California North Referee Ad










"Football is based on speed, pace,
and rhythm. And if you interrupt
the flow of the game, you kill the
game'’s spirit." Michel Platini

Encourage more game flow and fewer
stoppages

Get players to play through, trifling, minor,
and soft challenges
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Always choose SAFETY of the players
over Game Flow
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Appropriate foul selections are ones that make

sense given:

The opportun

The location on the field
The type of challenge committed
ity for a successful result from the

application of flow

The eventual

impact on game control given the

“big picture” of the match
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The ability of a referee to

manage the game so that the

ball is in play by eliminating ( Flow
unnecessary stoppages

By differentiating the trifling challenges from
the careless and reckless fouls, officials can
ensure more rhythm to the game.

Remember this?

“"The game is meant to be played with as little
interference as possible. Constant whistling for
trifling or doubtful offenses brings the game into
disrepute and spoils the pleasure of the spectators.”
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Game
The ability of the Referee to find Control

the right mix of GAME CONTROL
and FOUL SELECTION

How you set the tone for what is and isn’t
acceptable in the game
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ngh level of Game Control = more Foul
Selection and Game Flow

Low level of Game Control = less Foul
Selection and Game Flow
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The atmosphere and
mood of the match

Referees should consider asking:
Does player need the card?
Does the game need the card?
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100% Misconduct
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Examples for Game Flow:
Upper body challenges

Tugs and holds

Incidental contact
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If implemented correctly, the
results can be positive:

In the MLS, since 2007, on average, more
than 4 fewer fouls have been called per
game

Approximately 3 minutes more time with
ball in play

More time for players to exhibit skills
Increased entertainment value
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Game Mgt Model 1 Game Mgt Model 5

Game Mgt Model 2 Game Mgt Model 6

Game Mgt Model 3 Game Mgt Model 7

Game Mgt Model 4




