ECFO New Candidate Spring Class Rule Guide 2025, Rules 3
Adapted By- Michael Bilica

This is an introductory rulebook.  Please use this rulebook as a guide to the official rule book. Consider it an easier to read translation.  It is based on my attempt to rewrite the rulebook in my own words so that I can better remember it (This is a good practice by the way). However, if there are any differences between this guide and the rule book, the rule book will be the ultimate authority.  

First of all, Rules are listed like this when talking about them:

Rule – Section – Article SubArticle, with the hyphens.

[bookmark: _GoBack]So, if we are talking about Rule 2, Section 9, Article 4, Sub Article b, we could write 2-9-4b
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This Rule is made up of two main parts.  The largest part of this rule is all about the Clock, which includes all aspects of timing in the game, including time outs, the play clock, and whether the clock will start on the snap on the next play or not.  However, a very important section is tacked on in section 7, and that is the Substitution rule.  




[bookmark: _Toc194678497]Section 1 Length of Periods – Halftime Intermission

 Article 1,2  
Regulation football games are made up of four 12-minute quarters for varsity games.  Subvarsity games (youth and JV) are four 10-minute quarters. If one team is leading by a large margin, the Running Clock rule might be implemented. Running clock rules depend on state or league policies. 

Article 3,4,5 
In special circumstances such as darkness, or other special reasons, opposing coaches and the referee can mutually agree to shorten the quarters or outright end the game.
In situations in which the game is interrupted, but must be finished, and teams do not agree to end it right there, the game will be resumed at a later date, from the point it was interrupted. Weather conditions, such as lightning, can cause the game to be delayed or to be suspended, at the discretion of the on field officials. 

Article 6,7
Halftime is typically 15 minutes, but may be set to a minimum of 10 minutes, or a maximum of 20 minutes.  Both coaches must agree if either wants to shorten the halftime to less than 15 minutes.  If the game is stopped due to lightning in the last 3 minutes of the first half, the lightning delay can take the place of half time if it is at least 30 minutes long.  Then, teams can take the field and finish the first half, and then proceed to the 2nd half with 1 minute intermission.

There is a mandatory Three Minute warm-up period at the end of half time.  3:00 must be put on the game clock.  Both teams must be on the field when the Three Minute clock begins. The second half cannot start until the Three Minute time has expired.  
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[bookmark: _Toc194678499]Section 2 Starting a Period - Half

Article 1 and 2 
The coin toss to determine who will start with the ball will take place three minutes before the scheduled start of the game. Each team can send a maximum of four captains to the coin toss, which takes place on the field. One captain will be the speaker.  All other team members must stay off the field during the coin toss.  The referee will ask the visiting speaking captain to declare “heads” or “tails” before tossing the coin.  The game starts with a kickoff. 

Article 3
The winner of the coin toss has three choices:
1. To defer the choice to the second half
2. To receive
3. To choose a goal to defend (in other words to choose which way to kick)
Technically, any team can elect to kick, but any choice besides defer means the other team will choose first in the 2nd half, teams rarely choose to kick off.  After the winner chooses, the loser of the coin toss will get the remaining option.

Situations:  
1. Team A wins and defers.  Team B chooses to receive, Team A chooses a direction
2. Team A wins and receives. Team B chooses a direction
99% of the time, one of these two options will occur.  Either the winner will defer, or the winner will receive. 

The team with the first choice in the second half has the choice to kick off or receive. The other team chooses the direction.  

Article 4
Teams switch sides at the end of the 1st and 3rd quarters. The down and distance stay the same, with the ball position and yard line flipped. 

[bookmark: _Toc194678500]Section 3 Ending a Period - Half

Article 1
An official operating a game clock displayed on the scoreboard is the official time. If there is no scoreboard clock, and the officials are keeping the time on the field, the clock will be stopped while the referee announces a 4 minute warning.

Article 2
Play continues if the clock expires during a play.




Article 3
If time expires during a down and the play must be replayed, it will be an untimed down if the down is replayed due to one of the following reasons:
1. An accepted penalty, except for penalties that carry a loss of down (see below)
2. If both teams committed a live ball foul (a double foul)
3. An inadvertent whistle
4. The try is always an untimed down and will be completed before ending the period if the touchdown was scored on the play where the time expired before the score. 
a. If the touchdown happens on the last play of the game where time expired, the Try is not attempted unless needed to determine a winner. 

Article 4
The period is NOT extended for an untimed down if penalties are accepted in the following cases:
1. Unsportsmanlike or nonplayer fouls
2. Fouls that carry a loss of down
3. Fouls that can be enforced on the next kickoff or spot in overtime

Article 5
When all end-of-period actions are completed, including penalty enforcement, the referee will hold the ball in one hand overhead to declare the period has ended. 

Article 6
Any dead ball foul after the clock has expired for a period will be enforced from the succeeding spot that starts the next period. (unless the penalty is enforced on the Try because a touchdown was scored on the last play by the other team and that was their selection.)



[bookmark: _Toc194678501]Section 4 Starting and Stopping the Game Clock

Article 1
At the start of any half or quarter, the clock will remain stopped until:
1. The ball is legally snapped, or
2. A kickoff is legally touched.
So, a kickoff out of bounds will not run any time off the clock.  It should still say 12:00.

Article 2,3,4
On any regular scrimmage play, there are MAJOR and MINOR clock stoppers. After a MAJOR Clock stopping event, the clock will next start on the snap.  If no MAJOR clock stoppers occurred, the clock will start on the referee’s signal.



Major Clock stoppers
1. The ball went out of bounds
2. The defense or receiving team (B or R) will have a new first down with the ball
3. Either team will have a new first down, after a legal kick
4. There is a touchback, safety, or touchdown (even if the score is cancelled due to penalty)
5. Incomplete forward pass (even an illegal forward pass)
6. Charged time out or a TV/radio timeout in a broadcast game
7. A quarter ends
8. The referee determines that either team is trying to run out the clock illegally
9. A delay of game penalty is accepted
10. A fair catch occurs

Minor clock stoppers
1. A flag on a play (once the play ends)
2. Any officials conference (for an injury or penalty enforcement)
3. A first down is gained by the offense (Team A)
4. An inadvertent whistle
5. A fumble forward out of bounds from the field of play (that didn’t go out of bounds in the end zone)

Article 5
First touching by K does not stop the clock

Article 6
The referee has the authority to stop or start the play or game clock whenever a team illegally tries to manipulate the clock.

Article 7
With less than two minutes in the half, any foul committed will give the opponent the option to start the clock on the snap, whether the penalty is accepted or not.

Article 8
Clock errors may be corrected if discovered before the second play following the error, unless the quarter has already been declared ended.

Article 9
Play clock errors may be corrected by the referee if discovered prior to the snap

[bookmark: _Toc194678502]Section 5 Charged and Official’s Time Outs - Intermissions

Article 1
Teams get Three time outs each half.  Unused timeouts do not carry over to the next half or overtime.

Article 2
Charged time outs can only be taken when the ball is dead.  
a. Penalty decisions must be made before a charged timeout
b. A time out is charged when a player needs repair of player equipment unless repairs can be made in 25 seconds or less, or if the player needs assistance from a team attendant.
c. If the coach requests a coach-referee timeout to review a decision, the time out remains charged to that team if no change in the ruling is made.

Article 3
Time outs are 60 seconds. Time outs can be reduced in length if both teams are ready prior to the ready for play signal would otherwise have been made.

Article 4
Teams may take consecutive time outs.  Officials should notify teams when they are out of charged time outs.

Article 5, 6
Once a team is out of time outs, any request is denied unless
a. There is an apparently injured player
b. Player equipment needs to be repaired.  If it takes more than 25 seconds, the player must be replaced for at least one down.
c. There is a coach – referee conference to discuss misapplication of a rule

Article 7
List of official’s time outs:
a. Measurement
b. A First down for either team is signaled
c. A dead ball after a change in team possession
d. When notifying the sidelines and players of how much time is remaining
e. Player in need of equipment repair
f. Drying or changing the ball
g. Unusual heat or humidity (water break)
h. Coach-referee conference (if the coach wins)
i. Penalty enforcement
j. Any delay in getting the ball ready for play
k. TV/ radio time out
l. Intermission between periods, or after a score (field goal, safety, or Try)

Article 8
Authorized Conferences (2-6-2) can occur during
1. Charged time out (either type of authorized conference)
2. Heat/Humidity, TV/radio, or Intermissions or after a score. (either type)
3. A bleeding or injured player is being administered to (only an outside the 9 Yard Mark conference)   “Go to the sidelines”.  Coaching is always allowed during an authorized conference.

Article 9, 10
Officials should stop the clock and signal a timeout if a play ends after a first down is achieved, a turnover has occurred, or a player needs assistance due to injury, bleeding, or improperly worn or missing player equipment.

Article 11
Coach – Referee timeouts may be called by a coach, on his own or through a player, to review a play for an incorrect interpretation of a rule by the officials.  This process shall not be used for overturning a judgement call, like a holding call.  This process is for when the officials on the field misapplied a high school rule. When called, the referee will speak with the coach at the sideline.  If this conference results in the ruling on the field changing, a time out will not be charged.  But if the ruling stands, the coach calling for the rule review will be charged a time out.  If the coach is out of time outs and the ruling stands, the team will be charged with a delay of game penalty.
[bookmark: _Toc194678503]Section 6 Play Clock

Article 1
The play clock will be set to 40 seconds and will begin at the conclusion of a play, setting the time the offense has to snap the ball for the next play. 

When any of the following happens, the play clock will be stopped and will be set to 25 seconds instead of 40, and will start on the referee’s ready for play signal and whistle.
1. After a Touchdown, before the Extra Point (Try)
2. To start a quarter or overtime period
3. Following an Inadvertent Whistle
4. Following a Charged Team Timeout
5. Following a stoppage for an offensive injured player, or one dealing with equipment issues as in 3-5-7e, 3-5-7i, or 3-5-10
6. For the play following a legal kick the play before, if either team gets a new first down.
7. Following a stoppage for most officials’ timeouts in 3-5-7
a. Exceptions: it will be set to 40 seconds when:
i. A first down was made
ii. Anything from 5 above, but with a defensive player
iii. The defense commits a foul, and the penalty is accepted or declined

Article 2
If the Play Clock expires before the ball is snapped or free kicked, it is a delay of game.  Delay of Game is a 5 yard penalty.  This foul is a major clock stopper, above in 3-4-4.  It can also be a delay of game for running with the ball well after the play is dead, or trying to snap or start the play before the officials have declared the ball ready.  It is also a delay of game for failing to unpile quickly enough, when clearly trying to waste time, or anytime a team tries to waste time illegally.
[bookmark: _Toc194678504]Section 7 Substitutions

Article 1
Any number of players for either team may sub in or be replaced.  Replaced players must begin to leave the field within 3 seconds of being notified or when the substitute has taken his position. This is a dead ball foul

Article 2
Players entering or leaving the field during a substitution must cross the sideline on their own side of the field.  This is a dead ball foul
Article 3
Generally speaking, once a player is a substitute, the player must play in the next down.  Likewise, once a player is replaced, the player must sit for the next down.  They can’t run off and then run back onto the field during the same dead ball period unless a penalty is accepted, there is a dead ball foul, a charged time out, or the period ends.  This is a dead ball foul

Articles 4, 5, 6
Anyone trying to leave the field during a substitution, must get off the field before the snap.  If they are the 12th (or more) player, it is an illegal substitution when this happens.  It is also illegal substitution if an entering sub is on the wrong side of the neutral zone at the snap.  If there are more than 11 players participating during a down, it is a bigger penalty (illegal participation).  If extra players do not participate, it is still just an illegal substitution.  These are all live ball fouls.  This means this will be a “free play” for the other team.  The ball can still be snapped and the penalty will still need to be dealt with.

Illegal substitution is a 5 yard penalty
Illegal participation is a 15 yard penalty
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TABLE 3-1
TABLE OF GAME CLOCK TIMES

PERIOD OF TIMING CLOCK TIME
First Half:

First period 12 minutes
Intermission between periods 1 minute
Second period 12 minutes
Halftime Intermission:

When teams leave the field 10 to 20 minutes

Mandatory Warm-up Period:
Following halftime intermission 3 minutes
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Second Half:
Third period
Intermission between periods
Fourth period

12 minutes
1 minute
12 minutes

Charged Time-outs

1 minute




