING: Foul by Team B for
a substitution infraction. There is no requirement to accept the penalty to
have the clock reset. The offense may decline the 5-yard penalty and keep
the option to reset the game clock to 0:12 and have the game clock start
on the next snap.



RULE 4

Ball in Play, Dead Ball,
Out of Bounds

Live Ball Becomes Dead—ARTICLE 2
Approved Ruling 4-1-2

L

II.

II.

Team A punts on fourth and 15 at the A-30. B44 is in position to receive
the kick. In attempting to catch the ball, B44 muffs it at the B-35. The
back judge blows his whistle when it appears that B44 is catching the ball,
but it rolls along the ground after B44 muffs it. A88 chases the ball, and in
the immediate continuing football action he recovers it while grounded at
the B-30. B22 is flagged for holding during the kick. RULING: For games
without Instant Replay: Inadvertent whistle. Rule 4-1-2-b-3 applies. The
ball is returned to the previous spot and the 10-yard holding penalty is
enforced. Team A retains possession and will have 1/10 at the A-40. For
games with Instant Replay. Inadvertent whistle. Rule 12-3-3-d applies.
Team A declines the penalty and will have the ball at the B-30, first and 10.

Team A punts on fourth and 15 at the A-30. B44 is in position to receive
the kick. In attempting to catch the ball, B44 muffs it at the B-35. The
back judge blows his whistle when it appears that B44 is catching the ball,
but it rolls along the ground after B44 muffs it. The ball disappears into a
pile of players. B22 is flagged for holding during the kick. RULING: For
games without Instant Replay: Inadvertent whistle. Rule 4-1-2-b-3 applies.
The ball is returned to the previous spot and the 10-yard holding penalty
is enforced. Team A retains possession and will have 1/10 at the A-40. For
games with Instant Replay: Inadvertent whistle. Rule 12-3-3-d applies.
Since the Instant Replay official does not have indisputable video evidence
as to which team recovers, the ruling of the dead ball is upheld. The holding
penalty is enforced at the B-35, under postscrimmage kick rules. Team B’s
ball, first and 10 at the B-25.

First and 10 at the B-45. Ball carrier A22 is tackled and is going to the
ground, when he fumbles. An official sounds his whistle inadvertently.
Players on both teams go after the ball, and B66 clearly recovers it while
grounded. RULING: For games without Instant Replay: Inadvertent
whistle. Rule 4-1-2-b-2 applies. Team A will choose to repeat the down at
the previous spot. For games with Instant Replay: Inadvertent whistle.
Rule 12-3-3-d applies. If the replay official determines that A22 lost control
of the ball before he was down, then the ball belongs to Team B at the
spot of the recovery by B66. In the event that the replay official is not able
to determine which team recovers the ball, the ruling that the ball carrier
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was down before losing control of the ball is upheld, and Team A retains
possession at the dead-ball spot.

Team A punts on fourth and 15 at the A-30. B44 is in position to receive
the kick. In attempting to catch the ball, B44 muffs it at the B-35. The back
judge blows his whistle when it appears that B44 is catching the ball, but
it rolls along the ground after B44 muffs it. A88 chases the ball, and in the
immediate continuing football action he recovers it while grounded at the
B-30. RULING: For games without Instant Replay: Inadvertent whistle.
Rule 4-1-2-b-3 applies. The ball is returned to the previous spot and the
down repeated. Team A, fourth and 15 at the A-30. For games with Instant
Replay: Inadvertent whistle. Rule 12-3-3-1 applies. Team A will have the ball
at the B-30, first and 10.

Team A punts on fourth and 15 at the A-30. B44 is in position to receive
the kick. In attempting to catch the ball, B44 muffs it at the B-35. The back
judge blows his whistle when it appears that B44 is catching the ball, but it
rolls along the ground after B44 muffs it. The ball disappears into a pile of
players. RULING: For games without Instant Replay: Inadvertent whistle.
Rule 4-1-2-b-3 applies. The ball is returned to the previous spot and the
down repeated. Team A, fourth and 15 at the A-30. For games with Instant
Replay: Inadvertent whistle. Rule 12-3-3-1 applies. Since the Instant Replay
official does not have indisputable video evidence as to which team recovers,

the ruling of the dead ball is upheld. Team B’s ball, first and 10 at the B-35.

Ball Declared Dead—ARTICLE 3
Approved Ruling 4-1-3

L

II.

II.

IV.

While Al is holding the ball for a place kick, Team B plays the ball by (a)
recovering a loose ball, (b) snatching it from Al or (c) batting it from his
hands. RULING: (a), (b) and (c) The ball remains alive. In (c) the batting
by Team B is legal and results in a fumble.

Team A is in formation to attempt a field goal. At the snap A22 is in position
to execute a right-footed place kick and A33 is in position as the holder. The
snap goes to A33 who has a knee on the ground. Just after the snap A22
breaks to his left and toward the neutral zone, and A33, while still on his
knee, flips a forward pass to A22 who carries the ball beyond the line to gain
before he is tackled. RULING: Legal play, because at the snap A22 was in
position to attempt a place kick. First and 10 for Team A.

3/10 @ A-35. Quarterback A11 sweeps to his right and goes into a feet-first
slide to give himself up. When he starts his slide, the forward-most point of
the ball is at the A-44, and when he comes to a stop the forward-most point
of the ball is at the A-46. RULING: Fourth and one at the A-44. The ball

is dead at its forward-most point when he starts his slide.

3/10 @ B-40. QB A12 takes the snap and rolls out to the right. Finding no
receiver open, Al12 turns up field and runs. After making the line to gain,
A12 breaks stride as if he is going to slide feet first at the B-27, stays upright
and runs for a touchdown. RULING: The live ball becomes dead at the
point where A12 simulates or fakes as if he will begin a feet-first slide. An
official shall sound their whistle and declare the ball dead. Team A will have
1/10 @ B-27. A fake slide is not reviewable under Rule 12-3-3.
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Ball Ready for Play—ARTICLE 4

Approved Ruling 4-1-4

L Snapper Al snaps the ball before the ball is made ready for play. A2 muffs
the snap and B1 recovers the ball. RULING: Dead-ball foul, Team A delay
of game. Penalty—Five yards from the succeeding spot, Team A’s ball. The
ball does not become alive, and all action should be stopped immediately by
the game officials.

II.  Kicker Al kicks off before the referee has declared the ball ready for play.
RULING: Dead-ball foul. Penalty—Five yards from the succeeding
spot. The ball does not become alive, and all action should be stopped
immediately by the game officials.

OUT ¢
Player Out of Bounds—ARTICLE 1
Approved Ruling 4-2-1

L An inbounds ball carrier bumps into or is touched by a player or game
official on the sideline. RULING: The ball carrier is not out of bounds.
II.  Ball carrier Al is running inbounds near the sideline when he is contacted by

a squad member of Team B, who is on the sideline. RULING: Rule 4-2-1
states a player is out of bounds when any part of his person touches anything
other than a player or an official. Penalty—15 yards or other unfair-action
game administration-interference penalties (Rules 9-2-3 and 9-2-5).

III.  Team A executes an on-side kick at the A-35. A33 is running near the
sideline and steps out of bounds at the A-45. At the A-47 he leaps and bats
the ball forward, and it rolls out of bounds at the A-49. RULING: Foul
against Team A for free kick out of bounds at the A-47. Airborne A33 is out
of bounds when he touches the ball because he has not established himself
inbounds after going out of bounds. Not a foul for batting the ball forward
because the ball is dead as soon as A33 touches it (Rule 4-2-3-a).

Loose Ball Out of Bounds—ARTICLE 3

Approved Ruling 4-2-3

L A88 is airborne and secures firm control of A12’s forward pass. A88’s right
foot lands inbounds and he maintains firm control of the ball as he contacts
the ground. B28, who is standing out of bounds, has his hand touching
the ball while A88 is airborne and in firm control of the ball. RULING:
Completed forward pass.

Out of Bounds at Forward Point—ARTICLE 4

Approved Ruling 4-2-4

L A player with one foot out of bounds behind a goal line touches a loose ball
in the field of play. RULING: Ball is out of bounds and dead at its most
forward point in the field of play. If this loose ball was an untouched free
kick, it is a free kick out of bounds and a foul. Penalty—Five yards from the
previous spot or Team B’s ball 30 yards beyond Team A’s free-kick line.



RULE 5

Series of Downs,
Line to Gain

Forward Progress—ARTICLE 3
Approved Ruling 5-1-3

L.

II.

III.

IV.

Airborne A88 gains firm control of a legal forward pass one yard within the
opponent’s end zone. As A88 gains firm control the ball (a) he is contacted
by B21 and A8S8 first comes to the ground on his knees at the one-yard
line and maintains firm control of the ball: (b) A88 is contacted by B21
and A88 first comes to the ground on his feet at the one-yard line and
maintains firm control of the ball. RULING: Touchdown in both (a) and
(b) (Rule 5-1-3-a Exception 2, 8-2-1-b).

Receiver A88 runs a route deep into Team B’s end zone and circles back
toward the QB A12 who throws the ball to A88. As A88 is coming back
toward A12, A88 leaps and gains firm control of A12’s legal forward pass
one yard within Team B’s end zone. Airborne A88 is not touched by a
Team B player and first comes to the ground maintaining firm control of
the ball at the one-yard line landing (a) on his knees; (b) on his feet. After
A88 regains his balance, A88 runs and is downed at Team B’s five-yard line.
RULING: Not a touchdown: (a) Team A’s ball at the B-1 where the ball is
declared dead. (b) Team A’s ball at the B-5 where the ball is declared dead.

Airborne A2 receives a legal forward pass at Team A’s 35-yard line. As
A2 receives the ball, he is contacted by B1 and first comes to the ground
with the ball at Team A’s 33-yard line, where the ball is declared dead.
RULING: Team A’s ball at the 35-yard line. This is the point of forward

progress.

A4, with the ball breaking the plane of the 50-yard line while in his
possession, dives over the 50-yard line, which is the line to gain for a first
down. He is knocked back to Team A’s 49-yard line, where any part of his
body except his hand or foot touches the ground. RULING: First down at
forward progress spot (Rule 4-1-3-b).

A6 has the ball in his possession and is not controlled by an opponent, as
he dives over the 50-yard line, which is the line to gain for a first down, and
is forced back across the 50-yard line. AG continues to run and is tackled
at Team A’s 49-yard line, where any part of his body except his hand or
foot strikes the ground. RULING: No first down. The point of forward
progress is Team A’s 49-yard line.

FI-33
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VI

A5, with the ball breaking the plane of the goal line while in his possession,
dives over the goal line and is knocked back to the one-yard line, where any
part of A5’s body except his hand or foot touches the ground. RULING:
Touchdown. The ball is dead when it breaks the plane of the goal line in

A5’s possession.
[

Foul Before Change of Team Possession—ARTICLE 3
Approved Ruling 5-2-3

L.

Team A’s fourth-down legal forward pass strikes the ground after it touches
an originally ineligible receiver who is illegally more than three yards
beyond the neutral zone. RULING: Foul, ineligible receiver downfield.
Penalty—Five yards from the previous spot. Team B’s ball, first and 10, if
the penalty is declined (Rule 7-3-10).

Foul Between Downs—ARTICLE 6
Approved Ruling 5-2-6

L.

Fourth and two on Team A’s 35-yard line. Al takes the snap and fumbles
the ball on Team A’s 38-yard line, with the ball going out of bounds on (a)
Team A’s 40-yard line or (b) Team A’s 30-yard line. Immediately after the
ball goes out of bounds, Team A commits a personal foul. RULING: (a)
Team A’s ball, first and 10 on Team A’s 23-yard line. Start the clock on the
ready-for-play signal. (b) Team B’s ball, first and 10 on Team A’s 15-yard
line. Start the clock on the snap.

Foul Between Series—ARTICLE 7
Approved Ruling 5-2-7

L.

II.

II.

IV.

Third and four on Team B’s 30-yard line. Ball carrier A22 goes out of
bounds on the 18-yard line. B88 commits a foul immediately after the ball
is out of bounds. RULING: First and goal for Team A at the nine-yard
line. Clock starts on the ready-for-play signal except after the Two-Minute
Timeout in either half.

Fourth and four at the A-16. Ball carrier A22 goes out of bounds at the
A-18. A77 commits a foul immediately after the ball is out of bounds.
RULING: Team B’s ball on the nine-yard line. First and goal. Start the
clock on the snap.

On fourth and five, Team A gains six yards and is awarded a new series.
After the ball is made ready for play and before the snap, A55 commits (a)
a personal foul or (b) a false start. RULING: (a) First and 25. (b) First and
15.

Team A’s ball, third and four from the 50-yard line. After the ball is made
ready for play and before the snap, B60 charges across the neutral zone and
contacts snapper A50. A61 then fouls B60. A61’s foul is a personal foul.
RULING: Penalize Team B five yards for B60’s offside, then penalize Team
A 15 yards and reset the line-to-gain indicator to indicate first and 10 from
Team A’s 40-yard line.

After Team A has made a first down, the umpire has placed the ball on
the ground at the B-30. The referee waves the umpire away from the ball
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but before he signals the ball ready for play, snapper A55 snaps the ball.
RULING: Team A dead-ball foul for delay of game. Five-yard penalty, first
and 10 at the B-35. NOTE: This is a foul between series in that it takes
place before the ball is declared ready for the next series. Hence it is first
and 10, not first and 15. (Rules 4-1-1, 4-1-4)

Ball carrier A22 is tackled hard by B44 at the B-5, resulting in first and
goal. After the ball is dead, A22 gets up and punches B44. RULING:
15-yard penalty against Team A; A22 is ejected. After enforcement of the
penalty, Team A will have first and 10 at the B-20.



RULE 6

Kicks

Free-Kick Formation—ARTICLE 2
Approved Ruling 6-1-2

L.

II.

II.

IV.

The ball is kicked while teed illegally, punted on a kickoff or kicked from
a spot between the hash mark and the nearer sideline. RULING: Illegal
kick. Dead-ball foul. Penalty—Five yards from the succeeding spot (Rule
2-16-1-b).

Kicker A11 places the ball on the tee in the center of the field for a free
kick with four teammates to the left side of the ball and six teammates to
the right side of the ball. The ball blows off the tee. A55, who was lined up
to the left of the ball, then holds the ball on the tee for right-footed kicker
Al1. No other Team A players move. When the ball is kicked by A11, A55
is to the kicker’s right. RULING: Foul by Team A for illegal formation at
the kick. Penalty—Five yards from the previous spot or five yards from the
spot where the subsequent dead ball belongs to Team B.

Free-kicker A11 places the ball on the tee just inside the hash mark line on
his right. All of his teammates line up to his left. At the ready for play, four
Team A players who were on A11’s left run to their right and are in the area

to A11’s right when he kicks the ball. RULING: Legal formation.

A1l places the ball on the tee for a free kick on the 35-yard line in the
center of the field. A12 lines up near the ball. After the ready for play,
All starts forward as if to kick the ball, and A12 suddenly crosses in
front of him and kicks the ball. When the ball is kicked, A11 is directly
behind the ball with three teammates on one side of the ball. A12 plants
his nonkicking foot on the same side of the ball as his three teammates.
RULING: Foul by Team A for illegal formation. Penalty—Five yards from
the previous spot, and rekick if Team B chooses; or five yards from the spot
where the subsequent dead ball belongs to Team B.

Team A is offside during its free kick. B27 has his knee on the ground
when he recovers the kick. RULING: Foul by Team A for offside. The
ball is dead at the spot of the recovery. Penalty—Team B may choose five
yards from the previous spot and another free kick, or five yards from the
dead-ball spot with a first and 10. B27’s recovery started a running play
that ended immediately. This scenario also would have been valid if B27
had completed a fair catch.

Team A is offside on its free kick and B17 catches the ball at his 15-yard

line. B17 returns the ball to his 45-yard line where he fumbles. A67
recovers at the B-47 and runs to the B-35 where he fumbles, with B20
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recovering while downed at his 33-yard line. RULING: Foul by Team A
for offside. Team B may choose to have Team A kick again after a five-yard
penalty from the previous spot, or Team B may have first and 10 at its
38-yard line.

Team A is in its formation to kick off at the A-35. Two players, A33 and
A66, are positioned in a four-point stance with their feet on the A-29 and
their hands on the A-31. The untouched kick hits the ground in Team B’s
end zone and is declared dead. RULING: Touchback. Team A foul, illegal
formation. Team B has two options for accepting the penalty: Put the ball
in play at the B-30, after a five-yard penalty at the spot (the B-25) where
the dead ball belongs to them; or have Team A re-kick at the A-30. (Rule
6-1-8)

Late in the game with the score tied, Team A lines up to free kick from the
A-35. Kicker A10 places the ball down at the right hash for an apparent
onside kick. After the Referee’s ready-for-play signal, A10 approaches the
ball and then picks up the ball runs to the left hash at the A-35, places the
ball down and quickly kicks the ball. RULING: By interpretation, once
the ball position between the hash marks has been selected by Team A and
after the ready-for-play, the ball may be relocated only after a charged team
timeout or before any re-kick. Dead-ball foul. Five yard penalty from the
succeeding spot.

Free Kick @ A-35. Late in the game with the kicking team trailing by 2
points, they set up for an on-side kick. The kicking team has 6 players to
the left of the kicker and 4 to the right of the kicker. Kicker A90 is lined
up to kick the ball to the left side of the formation and as A90 approaches
the ball he abruptly stops but the kicking team players to the left of the
kicker continue and cross their restraining line. These players stop and then
retreat back across their restraining line and A90 quickly turns and kicks
the ball back to the right side of the formation with all players for Team A
now back behind their restraining line. RULING: Dead ball foul, five-yard
penalty from the succeeding spot. By rule (6-1-2-c-1) each Team A player,
except the kicker and potential holder, must be behind the ball when the
ball is kicked. If they are beyond the ball and the ball is kicked — this is a
live ball foul for offside on a kickoff. By interpretation, if a Team A player
goes beyond their restraining line after the ball is ready for play and then
returns back across their restraining line before the ball is kicked — this is a
dead ball foul for offside by the kicking team. This interpretation does not
impact situations when the ball falls from the tee (Rule 6-1-2-d). When
the ball falls from the tee, the official shall sound their whistle immediately

and reset both teams.

Free-Kick Recovery—ARTICLE 3
Approved Ruling 6-1-3

L.

II.

A33 illegally touches a free kick; then he or A44 illegally recovers the
kick. RULING: Illegal touching by both A33 and A44. Unless there is an
accepted penalty or offsetting fouls, Team B may elect to take the ball at
any spot of the illegal touching.

Team A executes an on-side free kick at the A-35. The untouched kick is
at the A-43 when A55 blocks B44 above the waist in the front at the A-46.
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A28 muffs the ball at the A-44, and after it rolls to the A-46, A88 blocks
B22 at the A-42. A20 then recovers the ball at the A-44. RULING: The
block by A55 is a foul and the touching by A28 is illegal, because Team
A is not eligible to touch the ball since it has not gone 10 yards nor has it
been touched by Team B. The block by A88 is legal because it occurs after
the ball has gone 10 yards. Team A is in legal possession of the ball when
A20 recovers it at the A-44. Team B has two options: Decline the penalty
for the illegal block and have the ball at the A-44 via the illegal-touching
privilege, or cancel the illegal-touching privilege by having Team A re-kick
from the A-30 after the 5-yard penalty for the block by A55. Note that the
dead-ball spot, the A-44, is not an enforcement spot because the ball does
not belong to Team B when the down ends. (Rule 6-1-12)

Kicking Team—ARTICLE 1
Approved Ruling 6-2-1

L.

II.

A kickoff from Team A’s 35-yard line goes out of bounds untouched by
Team B, and Team A has illegally touched the kick. RULING: Team B
has four options: It may snap the ball at the spot of the illegal touching
violation; accept a five-yard penalty from the previous spot with Team A
kicking from the 30-yard line; put the ball in play at the inbounds spot on
its 35-yard line; or put the ball in play at the inbounds spot five yards from
where the ball went out of bounds (Rule 6-1-8).

Team A is offside or commits a substitution infraction, and the kickoff
from the 35-yard line goes out of bounds after it has been touched by Team
B. RULING: For cither the offside foul or the substitution foul, Team B
may elect to have the kick repeated at Team A’s 30-yard line, or snap the
ball at the inbounds spot five yards from where the ball went out of bounds

(Rule 6-1-8).

Receiving Team—ARTICLE 2
Approved Ruling 6-2-2

L.

II.

II.

A free kick from Team A’s 35-yard line, untouched by Team B, goes out of
bounds between the goal lines, and Team A was offside. RULING: Team
B has these options: It may accept a five-yard penalty at the previous spot
with Team A re-kicking from the 30-yard line; snap the ball at its 35-yard
line at the inbounds spot; or snap the ball at the inbounds spot five yards
from where the ball went out of bounds.

A free kick from Team A’s 35-yard line, untouched by Team B, goes out
of bounds between the goal lines, and Team A fouled after the ball went
out of bounds. RULING: Team B has the choice of Team A kicking again
after a five-yard penalty followed by a 15-yard penalty, or putting the ball
in play at the inbounds spot either on the 50-yard line or at the inbounds
spot 20 yards beyond the spot where the ball went out of bounds.

A free kick in flight strikes a Team B player who is in his end zone, and the
ball then goes out of bounds at the three-yard line. RULING: Team B’s
ball, first and 10, on the three-yard line at the inbounds spot.
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Free kick at the A-35. B17 leaps from inbounds and is the first player to
touch Team A’s free kick when he grasps the ball while airborne. He then
lands out of bounds with the ball in his control. RULING: Not a foul for
free kick out of bounds. B17 is inbounds when he touches the kick. Team
B will have the ball at the yard line where B17 crossed the sideline. (Rule

2-27-15)
CRIM

Behind the Neutral Zone—ARTICLE 1
Approved Ruling 6-3-1

L.

II.

II1.

IV.

After a punt travels five yards beyond the neutral zone, B33 touches the
ball. It then rebounds behind the zone, where A33 recovers it in the field of
play. RULING: The ball is dead when recovered and may not be advanced.
First down for Team A (Rules 6-3-3 and 6-3-6-a). Clock starts on the snap
following a legal kick down.

Team A’s untouched punt or field goal attempt goes beyond the neutral
zone in flight, is blown back by the wind and first touches the ground, a
player or an official behind the neutral zone. RULING: By rule, the kick
is not considered to have crossed the neutral zone until it has touched the
ground, a player, an official or anything beyond that zone. Any scrimmage
kick may be advanced after catch or recovery by Team B, or after catch
or recovery by Team A in or behind the neutral zone if the kick had not
crossed the neutral zone (Rule 2-16-7).

Al interferes with B1’s opportunity to catch a kick when a scrimmage kick
fails to cross the neutral zone. RULING: Interference with the opportunity
to catch a kick does not apply (Rule 6-4-1), and all players are eligible to
touch, recover and advance the ball. Therefore, any player legally may push
an opponent in an actual attempt to get at the ball; but no player may hold
an opponent to prevent his reaching the ball or in an attempt to permit a
teammate to reach it.

Team A’s punt from behind its own goal line crosses the neutral zone into
the field of play, strikes a Team B player and rebounds back across Team
A’s goal line, where A32 recovers. RULING: Safety (Rules 6-3-3, 6-3-6-a
and 8-5-1-a).

Beyond the Neutral Zone—ARTICLE 2
Approved Ruling 6-3-2

L.

II.

Team A illegally touches its kick; then after Team B has touched it, Team
A recovers. RULING: Touching by Team A after Team B has touched the
kick is legal; and, in order to get the ball, Team B must take it where Team
A illegally touched it. Unless illegal touching is also illegal recovery by the
kicking team and no fouls are involved, the receiving team may play the
ball with the assurance that it later may elect the ball at any spot of illegal
touching.

During a scrimmage kick, Al commits a touching violation, after which
B1 recovers, advances and fumbles. A2 recovers the fumble and, during
the advance, B2 holds, trips or punches. RULING: Team A may have the
ball where left by the penalty for Team B’s foul; but if Team A declines the
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III.

IV.

penalty, Team B will have the ball by electing the touching violation. B2 is
ejected if flagged for fighting.

Team A’s punt goes beyond the neutral zone and is first touched by A80,
then picked up by B40, who runs five yards and fumbles. A20 picks up
the fumble and scores. During A20’s run, B70 holds. RULING: The score
does not count. Five- and 10-yard penalties are not administered on the
try or the succeeding kickoff. The penalty for Team B’s foul is declined by
rule, because there is no enforcement spot. The ball belongs to Team B at
the spot of illegal touching (Rule 10-2-5-a-2).

Team A’s punt goes beyond the neutral zone and is first touched by A80,
then picked up by B40, who runs five yards and fumbles. B70 holds
during B40’s run. A20 picks up the fumble and scores. RULING: The
score does not count. Five- and 10-yard penalties are not administered on
the try or the succeeding kickoff. Because the illegal touching provides an
enforcement spot, the penalty for Team B’s foul may be enforced, per Rule
5-2-4. The ball belongs to Team B, either at the spot of illegal touching if
Team A declines the penalty, or at the spot after the enforcement if Team
A accepts the penalty (Rules 10-2-2 and 10-2-5-a-2).

Forced Touching Disregarded—ARTICLE 4
Approved Ruling 6-3-4

L.

II.

II.

IV.

Team A punts from its own 30-yard line. The untouched kick is bouncing
at Team B’s three-yard line when A3 blocks B1 into the ball, forcing it
through the end zone and over the end line. RULING: Touchback. Since
A3 blocked B1 into the ball, B1 is deemed not to have touched it (Rule
2-11-4). Impetus is from the kick, not from B1’s touching (Rule 8-7-1).
Team A’s long field goal attempt is first touched when Al bats the rolling
ball backward into nearby B1. RULING: Illegal touching by Al. Team B
is not deemed to have touched the ball (Rules 2-11-4 and 8-4-2-b).

During a scrimmage kick the untouched ball is at rest on the Team B three-
yard line when B22 blocks A80 into the ball, forcing it into the end zone
where it touches the ground. RULING: The ball is dead when it touches
the ground in the end zone. Touchback—Ignore touching by A80 (Rule
2-11-4). By rule, neither team has touched the kicked ball (Rule 8-6-1-b).
As the punted ball rolls along the ground, punt receiver B22 is blocking
A88 to prevent him from downing the ball. The two players are still
engaged when the ball bounces into B22’s leg. A44 recovers at the B-30.
RULING: Team A’s ball, first and 10 at the B-30. This is not forced
touching. Although B22 was in contact with A88 when he touched the
ball, this touching was not caused by the contact (Rule 2-11-4). The game
clock starts on the snap.

As a punt rolls along the ground A44 blocks B33 into the ball, which
bounces away and strikes B48 in the leg. Team A recovers. RULING:
Team A’s ball, first and 10 at the spot of recovery. Although the touching
by B33 is forced, that by B48 is not (Rule 2-11-4). B48’s touching of the
ball allows Team A to recover legally. (Rule 6-3-4-a)
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Touching Ground On or Behind Goal Line—ARTICLE 9

Approved Ruling 6-3-9

L A33 illegally touches a punt and the ball then rolls into Team B’s end
zone, where Team B recovers and advances the ball into the field of play.
RULING: The ball is dead when it strikes the ground in the end zone.
Team B may choose a touchback or take the ball at the spot of Team As
illegal touching (Rule 4-1-3-c).

II. A punt goes into Team B’s end zone untouched by Team B beyond the
neutral zone. Team B commits a personal foul after the ball touches
the ground in the end zone. RULING: Touchback. Dead-ball foul after
the touchback. Team B’s ball, first and 10 on the 10-yard line after
enforcement of the penalty at Team B’s 20.

[II. A Team B player touches a scrimmage kick in flight in Team B’s end
zone, and Team A downs the ball in the end zone. RULING: Team A
touchdown (Rules 6-3-3 and 8-2-1-d).

Loose Behind the Goal Line—ARTICLE 11

Approved Ruling 6-3-11

L. Team A snaps at the 50-yard line and punts. The kick is untouched beyond
the neutral zone when A88 reaches across Team B’s goal line and bats
the ball back into the field of play, and it rolls out of bounds at the B-4.
RULING: No foul for batting the ball in the end zone. Illegal touching.
The spot of the violation is the B-20. Team B’s ball, first and 10 art the
B-20.

II.  Team A snaps at the 50-yard line and punts. The kick is untouched beyond
the neutral zone when A88 reaches across Team B’s goal line and bats the
ball back into the field of play. B22 recovers at the B-2 and advances to
the B-12 where A66 tackles him by pulling his facemask. RULING: No
foul for batting in the end zone. Illegal touching. Team B may accept the
penalty for the facemask foul, which cancels the illegal touching privilege,
and have first and 10 at the B-27.

[II.  Team A snaps at the 50-yard line and punts. The kick is untouched
beyond the neutral zone when A88 reaches across Team B’s goal line and
bats the ball back into the field of play. B22 muffs the ball at the B-2
and A43 recovers it at the B-6. While the ball is loose B77 holds A21 at
the B-10. RULING: Team A may cancel the illegal touching privilege by
accepting the holding penalty, which is enforced at the previous spot with
an automatic first down. Postscrimmage kick rules do not apply to B77’s
foul since Team B will not next put the ball in play (Rule 10-2-3).

IV.  Team A snaps at the 50-yard line and punts. During the kick, B77 clips at
Team B’s 25-yard line. The untouched kick is batted backward by Team
A out of bounds from the end zone and goes out of bounds on the two-
yard line. RULING: No foul for batting the ball in the end zone. Illegal
touching. B77’s clipping foul is governed by postscrimmage kick rules
(Rule 10-2-3). Team A will accept the penalty, which cancels the illegal
touching privilege. The penalty is enforced at the postscrimmage kick spot,
the B-20, half the distance to the goal. Team B’s ball at the B-10.
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V.

Team A snaps at the 50-yard line and punts. The kick is untouched beyond
the neutral zone when A88 reaches across Team B’s goal line and bats the
ball back into the field of play, and it rolls out of bounds at the B-4. During
the kick, A55 blocks below the waist. RULING: No foul for batting the
ball in the end zone. Illegal touching. The spot of the violation is the B-20.
Team B may accept the penalty for blocking below the waist, which is
enforced either at the previous spot with the down repeated or at the B-4.
If Team B declines the penalty, the illegal touching gives the ball to Team
B, first and 10 at the B-20.

Out-Of-Bounds Player—ARTICLE 12
Approved Ruling 6-3-12

L.

Gunner A88 is running near the sideline to cover a punt when he steps
on the sideline and then returns inbounds to continue down the field. He
tackles the kick returner at the B-30. RULING: Foul by A88 for returning
inbounds during the scrimmage kick play. 5-yard penalty. Team B may
have the down repeated after the penalty or put the ball in play at the B-35.

Fouls by Kicking Team—ARTICLE 13
Approved Ruling 6-3-13

L.

II.

ML

IV.

Team A punts on fourth and seven at the A-35. At the snap Team A has
five players in the backfield. The kick is partially blocked and goes out
of bounds at the A-45. RULING: Foul for illegal formation. Team B
may have the ball, first and 10 at the A-40 after the five-yard penalty is
enforced at the A-45 (the dead-ball spot) or have the penalty enforced
at the previous spot with fourth down repeated at the A-30.

Team A punts on fourth and seven at the A-35. At the snap Team A has
five players in the backfield. The kick is partially blocked, does not cross
the neutral zone and is returned by B88 to the A-28 where he is tackled.
RULING: Team B may decline the penalty and have the ball at the
A-28 or have the penalty enforced at the previous spot with fourth down
repeated at the A-30.

Team A punts on fourth and seven at the A-35. At the snap Team A has
five players in the backfield. The kick is partially blocked, crosses the neutral
zone, goes back behind the neutral zone and rolls out of bounds at the A-32.
RULING: Team B may have the ball, first and 10 at the A-27 after the five-
yard penalty is enforced at the A-32 (the dead-ball spot) or have the penalty
enforced at the previous spot with fourth down repeated at the A-30.

Fourth and 15 at the A-5. Punter A88 from Team A’s end zone kicks the
ball. Tackle A77 is flagged for holding in the end zone. Team B returns the
ball to the B-45. RULING: Team B has the option of having possession
after the penalty is enforced at the B-45 or accepting the penalty for a
safety. (Rule 10-2-4)

Defensive Linemen on Scrimmage Kicks—ARTICLE 14
Approved Ruling 6-3-14

L.

4/3 @ B-25. Team A is in a formation to attempt a field goal. B50 lines
up within one yard of the line of scrimmage and in the gap between the
snapper and the guard. B50’s shoulder overlaps with the snapper’s shoulder.
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1.
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The field goal attempt is good. RULING: Live ball foul by B50. Team A
may keep the 3 points and decline the penalty or accept the penalty, no
score and have 1/10 @ B-20.

4/6 @ A-24. Team A is in scrimmage kick formation and punts. B50 is
lined up inside the frame of the snapper and is within one yard of the line
of scrimmage. The punt rolls out of bounds at the B-40. RULING: Live
ball foul by B50. Team A may accept the penalty and have 4/1 @ A-29 or
decline the penalty and it will be Team B’s ball, 1/10 @ B-40.

Fourth and 7 at the B-20. Team A is in a formation to attempt a field goal.
Defensive linemen B55, B57, and B78 are shoulder to shoulder. B57 is
head up on right guard A66 while B55 and B78 are in the gaps on A6G’s
left and right shoulders, respectively. After the ball is snapped all three
move forward together. (a) The three make their primary contact against
A66; (b) B55 and B57 contact A66, and B78 drives at the right offensive
tackle; (c) B57 and B78 make their blocks against A66 but B55 leaps to try
to block the kick. RULING: (a) Foul. Five-yard penalty. If Team A accepts
the penalty they will have fourth and two at the B-15. (b) and (c) No foul.
The action by the Team B players does not involve primary contact against
a single player, and hence the play is legal.

Fourth and four at the B-20. Team A is in a formation to attempt a
field goal. Team A has five players in the backfield. Defensive linemen
B55, B57, and B78 are shoulder to shoulder. B57 is head up on right
guard AG6 while B55 and B78 are in the gaps on A66’s left and right
shoulders, respectively. After the ball is snapped all three move forward
together. The three make their primary contact against A66. The
holder takes the snap, gets to his feet, and completes a pass to eligible
A88 who is tackled at the B-10. RULING: Foul by Team A, illegal
formation. Foul by Team B, triple team against an offensive lineman.
The fouls offset and the down is repeated.

Interference With Opportunity—ARTICLE 1
Approved Ruling 6-4-1

L.

II.

II1.

A Team A player catches a free kick very near receiver B25, thus
preventing him from making the catch. RULING: Kick-catch interference.
Penalty—15 yards from the spot of the foul.

A Team B player, about to catch a scrimmage kick, is tackled before the
ball arrives but catches the kick while he is falling. RULING: Kick-catch
interference. Penalty—15 yards from the spot of the foul. Ejection of the
Team A player if the contact is flagrant. If the foul is between the goal lines,
enforcement is from the spot of the foul and Team B puts the ball in play
by a snap; if behind Team B’s goal line, award a touchback and penalize
from the succeeding spot. The ruling would be the same had the kick been
muffed or fumbled. The ruling also applies on an unsuccessful field goal
attempt since Team B touched the ball beyond the neutral zone.

While a kick is in flight beyond the neutral zone, A1 is standing or running
between the ball and B1. (a) The ball strikes A1 while B1 is in a position
to catch the ball. (b) B1, in attempting to catch the ball, bumps into Al.
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IV.

VIL

VIIL.

IX.

RULING: (a) and (b) Kick-catch interference. Penalty—15 yards at the
spot of the foul.

A player of Team B, attempting to catch a kick (no fair catch signal), muffs
the ball which is then touched by an opponent who was not interfering
with the opportunity of the receiver when he was in position to make the
catch. RULING: Not interference. In the absence of a fair catch signal,
protection against interference with the opportunity to catch a kick ends
when any player of Team B mulffs the ball.

A Team A player beyond the neutral zone first touches or catches a
scrimmage kick that no receiver could have caught while it was in flight.
RULING: Illegal touching but not interference.

B25 is standing at the B-35 in position to catch a punt. As the ball is on
its downward flight A88 runs by B25 very close to his side, causing B25 to
adjust his position before catching the ball. A88 does not make contact and
does not penetrate the one-yard area directly in front of B25. RULING:
Foul by A88, interference with the opportunity to catch the kick. 15 yards,
spot of the foul. Even though B25 catches the ball, A88’s action causes
him to move away from his original location and thus interferes with his
opportunity to make the catch.

B10 signals for a fair catch, muffs the ball and then catches it. RULING:
If B10 has an opportunity to catch the kick after the muff, he must be

given an unimpeded opportunity to complete the catch. If B10 catches the
muffed kick, the ball is dead where he first touched it.

Fourth and 10 at the 50-yard line. B17 is at Team B’s 20-yard line and in
position to catch Team A’s high scrimmage kick. During the downward
flight of the ball, A37 contacts B17 viciously and flagrantly before he
touches the ball. A37 did not alter his speed or make any attempt to
elude B17. RULING: Team A flagrant personal foul, interference with the
opportunity to catch a kick. Penalty—15 yards from the spot of the foul.
A37 is ejected.

Team A’s ball, fourth and 10 at the 50-yard line. Team A’s windblown
scrimmage kick is on its downward flight at Team B’s 30-yard line.
B18, starting at the 20-yard line, must detour around A92 at the
25-yard line to make the catch at the 30-yard line. RULING: Foul by
A92 for interference with the opportunity to catch a kick. Penalty—15
yards from the spot of the foul, which is the 25-yard line.

Punt receiver B44 is standing at his 30-yard line in position to catch
the kick. Defender A1l races down the field to cover the punt and
reaches a point about a foot directly in front of B44 as the ball
descends. B44 makes the catch without having to adjust his position or
manner of catching the ball because of the presence of A11, who does
not pull back to give B44 more room. RULING: Foul for kick-catch
interference. Al1 entered the one-yard area directly in front of receiver
B44. 15-yard penalty.

Punt receiver B22 is at the B-30 awaiting the punt as it makes its
downward flight and his teammate B88 is three yards in front of him
at the B-33. Down field to cover the kick, A44 legally blocks B88 into
B22 just as the ball reaches him. The ball hits B22 in the shoulder and
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bounces away. Team A recovers at the B-25. RULING: Team A’ ball,
first and 10 at the B-25. This is not kick-catch interference. The action
by A44 is against B88 who is not in position to catch the kick, and not
against B22. Thus A44 is not deemed to have interfered with B22’s
opportunity to catch the ball. B22’s touching of the ball allows Team A
to recover legally.

Fourth and five at the A-30. Punt receiver B22 is in position to catch the
kick at the B-30. He does not signal. A88 is within a yard of B22, at his
side, but does not make contact with B22 when he catches the kick at the
B-30. B22 is tackled at the B-32. A88’s presence does not cause B22 to
make any adjustment to his position or his manner of catching the ball.
RULING: Legal play; no kick-catch interference. A88 is closer than one
yard to B22 but is not directly in front of him. He does not affect B22’s
opportunity to catch the ball. First and 10 for Team B at the B-32.

B44 is in position to catch a punt at the B-25. While the ball is still very
high in the air and well before it comes close to B44, A88 runs directly
in front of B44 within a yard but is not near him when the ball arrives.
B44 catches the punt and is tackled. RULING: No foul. Although A88
penetrates the one-yard region directly in front of the receiver, this is so
early in the action that there is no interference with B44’s opportunity to

catch the kick.

Dead Where Caught—ARTICLE 1
Approved Ruling 6-5-1

L.

II.

II.

After a valid or invalid signal, B1 muffs the punt and B2, who did not
signal, catches the kick. RULING: The ball is dead when B2 catches it and
the ball is placed where B1 first touched it.

B1 has a foot out of bounds when he gives a valid or invalid signal. He then
catches the kick inbounds. RULING: There is no rule against a receiver
going out of bounds during a kick. The inbounds catch is legal, and the
ball is dead.

During a free kick, B21 signals for a fair catch at the B-5. B21 muffs
the kick but immediately recovers the ball at the B-5. RULING: Not a
completed Fair Catch. Team B ball, first and 10 at the B-5.

No Advance—ARTICLE 2
Approved Ruling 6-5-2

L.

B1 gives a fair catch signal before a muff by B2, and then B1 catches or
recovers the kick and advances. RULING: Because of B1’s signal the ball
is dead where caught or recovered. Two steps are permitted to enable B1 to
come to a stop or to regain balance. A third or subsequent step inbounds
is subject to penalty from where the ball is caught or recovered. If B1
is tackled, the tackle is disregarded unless deemed unnecessarily rough
or is so late that the tackler should know that there was no intention to
advance. If the kick is caught or recovered by Team B in the end zone, it

is a touchback. If B1 is tackled before completion of a third step, only the
tackler has fouled.
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II.

II.

Team A punts. After signaling for a fair catch on his 20-yard line,
B1 deliberately lets the ball strike the ground, where B2 recovers the
bouncing ball and advances to Team B’s 35-yard line. RULING: The
ball is dead at the spot of recovery. Advance is illegal. Penalty—Five yards
from the succeeding spot, the spot of recovery. Team B’s ball, first and 10
(Rule 5-2-7).

Punt receiver B22 gives an invalid fair catch signal by a brief flick of his
upraised hand. He catches the ball at the B-35 and sprints to the B-40
where he is tackled. RULING: The ball is dead where caught. Foul for
delay of game by B22; five-yard penalty from the dead-ball spot. No foul
by the tackler, as clearly B22 gave the appearance of being a ball carrier.
First and 10 for Team B at the B-30.

Invalid Signals—ARTICLE 3
Approved Ruling 6-5-3

L.

II.

1.

IV.

VIL

Al or BI signals for a fair catch beyond the neutral zone during a kick
that does not cross the neutral zone. RULING: Any signal by Team A is
ignored. Team B may not make a fair catch signal because the ball did not
cross the neutral zone. However, the ball is dead when caught or recovered
(Rules 2-8-1-a and 4-1-3-g).

On a free kick, B17 makes an invalid signal for fair catch near the sideline,
muffs the ball, and it goes out of bounds. RULING: Team B’s ball, first
and 10 at the hash mark.

A scrimmage kick strikes the ground beyond the neutral zone and bounces
high into the air, and B1 signals for a fair catch. RULING: Invalid signal.
The ball is dead when recovered.

B1 catches a scrimmage kick beyond the neutral zone and then signals for
a fair catch. RULING: Invalid signal. The ball is dead where the signal first
was given.

Team A’s scrimmage kick is rolling beyond the neutral zone when B17
alerts his teammates to stay away from the ball by a “get away” signal.
RULING: Invalid signal. The ball is dead by rule when either team

recovers.

While a free kick is in the air, B21 gives a waving signal that does not meet
all the requirements of a valid fair catch signal. The ball is caught by: (a)
B21 at the B-5; or (b) B44 at the B-5. RULING: The ball is dead when
caught. (a) Team B ball, first and 10 at the 25-yard line; (b) Team B ball,
first and 10 at the 5-yard line.

While a free kick is in the air, B21 gives a “T signal” thinking he will not
return the kick. The ball is caught by: (a) B21 at the B-5; or (b) B44 at the
B-5. RULING: The ball is dead when caught. (a) Team B ball, first and 10
at the 25-yard line; (b) Team B ball, first and 10 at the 5-yard line.

lllegal Block or Contact—ARTICLE 4
Approved Ruling 6-5-4

L.

B1 gives cither a valid or invalid fair catch signal and does not touch a
punt. While the untouched ball is loose in the field of play, he blocks an
opponent (a) in the field of play beyond the neutral zone or (b) in Team
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B’s end zone. RULING: (a) If the ball crosses the neutral zone and Team B
has possession when the down ends, Team B is penalized 10 yards from the
postscrimmage kick enforcement spot. (b) Safety. The ruling is the same on
an unsuccessful field goal attempt.

B1 signals at the 50-yard line and does not touch a punt. While the ball
is rolling on the ground at Team B’s 45-yard line, B1 uses his hands
to shove an opponent to get to the ball and the ball is declared dead in
Team B’s possession. RULING: Penalty—10 yards, postscrimmage kick
enforcement. The ball belongs to Team B (Rule 10-2-3).

No Tackling—ARTICLE 5
Approved Ruling 6-5-5

L.

II.

II.

B1 and B2 each signal. B1 muffs, and B2 is about to catch the muffed ball
when Al grabs and pulls him to the ground. RULING: Not interference,
but holding. Penalty—10 yards from the previous spot or from the spot
where the subsequent dead ball belongs to Team B.

B22 makes a fair catch and is tackled before he has carried the ball more
than two steps. RULING: Foul by the tackler. Penalty—15 yards from the
succeeding spot.

B1 catches the punt after B3 signals for a fair cacch. RULING: The ball is
dead when and where caught. B1 is not entitled to catch protection but is

entitled to the same protection he has after any other dead ball (Rule 6-5-
1-d).
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Snapping and
Passing the Ball

Shift and False Start —ARTICLE 2
Approved Ruling 7-1-2

L.

II.

III.

IV.

After a huddle or shift, all Team A players come to a stop and
remain stationary for one second. Then, before the snap, two or more
simultaneously change their positions. RULING: All 11 Team A players
must again stop for one second before the snap, otherwise it is a live-ball
foul at the snap for an illegal shift. Penaltcy—Five yards from the previous
spot (Rule 2-22-1).

Ten Team A players shift while Al remains stationary. Al then starts
moving backward before one second elapses and the ball is snapped.
RULING: If A1, who moved, did not halt with the other Team A players
for one second before the snap, it is a dead-ball foul at the snap for a false
start. Penalty—Five yards from the succeeding spot.

After the Team A players have stopped for one second, end A88 runs
wide and stops, and before one second elapses, back A36 starts moving
backward. RULING: Legal. But if back A36 starts before end A88 stops,
the simultaneous movement of two players constitutes a shift, and all Team
A players must be stationary for one second before the snap (Rule 2-22-1).
Team A is in a no-huddle offense and is moving to the line when the ball
is made ready for play. Although some players settle into their positions
and stop, at least one player never stops and is still moving when the ball
is snapped. RULING: Dead-ball foul: Illegal shift that converts to a false
start. Team A never satisfied the one-second rule before the snap. Officials
should shut the play down and penalize Team A five yards.

Team A has 3rd and 3 at the B-40. QB A12 is in shotgun formation,
(a) makes a fake clap standing in position; (b) makes a fake clap while
chucking his shoulders and hands forward in an exaggerated motion
simulating the start of the play. RULING: Rule 7-1-2-b-4-c states that it
is a false start if the quarterback makes any quick, jerky movement that
simulates the start of the play. In (a) no foul; (b) false start on A12.

1/10 @ A-25. Defender B70 is lined up with his right hand and helmet
in the neutral zone. As the play clock winds down, restricted lineman A77
reaches out and touches B70. RULING: Dead ball foul, false start by A77
resulting in 1/15 @ A-20. In this play the defense is lined up in the neutral
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zone, and there is no immediate reaction by the offense, and then the
offense subsequently moves to touch or contact the defender and is a false
start on the offense (Rule 7-1-2-b-3).

Offensive Team Requirements—Prior to the Snap—ARTICLE 3

Approved Ruling 7-1-3

L. A21 is legally on the end of the line of scrimmage next to A88, who is in a
three-point stance. Team A stops for one second while A21 and A88 are in
the above positions, and then A21 moves to a legal backfield position and
stops. Then A88 moves to a wider position on the line. RULING: Legal if
both A21 and A88 are stationary at the snap (Rules 2-22-1 and 7-1-4).

II. A21 is legally on the end of the line of scrimmage next to A88, who is
in the stance of a restricted lineman. Team A has stopped for one second
when A21 leaves the line of scrimmage and goes in motion into the
backfield. A88 moves to a wider position on the line. RULING: A88
may break his three-point stance since he is now on the end of the line of
scrimmage, but Team A must stop again for one second before the snap to
make the play legal (Rule 7-1-4).

III.  B71 crosses the neutral zone into the Team A backfield and does not
threaten any Team A player. A23, legally in the backfield, intentionally
reaches to contact B71. RULING: Team A foul, false start. Penalty—Five
yards from the succeeding spot.

IV.  Snapper Al lifts or moves the ball forward before moving it backward to
start the snap. B2 bats the ball, causing it to roll loose with B3 recovering,.
RULING: Team A foul, illegal snap, ball remains dead. Penalty—Five
yards from the succeeding spot (Rule 4-1-1).

V. AG6, a restricted lineman between the snapper and the player on the end
of the line, or A72, a restricted player on the end of the line of scrimmage:
1. Lifts a hand or hands from the ground immediately when
threatened by B1, who is in the neutral zone. RULING:
Blow the whistle immediately. Team B dead-ball foul, offside.
Penalty—Five yards from the succeeding spot.
2. Lifts a hand or hands from the ground upon initial charge by
B1, who (a) does not enter the neutral zone or (b) enters the
neutral zone but does not threaten the position of AG6 or A72.
RULING: In both (a) and (b), blow the whistle immediately.
Team A dead ball foul, false start. Penalty—Five yards from the
succeeding spot.
Note: Before the snap, a Team B player who enters the neutral zone may threaten
a maximum of three leam A linemen. If the Team B player enters the neutral zone
directly toward a Team A lineman, then that leam A player and the two adjacent
linemen are considered to be threatened. If the Team B player enters the neutral zone
toward a gap between two Team A linemen, then only those two Team A players are
considered to be threatened.

VI.  A80 on the end of the line, a nonrestricted interior lineman or a back,
misses the snap count and makes a casual movement that is not abrupt,
quick or jerky and does not simulate the start of a play. RULING: No foul
by Team A.
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Offensive Team Requirements—At the Snap—ARTICLE 4
Approved Ruling 7-1-4

L.

II.

II1.

IV.

VIIL

A30, lined up legally as a back, starts in motion legally. He then turns so
that he still is legally in motion but is facing his line of scrimmage using a
“side-step” motion. At the snap, A30 is bent slightly forward at the waist
and is either continuing his “side-step” motion or is “marking time” in
place. RULING: Legal.

A30, lined up legally as a back, starts in motion legally. He then turns so
that he still is legally in motion but is facing his line of scrimmage using
a “side-step” motion. At the snap, A30, still behind the neutral zone, is
moving slightly forward from the waist up or his “side-step” motion has
veered slightly toward the line of scrimmage. RULING: Live-ball foul at
the snap for illegal motion. Penalty—Five yards from the previous spot.

Team A’s formation at the snap includes only 10 players: five players on
the line of scrimmage numbered 50-79, one player on the line wearing
number 82, and four players in the backfield. RULING: The formation is
legal because Team A has no more than four players in the backfield and
the required number of players (five) on the line wearing 50-79.

Team A, with fourth and eight, sends two substitutes numbered 21 and
33 into the game as exceptions to the mandatory numbering, and they are
positioned legally on their line of scrimmage between the end players on
the line of scrimmage. After the ball is snapped, a Team A player, 15 yards
deep in a scrimmage kick formation, throws a legal forward pass to an
eligible receiver for a 10-yard gain. RULING: Legal play (Note: The same
play from a field goal formation is legal).

A33, an exception to the mandatory numbering rule, assumes a position
on the line of scrimmage next to end A88. Before the snap, A88 moves to
a backfield position and the flanker on the opposite side of the line moves
to an end position on the line. RULING: Illegal formation. Since A33 is
now an end, he is thus in an illegal position at the snap (live-ball foul).
Penalty—five yards, previous spot.

A33, an exception to the mandatory numbering rule, assumes a position
on the line of scrimmage to the left of snapper A85, who is on the end of
the line. All other Team A players on the line are to A33’s left. After a one-
second stop, all players on the line except A85 legally shift to the other side
of the ball, with A33 now positioned as an end. RULING: If the ball is
snapped with A33 in this position, it is a foul for an illegal formation. A33
may not legally be on the end of the line at the snap. Penalty—five yards,
previous spot.

At the B-45, Team A is in an alignment in which the snapper A88 is on
the right end of the line. The linemen on his left are numbered 56, 63,
72, 22, 79, and 25. There are four players in the backfield. A44 is ten
yards directly behind the snapper, and the other backs are to his left a few
yards behind the line of scrimmage. No player is in position to hold for
a place kick. After the snap, A44 completes a pass to snapper A88 for a
touchdown. This happens on (a) first or second down; (b) third or fourth
down. RULING: Because there are only four offensive linemen numbered
in the 50-79 range, the legality of the play depends on whether Team A
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is in a scrimmage kick formation. One of the requirements for such a
formation is that “it is obvious that a kick will be attempted.” (a) Illegal
formation: on first or second down, a team is very unlikely to punt, so it is
not obvious that a kick will be attempted. (b) Legal play: touchdown. On
third or fourth down a team may be likely to kick. (Rule 2-16-10)

Team A lines up with All ten yards directly behind the snapper. The
other three backs are split wide, all outside the tackle box. Only four Team
A linemen have uniform numbers between 50 and 79. A1l receives the
backward pass from the snapper with Team A in this formation. RULING:
Live-ball foul. Illegal formation, not enough players numbered 50-79 on
the line of scrimmage. Team A is not in a scrimmage kick formation,
because in this alignment it is not obvious that a kick will be attempted.
(Rule 2-16-10)

Team A lines up with six players on the line of scrimmage, five of whom
are numbered in the range 50-79. A seventh player, A88, is in the normal
location of an end, but he is positioned so that his feet and shoulders are
clearly at a 45-degree angle with the line of scrimmage. The other four
players are clearly in the backfield. The ball is snapped with Team A in
this alignment. RULING: Live-ball foul, illegal formation. Every Team A
player must be either a lineman or a back; A88 is neither.

Defensive Team Requirements—ARTICLE 5
Approved Ruling 7-1-5

L.

II.

II.

IV.

Snapper Al lifts the ball before passing it backward, B2 bats the ball away,
and B3 recovers the ball. RULING: Team A dead-ball foul, illegal snap.
The ball remains dead because it was not put in play by a legal snap.
Penalty—Five yards from the succeeding spot. Team A retains possession.

Snapper Al legally begins the snap, but B2 bats the ball before Al
completes the snap, and B3 recovers the ball. RULING: Team B foul
and the ball remains dead. Penalty—Five yards from the succeeding spot.
Team B may not touch the ball undil it has been snapped. Team A retains
possession.

Before the snap, a Team B player crosses the neutral zone and, without
making contact, continues his charge behind a Team A lineman and
directly toward the quarterback or kicker. RULING: A Team B player
who is on Team A’s side of the neutral zone and is moving in a direct path
toward the quarterback or kicker while he is behind an offensive lineman
is considered to be interfering with Team A’s formation. Penalty—Team B
dead-ball foul, offside. Five yards from the succeeding spot.

Linebacker B56 is stationary within one yard beyond the neutral zone.
As the offense is calling its snap signals, B56 feints toward the line in an
obvious attempt to induce a false start by the offense. RULING: Dead-ball
foul, delay of game. Five-yard penalty at the succeeding spot.

3/2 @ B-45. Team A is in formation and the snap is imminent. Team A
QB is in shotgun formation and is using a clap as a starting signal. Team B
(a) squad member; (b) assistant coach claps causing the Team A wideout to
false start or the snapper to snap the ball. RULING: Dead-ball foul, delay
of game for disconcerting signals [S21] for both (a) and (b). Team A will
have 1/10 @ B-40. The rule states that no player may call defensive signals
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that simulate the sound or cadence of, or otherwise interfere with, offensive
starting signals. The spirit of the rule would include squad members or
coaches that clap when the snap is imminent and could cause the offense
to false start.

Handing the Ball Forward—ARTICLE 6
Approved Ruling 7-1-6

L.

Eligible receiver A83 is on the end of his scrimmage line and adjacent to
the snapper in an unbalanced “T” formation. Quarterback A10 receives a
handed snap and immediately conveys the ball to A83. RULING: If the
movement of the ball is forward and it left A10’s hand before having been
touched by A83, it is a legal forward pass. A83 may have turned sufficiently
to receive a backward pass or handoff (legal); but if the action immediately
followed the snap, it is not likely that a handoff would have had time to
comply with the “turn” and “two yards behind the line” requirement.

Out of Bounds—ARTICLE 4
Approved Ruling 7-2-4

L.

II.

B20 intercepts a legal forward pass (a) in his end zone, (b) on his three-yard
line, and his momentum carries him into his end zone, or (c) in the field
of play and retreats into his end zone (no momentum). In each instance,
B20 fumbles in the end zone and the ball rolls forward and out of bounds
on Team B’s two-yard line. RULING: The ball belongs to Team B at the
spot of the fumble (Team B’s end zone); (a) touchback, (b) Team B’s ball
at the three-yard line, and (c) safety (Rules 8-5-1 and 8-6-1).

On second down, Al fumbles the ball, which strikes the ground and
bounces high in the air. B2 receives the ball while off the ground and
returns to the ground out of bounds (a) in advance of the spot of the
fumble or (b) behind the spot of the fumble. RULING: (a) Team A’s ball at
the spot of the fumble. (b) Team A’s ball at the spot where the ball crossed
the sideline (Rules 4-2-4-d and 7-2-4).

Legal Forward Pass—ARTICLE 1
Approved Ruling 7-3-1

L.

1/10 @ A-25. QB A12 is in shotgun formation and slot receiver A80, who
is lined up to the wide side of the field, starts back in motion toward A12
before the snap. At the snap A80 heads toward A12 to run the jet sweep.
A12 flips the ball up into the air and A80 (a) catches the ball as he crosses
in front of A12 and A80 turns upfield and is out of bounds at the A-40, or
(b) muffs the ball and the ball drops to the ground. RULING: The short
flip of the ball by A12 is considered a legal forward pass unless it is clearly
and obviously thrown backward: (a) Completed forward pass to A80 and
the run upfield results in a 1st down for the offense. (b) When the ball
strikes the ground, it is ruled an incomplete forward pass and the play is

dead.
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1/10 @ A-25. QB A12 is in shotgun formation and slot receiver A80, who
is lined up to the wide side of the field, starts back in motion toward A12
before the snap. At the snap A80 heads toward A12 to run the jet sweep.
A12 flips the ball up into the air but it is a fake jet sweep and A80 passes
by and does not touch the ball. A12 catches the ball and: (a) runs upfield
and is out of bounds at the A-40, or (b) then throws a forward pass to A88
who makes the catch at the A-40 and is downed at that spot. RULING:
The short flip of the ball by A12 is considered a legal forward pass
unless it is clearly and obviously thrown backward: (a) The catch of the
forward pass by A12 is legal and the advance results in a 1st down for
the offense. (b) The catch of the forward pass by A12 is legal, but A12’s
pass to A88 is the second forward pass during the same down and is an
Illegal Forward Pass as per Rule 7-3-2-d.

lllegal Forward Pass—ARTICLE 2
Approved Ruling 7-3-2

L.

II.

1.

IV.

VIIL

Quarterback A10, who is not outside the tackle box and is attempting
to save yardage, intentionally throws a desperation forward pass that
falls incomplete where there is no eligible Team A receiver. RULING:
Intentional grounding. Penalty—Loss of down at the spot of the foul. The
clock starts on the snap (Rule 3-3-2-d-4) unless Rule 3-4-4 applies.

After the Two-Minute Timeout in the fourth quarter, A10 is unable to
locate an open receiver. To conserve time, he throws a forward pass that
is incomplete where there is no eligible Team A player. RULING: Illegal
forward pass, intentional grounding. Penalty—Loss of down at the spot of
the foul. Because this play occured after the Two-Minute Timeout, this foul
comes under the 10-second runoff rule (Rule 3-4-4).

On third down after the Two-Minute Timeout in the second quarter,
potential field goal holder A4 muffs the snap and A4 or potential kicker
A3 recovers the ball and immediately throws it forward to the ground.
RULING: lllegal forward pass for intentional grounding; not a valid
attempt to conserve time. Penalty—Loss of down at the spot of the foul.
Because this play occured after the Two-Minute Timeout, this foul comes
under the 10-second runoff rule (Rule 3-4-4).

After the Two-Minute Timeout in the second quater, the ball is snapped
over the head of quarterback A12, who is in the shotgun formation. A12
recovers the ball and immediately throws it forward into the ground to
conserve time. RULING: Illegal forward pass for intentional grounding;
not a valid attempt to conserve time. Penalty—Loss of down at the spot of
the foul. Because this play occured after the Two-Minute Timeout, this foul
comes under the 10-second runoff rule (Rule 3-4-4).

On third down near the end of the half, A12 muffs the snap. A12 or
A21 catches the muffed ball and immediately throws it forward into the
ground. RULING: Legal play.

On third down near the end of the half, A12—positioned seven yards
behind the snapper—catches the snap and immediately throws the ball
forward to the ground. RULING: Legal play.

With seconds remaining in a half and the ball ready for play, Team A
quickly lines up and the ball is legally snapped to quarterback A12, who
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VIIL.

IX.

XII.

XIII.

throws the ball forward directly to the ground. Team A’s formation was
not legal at the snap. When the ball becomes dead, two seconds show on
the game clock. RULING: Illegal formation. Penalty—Five yards from the
previous spot. The clock starts on the snap.

Quarterback A10 sprints toward a sideline and is outside the tackle box
when he throws a legal forward pass that is batted down by a defensive
lineman and lands behind the neutral zone. RULING: Legal play. Without
the batting the ball would have landed beyond the neutral zone, so A10 has
satisfied the spirit of the rule.

Third and 5 at the A-40. QB Al2 drops back in the pocket to pass.
Under a heavy rush he throws a backward pass to back A22 who carries
the ball outside the tackle box. About to be tackled, A22 at the A-35
throws a forward pass that crosses the neutral zone and lands in an area
20 yards away from the nearest Team A eligible receiver. RULING: Foul,
intentional grounding. The tackle-box rule exception applies only to the
player who controls the snap or the resulting backward pass. Loss of down

at the spot of the foul. Fourth and 10 at the A-35. (Rule 7-3-2-h-Exc.)

Quarterback A12 is in a shotgun formation. He muffs the backward pass
from the snapper and the ball is picked up by A63 inside the tackle box.
Under a heavy rush, A63 gets outside the tackle box and throws the ball
incomplete beyond the line of scrimmage. RULING: Legal play. A63
controlled the backward pass that resulted from the snap. (Rule 7-3-2-h-
Exc.)

2/10 @ A-40. In a shotgun formation A11 takes the backward pass from
the snapper and hands the ball off to back A44. A44 takes a few steps
toward the line of scrimmage and then throws a backward pass to All,
who is still inside the tackle box. Avoiding tacklers, A11 scrambles outside
the tackle box, and unable to find an open receiver, at the A-35 he throws
the ball toward an area where there are no eligible receivers, and it lands out
of bounds beyond the neutral zone. RULING: Illegal forward pass. Loss of
down at the A-35; third and 15. A11 loses the right to throw the ball away
legally because he relinquishes possession before passing it.

3/10 @ A-30. Quarterback A11 drops back to pass. About to be tackled at
the A-20, he throws the ball forward to an area where there are no eligible
receivers. Tackle A77 catches the pass at the A-28 and is tackled at the
A-32. RULING: Illegal forward pass; loss of down at the spot of the pass.
Fourth and 20 at the A-20. This is “intentional grounding” since All
throws the ball into an area where there are no eligible Team A receivers.
Note that this is not illegal touching by A77, because the rule for illegal
touching applies only to a legal forward pass. (Rule 7-3-11)

Quarterback A11 drops back to pass and scrambles outside the tackle box.
He fumbles the ball, which bounces back up into his hands. He then passes
the ball forward, and it lands beyond the neutral zone in an open area
where there are no eligible receivers with an opportunity to make a catch.
RULING: Legal play, since Al1 did not relinquish possession to another

player.
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Eligibility Lost by Going Out of Bounds—ARTICLE 4

Approved Ruling 7-3-4

L. Eligible A88 voluntarily goes out of bounds, returns inbounds, and is the
first player to touch the legal forward pass. This touching by A88 occurs in
Team B’s end zone. RULING: Illegal touching. Penalty—Loss of down at
the previous spot.

II.  Eligible A88 voluntarily goes out of bounds during a down in which a legal
forward pass is thrown. He returns to the field of play inbounds but does
not touch the ball and is held by an opponent before the ball is touched
by any player. RULING: Not pass interference—A88 is not eligible to
catch a legal forward pass. Penalty—Ten yards from the previous spot and
automatic first down.

II.  Wide receiver A88 is blocked out of bounds by B1 and then runs 20 yards
before returning inbounds to the field of play. A88 catches a legal pass in
Team B’s end zone. RULING: Foul for illegal touching due to A88’s failure
to return inbounds immediately. Penaltcy—Loss of down at the previous
spot.

IV.  Eligible receiver A44 is running a pass pattern near the sideline. As a legal
forward pass comes toward him, he accidentally steps on the sideline, leaps,
muffs the pass into the air while airborne, returns to the ground inbounds,
grabs the ball and lands on his knees inbounds with the ball firmly in his
possession. RULING: Incomplete pass. A44 first touched the ball while
airborne and thus out of bounds since he had not established inbounds.

(Rule 2-27-15)

Eligibility Gained or Regained—ARTICLE 5

Approved Ruling 7-3-5

L Team B touches the legal forward pass near a sideline while originally
eligible Al is out of bounds. Al comes inbounds and touches the pass.
RULING: Legal play. Touching by Team B made all players eligible during

the remainder of the down.

Completed Pass—ARTICLE 6

Approved Ruling 7-3-6

L. Two opposing players receive a legal forward pass while both are off the
ground, and both players return to the ground inbounds at the same time.
RULING: Simultaneous catch; the ball is awarded to the passing team
(Rule 2-4-4).

II.  Two opposing players receive a ball while both are off the ground, and one
player returns to the ground inbounds before the other. RULING: No
simultaneous catch. The legal forward pass is completed or intercepted by
the player who first returned to the ground (Rule 2-4-4).

III.  An inbounds airborne player receives a legal forward pass. While still in the
air, he is tackled by an opponent and obviously held for a moment before
being carried in any direction. He then lands inbounds or out of bounds
with the ball. RULING: Completed pass. The ball is dead at the yard line
where the receiver/interceptor was held in a manner that prevented him
from immediately returning to the ground (Rule 4-1-3-p).
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