RULE 3

Periods, Time F actor s and

Substitutions

SECTION 1. Start of Eac h Period

First and Thir d Periods

ARTICLE 1. a. Priorto thegme, during \arm-ups, teams must remain in an agreed
separate half of théeld, normally the half up to the linevé yards from midéld to their
left, looking from their team areavtards theitld.

b. Each half shall start with a kic.

c. Three minutes before the scheduled starting time, the referee shall toss a coieldt midf
in the presence of not more than faetd captains from each team and anotlzang
official, first designating thadld captain of the visiting team to call the coin toss. Before
the second half, the referee will obtain the teams’ second half options.

d. During the coin toss, each team shall remain in the team area. The coigittssvhen
the feld captains leze the sidelines and ends when the captains return to the sidelines.

PENALTY - [d] Five yards from the succeeding spot [S19: IPR].

e. The winner of the toss shall choose one of thewwoilpoptions:

1. To designate which team shall kick.of
2. To designate which goal line his team shall defend.
3. To defer his selection to the second half.

f. The opponent shall then choose option 1 or 2ebas wailable.

g. If the winner of the toss chooses option 3vabthen after the opponemthoice the
winner selects thevailable option (1 or 2 ave).

h. For the second half, the loser of the toss, or the winner who chooses optiore 3shiadi
choose option 1 or 2 abe. The opponent then chooses the remainuagjable option.

Second and Fourth P eriods

ARTICLE 2. Between theifst and second periods and also between the third and fourth

periods, the teams shall defend opposite goal lines.

a. The ball shall be relocated at a spot correspondanglg in relation to goal lines and
sidelines, to its location at the end of the preceding period.

b. Possession of the ball, the number of therdand the distance to baiged shall remain
unchanged.

Extra P eriods

ARTICLE 3. The tiebreadr system will be used when arge is tied after four periods.

(Exception: Competitions may adopt gulations to fogo the tiebreadr system if the

scores are tied at the end of gular seasonagne. In thateent, the gme shall be

terminated and the result shall stand as a tieAfF feotball-playing rules applywith the

following exceptions:

a. Immediately after the conclusion of the fourth quadfécials will instruct both teams to
retire to their respeste team areas. Thefimials will assemble at the miétd line and
review the tiebrea&r procedures.
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b. The oficials will escort the captains (Rule 3-1-1) to the centre ofighe fior the coin
toss. The referee shall toss a coin at neildf in the presence of not more than faaldf
captains from each team and anotheng oficial, first designating thadld captain of
the visiting team to call the coin toss. The winner of the toss may not defer the choice
and must choose one of the feliag options:

1. Offense or defense, with thefefise at the opponest25-yard line to start thedt
possession series.

2. Which end of thedld shall be used for both possession series of tteatime
period.
c. The loser of the toss shateecise the remaining option for thest extra period and shall
have the irst choice of the te options for subsequenten-numberedxra periods.

d. Deinition. An extra period shall consist of wpossession series with each team putting
the ball in play by a snap on or between the hash marks on the designated 25-yard line
(unless relocated by penalty); this becomes the opparigsyard line. The snap shall
be from midvay between the hash marks, unless tfenele team selects a thfent
position on or between the hash marks before the reagylepisignal. After the ready-
for-play signal, the ball may be relocated only after aggteam timeout, unless
preceded by aém A foul or dfsetting fouls.
e. Possession series. Each team retains the ball during a possession series until|it scores
or fails to male a frst dovn. The ball remains ale after a change of team possession
until it is declared dead. KMa@ver, Team A may not ha a frst down if it regains
possession after a change of team possession (A.R. 3-1-3:I-ginEag with the
fifth extra period, a teara’possession series will be one play for e-p@int try from
the three-yard line, unless relocated by penalty

Team A and B designations are the same asatbin Rule 2-27-1.

f. Scoring. The team scoring the greater number of points during tjudattéon and etra
periods shall be declared the winn&here shall be an equal number of possession
series, as described in (e) abpin each dra period, unlesséem B scores other than on
the try Beginning with the third etra period, teams scoring a touctwhomust attempt a
two-point try Although not illegal, a one-point try attempt byedm A will not result in a
score (A.R. 3-1-3:X).

g. Fouls after a change of team possession are treated specially (Rule 10-2-7). (A.R.
3-1-3:XI-XIV)

h. Timeouts. Each team shall be alled one timeout for eaclxtea period (Rule 3-3-7).
Timeouts not used during thegrdation periods may not be carriegeointo the gtra
period(s). Unusedxtra period timeouts may not be carriaeioto other etra periods.
Timeouts between periods shall be ¢gealto the succeeding period.

Radio and teldsion timeouts are permitted only betweeatra periods (fst and second,
second and third, etc.). Clgad team timeouts may not bdended for radio and
television purposes. Theta period(s) bgins when the ball isrst snapped.

i. Inthe absence of a media timeout, after the second and fatretperiods, there wil
be a tvo-minute mandatory break period.

Appr oved Ruling 3-1-3

l. 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. [Cited by 3-1-3-e]

II.  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. [Cited by 3-1-3-€]
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lll.  During the first possession series of a period, Team A’s 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. [Cited by
3-1-3-€]

IV. Team A’s 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. [Cited by 3-1-3-€]

V.  Onfirst, second or third down, Team A’s 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 A'’s ball, next down. [Cited by 3-1-3-e]

VI.  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. [Cited by 3-1-3-e]

VII. 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. [Cited by
3-1-3-€]

VIII. 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. [Cited by 3-1-3-€]

IX. Team A’s 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. [Cited by 3-1-3-e]

X.  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 series at the 25-yard line with Team A leading in the overtime score 6-2.

[Cited by 3-1-3-f]

XI.  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. [Cited by
3-1-3-g]

XIl.  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 disqualified and Team
B begins its possession series at the 40-yard line. [Cited by 3-1-3-g]

XIIl. 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. [Cited by 3-1-3-g]

XIV. 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 cancelled and the penalty is carried over. Team B begins its possession
series on the 40-yard line, first and 10. (Rules 3-1-3, 10-2-7-a and 10-2-7-b). [Cited by
3-1-3-g]

SECTION 2. Playing Time and Intermissions

Length of P eriods and Intermissions

ARTICLE 1. The normal total playing time in age shall be 48 minutesyaied into four
periods of 12 minutes each, with one-minute intermissions betweanstrenfl second

periods (frst half) and between the third and fourth periods (second half) (Exception: A one-
minute intermission between thest and second and the third and fourth periods may be
extended for radio and telision timeouts).
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[(Competitions or national federations may adopgrédations to set the maximum playing

time in a @me to 60, 48, 40 or 32 minutes, yded the four periods are of equal length.

a. No period shall end until the ball is dead and the referee declares the period ended [S14].

b. [OThe intermission between hales shall be 20 minutes, unless altered beforegheg
by mutual agreement of the administrations of both teams and the competition authority
Immediately after the second period ends, the referee shayifdthe intermission by
signalling to start theagne clock [S2].

c. 8 ltis strongly recommended thamge management schedule the &itkime no later
than four hours before darkness (defl as the time of local sunset or the time at which
ary artificial lights must be switched ®pf

d. #If a @me (delayed byife or more minutes) kicks fdess than 3%z hours before
darkness, playing time shall be limited to a maximum of 48 minutes. (A.R. 3-2-1:I)

e. #If a @me (delayed byvie or more minutes) kicksfdess than 3 hours before darkness,
playing time shall be limited to a maximum of 40 minutes. (A.R. 3-2-1:I)

Appr oved Ruling 3-2-1

l. A game is scheduled with a kickoff time 3 hours before darkness. (a) It kicks off on schedule.

(b) The kickoff is delayed by 5 or more minutes. RULING: (a) The playing time will be as

determined by the competition (48 minutes by default). (b) The playing time will be limited
to a maximum of 40 minutes. [Cited by 3-2-1-d, 3-2-1-€]

Timing Adjustments

ARTICLE 2. Before the gme starts, playing time and the intermission betweemrsahay

be shortened by the referee if he is of the opinion that darkness or other conditions may

interfere with the gme. The four periods must be of equal length if theng is shortened

before its start.

a. [An y time during the gme, the playing time of gmemaining period or periods and the
intermission between hag may be shortened by mutual agreement of the opposing head
coaches and the referee. (A.R. 3-2-2:1)

b. Timing errors on theame clock may be correctedttonly in the period in which tlye
occur

c. If the referee has posii knavledge of the elapsed time, he will reset and appropriately
start the gme clock.

d. Timing errors on a play clock may be corrected by the referee. The play clock shall start
again (Rule 2-29-2).

e. When the play-clock count is interrupted by circumstangambdehe control of either
team (without positie knavledge of g@me clock elapsed time), ameount shall be
started and theagne clock shall start per Rule 3-2-4-b

f. The 40/25-second clock is not started when #meyclock is running with feer than 40
or 25 seconds, respeatly, in a period.

g. The @me clock should not be stopped if the play clock is started in conflict with
paragraph f abe.

h. Timing adjustments forames using video veew are ge@erned by Rule 12-2-2-a-10.

Appr oved Ruling 3-2-2

l. At halftime the score is 56-0. The head coaches and the referee agree that the third and fourth

quarters should be shortened to 10 minutes each. RULING: The remaining quarters may
be shortened to 10 minutes each. [Cited by 3-2-2-a]
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Extension of P eriods

ARTICLE 3. a. A period shall bextended for an untimed dm if one or more of the
following occurs during a aen in which time gpires (A.R. 3-2-3:1-VIII):

1. A penalty is accepted for &édtball foul(s). (Exception: Rule 10-2-5-a). The period
is not xtended if the foul is by the team in possession and the statement of the
penalty includes loss of dm (A.R. 3-2-3:VIII).

2. There are tdetting fouls.

3. An oficial sounds his whistle inadwtently or otherwise incorrectly signals the ball
dead.

b. Additional untimed deons will be played until a den is free of the circumstances in
statements 1, 2 and 3 of Rule 3-2-3-a (@)0

c. If atouchdwn is scored during a dam in which time in a periodxpires, the period is

extended for the try (Exception: Rule 8-3-2-a).

Appr oved Ruling 3-2-3

l. 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 penalised for the foul and is entitled to
complete the down. [Cited by 3-2-3-3]

II.  Time expires during Team A’s free kick. Al is offside on the kick. RULING: Penalty — 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. [Cited
by 3-2-3-3]

lll.  Time expires during Team A’s attempted field goal. Team B was offside. RULING: Penalty —
Five yards from the previous spot, the period is extended (Rule 10-2-2-d-4-a). [Cited by
3-2-3-a]

IV. A Team A player interferes with the opportunity to catch a kick (not a try) during a down in which
time expires. RULING: Penalty — 15 yards from the spot of the foul. The period is
extended. [Cited by 3-2-3-a]

V.  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, which is in the next period.
[Cited by 10-2-5-c, 3-2-3-3]

VI. Team A scores a touchdown during a down in which time expires. During Team A’s successful
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. [Cited by 10-2-5-e, 3-2-3-a, 8-3-3-b-1]

VII. 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 [Cited by 10-2-5-e, 3-2-3-a, 8-3-3-d-2,
8-3-5]

VIIl. 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, but the period is not extended because the penalty includes loss of down.
The first half ends. [Cited by 3-2-3-a-1, 3-2-3-3]

Timing De vices

ARTICLE 4. a. o0 Game clok. Playing time shall bedpt with a @me clock that may be
either a stop atch operated by the line judge, back judggd fudge or side judge, or a
game clock operated by an assistant under the direction of the appropriate judge. The
type of game clock shall be determined by tl@ge management.
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b. 040-Second Cldc

C.

d.

1. When an dicial signals that the ball is dead, the play clock shajirba 40-second
count.

2. If the 40-second clock does not start or the count is interrupted for reagong tie
control of the diicials or the play-clock operator (e.g. clock malfunction), the referee
shall stop the @me clock and signal (both palms open in ar-the-head pumping
motion) that the play clock should be reset at 40 seconds and started immediately

3. Inthe gent that the 40-second clock is running and reads 20 before the ball is ready
to be snapped, the referee shall signal that the play clock be set at 25 seconds. If there
is a delay in doing this, the referee shall declare a timeout and signal that the play
clock be set at 25 seconds. When play is to be resumed, the refereeentiegi
ready-forplay signal [S1] and the play clock shalpbethe 25-second count. The
game clock will start on the snap unless it had been running when the referee declared
a timeout; in that case, it will start on the refesemgnal (Rule 3-3-2-f). (A.R.
3-2-4:1 and Il)

25-Second Cldc If the oficials signal the gme clock to be stopped foryaof the

following reasons, the referee shall signal (one open palm ineatth@-head pumping

motion) that the clock should be set at 25 seconds:

1. Penalty administration.

Chaged team timeouit.

Media timeout.

Injury timeout for a player of thefehsive team only The play clock is set to 40
seconds for an injury to a player of the defemseam.

5. Measurement.

6. Team B is warded aifst dowvn.

7. After a kick davn other than a free kick wheredm B will next snap the ball.
8

9

HwN

Scores other than a touchao(not the try).
. Start of each period.
10. Start of a tearm’possession series in atira period.
11. Video review.
12. Other administrate stoppage.

13. An ofensie team playes helmet comes completelyf éfirough play The play
clock is set to 40 seconds if the helmet comes completedyméyer of the defense
team.

When play is to be resumed, the referee wilkghe ready-foeplay signal [S1] and the
play clock will begin its count.

Device malfunction. If a visual 40/25-second timinyide becomes inoperaé, both
coaches shall be nagfl by the referee immediately and both clocks shall be turied of

Appr oved 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 not a legal game ball. He tosses the ball to the line judge who
attempts to get a legal ball from the ball boy. RULING: If the play clock reads 20 seconds

or less before the correct ball is in from the sideline and ready for play, the referee declares

a timeout and signals to reset the play clock to 25 seconds. When the correct ball is ready

for play he signals to start the play clock and the game clock. [Cited by 3-2-4-b-3]

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 20 seconds, the umpire
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places the ball on the ground, and by the time the officials are ready, the play clock is
somewhat below 20 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. [Cited by 3-2-4-b-3]

lll.  Team A scores a touchdown and the 40-second play clock is started. Without stopping the
game, the referee receives positive confirmation from the video judge that the touchdown
is good. The play clock displays: (a) 20 or more seconds, or (b) 19 or fewer seconds.
RULING: The referee (a) signals to clear the centre 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 centre judge and allow the ball to be snapped.

IV. Team A scores a touchdown and the 40-second play clock is started. With less than 25
seconds on the play clock, Team A’s head coach or team captain requests the ball be
moved to the left hash mark. RULING: The officials will not honour the request. Team A
may call a timeout to relocate the ball unless preceded by a Team A foul or offsetting fouls.

SECTION 3. Timeouts: Starting and Stopping the Cloc  k

Timeout

ARTICLE 1. a. An oficial shall signal timeout when the rules yide for stopping the
clock or when a timeout is clggad to a team or to the referee. Othéiciafls should
repeat timeout signals. The referee may declare angechanself with a discretionary
timeout for ay contingeng not elsavhere coered by the rules. (A.R. 3-3-1:1V)

b. When a tears’chaged timeouts arexbausted and it requests a timeout, tHials
shall not acknaledge the request (Rule 3-3-4).

c. Once theame bgins, players shall not practice with a ball on ik&lfof play or the end

zones gcept during the half-time intermission.

Appr oved Ruling 3-3-1

l. On third and 2%z, 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
his line to gain or (b) has made his 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.

II.  Onsecond 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.

lll.  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. [Cited by 3-3-2-e-8]

IV. A shoelace, padlace, jersey, number or equipment breaks or tears. RULING: No referee’s
discretionary timeout permitted for repair or replacement. [Cited by 3-3-1-3]

Starting and Stopping the Cloc  k

ARTICLE 2. [f the margin in the score becomes more than 34 points, a running cloc
session will start. During a running clock session, theng clock will stop only for reasons
marked * belav. For other gents listed here, the clock wilekp running. Competitions may
adopt rgulations to:
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1. forgo the running clock rule completely;
2. forgo the rule only in thdrkt half of a @gme;

3. limit the running clock rule to use after an elapsed time no later than 2 hours 15
minutes after kickff, but only in games that are broadcaslj

4. reduce the score ngam belav 34 points.

a. Fee Kik. After the ball is free-kick&d, the gme clock shall be started on afi@él’s
signal when the ball isdlly touched in theiéld of play or when it crosses the goal line
after being touched drlly by Team B in its end zone. It is subsequently stopped on an
official’s signal when the ball is dead by rule. (A.R. 3-3-2:VII)

b. Scrimmae Down. When a period gas with a scrimmage dm, the @me clock shall
be started when the ball igyly snapped. On all other scrimmagevds, the gme
clock shall be started when the ball igdly snapped (Rule 3-3-2-d) or on a prior signal
by the referee (Rule 3-3-2-e). Thange clock shall not run during a,tduring an
extension of a period or during artea period. (A.R. 3-3-2:1-1V)

c. After a Scax. The @me clock shall stop on arfisfal’s signal after a touchdm, field
goal or safety It shall be started agn as in (a) abe@ unless an accepted penalty erases
the score or the & is repeated in which cases it shall be started when the bajhlly le
shapped.

d. Starts on the Snap.oFeach of the follwing, the gme clock is stopped on arfiofal’s
signal. If the ngt play beins with a snap, theagne clock will start on the snap:

1. Touchback (preided Team B will net snap the ball).

2. With fewer than tvo minutes remaining in a half 8m A ball carrierfumble or
backward pass is ruled out of bounds. (Exception: Afteeam A forvard fumble
goes out of bounds, the clock starts on the refeeghal.)

Team B is warded aifst dovn and will net snap the ball. (A.R. 3-3-2:V)
A forward pass is ruled incomplete.

A team is granted a clgad timeout. *

The ball becomes itjal. *

A period ends. *

A legal kick dowvn ends. (A.R. 3-3-2:VI)

A return kick is made.

10 A scrimmage kick is madeymnd the neutral zone.

11. Team A commits a delay-ofagne foul while in a scrimmage kick formation.

e. Starts on the Ref’s Signal. Br each of the follwing reasons, theagne clock is
stopped on an fitial's signal. If the nd play bejins with a snap, theagne clock will
start on the refereg'signal:

1. Team A is svarded aifst down, either through play or by penalty
2. A Team A forvard fumble goes out of bounds.

3. Other than with feer than tvo minutes remaining in a half, @@m A ball carrier
fumble or backwrd pass is ruled out of bounds.

4. To complete a penalty (Exception: Rule 3-4-5-b). *
5. Aninjury timeout is allved for one or more players or arficgl. (A.R. 3-3-5:1-V)
*

© 0N Ok

6. An inadertent whistle is sounded.
A possibleifst-dovn measurement. *
Both teams cause a delay in making the ball ready for play (A.R. 3-3-1:111).

© N
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9. Alive ball comes into possession of afiouil.

10. A head coach requests a conference or videae*

11. The referee grants a media timeout. *

12. The referee declares a discretionary timeout. *

13. The referee declares a timeout foraimfoise (Rule 9-2-1-b-5).

14. An illegal pass is thron to conserg time (A.R. 7-3-2:11-VII) (Exception: Rule
3-4-5-b).

15. The referee interrupts the 40/25-second count.

16. A players helmet comes completelyf dfirough play

17. When either team commits a dead-ball foul. *

f. Snap Supesedes Refee’s Signal. Whengr one or more incidents that cause thmg
clock to be started on the refer®signal (Rule 3-3-2-e) occur in conjunction witly an
that cause it to be started on the snap (Rules 3-3-2-c and 3-3-2-d), it shall be started on
the snap. (Exception: Rule 3-4-5 (10-second riinsdipersedes this rule.) (A.R.
3-3-2:VIII-IX)

g. Running clok.

1. During a running clock session, the clock wiNays be started on the ready for
play rather than the snap(A.R. 3-3-2:X-XI)

2. If during a running clock session, the giarin the score continues to be more than
34 points, the running clock session will continue. If thegimadrops to 34 or feer
points, the running clock session will end immediately on theaetescore and
normal clock rules will apply unless and until the giatbecomes more than 34
points a@in. (Exception: If a competition reduces the score girato start a running
clock session belo 34 points, the mgin to end it will be similarly laver.)

Appr oved 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-e-1 and 3-3-2-e-4) [Cited by 3-3-2-b]

II.  Fourth and four. Team A’s running play, which ends inbounds, gains (a) six yards or (b) three
yards. Bl is offside during the play. RULING: (a) Team A’s ball. Firstand 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. [Cited by 3-3-2-b]

lll.  Third and four. Team A’s pass is intercepted by B1, who is downed inbounds. B2 was offside
during the play. RULING: Team A’s 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. [Cited by 3-3-2-b]

IV. Late in the second or fourth quarter, ball carrier A37 goes out of bounds. When the game clock
is stopped it reads (a) 2:00 or (b) 1:59. RULING: (a) If there is a two-minute warning, the
game clock will start on the snap. Otherwise, the game clock starts on the referee’s signal
when the ball is ready for play. (b) The game clock starts on the snap. [Cited by 3-3-2-b]

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 shap.

When the game clock is stopped it reads (a) 2:00, or (b) 1:59. RULING: Team A accepts
the penalty and retains possession of the ball. In both (a) and (b) if there is a two-minute
warning, the game clock will start on the snap. Otherwise, the game clock starts on the
referee’s signal, because Team B will not next snap the ball. [Cited by 3-3-2-d-3]

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) [Cited by 3-3-2-d-8]
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VII. Team A kicks off to start the game and the kick receiver (a) makes a fair catch; (b) first touches
the ball when he recovers it with his knee on the ground. RULING: (a) and (b) No time
runs off the clock. Team B will have first and 10 with the game clock reading 12:00. [Cited
by 3-3-2-3]

VIII. Third and five at the B-15 late in the fourth quarter, with Team A trailing 10-7. Quarterback A1l
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. [Cited by 3-3-2-f, 3-4-5-b-Note]

IX. Second and seven at the 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 is no
eligible receiver. 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. [Cited by 3-3-2-f, 3-4-5-b-
Note]

X.  The score is 35-0. The trailing team scores a touchdown to make the score 35-6. RULING:
The clock stops when the touchdown is scored — the margin is no longer more than 34
points. Normal clock rules then apply unless/until the leading team increases the lead to
more than 34 points again. [Cited by 3-3-2-g-1]

XI.  The score is 41-0. The trailing team scores a touchdown to make the score 41-6. Then they
kick the extra point to make the score 41-7. RULING: The clock stops when the try is
scored — it is only then that the margin drops to 34 points. [Cited by 3-3-2-g-1]

XIl.  The score is 30-0. The leading team scores a touchdown to make the score 36-0. RULING:
The clock is stopped for the touchdown and will restart when the ball is declared ready for
play on the ensuing free kick, but will not stop again until one of the events marked *
occurs. (Rule 3-3-2-g)

XIll. The score is 28-0. The leading team scores a touchdown to make the score 34-0. Then they
score a try touchdown to make the score 36-0. RULING: The clock was stopped for the
original touchdown and will restart when the ball is declared ready for play on the ensuing
free kick, and will not stop again until one of the events marked * occurs.

Suspending the game

ARTICLE 3. a. The referee may suspend theng temporarily when conditionsawant
such action.

b. When the gme is stopped by actions of a person(s) not subject to the rules, oy for an
other reasons not spdei in the rules, and cannot continue, the referee shall:

1. Suspend play and direct the players to their team areas.
2. Refer the problem to those responsible for #tmeas management.
3. Resume theagne when conditions are satisfory

c. [fag ame is suspended under Rules 3-3-3-a and b before the end of the fourth period
and cannot be resumed, there are four possible options:

1. Resume theagne at a later date;

2. Terminate the gme with a determinedhil score;

3. Forfeit of the @me; or

4. Declare a no contest.

The option that tads efect shall be determined by competitiogutations.

d. [Of ag ame is suspended under Rules 3-3-3-a and b after four periods of play and cannot
be resumed, theagne shall be ruled a tie. Thadl score shall be the score at the end of



58

RULE 3-3/Periods, ime Factors and Substitutions

the last completed period. (Note: If a winner must be determined in a competition
playoff game, competition galations shall determine when and where tag will be
resumed.)

A suspendedame, if resumed, will lggn with the same time remaining and under the
identical conditions of den, distance,i€ld position and player eligibility

Charged Team Timeouts

ARTICLE 4. When timeouts are noxleausted, an &@tial shall allav a chaged team
timeout when requested byyaplayer or head coach when the ball is dead.

a.
b.

Each team is entitled to three gjea team timeouts during each half.

After the ball is declared dead and before the snagabdebstitute may request a

timeout if he is between the nine-yard marks. (A.R. 3-3-4:l)

A player who participated during the yioais davn may request a timeout between the

time the ball is declared dead and the snap without being between the nine-yard marks.
(A.R. 3-3-4:1)

A head coach who is in, or in the vicinity of, his team area or coaching box may request a
timeout between the time the ball is declared dead and xhsmap.

A playerincoming substitute or head coach may request a head €caclférence with
the referee if the coach beles a rule has been enforced impropetyhe rule
enforcement is not changed, the coadbam will be chged a timeout, or a delay
penalty if all timeouts hae been used.

1. Only the referee may stop the clock for a head ceachiference.

2. Arequest for a head coaglconference or videoview must be made before the ball
is snapped or free-kiekl for the ngt play and before the end of the second or fourth
period (Rule 5-2-9).

3. After a head coachtonference or videoview, the full team timeout is granted if
chaged by the referee.

Appr oved Ruling 3-3-4

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). [Cited by 3-3-4-b, 3-3-4-c, 7-1-3-b-1]

Injury Timeout
ARTICLE 5. a. Intheeent of an injured player(s):

b.

1. An oficial will declare a timeout and the player(s) musvéetne gme. He must
remain out of the gme for at least one @o, even if his team is granted a team
timeout. When in question, fa€ials will take a timeout for an injured player

2. The player(s) may not return to therge until he recees appreal of medical
personnel designated by his team.

3. Officials, coaches and trainers shallegspecial attention to players whdit signs
of a concussion. (See Appendix C.)

4. Wheneer a participant (player oagne oficial) is bleeding, has blood saturated on
the uniform, or has blood oxgosed skin, the player oame oficial shall go to the
team area and bevgin appropriate medical treatment. He may not return toatine g
without appreal of medical personnel. (A.R. 3-3-5:1-VII)

To curtail a possible timeagning adantage by feigning injuries, attention is directed to

the strongly wrded statement in "Theobtball Code" (Coaching Ethics).
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o

An injury timeout may follw a chaged team timeout.
d. The referee will declare a timeout for an injureictiafl.

e. Following a timeout for an injured player of the defeagieam, the play clock shall be
set at 40 seconds.

f. Ten-Second Runfof If the player injury is the only reason for stopping the clock (other
than his or a teammasehelmet coming 6f Rule 3-3-9) with less than one minute in the
half, the opponent has the option of a 10-second funof

1. The play clock will be set at 40 seconds for an injury to a player of the aeferein
and at 25 seconds for an injury to a player of tfiensive team (Rule 3-2-4-c-4).
2. Rule 3-4-5 applies. (A.R. 3-3-5:VIII and IX)

Appr oved Ruling 3-3-5

l. 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 is set to 25 seconds and starts on the
ready-for-play signal (Rule 3-2-4-c-4). [Cited by 3-3-2-e-5, 3-3-5-a-4]

II.  After being treated for a bleeding or oozing wound, A22 (A.R. 3-3-5:1) 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’s medical personnel.

[Cited by 3-3-2-e-5, 3-3-5-a-4]

lll.  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.) [Cited by
3-3-2-e-5, 3-3-5-a-4]

IV.  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. [Cited by
3-3-2-e-5, 3-3-5-a-4]

V.  B10 tackles A12. An official determines that B10’s jersey is saturated with blood from a cut on
Al12's 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. [Cited by 3-3-2-e-5, 3-3-5-a-4]

VI. 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. [Cited by 3-3-5-a-4]

VII. 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. [Cited by 3-3-5-a-4]

VIII. 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.

[Cited by 3-3-5-f-2]

IX. 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.
[Cited by 3-3-5-f-2]
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Violation Timeouts

ARTICLE 6. For noncompliance with Rule 1-4-5-c-2, the team will be gbdra timeout
(Rule 3-4-2-b-2).

Length of Timeouts

ARTICLE 7. a. A chaged full team timeout requested byaayer or head coach shall
be one minute plus thevé-second referee natétion and the 25-second play clock
interval. (Exception: Rule 3-3-4-e-3).

b. Other timeouts shall be not longer than the referee deems necessaily tioefpifirpose
for which they are declared, including a radio or TV timeoutt ary timeout may be
extended by the referee for the bahef an injured player (Refer to Appendix A for the
guidelines for gme oficials to use during a serious defl player injury).

c. If the team chged with a full team timeout wishes to resume play beforexghiea¢ion
of one minute and its opponent indicates readiness, the referee will declare the ball ready
for play.

d. The length of a refereetimeout depends on the circumstances of each timeout.

e. Penalty options must beeecised before a team timeout.

f. The intermission after a safetyy or successfuidld goal shall be not more than one
minute. It may bex@ended for radio or telgsion.

Referee’s Notification

ARTICLE 8. During a full team timeout (Rule 3-3-7-a) the referee shall notify both teams
after one minute. e seconds later he shall declare the ball ready for play

a. When a third timeout is clggd to a team in either half, the referee shall notifyigid f
captain and head coach of that team.

b. Unless a visualagne clock is the @tial timepiece, the referee also shall inform each
field captain and head coach whei twinutes or less of playing time remain in each
half. He may order the clock stopped for that purpose. If treaegclock is running at
2:00 and the ball is dead, the clock shall be stopped and dhaitwute varning gven
then. If the ball is e at 2:00, the tarminute varning shall be gen after the ball
becomes dead.

1. The play clock may be interrupted for this purpose and shall then be reset to 25
seconds.

2. The clock starts on the snap after the-tminute notifcation.

3. [ompetitions may adopt rgulations thaten if a visual gme clock is the @tial
timepiece, a tw-minute varning shall still be gen.

c. If avisual gme clock is not the fi€ial timing device during the last taminutes of each
half, the referee or his representatshall notify each captain and head coach of the time
remaining each time the clock is stopped by rule. Also, a representey lese the
team area along the limit line to relay timing information under these conditions.

Helmet Comes Off — Timeout

ARTICLE 9. a. If aplayes helmet comes completelyf tfirough play other than as the
direct result of a foul by an opponent, the player museléae gme for the nd down.
The game clock will stop at the end of thewdm The player may remain in thame if
his team is granted a clgad timeout.

b. When the helmet comingfa$ the only reason for stopping the clock, other than due to
an injury to the player or his teammate (Rule 3-3-5), thevimhig conditions apply (A.R.
3-3-9:1-11I):
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1. The play clock will be set at 25 seconds if the player isfens# and at 40 seconds
if the player is on defense. itW one minute or more remaining in either half, the
game clock will start on the refersesignal.

2. Ten-Second Rurfof If there is less than one minute in the half the opponent has the
option of a 10-second rurfpfinless the helmet comed a6 the direct result of a foul
by the opponent. Rule 3-4-5 applies.

c. If the ball carries helmet comes bés in paragraph a (ab®) the ball is dead (Rule
4-1-3-q). If the player is not the ball carrier the ball remaingealtut he must not
continue to participate in the playymand the immediate action in which he is aggd.
Prolonged participation is a personal foul (Rule 9-1-17). Bwitieh such a player is
obviously out of the play (Rule 9-1-12-b).

d. A player who intentionally remes his helmet during the wa commits a foul for

unsportsmanli& conduct (Rule 9-2-1-a-1-i).

Appr oved Ruling 3-3-9

l. 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. [Cited by 3-3-9-b]

II.  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. [Cited by 3-3-9-b]

lll.  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. [Cited by 3-3-9-b]

IV.  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.

V. During a running play that ends in bounds, 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 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.

SECTION 4. Delays/Cloc k Tactics

Delaying the Start of a Half

ARTICLE 1. a. Eachteam shall¥its players on theefld for the opening play at the
scheduled time for the gening of each half. When both teams refuse to enteretlie f
first for the start of either half, the home team must beiried enter

PENALTY - 15 yards from the succeeding spot [S21: DSH].

b. The home management is responsible for clearingetdeof play and end zones at the
beginning of each half so the periods may start at the scheduled time. Bands, speeches,
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presentations, homecoming and similanaiiéis are under the jurisdiction of home
management and a prompt start of each half is mandatory
PENALTY - 10 yards from the succeeding spot [S21: DSH].

(Exception: The referee mayawe the penalty for circumstancesybad the control of the
home management.)

lllegal Dela y of the Game

ARTICLE 2. a. The dicials shall mak the ball ready for play consistently throughout the
game. The play clock will start its count-@a from either 40 seconds or 25 seconds, by
rule depending on circumstances. A foul forgdledelay occurs if the play clock is at
:00 before the ball is put in play (Rule 3-2-4).

b. lllegal delay also includes:

1. Deliberately adancing the ball after it is dead.

2. When a team hagmended its three timeouts and commits a Rule 1-4-5-c-2 or

3-3-4-e infraction.

3. When a team is not ready to play after an intermission between periods, after a score,
after a radio/teMsion/team timeout, or grtime the referee orders the ball put in
play. (A.R. 3-4-2:1)

Defensie \erbal tactics that disconcerfefsive signals (Rule 7-1-5-a-5).
Defensie actions designed to causebsé¢ start (Rule 7-1-5-a-4).

Putting the ball in play before it is ready for play (Rule 4-1-4).

Sideline interference (Rule 9-2-5).

Action clearly designed to delay théi@als from making the ball ready for play
(A.R. 3-4-2:11)

PENALTY - Dead-ball foul. Five yards from the succeeding spot [S7 and S21.:

DOG/DOD].

Appr oved Ruling 3-4-2

l. After any timeout, one of the teams is not ready to play. RULING: lllegal delay. Penalty — Five
yards from the succeeding spot. [Cited by 3-4-2-b-3]

II. ~ On arunning 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). [Cited by 3-4-2-b-8]

© N o oA

Unfair Cloc k Tactics

ARTICLE 3. The referee has broad authority in the timing of taeng. He shall order the

game clock or play clock started or stopped wkeneither team consess or consumes

playing time by tactics atiously untir. This includes starting theagne clock on the snap if

the foul is by the team ahead in the score. If Hragyclock is stopped to complete a penalty

for a foul by the team ahead in the score (or either team if the score is tied) inside the last tw
minutes of a half, it will start on the snap, at the option of tfendéd team. Theagne

clock will start on the ready-feplay signal after @am A threvs an illegal forward or

backward pass to consexttime (Rule 3-3-2-e-14). (A.R. 3-4-3:1-V)

Appr oved Ruling 3-4-3

l. 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. [Cited by 3-4-3]
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II.  With two minutes remaining in either half and his team with no timeouts remaining, B77 crosses
the neutral zone and touches a Team A player in an effort to conserve time. RULING:
Dead-ball foul. Penalty — Five yards from the succeeding spot. The clock starts on the
ready-for-play signal. At his discretion, the referee may have the play clock set at 40
seconds. Note: If there is less than one minute remaining in the half, this foul comes
under the 10-second runoff rule (Rule 3-4-4). [Cited by 3-4-3]

lll. A ball carrier, late in the second period, throws a backward pass out of bounds from behind or
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. Note: If there is
less than one minute remaining in the half, this foul comes under the 10-second runoff rule
(Rule 3-4-4). [Cited by 3-4-3, 7-2-1 Penalty]

IV. A ball carrier throws a 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 there is less than one minute remaining
in the half, this foul comes under the 10-second runoff rule (Rule 3-4-4). [Cited by 3-4-3,

7-3-2 Penalty]

V.  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. [Cited by 3-4-3]

VI. 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 (@) 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.

VII. Team B is leading, and the clock is running with less than two minutes left in a half. Ball

carrier A21 is tackled in bounds short of the line to gain. After the ball is dead, A65 and
B50 are both flagged for unsportsmanlike acts. RULING: The clock starts on the ready
for play. Because both teams fouled, Team A does not have the option to start the clock
on the snap (Rule 3-4-3).

10-second Runoff fr om Game Cloc k — Foul

ARTICLE 4. a. Wth the game clock running and less than one minute remaining in either
half, before a change of team possession if either team commits a foul that causes the
clock to stop immediatelyhe referee will subtract 10 seconds from thmeg clock at the
option of the diended team. The fouls thatlifinto this catgory include It are not
limited to:
1. Any foul that preents the snap (e.qalée start, encroachment, defersofside by

contact in the neutral zone, etc.); (A.R. 3-4-4:lll)

Intentional grounding to stop the clock;

Incomplete illgal forward pass;

Backward pass thren out of bounds to stop the clock;

5. Any other foul committed with the intent of stopping the clock.

The ofended team may accept the yardage penalty and decline the 10-secohdifunof
the yardage penalty is declined, the 10-second fisydéclined by rule.
b. 10-second runbprocedures are speeifl in Rule 3-4-5.
Appr oved Ruling 3-4-4
l. 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

o
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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.

II.  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.

lll.  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. [Cited by 3-4-4-a-1]

IV.  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 five at the B-20. The game clock remains at 15 seconds and starts on
the snap. [Cited by 3-4-5-d]

V.  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 game. 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 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 first and 10 at the B-20 after enforcement of both penalties. If this is B77’s
second unsportsmanlike conduct foul, he is disqualified.

VI. Second quarter. Atthe snap the game clock reads 0:45. 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. (Rule 3-3-9)

10-second Runoff fr om Game Cloc k — Common Pr ocedures

ARTICLE 5. a. The 10-second rule only applies if trame clock is running when the
event occurs and thevent causes theagne clock to stop.

b. If there is a 10-second rufahe game clock will start on the refersesignal. If there is
no 10-second runffthe game clock will start on the snap.

NOTE: This rule supersedes Rule 3-3-2-f (snap supersedes refergeal) nt does not
supersede Rule 3-3-2-g (running clock). (A.R. 3-3-2:VIIl and 1X)

c. If the team that caused theeet has a team timeout remainingytineay aoid the
10-second runbby using a team timeout. In this case theng clock will start on the
snap after the timeout.

d. The 10-second rurfafoes not apply when both teams are equally responsible for
stopping the clock (e.qg. fsktting fouls, or injured or helmetfgilayers from both teams).
(A.R. 3-4-4:1V)
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SECTION 5. Substitutions

Substitution Pr ocedures

ARTICLE 1. Any number of lgal substitutes for either team may enter themg between
periods, after a score or tiyr during the interad between dens only for the purpose of
replacing a player(s) oilling a player \acang(ies).

Legal Substitutions

ARTICLE 2. A legal substitute may replace a playeribraf player \vacang provided none

of the following restrictions are violated:

a. No incoming substitute shall enter tieddf of play or an end zone while the ball is in
play.

b. No playerin excess of 11, shall lea the feld of play or an end zone while the ball is in
play. (A.R. 3-5-2:1)

PENALTY - [a-b] Live-ball foul. Five yards from the previous spot [S22: SUB].

C. 1. Anincoming lgal substitute must enter thielfl of play directly from his team area,

and a substitute, player or departing player must depart at the sideline nearest his team

area and proceed to his team area.

2. A departing player must immediatelyvedhe feld of play including the end zones.
A departing player who leas the huddle or his position within three seconds, after a
substitute becomes a player considered to ka left immediately

d. Substitutes who become players (Rule 2-27-9) must remain iartieefgr at least one
play and replaced players must remain out of Hraeyfor at least one plagkcept during
the intenal between periods, after a score, or when a timeout igedh&m a team or to
the referee with thexeeption of a We ball out of bounds or an incomplete fardl pass
(A.R. 3-5-2:111 and VII)

PENALTY - [c-d] Dead-ball foul. Five yards from the succeeding spot [S22: SUB].

e. When €am A sends in its substitutes, thgawdls will not allov the ball to be snapped
until Team B has beengin an opportunity to substitute. While in the process of
substitution or simulated substitutioredim A is prohibited from rushing quickly to the
line of scrimmage with the opus attempt of creating a defersdisadantage. If the
ball is ready for playthe game oficials will not permit the ball to be snapped unglaim
B has placed substitutes in position and replaced playeedéfathe feld of play Team
B must react promptly with its substitutes.

PENALTY - [e] (First offence) Dead-ball bul. Delay of game on €am B br not
completing its substitutions poomptly, or delay of game on €&am A for causing the
play clock to expire. Five yards from the succeeding spot [S21: SUB]. Theferee
will then notify the head coach that any further use of this tactic will esult in an
unsportsmanlike conduct bul.

(Second or moe offence) Dead-balldul, team unsportsmanlike conduct. An oficial
will sound his whistle immediately 15 yards from the succeeding spot. [S27: UC-
UNS].
Appr oved Ruling 3-5-2
l. 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. Penalty — Five yards from the previous spot. [Cited by 3-5-2-b]
II.  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
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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.

[ll.  On third down (no change of team possession), ball carrier A27 goes out of bounds or Team A’s
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 the game for one play. RULING: Dead-ball foul. Penalty —

Five yards from the succeeding spot. [Cited by 3-5-2-d]

IV. 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).

V.  After the ball is ready for play and the umpire (or centre 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 centre 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. No foul. 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. The referee informs the Team A head
coach that any subsequent such actions will result in a foul against the team for
unsportsmanlike conduct under Rule 9-2-3.

VI. Between scrimmage downs, one or more Team B substitutes enter the field of play. Before the
snap for the next down, more than 11 Team B players intentionally stay on the field of play
as long as possible (over three seconds) to disguise the defensive personnel, the type of
defense and the pass coverage. RULING: Dead-ball foul on Team B, illegal substitution.
Penalty — Five yards from the succeeding spot (Rule 3-5-2-c).

VII. 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 team area, and after he pauses at the top of the
numbers, he or the coaching staff apparently realises 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 at least one play. Five-
yard penalty. Team A will have first and 15 at the B-45. (Rule 2-27-9-b) [Cited by 3-5-2-d]

VIII. 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.

IX. 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 umpire moves to the ball to prevent the snap until Team B has had a reasonable
opportunity to get its field-goal defense unit onto the field. The umpire will step away when
he judges that the defense has had enough time. If the game clock reads 0:00 before the
ball is snapped after the umpire steps away, the half is over.

More than ele ven players on the field

ARTICLE 3. a. Bam A may not break the huddle with more than 11 playerseeqr k
more than 11 players in the huddle or in a formation for more than three seconds.
Officials shall stop the action whether or not the ball has been snapped.
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b. Team B is allaved to briefly retain more than 11 players on ib&lfto anticipate the
offensive formation, bt it may not hee more than 11 players in its formation if the snap
is imminent. Whether the snap is imminent or has just occurred fitialefshall stop
the action. (A.R. 3-5-3:1V)

PENALTY - [a-b] Dead-ball foul. Five yards at the succeeding spot. [S22: SUB]

c. If the oficials do not detect thexeessve number of players until during thevdo or after
the davn is over, or if Team B players he entered thadld just before the snaubhave

not been in the formation, the infraction is treated agealall foul. (A.R. 3-5-3:WVI)

PENALTY - Live-ball foul. Five yards at the pevious spot. [S22: SUB]

Appr oved Ruling 3-5-3

l. 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.)

II.  After the ball is made ready for play, substitute B12 enters the huddle or defensive formation and
the departing player delays more than three seconds before leaving the huddle or
formation and departing the field of play. RULING: Violation of the substitution rule. Dead-
ball foul. (Note: The referee is not required to warn a departing player to leave the huddle
immediately.)

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

IV.  Atthe end of third down, Team B sends in its kick-return team. The responsible officials count
the Team B players and are positive that Team B has 12 players on the field of play. After
approximately four seconds, the officials sound their whistles and drop their penalty
markers. RULING: Dead-ball foul, substitution violation. Penalty — Five yards from the
succeeding spot. [Cited by 3-5-3-b]

V.  Team Ais in formation to kick a field goal and Team B has eleven players in its formation. Just
before the ball is snapped a twelfth 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. Since Team B’s twelfth player had not
been in the formation when the ball was snapped, officials should not shut down the play
for a dead-ball foul. The intent of Rule 3-5-3-b is to give Team B an opportunity to adjust its
defense, but Team B must not be allowed to gain an advantage by an extra player entering
the field very close to the time the ball is snapped. [Cited by 3-5-3-c]

VI. Team A lines up for a two-point try attempt at the B-3. Team B has eleven players in its
defensive formation. A twelfth 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; (b) carries the ball into the end zone. RULING: Live-ball foul by Team B for too
many players on the field (Rule 1-1-1). Officials should not shut the play down. (a)

Penalise 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. [Cited by 3-5-3-c]



