NFHS Manual Review:  7. SCRIMMAGE KICK PLAYS
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FIVE-GAME

OFFICIAL POSITIONS FOR

SCRIMMAGI

Five-Game Officials - Scrimmage Kick

E KICK

REFEREE
A. After ball is spotted:

1. Check down and distance with head linesman.

2. Declare ball ready-for-play by using established procedure.

3. Position: 3-5 yards outside the tight end and 2-3 yards behind the
kicker, on kicking-leg side.

4. Be able to see ball and observe all backs.

5. Count K players and indicate to umpire that you have counted the
Kicking team.

6. Signal to crew that K is in scrimmage-kick formation.

B. After snap:

1. Watch for fouls behind neutral zone especially near kicker.

2. Bealert for blocked kick and be ready to rule on recovery.

3. After ball crosses neutral zone, observe line play.

4. Move downfield slowly following kick.

5. Watch for fouls and be ready to pick up runner if there is long return.

6. Determine from covering official if ball was touched beyond neutral
zone and by whom.

7. Kick out of bounds in flight - line up covering official at the spot
‘where the ball crossed the sideline by using an outstretched arm.

8. If no foul, signal head linesman to move line-to-gain equipment.

9 Cunﬁ:m fine-to-gain indicator is set before giving ready-for-play
signal.
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Five-Game Officials - Scrimm:

II. UMPIRE
A, After ball is spotted:

1. Position: 5-10 yards deep keeping snap in view.

2. Count K players and indicate to referee that you have counted the

kicking team.

3. Check numbering exception.

4. Key offensive guards and center.

B. After snap:

1. Step toward neutral zone and be alert for roughing the snapper,
then shift to action of offensive guards and backs behind neutral
2one.

. Read play. Be alert for run o pass.

. Be alert to assist referee in covering a short or blocked kick and
assist the head linesman in determining if the ball crosses neutral
z0ne.

4. Following kick, pivot to view line-judge side of field to observe
blocks in side zone and move toward return area observing players
away from ball,

5. Be alert for fouls in secondary and move downfield slowly.

6. When ball goes out-of-bounds, move to help relay ball to inbounds

spot.
III. HEAD LINESMAN AND LINE JUDGE
A, After ball is spotted:

1. Position: Same as for run or pass.

2. Check down number, count R players and indicate to back judge
that you have counted the receiving team.

B. After snap:

1. Head Linesman: Hold momentarily after snap. Know if ball crossed
neutral zone, then move slowly downfield covering your side be-
tween neutral zone and deep recewerés)v

2. Line judge: Release on snap, move downfield covering your side

between neutral zone and deep receiver(s).
Cover all kicks to your side.
. Ball out-of-bounds in flight:
a. Sound whistle and give time-out signal (S #3) twice.
b. Move farther downfield than where it went out.
c. Walk upfield until referee spots you on sideline.
5. Ball rolls out of bounds:
a. Sound whistle and give time-out signal (S #3) twice.
b. Hold spot and continue to observe action.
c. Drop bean bag at spot if ball must be retrieved.
6. Assist referee in covering ball on short or blocked kick:
a. Note if kick is touched beyond neutral zone.
b. Note if recovered in or behind neutral zone.
¢. Be prepared to mark first touching, fumble or end of kick with
bean bag.
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Page 51 Five-Game Officials - Scrimmage Kick

7. Routine kick:
a. Unless kick comes close to your side delay move to sideline,
cover clipping and other fouls in secondary.
b. Move with runner if he/she comes to your side.
c. Follow to goal line if run is broken.
d. When ball becomes dead:
Sound whistle, give time- nutsrqnaland mark spot.
b Make sure of possession on fair catch.
8. Line judge: Observe action of signaler when no fair catch is made.
9. Ifthere is a foul, have free game official cover ball while game offi-
cial who had foul reports information to referee.
10. Head linesman: Watch referee for signal to move line-to-gain
equipment.
IV. BACK JUDGE
A, Atter ball is spotted:
1. Position: 10-12 yards wider than and 2-3 yards behind the deepest
receiver on head linesman's side of field.
2. Count R players and indicate to wing officials that you have counted
the receiving team.
8. Atersnap
Carry contrasting bean bags in hand during down to mark first
touching, fumble, momentum o end of kick.
2. When kick is short to either sideline:
a. Head linesman or line judge will assume responsibility for ball.
b. Observe action of players around ball.
3. Cover long or deep kick out of bounds on head linesman's side. |
a. When kicked ball goes out in flight, sound whistle.
b. Give time-out signal (S #3)
c. Hav; referee spot you on sidefine and hold spot until ball is
spotted.
4. Coverall kicks down middle and be ready to rule on whether kick is
touched by either team:
. If ball is muffed, be prepared to rule on possession.
b. Bealert for hand-off and reverse.
c. When Kis first to touch scrimmage kick which is moving:
1) Mark spot of first touching with bean bag.
;2 Continue to cover play.
d is first to touch kick that is motionless beyond neutral zone,
sound whistle, give time-out signal (S #3) twice and mark spot.
5. Following fair cat
a. Sound whistle, give time-out signal (S #3) twice and mark spot.
b. Be sure referes knows it was a fair catch.
6. Where fair catch is not made:
a. Stay with bal
b. Letline judge observe action by signaler.
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7. Move with runner who catches kick and advances.
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" Stay with ball
b. Letline judge observe action by signaler.
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7. Move with runner who catches kick and advances.
a. Other game officials will ordinarily pick up runner near line of

scrimmage. X
b. When this is done, delay and observe action behind ball. |
¢. When one of the other game officials is screened out and not .

able to pick up runner, move with him/her and sound whistle
when ball becomes dead
8. When kick becomes dead
a. Sound whistle immediately and give time-out signal (S #3)

twice.
b. Be prepared to rule on touchback and give appropriate signal
S #7) twice.
c._Inform referee of ball status before placing it for next play.

9. If kick is caught inside 5-yard line and player is downed in his/her
end zone or ball goes out-of-bounds there, be prepared to rule on
whether his/her momentum took him/her into end zone.

10. Mark spot of catch inside 5-yard line with bean bag.

FIELD-GOAL ATTEMPT OR TRY FROM ANY DISTANCE

FIVE-GAME OFFICIAL
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I. REFEREE

A. After ball is spotted:
1. Position: 2-3 yards to rear and 3-5 yards to side of potential kicker,
facing holder and able to see holder receive ball.
. Count K players and indicate to umpire that you have counted the
Kicking team.
. Signalto crew that K is in a scrimmage-kick formation.
. Observe kicker, holder and opposite side tackle
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-----------------------------------------------------------------------------------------------------------

Massachusetts 5-Person NFHS Manual Review Committee
Comments - Section 7:  Scrimmage Kick Plays
[  X  ] - Committee Agrees with NFHS Manual with the following recommendations:
7. Scrimmage Kick Plays

 

a. The R will call the U over the ball until an accurate count is confirmed by the LJ.  With the potential of 44 players coming and going, make sure there is an accurate count.  
 
b. On the scrimmage kicks, the LJ should hold the line and the HL should break on a clean snap.  The HL has action in front of the run.  Once the ball crosses the LOS, the LJ breaks and picks up action in front of the runner. 

c. When the ball becomes dead on a scrimmage kick, the covering official should hold the spot with the opponents ball until the offense brings in a new ball and the ball gets spotted by the U.  Once the ball is spotted by the U, the other ball can be removed from the field of play.  

