5 MAN PREGAME LECTURE 2023 (NCAA-ISL) 
COIN TOSS
-UMPIRE & REFEREE IN THE MIDDLE OF THE FIELD.THE REFEREE WILL BE FACING THE SCOREBOARD.
-HAVE THE CAPTAINS CALLING THE TOSS CLOSEST TO THE REFEREE.
-BJ & LINE JUDGE ESCORT THE (4) CAPTAINS TO THE 9 YD MARKERS (KEEP TEAMS BACK).
-LINESMAN STAY ON YOUR SIDELINE WITH YOUR CREW IF NEEDED.
KICKOFF
-REFEREE DEEP ON GOAL LINE IN THE MIDDLE OF THE FIELD, CHECK WITH CREW AND BLOW THE WHISTLE, COVER BALL IN THE MIDDLE OF THE FIELD & COVER BLOCKING IN-SIDE ZONES.

-LJ DN FIELD 10-20 YD LINE, PRESS BOX SIDE. RESPONSIBLE FOR BALL IN-SIDE ZONE OR BLOCKING IN THE MIDDLE OF FIELD.

-HL DN FIELD 10-20 YD LINE OPB SIDE. RESPONSIBLE FOR BALL IN-SIDE ZONE OR BLOCKING IN THE MIDDLE OF FIELD.

-BJ WITH THE KICKER IN THE MIDDLE OF FIELD CHECK BALL. (4 PLAYERS TO LEFT/RIGHT OF KICKER) GO TO PRESS BOX SIDELINE.
-UMPIRE HAS RECEIVING TEAMS RESTRAINING LINE (GO TO MIDDLE OF FIELD) LINE UP TEAM, GO TO OPB SIDELINE.

-AFTER THE BALL IN PLAY ALL PLAYERS MUST BE NO MORE THAN 5 YDS BEHIND THE RESTRAINING LINE. EXCEPT THE KICKER.
-R, L & LJ WIND ON THE KICKOFF WHEN THE BALL IS TOUCHED IN FIELD OF PLAY.

-ONSIDE KICK, HL MOVE TO 50 YD LINE OPB., BUMP UP UMPIRE TO 40 YD LINE. LJ MOVE UP TO 50 YD LINE PB SIDE, BJ ON 40 YD LINE.

-TEAM B CAN RUN KICK OUT OF THE END ZONE WHEN CAUGHT IN THE AIR.
-UNTOUCHED KICK IN END ZONE BALL IS DEAD & BELONGS TO TEAM B. 

-KEEP SIDELINE CLEAR (ALL TIMES DURING THE GAME) TEAMS BEHIND THE 2 YARD AREA.
-MUFF CAN’T BE ADVANCED BY KICKING TEAM.
-WEDGE BLOCKING NOT ALLOWED: 2 OR MORE PLAYERS BLOCKING WITHIN 2 YDS.
-TEAM B PROTECTION ON K.O. BALL HITS GROUND ONCE-PROTECTION, TWICE NO PROTECTION. K CAN RECOVER.
-FREE KICK OOB-30 YDS IN ADVANCE OF PREVIOUS SPOT, 5 YDS PREV. SPOT & 5 YD SPOT WHERE KICK WENT OOB.
-FREE KICK FAIR CATCH CAUGHT BEHIND THE 20 YD LINE WILL BE PLACED ON THE 25 YD LINE.

RUNNING PLAYS
-REFEREE & UMPIRE COUNT THE OFFENSE, 3 SECOND RULE (FIST SIGNAL & EYE CONTACT) 12 PLAYERS CALL ASAP. 
-R & U BE AWARE OF BACK OUTSIDE TACKLE (BLOCKING BELOW THE WAIST TOWARDS THE BALL).
-BJ & LJ COUNT THE DEFENSE (COUNT 12, RECOUNT AGAIN, 3 SEC RULE) FIST SIGNAL. 5YD PENALTY
-UMPIRE STAY AROUND THE HASH MARKS, INFORM REFEREE OF PREVIOUS SPOT IF YOU DRIFT OUT.
-BJ KEY ON THE TIGHT END. GIVE UP GOAL LINE, 10 OR 15 YD LINE? HAVE AN OFFICIAL ON THE GOAL LINE WHEN BALL CROSSES.
-WINGMEN MAKE SURE YOU HAVE NO MORE THAN 4 PLAYERS IN THE BACKFIELD. 7 PLAYERS ON LOS.
-WINGMEN R & BJ WILL WORK OFF WHAT YOU DO ON OUT OF BOUNDS PLAYS (BAG/GO, HOLD SPOT).
-SWEEP PLAY REFEREE WILL TAKE THE QB TO THE LINE. WINGMAN PICKUP FROM LOS.
-WINGMEN YOU HAVE THE PITCHMAN (CAN’T BE HELD/ BLOCKED BELOW WAIST)
-WINGMEN HELP OUT ON THE CRACK BACK BLOCK (MEN IN MOTION) BJ CAN ASSIST.
-WINGMEN STAY WITH THE MAN IN MOTION AWAY FROM YOU, TRAIL & CLEAN UP (SWEEP AWAY).
-BE AWARE OF 4TH DOWN FUMBLE (MIRROR SIGNAL). DISCUSS BALL PLACEMENT & CLOCK.
-ALLOW DEFENSE TIME TO ADJUST WHEN OFFENSE RUSHES IN. (UMPIRE OVER THE BALL & EYE CONTACT WITH REFEREE)
-BBW NOW RESTRICTED TO INSIDE THE TACKLE BOX. LINEMAN MUST BE ENTIRELY IN TB & BBW ON INITIAL CHARGE. THIS PERTAINS TO BOTH TEAM A & B. STATIONARY BACKS IN TACKLE BOX WITH INITIAL CONTACT IN FRONT (10/2). 
-RUNNERS HELMET OFF. KILL PLAY & CLOCK. START ON WIND. BUY WITH T.O. (EXPAND ON RULE).
PASS PLAYS
-BE AWARE OF ELIGIBLE RECEIVERS (COVERED, NUMBER & POSITION).
-FORWARD OR BACKWARD PASSES, WINGMEN TAKE IT (WHISTLE-DEAD/NO WHISTLE PLAY ON) PUNCH? WINGS NEED TO AGREE.
-HELP EACH OTHER OUT ON UNCATCHABLE PASSES.
-END ZONE, CHECK COVERAGES, BJ HAS END LINE, WINGMEN HAVE SIDELINES/ CONFIRM SAME CALL/SIGNAL.
-LONG PASSES, INFORM REFEREE OF RESULTS.
-RELAY INCOMPLETE PASSES TO THE PREVIOUS SPOT (QUICK SHORT PASSES).
-SHORT PASSES & SCREEN PASSES (BLOCKING DN FLD), UMPIRE HELP OUT WITH CATCH/NO CATCH.
-UMPIRE WATCH FOR PASSER OVER THE LINE OF SCRIMMAGE (UMPIRE BAG OR FLAG) ENTIRE BODY OVER LOS.
-INTENT. GROUNDING: MUST BE THE PLAYER WHO RECEIVED THE SNAP (REF-TAKE QB OUTSIDE TACKLE & UMP-TAKE BALL OVER L.O.S., (EYE CONTACT WITH CREW) RECEIVER IN AREA. R WILL THROW A LATE FLAG IF NECESSARY.
-INTENTIONAL SPIKING THE BALL-IT IS LEGAL FOR A PLAYER DIRECTLY BEHIND THE SNAPPER TO CONSERVE TIME BY INTENTIONALLY THROWING THE BALL FORWARD TO THE GROUND IMMEDIATELY AFTER RECEIVING THE SNAP THAT HAS NEITHER BEEN MUFFED NOR TOUCHED THE GROUND. 
SPIKING BALL - 3 SEC (2.1 TO 2.9 FOR CLOCKS/10THS).
PUNTS

-BJ DOWN FIELD (LINESMAN SIDE) (REMIND RECEIVER ABOUT A GOOD FAIR CATCH SIGNAL) SHOW HIM CORRECT SIGNAL.
-REFEREE WILL BE ON THE L.J. SIDE OF THE FIELD.
-UMPIRE HELP OUT ON COUNTING KICKING TEAM.

-UMPIRE PROTECT THE CENTER (ONE SECOND DELAY). BE VOCAL.

-L.J. RELEASE ON THE SNAP (HOLD 1 SEC. IF NEAR GOAL LINE), COVER BLOCKING DN FIELD & UP MAN GIVING FAIR CATCH SIGNAL.

-HL STAYS ON THE LINE UNTIL THE BALL HAS CLEARED THE L.O.S. (SNAP OVER PUNTER, HELP REFEREE).
-PUNT OUT OF BOUNDS, BJ HAS THE CALL IF IT HITS THE GROUND; REFEREE WILL CHOP YOU DOWN IF PUNT GOES OUT IN THE AIR, IF R CAN’T LOCATE, HAND ON CHEST.
-WATCH FOR BLOCKING BELOW THE WAIST (ALL OFFICIALS) NOTE: ON ALL CHANGES OF POSSESSION.
-BJ WATCH FOR MUFF, KICKING TEAM DISTRACTION WITH RECEIVER (LJ HELP OUT)
-PUNT OVER RECEIVERS HEAD, BJ COVER BALL, WINGMEN COVER BLOCKING.
-MUFFS CAN’T BE ADVANCED BY KICKING TEAM.
-1 YD (FRONT) PROTECTION FOR TEAM B. 
-PUNTER CAN’T CROSS THE LINE OF SCRIMMAGE & COME BACK TO PUNT.

-THE PUNTER LOSES PROTECTION WHEN HE CARRIES OR POSSESSES THE BALL MORE THAN 5 YDS BEHIND HIS INITIAL POSITION BEFORE KICKING.
FIELD GOAL-EXTRA POINTS
-REFEREE HAS THE KICKER/HOLDER, POSITIONED IN SLOT ON LJ SIDE OF FIELD.
-THE LJ WILL GO UNDER WITH THE BJ (BJ & LJ/ HAVE THE POSTS) BJ WHISTLE, LOOK TO LJ (SAME SIGNAL).
-LINESMAN TAKES THE ENTIRE LINE. REFEREE ON SNAP TO FOCUS ON KICKER/HOLDER.
-REFEREE WILL TAKE THE GOAL LINE ON A FAKE EXTRA POINT TO HIS SIDE. TRAIL PLAY IF FAKE GOES TO HL SIDE.
-LJ COVER GOAL LINE WHEN REFEREE HAS TO SCRAMBLE TO HL SIDE OF FIELD.
-UMPIRE PROTECT THE CENTER (ONE SECOND DELAY). BE VOCAL.
-TEAM B CAN RETURN A MISSED EXTRA POINT.
-MISSED FIELD GOALS OUTSIDE 20 YD LINE GOES TO PREVIOUS SPOT.
-MISSED FIELD GOALS INSIDE 20 YD LINE GOES TO 20 YD LINE.
PENALTIES

-COME TO ME WITH ALL YOUR INFORMATION (GIVE 2/3 TOOTS ON WHISTLE).
-FREE OFFICIAL COVER THE FLAG (SO IT DOESN’T GET PICKED UP) BE AWARE OF DEAD BALL SPOT & PREVIOUS SPOT.
-OBVIOUS FOULS MARCH OFF, OR DECLINE.
-REFEREE WILL GIVE A PRELIMINARY SIGNAL TO PRESS BOX.
-UMPIRE MARCH OFF PENALTY (LINESMAN WALK OFF ON SIDELINE) U/HL SIGNAL FOR 5, 10 OR 15 YD PENATIES.

-DEFENSIVE HOLDING PENALTIES 10 YDS PLUS AUTOMATIC FIRST DOWN.
-ILLEGAL BLOCK BY PLAYER AFTER A FAIR CATCH SIGNAL IS NOW A 10 YD PENALTY.
-ILLEGAL TOUCHING PENALTY 5 YDS AND LOSS OF DOWN.
-MAJOR PENALTIES CAN CARRY OVER TO SUCCEEDING SPOT.
-TEAM A FOULS BEHIND LOS ENFORCE FROM THE PREVIOUS SPOT (PENALTY IN END ZONE – SAFETY).
-CONFIRM DOWN WITH CREW.

-MAKE SURE WE GET IT RIGHT! 
MEASUREMENTS

-LINESMAN PLACE A PIECE OF TAPE ON THE 5 YD MARK ON CHAIN (GREATER OR LESS THAN 5YDS)
-LINESMAN DIRECT YOUR CHAIN CREW TO HOLD POSITION (WAIT FOR YOUR INSTRUCTIONS) HUSTLE DN FLD ON LONG GAINS.
-LJ RELEASE THE LINESMAN ON OBVIOUS FIRST DOWNS (STOP CLOCK IF SURE, CLOSE PLAYS TELL THE REFEREE).
-ON CLOSE PLAYS REFEREE WILL HAND THE BALL TO WINGMEN FOR PLACEMENT. LET THE REFEREE COME TO YOU.
-ON A MEASUREMENT; LJ GIVE THE LINESMAN A SPOT FOR THE CLIP, UMPIRE TAKE THE CHAIN & BJ ON THE BALL.
-LINESMAN SET THE CHAINS AFTER A FIRST DOWN (WE WILL WAIT FOR YOU).
CLOCK
-12 MINUTE PERIODS.
-LJ HAS THE BACKUP GAME CLOCK (BE CONSISTANT). COORDINATE WITH THE CLOCK OPERATOR. 

-BJ WILL TAKES 25/40 SECOND CLOCK. ARM UP AT 10 SECONDS REMAINING & ARM DN FOR 5 SEC. & TIME T.O.’S
-TO RESET 25/40 TIME PUMP 1 HAND FOR 25 & 2 HANDS FOR 40.

-SILENT WIND BY REFEREE. BOTH LJ & CLOCK OPERATOR BE COGNIZANT.
-REFEREE BACK TO CLOCK OR BJ BACK TO CLOCK (WILL WATCH FOR EXPIRATION OF TIME).
-TALK TO THE REFEREE ABOUT READY OR SNAP.
-CLOCK OFFICIAL (NO 2 MINUTE WARNING) REMIND SIDELINES.
-TIMEOUTS- 4 FULL 

-END OF QUARTER ALL OFFICIALS CHECK DN, DISTANCE & DIRECTION. (BJ HELP HL WITH CHAINS).
-15 OR 20-MINUTE HALF (AFTER THE TEAMS LEAVE THE FIELD) BJ TO TIME. REFEREE SIGNAL CLOCK OPERATOR TO START CLOCK.
-DISCUSS 10 SEC. RUN OFF. WITH 1 MINUTE LEFT IN EITHER HALF.
-PLAYER INJURY MUST BE REPLACED. TEAM CAN BUY HIS WAY WITH A T.O.

-HELMET COMING OFF (DISCUSS RUNNER, PLAYER ENGAGED, PLAYER CAN BUY HIS WAY IN WITH T.O.)
-REFEREE WILL MIRROR ALL CLOCK STOPAGES WITH CREW.

-DO NOT EXTEND THE 1ST & 3RD QTRS FOR UNTIMED DOWNS BECAUSE OF PENALTY. ENFORCE PENALTY & THEN MOVE CHAINS.
MISCELANEOUS
-FUMBLE DIG OUT, REFEREE WILL STOP CLOCK & START (2 OFFICIALS GO IN, REST OF CREW OBSERVE).
-O.T. WILL DISCUSS WITH COACHES.
-COMMUNICATE TO PLAYERS, COACHES & OFFICIALS (FIST, BACKFIELD, IN/OUT BOUNDS)
-REF & UMP CHECK EQPT & TALK TO COACHES. WRITTEN CERTIFICATION ON PLAYERS EQPT.
-BEFORE THE GAME HL CHECK THE CHAINS AND GIVE THE CREW DIRECTIONS. BJ/LJ HELP WITH CHAINS.
-BEFORE THE GAME LJ CHECK FIELD AND BJ CHECK WITH CLOCK OPERATOR & CHECK FIELD.
REMINDERS
-DELETE POSSIBLE TEAM B PASS INT. ON FAKE PUNT.
-EXEMPT TEAM B PLAYER BLOCKED INTO QB FROM ROUGHING (LEGAL OR ILLEGAL).
-EXEMPT TEAM B PLAYER FROM ROUGHING KICKER/HOLDER IF BLOCKED INTO BY TEAM A.
-HORSE COLLER TACKLES-IN TACKLE BOX-OUT OF TACKLE BOX-IMMEDIATELY TACKLED. 

-DEFENSELESS PLAYER-APPROX. 2 TO 3 STEPS FOR HITTING RECEIVER-ABOVE THE SHOULDERS.

-FACE MASK PENALTIES-ONLY 15YARDS (TWIST, TURN OR PULL). INCLUDES CHIN STRAP AND OPENING.

-CHOP BLOCK-A HI-LOW OR LOW-HI COMBO. BY ANY 2 PLAYERS AGAINST AN OPPONENT ANYWHERE ON THE FIELD WITH OR WITHOUT DELAY BETWEEN CONTACTS. THE LOW DEF. IS AT THIGH OR BELOW.
-SIDELINE INTERFERENCE/CONTACT NO WARNINGS: 15 YD PENALTY NO WARNINGS.
-SIDELINE WARNINGS: 1 GIVEN BEFORE PENALTY. 2ND IS A 5YD & 3RD IS A 15 YD PENALTY.
-EXTENSION OF PERIOD WHEN AN ACCEPTED PENALTY FOR A LIVE BALL INCLUDES LOSS OF DN. SEE 2023 RULE CHANGES.
-LEVERAGE, LEAPING & LANDING (TACKLE BOX, STRAIGHT UP, BETWEEN PLAYERS, OVER PLAYER) FLD GOAL/EX PT.
-MOTION PLAYERS MUST COME TO A STOP OUT OF THE HUDDLE, DEAD BALL FOUL. LIVE W/2 IN MOTION.

-UNSPORSTMANLIKE PENALTY, IS A LIVE BALL FOUL.

REMINDERS CONTINUED
-12 PLAYERS ON FIELD CALL EVEN IF PLAY GOES OFF. ONLY A 5 YD PENALTY. BE QUICK TO KILL PLAY. 
-TARGETING/INITIATING CONTACT WITH THE CROWN OF HELMET TO THE HEAD & NECK. LET’S DISCUSS PENALTY AS A CREW.
-TARGETING DEFENSELESS PLAYERS – CONTACT THE HEAD & NECK. LET’S DISCUSS PENALTY AS A CREW.
-ASSISTING THE RUNNER – CAN PUSH, NO PULL OF LIFT RUNNER.
-LOW HITS ON QUARTERBACK. HIT UNDER KNEE 15 YARD PENALTY. QB MUST BE IN PASSING POSTURE. 
-PULLING/PUSHING OPPONENT OFF A PILE – 15YARD UNSPORTSMANLIKE PENALTY.
-NO TRIPPING THE RUNNER.
-SLIDING BALL CARRIER-SPOT WHERE HE BEGINS THE SLIDE. ALSO, DEFENSELESS PLAYER.
-LAST 2 MINUTES OF HALF, IF CLOCK STOPPED FOR PENALTY BY TEAM AHEAD/TIED OPPOS. CHOICE OF SNAP/START.

-HORSE COLLER TACKLE-INCLUDES NAMEPLATE AREA.
-PANTS & KNEE PADS MUST COVER KNEES!!!! PLAYER TO LEAVE GAME.
-NO HURDLING. ONLY THE RUNNER.
-TEAM THAT SCORES AS TIME EXPIRES MAY FORGO THE TRY WHEN AHEAD BY 1 OR 2 POINTS.

-BLIND SIDE BLOCK, IT IS ILLEGAL TO INITIATE A BLINDSIDE BLOCK WITH FORCIBLE CONTACT UNLESS WITH OPEN HAND AND EXTENDED ARMS.
RULE CHANGES 2022: 
-BALL DECLARED DEAD WHEN A CARRIER SIMULATES OR FAKES A FEET FIRST SLIDE.
-ILLEGAL BLOCK OR CONTACT BY A PLAYER AFTER A FAIR CATCH SIGNAL IS NOW A 10 YD PENALTY.

-ILLEGAL TOUCHING PENALTY IS 5 YDS & NOW INCLUDES LOSS OF DOWN.
-BLOCKING BELOW THE WAIST NOW RESTRICTED TO INSIDE THE TACKLE BOX.
-DEFENSIVE HOLDING PENALTIES (10 YARDS) INCLUDE A FIRST DOWN WHEN ACCEPTED.
RULE CHANGES 2023: 

-THE CLOCK WILL NO LONGER STOP FOR FIRST DOWNS INBOUNDS EXCEPT FOR THE LAST 2 MINUTES OF THE 2ND & 4TH QUARTERS.

-A TEAM WILL NO LONGER BE ABLE TO CALL CONSECUTIVE TIME OUTS.

-UNTIMED DOWNS AS PART OF A PERIOD EXTENSION ARE LIMITED TO 2ND & 4TH QUARTERS, EXCEPT FOR EXTRA POINTS.

-HALF TIME INTERMISSION; THE FIELD WILL BE AVAILABLE TO SQUAD MEMBERS 3 MINUTES PRIOR TO KICKOFF.

-CONTACTING THE KICKER; THE KICKER’S PROTECTION ENDS WHEN HE CARRIES THE BALL MORE THAN 5 YARDS BEHIND HIS INITIAL POSITION IN THE SCRIMMAGE KICK FORMATION BEFORE KICKING.

-A SCRIMMAGE KICK IS ILLEGAL IF HE KICKER’S ENTIRE BODY AND THE BALL IS OR HAS BEEN BEYOND THE NEUTRAL ZONE.
