



Pre-Game Instructions
· Work as a team. Eye contact, nod, thumbs up, eyes-up always! Send the message that we communicate.
· Direction. In your quad, we go with you. Pause, then mirror each other. 

In my quad, mirror me. In my quad, if ball goes out then back in - flag up, then direction.                                                   Ensure your flag is in the proper hand pre-signal. If unsure, look at me.
            If we are both unsure, the ball’s coming out.
· Offside. Stay with the second-last defender and follow the ball to the goal line. 
Use the ‘wait-and-see’ approach unless a collision is likely. While waiting, move down-line with the ball. Ensure that it’s an offside player playing the ball/gaining advantage/interfering with the defender. Interfering with play is five running steps.

Ask yourself, what was the offside player attempting to do?
· Fouls. Help by calling fouls. Have the flag in the proper hand pre-call. 

1. Give me first crack at fouls in the middle. 

2. Read how I’m calling the game and consider advantage. 

3. Penalty area. For outside, side step towards mid-field. To signal inside, 

Make clear eye contact, then move down-line...BUT ONLY IF I LOOK AT YOU.

· Misconduct. Watch my back, call me over, and give me the details. 

            Team, number, infraction, and recommend a sanction.

· Free kicks. Watch the offside line. If I’m far off the ball, I’ll wave you in to set the wall. Remind to wait on the whistle. I’ll wait for you to get back in position before restart.
· Penalty kicks. Come right into the 18-yard box. You be the goal judge. Goalie gets one step off the line. Flag if the keeper is into a second step AND makes the stop.
· Mass confrontation. AR-1 control the benches. AR-2 and me surround the “action” and observe. Keep a pencil and a piece of paper to record.
· Hand-ball. Deliberate handling only! Watch how I interpret the call.

· Substitution. Goal kick, corner kick or throw-in; piggy-back too. No stopping opposition’s momentum!

· Throw-in. No flag, unless it’s a jumping, one-handed, or spike-throw. Get the game going.

· Goals. Good goal? Eye contact, nod and a 10-yard sprint up the sideline.

· Injury. AR1, hold off the trainer/coach until I investigate. I’ll signal to allow on the field.

· Seven minutes to kickoff, coin toss, lineup starters, equipment check, walk out in single file, anthem, handshakes, net check, count numbers, unfurl flag, then we go!

