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INTRODUCTION

Football has been historically one of the most challenging, aggressive, and intense team sports offered in the USMA Company Athletic Program. The sport attracts individuals from all sections of the United States, bringing forth a wide array of skills, knowledge, and enthusiasm that cadet coaches must channel into a cohesive unit. Skill levels range from the All-State high school player to a participant who has never worn a set of pads. The diversity of skill levels, in conjunction with the time constraints placed on the Company Athletic program by the USMA overall schedule is a challenge to be met by every Company Athletic Football Coach.

Company Athletic Football will challenge your athletic abilities, leadership skills, and personal character.  It is everyone’s responsibility to demonstrate the will to win while also displaying the high moral and ethical character expected of a USMA cadet and a future officer in the U.S. Army.

The purpose of this manual is to assist the Company Athletic football coach, the Cadet-in-Charge and the officials in the conduct of their duties. This manual is a guide which will allow the coach to better utilize his time and further prepare his team for the upcoming season. With the passing of each football season, new ideas are generated and, at times, old problems surface. This manual is designed to reduce the possibility that these problems will occur and to stimulate the imagination of all coaches to make the season and the sport better.

Eight-Man Football is governed by a set of rules and regulations designed to allow every coach the flexibility to mold his team into an organized, conditioned and well disciplined unit. With eight players the demands of organizing a cohesive offense, well planned defense and a strong kicking game remain as vital tasks to be achieved within the time alloted. Reducing the number of players from the traditional number of eleven to eight generally results in less congestion and fewer pileups.  
The offensive and defensive strategy presented in this manual is intended to serve as a guide since most coaches are unfamiliar with eight-man football. The examples included in this manual need not be adopted if they do not fit the coach’s intent and game plan. The duties and responsibilities of every coach which are presented are required by every coach. No deviation from the responsibilities is permitted unless authorized by the Brigade Athletic Officer.

The role of the official is also critically important in the maintenance and enforcement of proper play and sportsmanship.  All rules will reference IAW National Federation of High School Football Guidelines unless specifically addressed in the rules portion of the manual, and Officials must understand these rules and become proficient with analysis and enforcement. Many times the outcome of a game will be inadvertently determined by an official who does not understand the rules.  This is unacceptable and undermines the purpose of the Company Athletic football program.
RESPONSIBILITIES OF THE

CADET-IN-CHARGE

The Regimental Cadet-in-Charge (CIC) is the Commissioner of that Regiment's football program and is responsible for insuring that the program is administered IAW the regulations presented in the current Company Athletic Program Manual, USCC Cir 28-1. CIC's work for and are directly responsible to the Regimental Athletic Officer. Each CIC has the following responsibilities:

1.  Prior to the first session:



a)  Coordinate with the corresponding CIC of the sister regiment with regard to schedules, officials, playoffs, etc.



b)  Hold an organizational meeting with coaches and officials under their jurisdiction to outline policies for the administration and conduct of the sport.


2.  Prior to each football session:



a)  Allocate available space to teams for practices or contests.



b)  Draw from the DPE Supply Room any special equipment designated as such by the Regimental OIC.


3.  At the playing site:



a)  Account for all officials, coaches, and players under their jurisdiction.



b)  Assign officials to games.


c)  Make contact with the DPE Trainers (on-site) prior to kick off.


d)  Ensure that contests start NLT 1630. Late arriving teams will be penalized on the opening kick-off.


e)  Enforce wear of the proper uniform, football equipment, and mouthpieces.  Cadets will wear mouthpieces during both no-contact and contact practices.  All cadets will bring camel backs to each session.


f)  Ensure that teams run as a unit to and from games and practices.



g)  Ensure that protests arising during contests are settled before play continues.



h)  Identify and immediately correct any serious breach of character displayed by a player or a coach.



i)  Bring Team Record of Participation Forms to each contest and ensure that coaches make proper entries.


j)  Ensure referees and coaches and their teams police the field before they leave the area. This includes the return and accountability of all equipment pulled from the connex. In addition, ensure that the connex is locked.


4.  At the conclusion of each Company Athletic attendance:



a)  Submit the regimental absentee report via E-Mail to the Regimental Athletic Officer.



b)  Submit results of Company Athletic competition report via E-Mail to the Regimental Athletic Officer.  



c)  Return to the DPE Supply Room any equipment drawn for the day of competition as required.


5.  At the conclusion of the Company Athletic season:



a)  Submit an AAR to the Regimental Athletic Officer and to the DPE Sport Educator OIC offering constructive criticism pertaining to the administration and conduct of the sport.  Use the Issue, Discussion, Recommendation format.


b)  Rate each official and submit the report to the DPE Sport Educator.

RESPONSIBILITIES OF THE COACH

As the coach of a Company Athletic football team, you have two primary responsibilities. First, you must first ensure that your team demonstrates the Warrior Ethos in a manner that reflects good character and sportsmanship.  This will require physical and mental conditioning of you and your players to meet the demands of the game. Second, you must teach your players the fundamentals needed to play the game to the best of their ability. Physical conditioning and knowledge of the basic fundamentals will significantly minimize both the number and the severity of injuries. 
These two responsibilities are of equal importance and should never be neglected. A mistake traditionally made by some coaches is to emphasize fancy plays and neglect conditioning and the basic fundamentals.

You will be starting from scratch as far as developing your team. Do not assume your players know the basic skills and common terms used in football. As a general rule, do not assume that anyone knows a thing about football until you see them perform.

Since you will be working under a time constraint when developing your team, it is very important that you thoroughly plan your practices. Meet with your assistant coaches or team captains the night before you practice. Mentally rehearse your practice schedule, including the techniques and skills you want your team to master. Outline your practice schedule on paper or a note card, outlining in reasonably precise detail the amount of time you want both the offense and the defense to spend practicing specific skills or drills. Once established, adhere to the schedule and force yourself not to deviate from the original plan. The CIC and the DPE Sport Educator will spot check coaches on the thoroughness of their practice schedule each day as teams arrive to the field. 

Time management is your greatest challenge! Time spent planning will maximize the benefits gained during practice. Historically, those teams which practiced effectively have performed much better in games. 

The Department of Physical Education is willing to provide you with substantial assistance in the development of your team. DPE's personnel however, are present to serve as a guide. They will not, except in a few instances, require specific actions. The team is yours to coach. DPE's primary concern is twofold: that you are prepared (knowledgeable or not) to do your job and that your preparation includes a reasonable level of the overall physical condition of your team. In addition your responsibilities include:


1.  Prior to the first scheduled practice period:



a)  Coordinate with the Company Athletic Officer on the assignment of team members. Ensure that cadets assigned to the team are, in fact, eligible to participate in the sport.



b)  Draw team equipment from the DPE Supply Room IAW current directives from DPE. Issue equipment to individual team members on a hand receipt.



c)  Read and understand all regulations pertaining to CAFB.


2.  During the season:



a)  Organize, train and condition the team. 



b)  Ensure proper maintenance and use of all items of uniform and equipment. Ensure that complete uniforms are worn to include mouthpieces and knee braces. Ensure that no unauthorized equipment is used (screw-in cleats).



c)  Drop or add squad members only with the concurrence of the Company Athletic Officer.



d)  Submit justifiable protests IAW USCC Cir 28-1.



e)  Ensure that cadets who are medically excused from Company Athletics do not participate in practices or contests.



f)  Ensure that teams run as a unit to and from practice/games.



g)  Plan all practices to maximize learning.


3.  At each Company Athletic session:



a) Hold formations at designated site; comply with all movement instructions, report all absences to the CIC, and render absentee reports as indicated in USCC Cir 28-1.


b) Conduct a formation run to and from Buffalo Soldier Field.


c)  Ensure that each team member is wearing the prescribed uniform and equipment.  Cadets will bring camel backs to each session.


d)  Conduct a warm-up period for at least five minutes for the entire team.



e)  Ensure that mouthpieces and knee braces are worn at all times.



f)  Notify the CIC and refer all injuries occurring during games and practices to the DPE trainer for evaluation and treatment.



g) Following each contest, make appropriate entries on the participation form IAW instructions in USCC Cir 28-1. Coaches are responsible for ensuring that all team members meet the minimum daily participation requirement. This requirement includes cadets who have appointments for additional instruction. Failure of a coach to do so, for reasons other than injuries incurred during the contest, will be grounds for protest. Approved protests will result in forfeiture of the contest.



h) Lead by example and maintain your composure and a professional bearing at all times. Do not allow you or your players to get into shouting matches with officials or the other team. Require good sportsmanship and fair play.


4.  At the conclusion of the season:



a)  Complete and initial the Team Record of Participation Form IAW USCC Cir 28-1 and submit to the Company Athletic Officer.



b)  Collect and return all team equipment to the DPE Supply Room during the scheduled turn in appointment. All items of equipment, except jerseys and football trousers, must be properly cleaned prior to turn-in. DPE supply will turn away you and your team if your cadets attempt to turn in dirty equipment. 


c)  Submit appropriate comments and recommendations to the Company Athletic Officer for inclusion in the AAR to the Regimental Athletic Officer. Use the Issue, Discussion, Recommendation format.


d)  Ensure that the team votes for an MVP. 
ELIGIBILITY AND PARTICIPATION

A.  ELIGIBILITY:


1.  General:



a)  Cadets whose names appear on current Corps Squad (CS) rosters and Competitive Club Team (CCT) rosters that authorize an athletic participation credit from Company Athletics will not be members of a Company Athletic team, except to meet TCC requirements.



b)  First Class cadets who are ineligible for competition in a sport may be assigned in a playing status.



c)  Non-playing Managers:  Former service as a non-playing manager of a CS or CCT does not affect a cadet's eligibility for participation in the same Company Athletic sport.


d) The DPE Sport Educator OIC reserves the right to remove a player from a team roster who may give that team an extraordinary advantage over the average team.
B.  PARTICIPATION:


1.  Each team member must participate for a length of time equal to at least one half of each contest. Non-participation of a team member during a game is grounds for forfeiture.


2.  A cadet will be credited with a season of participation in a Company Athletic sport if he meets daily participation requirements in at least 50% of the regular season record contests.

3. Football coaches will not compete in record contests except as approved on an individual basis by the Brigade Athletic Officer in exceptional circumstances; i.e., insufficient players available to field a team. Assistant Coaches are subject to the minimum participation requirements specified above for players.
MATERIAL THAT MUST BE COVERED
1.  Physical conditioning of all players.

SYMBOL 183 \f "Symbol" \s 10 \h
Warm-up

SYMBOL 183 \f "Symbol" \s 10 \h
Muscular Strength /Endurance

SYMBOL 183 \f "Symbol" \s 10 \h
Agility

SYMBOL 183 \f "Symbol" \s 10 \h
Flexibility

SYMBOL 183 \f "Symbol" \s 10 \h
High Intensity Training
2.  Fundamentals.

SYMBOL 183 \f "Symbol" \s 10 \h
Blocking

SYMBOL 183 \f "Symbol" \s 10 \h
Tackling

SYMBOL 183 \f "Symbol" \s 10 \h
Ball Carrying

SYMBOL 183 \f "Symbol" \s 10 \h
Passing/ coverage
SYMBOL 183 \f "Symbol" \s 10 \h
Receiving
SYMBOL 183 \f "Symbol" \s 10 \h
Punting/ coverage
SYMBOL 183 \f "Symbol" \s 10 \h
Kicking/ coverage
3.  Offense.

SYMBOL 183 \f "Symbol" \s 10 \h
Depth Chart

SYMBOL 183 \f "Symbol" \s 10 \h
Huddle

SYMBOL 183 \f "Symbol" \s 10 \h
Basic Formations & Common Terms

SYMBOL 183 \f "Symbol" \s 10 \h
Play System

SYMBOL 183 \f "Symbol" \s 10 \h
Rules

4.  Defense.

SYMBOL 183 \f "Symbol" \s 10 \h
Depth Chart

SYMBOL 183 \f "Symbol" \s 10 \h
Huddle

SYMBOL 183 \f "Symbol" \s 10 \h
Basic Alignments & Common Terms

SYMBOL 183 \f "Symbol" \s 10 \h
Responsibilities

SYMBOL 183 \f "Symbol" \s 10 \h
Rules

5.  Special Teams.
DAILY SCHEDULE

1600
-  Formation in the company area. Move as a unit at a double time to Buffalo Soldier Field.
1620
-  Arrive at the assigned field and immediately submit absentee slips and the planned practice schedule for that day to the CIC. While the teams are warming up, the coaches will meet with the CIC and the DPE Sport Educator for any administrative instructions.

1625
-  Warm-up

1630
-  Practice IAW the coach's plan.

1745
-  Practice ends. Teams move as a unit back to their respective company area.
DEVELOPING AN OFFENSE

After you have assessed the talent, size and experience of your team, you should then select an offensive strategy that will maximize your team's potential. The offense you choose should be simple and most importantly, effective. Bill Yeoman, former Head Coach at the University of Houston, once said that "execution is the meat of everything." Accordingly, you should start with a few basic plays. Teams traditionally have been successful using only a limited number of basic running and passing plays, each of which they could execute with precision.

In eight-man football, the offensive team must have five men on the line of scrimmage. This means there will be six spots along the line at which your plays could attack. These holes should be numbered. The holes to the left could be odd and to the right could be even.

In the development of your plays, it is imperative that your linemen have a direct angle to block the defensive player. On passing plays, linemen could take one foot splits which will prevent the defense from shooting the gaps and likewise sacking the quarterback. You may want to consider three-foot splits when running, especially if your team is quick. Three-foot splits spread the defense out and allow you to run wide, thereby avoiding congestion.

If you number holes it is also wise to number the backs. the first number could represent the offensive back and the second number could identify the hole. 

The manner by which you call your plays is your prerogative. Previous initiatives include making numerous copies of each play on small sheets of paper and having a substitute run the play in. This allowed all players to see their respective assignments. Once the basic plays are thoroughly rehearsed, additional plays often seem to be more easily understood. In addition, if your team practices its plays against several different defensive alignments, the offensive line tends to adjust their blocking assignments more effectively. Basic defenses used in the past have been a 4-2 (4 linemen and 2 linebackers) and a 3-2 (3 linemen and 2 linebackers). If you can afford the time it would be wise to scout your next opponent for alignments, offensive and defensive strengths and weaknesses.

THE PASSING GAME

In developing your team's passing game, your first priority should be to develop a line that can block various defensive alignments and protect your quarterback. The receivers will usually get open. The time the quarterback has to throw, however, depends upon the skills and abilities of the offensive line. Make it difficult for the defense to rush the passer by ensuring adequate protection. Also, receiver routes should span the width and to some extent the depth of the field, avoid having receiver routes converge on each other. Passes are generally grouped into three categories: short (1-7 yds), medium (8-15 yds), and long (16+ yds). For a short pass, the quarterback uses a three step drop and takes no more than two seconds to release. For a medium pass, a three to five step drop and a release time of 2-2.5 seconds is normally used. Receivers running short and medium routes must run disciplined patterns and should not be concerned with beating the defensive backs. The pattern must be the same every time. For a long pass, the quarterback uses a seven step drop. Receivers running long routes normally run a general route with the emphasis on maneuvering into whatever openings exist.

If your team has a reputation for throwing the ball often, your opponents will normally try to incorporate a strong pass rush. Often the emphasis on a pass rush will open up your running game. Hence, the importance of a well balanced attack. The greater the threat of a pass, the greater the opportunity for successful running plays.

Receivers can often turn the game around with one play. This is primarily due to only eight men being on the field at a time. The pass receiver must know the pattern and have the speed and route discipline to get open in a limited amount of time. Before covering pass patterns, the coach should have his receivers adhere to the following rules:


a.  Run under control. Be at the right place at the right time. 


b.  Keep your eyes on the ball once it leaves the hands of the passer.


c.  Catch the ball with your hands, not your body.


d.  Get the best position on the ball.


e.  Look the ball into your hands.


f.  Your thumbs should be in for high catches and out for low catches.

Remember, the passing game is a matter of timing and speed. The receiver must be at the right place, at the right time and the ball must be thrown properly.

Pass patterns should be simple. The patterns can be numbered or described. A post pattern could be given a number. To be consistent with the running game, a pass can be numbered in a similar manner. For example, a pattern on the right side is even and on the left side is odd. A post pattern on the right side is a six route and a flag pattern is a ten route. 

Ideally speaking, the quarterback for your team should be able to both throw and run. If he is quick, the roll out pass will be a great asset to your team. He should be a leader at all times and always present a confident attitude. He should always be aware of the tactical situation on the field, including:


a)  The position of the ball on the field.


b)  The down and distance to go.


c)  The amount of time to play.


d)  The defensive scheme of the other team.


e)  The number of time-outs his team has remaining.

The quarterback and the center need to practice the exchange, both the close and the shotgun snap. You would be surprised how many games are lost because of a poor exchange between the center and the quarterback.

Pass Blocking

Offensive linemen should adhere to the following techniques when pass blocking:


1.  Body Position



a) Head up, elbows in, knees flexed.



b) Weight distributed equally on the balls and heels of the feet.


2.  General pass blocking techniques



a) Do not lower the head or bend forward at the waist.



b) Place the facemask beneath the rusher's chin.



c) Strike the pectoral area with the palms of both hands.



d) Knock the hands of the defense off your elbows and shoulders.



e) Lift instead of blocking.



f) Keep your eyes open.



g) Use hands to push and recoil.
Goal Line and Short Yardage
One of the signs of a well-coached team is to never be stopped without a score with a first down inside the opponent’s ten-yard line. Most teams use their short yardage plays as their goal line plays in order to minimize confusion. Your goal line strategies and principles may include the following:


a)  Present a well-balanced offensive attack inside the ten-yard line(pass and run).


b)  Force the defense to balance up to your offensive formation.


c)  Make use of motion to change the defense's run support rules.


d)  Inside the ten yard line consider the run option.


e)  Use minimum line splits.


 f)  Eliminate mistakes-fumbles, penalties and missed assignments.

g)  Control the line of scrimmage-no penetration.h

h)  Backs must run harder and lower, driving for the extra yard.


 i)  Throw the roll-out/play action pass, have the receivers run crossing patterns.


 j)  Develop a strong short yardage or goal-line offense by practicing with the ball placed on the ten, nine and eight yard lines.

BLOCKING

With only eight players on the field, blocking becomes even more critical. Pass blocking was addressed in a previous section of this manual. The section covers the technique required for an offensive lineman or back to employ when blocking for the run. The techniques discussed below are explained for use with a blocking dummy.

BLOCKING SURFACE:  The player slides their head to one side as they drive their shoulder into the dummy. The blocker's head should separate the runner and the defensive player. The blocker then brings the corresponding fist to his chest with his thumb in, his palm parallel to the ground, and hits the dummy with his forearm. The blocking surface is from the side of the head, through the front of the shoulder, and continues to the upper arm, the forearm and the fist.

EXPLODE FROM THE HIPS:  Ensure that each player is familiar with the blocking surface prior to the application of force. The force of the block is dictated by the speed that the player moves their hips through the block. Next have the player step back from the dummy and use a step to strike. The player steps with the opposite foot while their other shoulder moves forward. As the blow is struck, the player’s buttocks should be beneath their shoulders, creating a lifting technique which comes as a "dip, hit and lift" action as contact is made.

It is important that the blocker maintains contact until the whistle is blown. If the man to be blocked is close, the offensive blocker should fire out using both feet. If there is considerable distance between the blocker and their opponent, the blocker should step with his foot in the direction of the block and hit with their opposite shoulder.   

DEVELOPING A DEFENSE

The key to a strong defense is control at the line of scrimmage and pursuit. In eight-man football, it is imperative your defense avoids deep penetration unless they read pass. The most common defenses used are the 4-2 and the 3-2.

You may consider having a goal line and a prevent defense when the situation dictates. When you make adjustments, however, your players must know their responsibilities. In addition, a signal system would be helpful when communicating with your defensive team captain.

THE GOLD NUGGETS OF DEFENSE
TACKLING:  Proper body position, balance, and, most importantly, desire are essential in tackling. The elements of proper tackling techniques are numerous. A tackler should:


a)  Stay square when approaching the ball carrier and refrain from raising or lowering himself from a good hitting position.


b)  Maintain his elbows close to the side, stiffen his neck and keep his eyes open.


c)  Initial contact should be made with the tackler’s face mask thrust into the sternum area of the ball carrier.  Accelerate his feet upon contact by using short, choppy steps, and wrap his arms around the ball carrier.


d)  Drive through the ball carrier, driving him five yards back and placing him on his backside.


e)  Ensure he keeps his eyes open to avoid knocking off another tackler attempting to assist on a tackle. 


f)  Spring from his stance and attempt to meet a ball carrier in the air that is diving for short yardage or a score.


g)  Use the sideline to his advantage when making a tackle, by taking away a runner's inside cut and forcing him out of bounds.

PURSUIT:  When pursuing the ball, it is important that the defense approaches the ball carrier at the proper angle. Using the proper lane of pursuit can help overcome the advantage of speed that most offensive backs have over defenders. Key points which will help your team in pursuing the ball include the following:


a)  Pursue in a lateral direction. Attack from an inside position.


b)  If the ball carrier runs away from your position, maintain a position slightly to the inside to protect against the cutback.


c)  Make ball carriers run laterally.


d)  Take a steeper angle of pursuit in order to save a touchdown.

BLITZING:  


a)  Do not alert the offense.


b)  Go on the snap of the ball.


c)  Attempt to penetrate across the line of scrimmage and then read the play.


d)  React to the pressure of blocks and use your hands when rushing the passer.


e)  Try to get the offensive player to turn one way and then go in the opposite direction.

PASS RUSHING:


a)  Once you recognize pass, yell "pass".


b)  Do not rise up; maintain a proper body lean and get to the blocker as quickly as poscible.


c)  Lean slightly forward and keep your hands in front of your body.


d)  Never stop; take short choppy steps; and keep your momentum toward the QB.


e)  Stay in the rush lane. If you get knocked out of the rush lane, fight to regain your position.


f)  Keep the QB in front of you. When the QB cocks his arm to throw, if you can see his eyes, raise your arms to distract him and perhaps block the pass. If you can't see his eyes, keep your arms down and tackle him.


g)  Tackle the QB high, wrapping your arms around his and press his arms down to his sides.


h)  Contain rushers should never leave their feet. Their purpose is to prevent the quarterback from running if he is unable to pass.

i)  Once the ball is thrown, the rushers should turn and converge on the ball carrier. The play is not over until the whistle is blown.


j)  In the event of an interception, the contain rusher is tasked with blocking the QB. The QB is often the player who makes the touchdown saving tackle on an interception, run-back play.  

THE KICKING GAME

The elements of a successful kicking game are intensity, elimination of mistakes and fundamentals. Intensity is best observed on how well a team covers kicks(punts, kickoffs, and extra points). A true test of desire and determination is the manner by which a team covers kicks. A kick should never be returned for a touchdown if all defenders execute their proper assignments. The first kickoff, for both the offense and defense, will set the tempo for the entire game. 

The elimination of mistakes can be accomplished with proper concentration and good practice. The result of poor concentration is poor coverage, poor protection and careless application of the kicking game rules. Fundamentals are inherently important and must be practiced to perfection. Punters, snappers, holders and kickers must invest the time to perfect their skills. Time and distance requirements must be precise when practicing.

KICKING GAME CHECKLIST

A.  Kickoff (30yd line).

1.  Coverage.

a) Huddle prior to the kickoff. Kicker counts the team.

b) All men line up facing the kicker with the front foot on the 10 yard line. Ideal spacing allows coverage across the width of the field.
c) When the kicker passes your line of vision, take off closely behind the kicker. Avoid being offside! 

d) Upon kickoff, sprint down the field as fast as possible, staying in your respective lane and under control. Be ready to react to the ball.
e) Avoid all blockers if you can(particularly early in the play). Do not stop and have physical contact with a blocker, if it can be avoided. If it can't, get back in your lane as soon as possible. When you close on the ball carrier(within seven yards), work to go through blockers, not around them. 

f) Stay on your feet. If you get knocked down, get up immediately and regain your position in your proper lane.

g) All kick defenders should angle toward the ball, move as a unit and maintain lane integrity.

h) Once the ball goes 10 yards it is a free ball until the ball crosses the goal line or the fair catch signal is given by appropriate player on the receiving team.


2.  Kickoff Return.

a) Huddle prior to kickoff and establish assignments.

b) Upon kickoff, hustle the first 10 yards to the blocking position. 

c) Most blocks are missed because the kicking team out-hustled the receiving team.

d) Use a wedge, a right or left return.

e) Ensure a deep kick before turning your back on the ball.

f) After 10 yards it is a free ball until the ball crosses the goal line or the fair catch signal is given by appropriate player on the receiving team.

B.  Punt


1.  Coverage.



a)  Run full speed. After 10 yards, locate the ball carrier.


b)  Stay in your lane and fan out. 



c)  If a fair catch is signaled, anticipate a fumble. If a fair catch is signaled on the 10 yard line, anticipate a fake fair catch.



d)  The first man down field always attempts to tackle the ball carrier. He does not attempt to contain.

2.  Return.



a)  Don't be offside or rough the punter.



b)  Don't clip; block high.



c)  Generally, do not handle punts inside your 10 yard line.



d)  Never go into a return punt return formation unless you are sure the opponent is punting. Know the procedures for quick kicks.



e)  Know the rule of first touch.



f)  A punt return is an easy way to make big yardage. Think "Big Play"!


3.  Punt Block.



a)  Get off the ball; do not be offside.



b)  Look at the ball. Plan your angle of pursuit to where the ball will leave the kickers foot; avoid roughing the kicker.



c)  A fourth line punt that does not cross the line of scrimmage is your ball, so try to advance it. 



d)  On a third down punt, a ball which does not cross the line of scrimmage is a free ball; therefore, try to get possession.



e)  A blocked punt is often converted into a touchdown.

C.  Field Goal and Point After Touchdown.

1.  Offense.



a)  The kicker calls huddle/counts players.



b)  A field goal must be covered! Every player must know their coverage.



c)  Be alert for a possible runback.



d)  Field goal coverage rules are the same as punt rules.



e)  Defenders may not contact the place-kicker during a kick attempt.

2.  Defense.



a)  Be alert for a fake.



b)  A single safety should be back. Be conscious of field position, time remaining and score.



c)  Know which is the rush side. Rush from one side only.



d)  Automatic return from the block side or to the wide side of the field.



e)  Don't be offside! A blocked field goal or a blocked extra point may be the deciding factor.

EQUIPMENT

The equipment provided your team will provide excellent protection against injury provided it is properly fitted and worn correctly. It is the coach's responsibility to see that every player has well fitting and undamaged equipment. Any pads, shoes or trousers that are defective or ill-fitting should be turned into the DPE Supply Room.

Cadets will inspect their equipment using the following checkpoints at the first practice and periodically through the season:
Trousers.

1.  Free from rips or holes.


2.  Long enough so that the knee pad will cover the knees when the player's legs 
are bent. 


3.  Pockets for knee and thigh pads are intact.


4.  Knee and thigh pads are in the pocket correctly.



a)  Thigh pad pockets are of white material and completely cover the pad. 
You cannot see the stitching on a thigh pad that is correctly in the pocket.



b)  The inner top corner of each thigh is slanted.


5.  The trousers have a belt and are worn waist high.

Hip and Kidney Pads.

1.  Are of correct size so that the vest can be buckled at the waist.


2.  Are worn high enough to protect the crest of the hip bone and kidneys.


3.  Ridge of hip pad directly over the hip bone.

Helmet.

1.  Correct size, especially not too large.


2.  Has chin strap.


3.  All padding and straps are intact.


4.  Face guard screws are in place and are tight.

Shoes.

1.  Correct size.


2.  All cleats intact.


3.  No rips or tears.


4.  Shoe strings laced all the way.


5. Screw in cleats are not allowed.

Safety Equipment.

1.  Knee braces worn properly under the trousers.


2.  Mouth piece attached to the facemask and used while practicing and playing,
OFFICIATING RESPONSIBILITIES

1.  PRE-GAME DUTIES

Referee - See that his team is present - check ball. 

Umpire - Check equipment (mouthpieces, tape on trousers, torn trousers, etc.)

Head Linesman - Secure chains and down markers - instruct assistants.

Line Judge - Secure timer and check to see that it functions well. 

All - Secure gold flags. 

2.  START OF GAME

Referee - Conduct toss of coin with team Captains.

All - Take positions for kick off (kick off from 30 yd line).


a)  Line judge gives ball to kickers and moves to sideline to watch kickers position at kick.


b)  Head Linesman opposite side of field from Field Judge at about 25 yard line of receivers.


c)  Umpire - Same side of field as HL at 35 yard line of receivers - make sure receivers have at least 3 men between 20 and 35 yard lines.


d)  Referee same side of field as FJ at about 10 yard line with receiving team.


All - Signal raising one arm to indicate you and the team are nearest is ready (FJ, Ump, HL and Referee in that order).  


Referee - Blows whistle to start game. 

3. KICKOFF

Line judge - Watch to see that no one other than holder of the ball is ahead of ball when it is kicked.  Watch for blocking away from ball.  Start clock when ball is legally touched. 

Umpire - Watch that the three front men of receivers stay between 20 and 35-yard lines until ball is kicked - watch for blocking. 

4.  SCRIMMAGE KICKS

Ref - Watch for roughing the kicker - if defensive team member does not touch the ball, he cannot hit the kicker.  (2) In case of an out of bounds kick in flight, guide the HL or FJ as the line of kick.  (3)  After kick has been made watch action away from the ball.

Linesman - Watch for short kicks on your side, pick up the receiver.  (2)  On kicks away from your side or well down field note action away from the ball.  (3)  Look to referee for line of out of bounds kicks. 

Ump - On short kicks note the spot of receiving (ahead or behind the line).  (2)  Watch 
action away from the ball.

Line judge - Be outside of, but as deep as the safety man.  (2)  Watch for fair catch signal.  (3)  Pick up the receiver.  (4)  Look to referee for line on out of bound kicks in the air.  (5)  Watch for muffs or fumbles on kick.

5.  GOAL LINE PLAYS

Head Linesman & Line judge - Stay on line of scrimmage, note whether ball is in  the possession of carrier crosses the plane of goal line.  If you see it cross the plane, signal TD immediately.

Ump - Watch line play.  (2)  If any official signals TD, give the signal immediately.

Ref - Wait for end of play to see if any flags were dropped before giving the TD signal.

6.  MEASURING FOR FIRST DOWN

Referee - (1)  Stay with ball, call HL in with his crew to measure.  (2)  Hold ball in place as crew comes out.  (3)  Note whether ball has reached front stake, if so signal first down.  (4)  If ball has not reached front stake, and is in side zone grasp chain at furthest end of ball and reset a inbounds mark. 

Linesman - On signal from referee to measure go to the rearmost yard line that chain crosses and grasp the chain firmly with both hands.  (2)  Pick up chain and have assistants accompany you to the spot of the ball.  (3)  Replace chain at yard line from which you picked it up - hold to the chain.  (4)  After measurement if first down is not awarded replace chain at sideline spot from which you got it.  (5)  If first down is awarded reset chain at the new to gain 

Ump - As chain is brought out for measurement take the front stake from HL assistant.  (2)  After HL spots the chain on the proper line, stretch it to allow referee to make a decision as to whether or not a first down is warranted.  (3)  After measurement, return stake to HL assistant.

7.  PROCEDURE IN CASE OF FOULS

All - If an infraction is observed drop gold flag to note position of foul.  (2) in case of a foul by a player attempt  to get his number.  (3)  Know position of ball at the time, action that was occurring (pass in flight, runback, etc.).  (4)  Know team committing the foul.  (5)  Continue to cover the play.  (6)  After ball is declared dead immediately get the referee’s attention.  (7)  Explain to him who committed the foul, where foul occurred, what was the action at the time and what the foul was.   (8)  Do not discuss the call with anyone prior to informing the referee.

Ref - Call the offended team captain and explain the options to him clearly.  (2)  Captains initial choice is binding, he may not change his mind.  He may not confer with coach or other players in making his decision.  (3)  Meter out the penalty or indicate refusal.  In either case give a clear signal for the penalty.  (4)  Indicate down and yardage to both teams.

8.  PROCEDURE IN CASE OF PROTEST

In case of protests, the coach of the protesting team must speak with the referee and announce his/her intention to protest the game and under what conditions.  In cases of judgment calls by an official, there are no grounds for protest.  The referee should speak with the other officials and determine if the protest is substantiated based on his/her knowledge of the facts.  The referee should also be prepared to provide a statement to the CIC if needed in order to clarify game facts.  Once the referee has been notified, the coach must also notify the CIC prior to departing the game field area.  If the CIC is unavailable, the CIC must be contacted within 6 hours concerning the coach’s intention to protest.  Upon notification of the protest, the CIC will pursue a resolution IAW USCC Cir. 28-1, Section VII.  The Director of Competitive Sports will review the decisions of all protests to ensure the decision is IAW DPE policy.

9. Penalty Summary
Loss of Five Yards

1. Failure to properly wear required equipment during down 
2. Delay of Game 
3. Failure to wear required equipment just before the snap 
4. Illegal substitution 
5. Free-Kick Infraction 
6. Encroachment 
7. Free Kick out of bounds 
8. Invalid or illegal fair catch signal 
9. Snap infraction 
10. False start 
11. Illegal formation or procedure at snap 
12. Less than five players on the line or numbering violation 
13. Illegal shift or illegal motion 
14. Planned-loose ball infraction 
15. Illegal handing ball forward (also loss of down) 
16. Illegal forward pass 
17. Intentional grounding 
18. Ineligible receiver illegally down field 
19. Illegal touching (also loss of down) 
20. Helping runner 
21. Incidental facemask 
22. Running into the kicker/holder 
23.  Sideline interference 
24. Nonplayer outside of team box, but not on field 
Loss of 10 Yards

1. Illegal blocking technique 
2. Interlocked blocking 
3. Holding 
4. Runner Grasping a Teammate 
5. Illegal use of the hands or arms 
6. Illegal block in the back 
Loss of 15 Yards

1. Unsportsmanlike conduct by player or nonplayer 
2. Illegal kicking or batting ball 
3. Illegal block after valid or invalid fair-catch signal 
4. Kick-catching interference 
5. Forward pass interference (loss of down and first down if by defense) If intentional an additional 15 yards 
6. Illegal block below the waist or on free-kicker or holder 
7. Clipping 
8. Chop block 
9. Tripping 
10. Illegal personal contact 
11. Charging into an opponent obviously out of the play 
12. Grasping an opponent’s face mask (or any part of the helmet) 
13. Butt blocking, face tackle or spearing 
14. Roughing passer (also first down) 
15. Roughing kicker or holder (also first down) 
16. Roughing snapper (also first down) 
17. Slapping blocker’s head 
18. Illegal participation 
19. Sideline interference (third and subsequent) 
20. Nonplayer illegally on the field 
COMPANY ATHLETIC FOOTBALL RULES

Note for specific rules (Rules 1-10) refer to your NFSHSA rule book and officials manual.  The exceptions to those rules are as follows:

A.  GAME CLOCK: 

1. 8 minute running clock per quarter

a. Clock only stops for touchdowns, FGs, extra points, safety, injury, or at the discretion of the officials.

b. When clock does stop, it will resume NLT 30 seconds after time is in.

2. 1 minute official time between quarters in order to reset the chains.

3. 2 timeouts/team each half.

a. Timeouts must be called from the field by a player not a coach.

b. TOs will last no more than 2 minutes (first whistle at 1:45 seconds) after which the Referee will spot the ball and start the play clock.

4. 5 minute halftime period

a. Officials will meet with captains to determine possession and direction.

b. Officials will also discuss any issues pertinent to sportsmanship and/or rules.

5. Last two minutes of the second and fourth quarters.
a. Clock will stop IAW NFSHSA rules

6. Tie games at the end of regulation

a. There will be no tie games.   All games will be played until a winner is declared.

b. The following tiebreaker will be used to determine the winner:

i. A coin toss will be held by the referee and team captains.

ii. The winner of the coin toss will determine whether that team wants the ball first or second.

iii. The referee will determine the end zone which will be used in the OT period.  The entire overtime session will be played on the endzone determined by the referee.  Teams will not change endzones with the change of possession.
iv. The ball will be placed at the 10 yard line.

v. The first team with possession will have 1 play  to attempt a  touchdown or field goal from the 10 yard line. 

vi. If the first team scores (FG or TD) the other team must either match or beat that score upon their attempt. 

vii. If neither team scores, then a second OT period will be held but the order of attempt will not change (no new coin toss is executed in order to speed up play).
viii. Example:  Team A fails to score on their possession as they attempt a passing play to the end zone.  Team B can elect to attempt either a TD or FG, either of which would win the game if successful.

ix. If a winner has not been determined at the end of the second overtime session, the teams will play a sudden death overtime using the advancement rule.  Each team will attempt one scrimmage play fron the 35 yard line.  The team that advances the ball the furthest will be the winner.   

7. Teams not present by 1640, automatically forfeit.
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