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JOHN McDAID:  Good morning.  I'm John McDaid.  I'm
going into my sixth season as the SEC coordinator of
football officials.  I feel like I should be making a joke about
dog years for the previous five years that I've been in this
role.

Some of you probably remember I was on the field for 19
years as an official in FBS.  I've moved down to
Birmingham, will be four years next week.  I'm not quite a
Southerner.  I don't know that I'll ever become a
Southerner, but I like to say that I have become of the
South.  Very happy to be here today.

What I'm going to talk to you about is fairly simple.  I'm
going to talk about statistics a bit like I do every year, but
I'm going to have a slightly different exercise this year that
you can let me know afterwards if it's both informative and
entertaining.  And then I'm going to go into some new
rules, and I have some video to illustrate some of our new
rules.

With that, here are some statistics that I show - I think -
each and every year.  This year going through this
exercise, I asked myself why do we show these statistics,
and I think the answer is we're looking to see do we have
enough scoring in the game to make it entertaining? 
Scoring equals entertainment.  And what does officiating
do to affect scoring and affect game length?  I think that's
why we're always looking at this data.

The scoring is regressed for the third straight year.  Not
statistically significant in how much of it's regressed, but it
has been regression and I'll talk about that here in a
second.

The plays per game has been in the mid 70s now for three
consecutive years after being in the low 180s for the
previous 10.  The average game time is relatively flat, and
the fouls per game is up slightly at the FBS level, 13.8 last
year to 14.1 this year.  It's also relatively flat as we'll see
here in a bit.  The SEC was at 14.5 fouls per game.  I do

not consider that statistically significant, the difference
between FBS and SEC.  And the replay stops per game is
almost perfectly flat as we're going to see here in a bit.

What's the story?  What's the interrelationship here?  I'm
going to lead you on a little statistical exercise looking at
trends.

The first thing, I call this a statistical illusion, when we
graph statistics.  If we look at this curve here, we can say
to ourselves, 2016 to 2019, we were trending down.  In
2020 we went up five minutes year-over-year from the
previous season.  2020 was in many, many, many ways a
statistical anomaly because of what that season looked like
during the pandemic.

And then we've kind of been oscillating up and down since
then, and we can look at this and try to apply where we've
had rule changes and other major changes in the game
and try to make sense of why it went down here and why it
trended down over multiple years over there, and now
we're just going up and down.

But let me do this.  All I've done is I've shown you the same
data, but the Y axis instead of being at the bottom three
hours and nine minutes, it's now an hour and 59 minutes. 
The differences year to year are not as significant.  This
looks flatter.

Then finally if I go here and I make the Y axis starting at 0,
all the dynamicism in the data is almost completely gone. 
It looks like a flat line.  It's not unlike standing at the base of
the Himalayas and looking up and being blown away at the
elevation changes you see, but then when you stand back
maybe 250 miles at the space station and you look at the
earth, it looks as flat and smooth as a billiard ball.

When you're looking at statistics, a lot of times to prop up
an argument people will play with the Y axis.  What I'm
going to do is I'm going to go back and look at all this data. 
When we're looking at this data on a Y axis, it starts at 0.

Here we are for game time, it's over the last 10 seasons,
there's a 4 percent difference between the max and the
min over those 10 seasons.  This past season we were 3
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percent longer than the min.  I submit to you over the last
10-year period the average game time is flat.  Go and look
at points per game.  I only have this data, reliable data for
the last eight seasons.  The 7 percent difference between
the min and max, we were at an eight-year low at the min.

One way to look at this data, 7 percent different between
the min and max, if we look through only the 2023 season,
there's a 5 percent difference between min and max but
through the '22 season it goes down to 3 percent.  So over
the last two seasons we've increased the difference
between the min and max by more than double.  So this is
a three-year trend or two-year trend, I guess we could say,
going down.

Still a lot of scoring, and if you saw on a previous slide, the
SEC is still another almost 3 points greater than the FBS
average.  We're at 56 and some points per game in the
SEC.  Still makes a pretty compelling game.  Trending
down, but nothing I see that's alarming.

Fouls per game, nine seasons, looks pretty darned flat,
correct?  5 percent difference between min and max, we
were 2 percent greater than the min this last season.

Then lastly, replay stops per game.  The 19 percent
difference between min and max, aha, we have something
here, right?  Maybe not.  If you look at the data closely, the
2020 season was a statistical anomaly that went up to 2.5. 
If we take that season out, the eight remaining seasons
were either at 2.1 or 2.2 stops per game across all of FBS. 
I submit to you that is extremely flat.

We were at 2.2 in the SEC against 2.1 in FBS this past
season.  That means we're stopping the game one
additional time every ten games.  I don't consider that
statistically significant.

What does all this add up to?  I've been looking at this data
now for five years.  I've created a lot of derived data.  I
have graphed it.  I have all the observables I have from
watching every one of our football games over the last five
seasons, and I'm constantly looking for cause and effect
type relationships.

When going through this exercise last week and preparing
to be with you here today, what I've arrived at is that there
is not the ability to directly predict game time just looking at
these pieces of data:  number of plays per game, fouls per
game, replay stops per game in the scoring.

This is noteworthy because we collectively, the
stakeholders of college football, have tried to tune the
overall game length using the playing rules, but empirically
we can see that it's not really doing anything to the

average, to the mean.

So what does this all mean?  What is directly -- what can
directly predict the overall game time?  Let me go through
one more exercise with you.

I have the data for the 2024 college football season and for
the 2024 NFL season and the data for all of the
non-overtime games.  In 2024, we had 174 games on
average with a low of 125 and a high of 215.  125 and the
215 are not exact numbers.  I wasn't able to get them. 
That data is not provided to me.  But I've seen numbers
from previous seasons within the last five years that I'm
fairly confident I'm within two or three plays in this min and
max.  This is a span of 90 plays.  Of all the games played
in 2024 at FBS without overtime, the span between the min
and the max was 90 plays.

In the NFL they averaged 151 plays per game with a low of
127 and a high of 183.  This span is only 56 plays.  Let's
look at game times.  We averaged 322 in the FBS with a
low of 235 and 410.  Again, the 235 and 410 aren't exact
numbers.  It's based on numbers I've seen over the last
five years.  I know I'm in the ballpark here.

In the NFL last season -- I'm sorry.  This is a span of 95
minutes between the min and max in FBS in 2024
non-overtime games.  In the NFL they had an average of
three hours and three minutes.  Their high and low is 2:35
and 4:10, which is a span of 50 minutes.

I don't have all of the individual game times that are
represented on both sides, so I can't create an exact
distribution graph, which you would typically do to come up
with what?  A bell curve.  But when you're looking at this
data, it stands to reason, without having that data, you're
probably going to have a bell curve that's a lot flatter or a
lot wider than the other one, namely, the FBS, the college
game, has in its extremities that's min and max something
a lot wider than what they have in the National Football
League.

If you go and add the lines that you typically see for your
first and second standard deviations, what's important is
right here, the area of the curve that's underneath the
second deviation on the high side because I'll submit to
you that the college football ecosystem seems to be fairly
acceptable of college football game times of three hours
and 30 minutes or less.

I'm basing that on my own personal experience of I don't
hear of any feedback from the schools, presidents,
chancellors, athletic directors, coaches, I don't hear really
significant feedback from the fans that 3:30 or less is too
long.  Certainly don't hear it from our media partners. 
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When we get to 3:45, certainly four hours, that's when we
hear complaints.  That's what this area underneath the
curve outside this second deviation on the high side, that's
what it represents.

What explains this?  If you look at the rules, the table of
rules between the college game and the NFL game, the
constants, things like the length of quarters, how many
charged time-outs per half do we give each team, the fact
that we have two-minute time-outs or warnings.  The NFL
has slightly more advertisement time, but they have a
seven minute less halftime.  It kind of equals out.  Those
are constants.

You change those things, it's going to affect game time on
every single game, not just the games that are underneath
the curve outside the second deviation.  If you look at the
variables, runner out of bounds -- what we do with the
game clock with runner out of bounds after an incomplete
pass, after a first down, the fact that we have 10-second
runoffs -- our rules are fairly similar now between college
and the NFL, particularly over the last couple seasons we
added things like keeping the clock running outside of two
minutes in the half for a 1st down inbounds, and the fact
that we now have a two-minute time-out in college.

How do you come up with -- what dictates whether a game
is going to go 3:45, four hours or three hours and 20
minutes?  Things that I've thought of are how about the
run-pass ratio on how the game is called on the offensive
side of the ball?  Which can create more incomplete
passes if we have a higher pass-to-run ratio.  How about
the tempo of how the game is played?  That's certainly
something observable that's different between the college
and the NFL game.

How about the number of possessions per team?  How
many times are you substituting full platoons of teams on
and off the field because you're going to have a punt
situation and now the teams are going to flip between
offense and defense.

How about injuries?  I'm not talking about feigned injuries,
I'm talking about all injuries, particularly injuries where we
do not couple it with a media time-out.  That injured player
is down for 90 seconds, that's 90 seconds more that's
added to our game time.

The number of charged time-outs that we have that are not
media time-outs, same thing.  If we have a charged
time-out at the end of the half and the media partner is out
of time-outs, which is typically what happens now after the
two-minute time-out, we're sitting there adding 90 to 120
seconds to the game for every one of the charged
time-outs that we're taking to this period.

This is what I've come to.  I present this data to you in
terms of scoring, game time, fouls per game, replay stops
per game, trying to come up with some kind of causality to
the overall game length, and I believe it's how the game is
played, how the game is coached that explains those
outliers and explains the difference between what you see
watching a football game on a Saturday as compared to
watching a football game on a Sunday.

So thanks for bearing with me for a little statistical work. 
Lets go to the video talking about our new rules.

The first play that we're going to see how has to do with --
we've seen a lot of additional action on the defensive side
of the ball prior to the ball being snapped.  There is a lot of
what I'll call abrupt coordinated movement by the defense. 
What we've seen is over the last four or five years, the
number of false starts per game has gone up, and I
attribute it to what the defense is doing on that side of the
ball.  It's just not what I see in the Southeastern
Conference, it's what my peers and I have all been seeing
across the nation.

This year a change in the football rules is we're adding a
standard to the defensive side of the ball that the offense
has had for a century or more.  The definition of a false
start has forever been action that simulates the snap. 
That's standard, action that simulates the snap is now put
on the defense as well, and the officials are being asked to
judge defensive movement in that light.

We're going to watch this defensive tackle that's lined up
between the right tackle and the right guard, and you're
going to see he has two down teammates to our left of him,
for what football coaches do call stemming.  That action by
the two that are stemming on our left, legal, but you can
see in concert with that, we have a tackle between the right
guard and right tackle who's flinching.  He's simulating
action at the snap, and it works.  It makes the right guard
move here.

This is action that has now been written into the rules,
codified that it's illegal, it's what we call delay of game
defense.  This is not a false start on the offense.  The
defense cannot simulate action of a snap for the purpose
of trying to get his opponent to move prior to the snap.

The next play is going to -- this isn't necessarily a rule
change as much as it's a new emphasis for the judgment
that officials are going to use of what we call defensive
match-ups when the offense substitutes in typically a high
tempo offense.

We go into what we call substitution mechanics.  You'll see
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the mechanics when the referee is going into this position
right here, and it starts off signifying that the offense is
substituted, and once the offense has declared the 11, he's
going to look over to the defensive sideline and give him a
three-second window for the defense to match up
substitute.

What we've seen over the last couple years -- and we
definitely saw it at a high volume or a higher volume in the
2024 postseason -- is defenses are starting to try to game
how they're doing their match-up substitutions and trying to
eat up the play clock.  So we're adding the concept of the
substitutions need to be done with an athletic pace.

The standard has always been the defense must substitute
promptly.  That was the standard that we need to interpret
for our judgment on what the defense is doing.  We're
adding now that they need to do it at an athletic pace.

We're going to watch this substitution by the defense here,
and you'll see a couple things.  Maybe or maybe not an
athletic pace being used by not only the substitute coming
onto the field but the player that's being replaced going off
the field.  But there's also something else going on.  We're
going to watch the change between -- let's go to the
beginning of the clip.  The change between the interior
defensive linemen, how long it takes to identify who the
replaced players are going to be.

And what we're asking our teams to do is the match-up
substitution rules are such that the defense needs to start
their substitution within three seconds of the offense
declaring their 11 players for the next snap.  The replaced
players need to be identified in that window as well.

What are we going to do if this happens?  And we do it in
this game.  Watch the center judge.  He's the official right
behind the center.  If we deem the defensive substitution is
not with athletic pace and it's not being done promptly,
we're going to simply take the center judge off the ball like
we're doing here, and now the offense is free to snap the
ball, and the defense may or may not have 11 players on
the field when the ball is snapped.

The next two plays deal with a rule change that has to do
with when officials have to call a time-out for injury.  It's the
only time in this 30 minutes where I'm going to use the
word "feigned."  Feigned injuries is how you typically write
this up in your articles and whatnot.

The real rule is such that once the ball has been spotted at
the spot on the field for the succeeding snap, the ball is
now ready for play, and should a player go down such that
an official is forced to call an official's time-out for injury,
that player's team is going to be charged a time-out, and if

that team does not have a time-out remaining, it will incur a
five-yard delay-of-game foul.

So we're looking at a couple of plays, and these are -- it's
difficult to find video that really illustrates what's going on. 
We're looking at this player that's circled all the way in our
top left.

In relation to -- what happened on this play, we have a long
gain.  The official that's running towards the end line right
now, that's the back judge who was standing 25 yards
deep in the defensive backfield when the play started. 
There was a long gain, and the back judge is the one that
retrieved the ball at the end of the down and has taken it to
the succeeding spot, but he's waiting for the umpire to join
him there.  That's the second official that's jogging up to
him from our left.

While this is going on, this player goes down.  As you
might suspect, of the eight officials on the field, none of
them are looking at this spot on the field when this player is
going down.

This rule is not designed to address what's going on here. 
This player is going to be deemed having declared -- no,
going down due to injury prior to the ball being ready for
play, and if it's not obvious to the officials on the field what
the timing relationship is between him presenting himself
as injured and the ball being made ready for play, we're
going to deem it the injury was prior to the ball being ready
for play.  We're not going to charge a time-out or
administer a delay-of-game foul.

Let's look at the opposite and go to the next play.  This is
what we call the program feed, and you can see the ball
was snapped and we're killing the play immediately
because prior to the snap, we're identifying a player down
and injured on the defensive side of the ball.  It's this player
in white here.

If we fast forward, we find a camera to show you what
transpired.  You're going to see the ball down and the
umpire backing up off the ball.  He has a U on him.  And
you can see clearly the ball is ready for play -- go back to
the beginning of the clip.  The ball is ready for play with the
center with his hands on the ball, and now the player goes
down.

This is what the rule change is designed to address, this
particular action right here.  This would be a charged
time-out against the defense.  Should they not have any
time-outs left, this would be a five-yard delay of game.  I
see smiles out there.  Sometimes these plays do bring a
little hilarity to the presentation.
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Next rule change.  We're going to show you that -- take a
look at this deep receiver to our lower right.  Stop it right
there.  He's going to give a T signal, and if you never knew
why -- this is kickoff return primarily, although this rule
change does apply to punts as well.

They give this signal to tell their teammates we're not going
to return the ball, and they do that for two reasons.  They
don't want their teammates to go off and set their blocks
and give themselves a possibility of getting injured, and
they also sometimes don't want to give away what kind of
return they had drawn up.  They want to decide what they
were going to do because they're not going to return the
ball so don't give anything away to your opponent.  So they
were using this signal.

What was happening is -- watch what happens here.  This
is the opening kickoff in the Florida-Florida State game. 
Everyone assumes he's not going to return it because he
does that, but he goes off and returns the ball.  We as
officials correctly allowed him during the '24 season to
return the ball because the only thing that would kill a
return is a valid or invalid fair catch signal, and valid and
invalid fair catch signals are defined as a waving action. 
Typically this, but this other this or any kind of arm waving
action was the only way that we could have a signal that
would kill a return.

The T signal now is interpreted as a waving signal.  If you
give the T signal, this is the same as doing this.  You can
obviously catch the ball, and if you catch it in the end zone
it's going to give you the 25-yard line.  But what I suspect
happened on this play, and it happens quite often, is that
the deep returner assumes the ball is going to go into the
end zone, so he's telling his teammates that we're not
going to return it and then realize, no, the ball is going to
come down at about the 2- or 3-yard line; I need to go off
and catch it.  Now he goes up and catches it.

If that sequence happens in the '25 season and beyond, he
now has the ball where he catches it on the 2- or 3-yard
line.  He has taken away his ability to return the ball by
virtue of the T signal.

One last video to show for you, and we don't even need to
look at the video.  This is the Friday night of Thanksgiving
weekend last year, our annual Georgia-Georgia Tech
rivalry, and you see that we are starting the eighth
overtime, and we've changed the rules pertaining to both
charged time-outs and media time-outs for overtime.

Should we get -- we're not changing the rules that have to
do with how you score in overtime.  And just a quick
review, first overtime period, score a touchdown, you can
kick a one-point field goal or you can go for two.  Should

you get to a second overtime, you score a touchdown, you
can only score two points, and should we get to a third
overtime period and beyond, we're putting the ball at the
3-yard line and we're only going to be running two-point
conversions from there on after.

What has changed is should we get to a third overtime
period, teams now are only getting charged one time-out
for the remainder of the game.  They get one charged
time-out for the first overtime period, they get one charged
time-out for the second overtime period.  Once they get to
the third overtime period, they only have one for the
remainder of the game.  So in this particular game with this
year's rules, if one of the teams had taken a charged
time-out in the fourth overtime, they do not have a charged
time-out for the remainder of the game.

Why would this be significant?  Why would a team want to
call a time-out when they're only running a single play for
their offensive series.

Doesn't happen a lot, but one thing you need to think of is,
and this happens more than you would believe, you get
your team on the sideline, you're on offense, or maybe
you're on defense, you call your play or you call your
defensive coverage and the kids break the huddle, they run
out on the field and the wrong kids ran out on the field, or
12 ran out on the field or only 10 ran on the field.  That's
when a coach might want to call a time-out when we're
only running two-point conversions.

The second change is once we get to a third media
time-out, the media partner can no longer go to
commercial.  They're allowed to go to commercial in
between the end of regular time and the first overtime
period, in between the first overtime and the second
overtime period.  Once they go to break after the second
overtime period, they need to stay with the game to its
conclusion.

One other play that I don't have video for and it doesn't
need it -- I'm sorry, one other rule change that I don't have
video for because it doesn't need it, is like the NFL did a
number of years ago, we no longer are going to have
stands or confirmed outcomes in replay.  Our replay rules
through the 2024 season have always been that we have a
tertiary outcome.  We're either going to overturn, we're
going to confirm or we have stands.

Now we're just going to have, we have enough video
evidence to overturn the ruling on the field or we're going to
uphold the ruling on the field.  Like I said, this is something
the NFL did a number of years ago.

Why are we doing this?  What we saw is we had replay
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crews sometimes taking extra time.  They knew they didn't
have video evidence, indisputable video evidence to
overturn the ruling on the field, but they took extra time to
see whether they could confirm it or they needed to go
stands.

It doesn't have any purpose at that point in time because
once you get to the point that you know you don't have
indisputable video evidence to overturn the play as called
on the field, we're just going to uphold it and go.  Now we
just have a dual outcome, overturn or upheld.

That's it.  Let's wrap up.  Last year was the first year that
we have now 10 -- we get back to the slides, please.  We
have 10 crews in the SEC because of the addition of
Oklahoma and Texas last year.  That's 10 crews both on
the field and in the replay booth.  That's 100 officials that
we have that are assigned to the stadiums for game days.

We have our clinic next week like we do annually in
Birmingham.  It's going to be a combination of a rules exam
and the rules exam for on field officials are different than
the replay officials, something we started doing a number
of years ago.  Replay has its own set of rules about what
you can and cannot do and what judgments to use and
whatnot, so we started tailoring a rules exam for the replay
officials that was different than for the on-field officials.

We have a physical fitness test.  We take all our officials,
on-field officials out to mountain brook high school in
Birmingham and run them through some paces very early
in the mornings Friday at 7:00 a.m. and then we'll have
over the two and a half days approximately 12 hours of
video that specialize depending on what position you are
on the field or if you're in replay.

So that's it for my presentation this year.  I believe we had
a very successful year in officiating in 2024, particularly
when you look at it across complete games, when I look at
it certainly across the season.  The bugaboo always is
those handful of plays across the season where we are not
at our best, and it's a pivotal point in the game.

We're chasing perfection, and as Coach Lombardi once
said, it's probably not attainable, but if we catch excellence,
that's what we want.  That's what I'm trying to do.

It's not that my looking at our accuracy on defensive pass
interference or our accuracy on offensive holding is
unacceptable.  It's the three or four plays that we see per
season that a game pivots on and we weren't at our best.

How can we be better?  That's how we program our
officials.  That's how we program our training agenda for
our guys next week and throughout the season.

I wish everyone an enjoyable 2025 Southeastern
Conference football season.  Thank you.

FastScripts by ASAP Sports
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