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Pre Snap
Back Judge
· Confirm the status of the game clock
· Accordion in and communicate and signal the next down to the other officials.
· Move to a location visible to the referee
· If 1 st down, be visible use the appropriate signal to direct him to wind the clock or hack.
· Start the 25 second play clock at hack or wind by referee
· Confirm the status of the game clock
· Make note of the down and distance.
· Know the line to gain.
· Change down indicator on hand appropriate to the status of the clock (back-stopped;
· front-live)
· Observe substitutions and player equipment
· Count defense and signal to LJ
· Confirm GL responsibility with HL and LJ
· Confirm eligible receivers, including backs, to your side of the formation
· Identify initial key
· Note the location of better player(s)
· Anticipate type of play based upon down and distance, formation, and location of key
· players
· Anticipate pick play
· Anticipate screen and observe blocking receiver(s)
· Feet then ball
· Help with vision of the ball on catches at the sideline
· Use read vision while observing initial key and determine run (and direction of run) or
· pass
· Other pre-snap possibilities based upon the situation and location of the ball include:
· Goal line mechanics – end line
· Know location of eligible receivers and the ball for intentional grounding calls
· Punt – between hash marks
· Punt – legal signal
· Punt – KCI
· Punt – color of receivers
· Punt – catch, muff, fumble (assume receiver will muff every time)
· Punt – Kickers may not advance muff
· Field Goal – live ball


Keys

· Know keys
· Alignment and signaling to the wings



At the Snap:

· Face initially & watch action on key - be aware of type of play developing

· Read play & react

· Pass: keep a good cushion

· Short pass – stop fade

· Long pass – continue to fade

· Officiate the play – Follow key - stay with initial receiver until they cross

· Watch for picks (especially in red zone)

· Crack-back block

· Holding/Interference

· Don’t guard air –

· Don’t leave you key if threaten (if player can foul or be fouled)

· Only leave your key to pick up another key

· Goal line involvement – Slow and stop on goal line – think momentum

· Most threatened line – move to end line if necessary

· Ball in the air – go to the ball (point of attack) – watch players – not the ball!




Play Clock
· Know the 40/25 rule inside and out
· Hand up at 10, count the last 5
· Understand game, time, circumstance
· Know game clock status (starting/stopping, snap, at the ready, and signal to R)
