ATLANTA PEACH STATE FOOTBALL OFFICIALS ASSOCIATION

ELECTRONIC CLOCK OPERATOR (ECO)

PRE-GAME - 2011
Equipment Check:

· Digital Readout Time Piece – Have the “exact time”

· Whistle, flag, bean bag, pencil/pen, game card

· List of officials

Have/obtain correct time from Referee/BJ

Standard time intervals:

· Upon reaching the press box (40 minutes to start time) watch or look for Referee’s signal and identify your location to him by whatever means required to obtain his conformation.  
· Test clock and horn - Verify using your digital watch. Make sure you know how to set X minutes and XX seconds using data entry keys on control box. 
· 30 Minutes prior to Game Time - set Clock at 30 minutes - run to “ZERO”
Note:  If national anthem being performed, do not allow horn to sound.
· If late to booth – put time necessary to have clock at “0”at Game Time

· Set  Clock to 12 Minutes and await kick-off
· 12 minutes – Quarter 1

· 12 minutes – Quarter 2

· Half Time – Put 20 minutes on clock – Start clock on Referee signal

· At “0” - Immediately put 3 minutes on clock for Warm-up - Start Clock
· Set  Clock to 12 Minutes and await kick-off
· 12 minutes – Quarter 3

· 12 minutes – Quarter 4

Clock stops:  



When:  

· After Kicks



Official Signal or When Ball Becomes Dead 
· After Change of Possession

Official Signal or When Ball Becomes Dead
· First Downs



Official Signal

· Out-of-bounds


Official Signal or Obvious that Ball is Dead
· Incomplete Passes


Official Signal or Obvious Ball Hits Ground
· Team Time Outs


Official Signal

· Official’s Time Out


Official Signal

· After Scores/FG’s


Official Signal or Obvious Ball Crossed Goal
· PAT Tries – Extra Points

Clock Does Not Run
When any official has stopped the clock the only official that signifies how the clock is to start is the Referee (with the exception of a free kick)

· On the “Ready Signal” – Referee “Winds the Clock”
· Otherwise - with the “SNAP” – Referee gives only “Ready Signal”
GHSA 30 Point Mercy Rule
· If the score differential is 30 or more points at end of the 1st Half the Referee will discuss the running clock option with the team that is behind.

· If selected a running clock will be used in both the 3rd and 4th quarters. Once selected there will be no option to revert back to a standard clock.

· If not selected the 3rd quarter will be played using a standard game clock.

· If at the beginning of the 4th quarter the score differential remains 30 or more points, there will be no option, and a running game clock will commence with the 1st snap of the 4th quarter.
· Once a running clock is initialed the clock will stop only for the following:

1. After a score - starts when succeeding kick-off is touched.

2. For deliberation and assessment of penalties - starts on Referees signal.

3. For a team charged Time Out - starts on succeeding snap.

4. For an officials Time Out - starts on Referees signal.
Note for clock operator for running clock timing:

Although field officials may instinctively signal “time out” for incomplete passes, plays going out of bounds, change of possession and 1st downs you should NOT stop the clock for these occurrences when using the running clock option.

The best rule of thumb will be to watch the Referee who will look directly at the score booth and give a definitive Time Out signal indicating the clock is to stop.
What Happens If The Clock Malfunctions!!

· ECO – comes down to Home Team Sideline

· Stay between Line Judge and Back Judge just off side line

· Keep game time on  digital timing device 
· Talk to no-one but Ref/LJ/BJ – be prepared to provide time to LJ or BJ

· At 4 Min. Mark – End of 2nd // 4th Qtr. - Stop Clock - advise BJ for T.O. 

Over Time – Come to sidelines on LJ side – Speak to no one except LJ or BJ.

