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Wareham Tigers Athletic Association 
PO Box 538 W. Wareham, MA 02576 

Phone: (508) 332-9159 
Email: info@warehamtigers.org 

WTAA FLAG FOOTBALL RULES 
(Coed and All Girls Division) 

Version 2022.1 

PLAYER EVALUATIONS AND DRAFT RULES 
A. GENERAL RULES

1. All Coaches must be present during evaluations/tryouts. Schedule will be posted on the
website, www.WarehamTigers.org, Facebook page, Team Manager App, and Email.

2. Draft will take place shortly after evaluations. Date and time will be announced well in advance
via methods stated above.

3. The Flag Football Coordinator will serve as the Impartial Draft Coordinator. If the Flag
Football Coordinator is coaching a team(s), then he/she MUST not be the Impartial Draft
Coordinator. The WTAA Board of Directors will assign an Impartial Draft Coordinator in
this situation.

4. Team names will be picked by the head coach’s service years within the WTAA. (Board of
Directors seniority first then number of seasons coached within the WTAA). The team name
“Patriots” will not be used by any team within the WTAA.

a. Team names for the 5-6 division will be based on the uniforms on hand. The same
seniority above applies with selecting the team names that are available. The same
applies if additional teams are needed.

B. EVALUATIONS
1. All the players that were evaluated during tryouts will have their test results available at the

draft.
2. Players will receive a number bib at the registration table and then will proceed to the first

evaluation event. After the first event the player will go directly to the next sequential event
and continue until he/she has completed all the events.

3. The players will be graded as follows:
a. (5-impact player, 4- very good, 3-average, 2-below average, 1-participant).

4. There will be 1 coach and a record keeper at each evaluation event (i.e.: 4-cone drill). There will
be a 4 to 6 events to score during evaluations. The coach will run the event and evaluate the
player. The coach will then assign a rating of 5 - 1 and inform the record keeper of the score.
The record keeper will write down the rating.

5. After all players have gone through all stations, the record keepers will average out the
assigned numbers from the evaluation. For example, Event 1, player scores a “2”, event 2 player
scores a “1”, event 3 player scores a “3”, event 4 the player scores a “4”. The average is “2.5”. The
player score is rounded up to the nearest hundredth, so here, the player will be ranked as a (3).

mailto:WarehamTigers2017@gmail.com
http://www.warehamtigers.com/
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a. A coach’s kid can NOT be evaluated by their parent. In this instance, the Draft Coordinator
will evaluate the coach’s kid during that evaluation event, and then the player will be
assigned a number by the coordinator.

6. Pluses and Minuses will be assigned to each coach's kid having a ranking of 5, 4 or 3 during the
ranking of the players. A coach's kid with a plus after their ranking MUST be the FIRST selection
the coach is to make in that ranking category.
a. (example: a 4 + ranked kid will be the coach's first 4 selected when the 4's are slotted to be

taken in the draft). A coach's kid with a minus after their ranking MUST be the SECOND
selection the coach is to make in that ranking category.

7. After all players in a division are assessed, the number of 5s and 4s will be smoothed out to
match the number of available teams.
a. For example, if there are 7 teams in 10-13 division and 16 kids are ranked 5s. Before leaving

the rankings, 2 of those kids will need to be moved down to a 4. This ensures all 7 teams get
2 picks in 5s and prevents draft slotting and coaches’ kids from allowing a team to get more
picks before their kids. Then if the 4s had 11, plus the 2 moved down, there are now 13. One
of the level 3 ranking players would be moved up to 4 to make 14 total, making the round
even.

C. THE DRAFT
1. The draft is a snake draft format. For instance, in a six-team draft, the person with the 1st pick

then gets the 12th and 13th picks.
2. After the evaluations, draft slots will be determined by a (HAT PICK or online random

generator) method. Coaches will draw at random and whatever they draw will be their draft
order pick.

3. Your draft slot is your position for the entire draft.
4. There is no trading of draft slots.
5. The Draft will start from the list of players according to their skill level.

a. First the 5s, 4s, 3s, etc. Coaches can choose anyone they want if it is within one rating of the
highest rated player left on the draft board. For instance, if there is still a ‘4’ rated player on
the draft board, a coach can pick that ‘4’ or any ‘3’ rated player. However, they cannot pick a
‘2’ or ‘1’ rated player with that particular pick.

6. Only two pre-picked players can be on a team prior to the start of the draft (i.e.: two coaches). If
there are siblings that are on a team, you can have 3 players (i.e.: one coach’s child plus another
coach has twins or children in the same age bracket).

7. Siblings will be drafted on the same team unless their parents request otherwise. As soon as
one sibling is drafted, the other sibling will be slotted using the same process for the coaches. If
another coach’s child is already slotted in a later round that a sibling would normally be slotted
in, the sibling will be slotted in the following round.

8. For instance, in the 3rd round if a coach picked sibling A who was rated a ‘4’, they would also
get sibling B who could be rated a ‘2’. Assume that team had a coach’s child rated a 2 who was
slotted in the 6th round already. In that case, sibling B would be this team’s 7th round pick.
a. If no team has picked a pair of siblings at the end of the draft, the siblings will be placed on

the last team to have two open spots left.
b. For example, in a 6-team draft of ten players, the team that has the 6th draft position should

be the last team with two open picks (unless coach’s kids are slotted in the 9th or 10th
rounds) since they pick last in the 9th round and first in the 10th round. Therefore, they
would get the siblings if they were not picked earlier.

9. All teams will be capped at 10 players. However, if an unforeseen circumstance arises and one
team is forced to have 11 players (while all other teams have 10), the team who gets the 11th
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player will be determined by picking out of a hat. In other words, the team with the 1st draft 
slot will not automatically get the 11th player. 
a. The Division Coordinator or Board can override this rule and not use the hat; instead they

would determine the team(s) that get the 11th player based on the strength of the team or
the coach’s kids’ rankings. This would only be done to help provide parity between the
teams.

10. Coaches are allowed one trade per team; they can only be done at the end of the draft in front
of the whole group. There must be a unanimous decision by the coaches in order to be
approved. The Impartial Draft Coordinator has the right to veto or overrule the coaches vote. If
a team wants to do more than one trade, any approval is at the discretion of the Impartial Draft
Coordinator.

11. The Impartial Draft Coordinator will be consulted regarding any late sign ups. The late signee
must be evaluated by the Impartial Coordinator (other coaches can be in attendance) and will
be given a rating between 1-5. If a player is rated 5 or 4, they may not be allocated to a team
since the balance of the league can be thrown off if an impact player signs up late. The Flag
Football Coordinator has the final say on any late additions and whether they can be placed on
a roster.
a. All late signups will be handled where the draft was continued.

i. For instance, in a 4 team, 10 round draft, if there were only 38 players in the draft
pool, the team with the 2nd draft slot would next the next sign up and the team with
the 1st draft pick would get the final sign up.

ii. If a team has a player drop out and does not have a full roster prior to the start of the
season, the new players added will be assigned to the teams to complete the draft
then all other team’s rosters will be filled with new additions using the method
described above.

iii. If at any point, a team is short one player more than any other team, that team would
automatically receive the next new addition before resuming where the draft left off.

12. Teams are to be called right away and confirmed. Any players that have decided not to play this
year must be reported to the coordinator.

PRE-GAME 
A. PRE-GAME RULES

1. Officials will discuss and check for the following during the pre-game meeting:
a. Sportsmanship is uppermost.
b. Ensure that jerseys are tucked in.
c. Players are wearing approved uniform and equipment. 

i. Wearing their issued game day shorts or black shorts with no pockets
ii. All players must wear official NFL FLAG belts and flags.
iii. Ages 9 and under must wear the official WTAA Game Breaker helmets. Rental helmets 

will be available for a fee for players that forget theirs.
iv. Cleats do not have metal spikes.
v. Mouthpieces are present and do not have tethers.
vi. If wearing knee high socks, they must be a different color than flags.

d. No jewelry. Exception: Medical Bracelets or Medical Pendants.
e. No ball caps, hats, or bandannas may be worn during play. Head bands and winter beanies 

are permitted.
f. Proper size official NFL flag football is in use.

i. 5-6 year old will use a mini game ball.
ii. 7-9 year old will use a pee-wee size (Blue) game ball.
iii. 10-17 year old will use a junior size (Brown) game ball.

Please refer to the rulebook that you received at the coaches 
meeting in addition to these rules. 
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2. Flag Check
a. Conducted by opposing team’s coaches.
b. Flag checks are to ensure that flags are properly worn on hips. No cutting/altering the flag size

or tying knots to make flag pulling harder. Deliberately obstructed flags will be considered flag
guarding.

c. Trimming and then taping the excess tail on the buckle portion of the flag belt is
the only authorized alteration.

GAME PLAY 

A. GAME START RULES
1. Game start rules are in NFL Flag rules format. Refer to your rulebook for game play details.
2. Review NFL Flag gameplay rules.

B. CONTACT
1. There is no blocking or tackling allowed in the WTAA youth flag football league.
2. This is a NO CONTACT format. Any contact is subject to an unnecessary roughness penalty at 

the official’s discretion.
C. SCORE AND TIME KEEPING

1. The official time and score will be kept by the referees.
D. PARTICIPANT PLAYING TIME

1. All players in good standing with their coaches will play in the game. Playing time will be 
determined by player’s behavior, attendance, and sportsmanship (Refer to the “Code of 
Conduct”).

PRACTICE AND ATTENDENCE RULES 
A. Authorized Numbers of Practices Per Week.

1. Minimum of 1 practice per week.
a. No more than 2 practices per week during regular season. Post season you may 

conduct up to 3 practices.
b. Practices on game days are only allowed if a regularly scheduled practice occurred 

during the week prior to the game. If practices were canceled due to extreme weather, 
then a practice on a game day prior to the scheduled game is authorized.

B. Authorized practice end times by age group
1. Ages-5-6 7:30PM
2. Ages 7-13 8:00 PM
3. Ages 14-HS Seniors 8:30 PM

C. Authorized Fields for Practice
1. Decas Elementary Fields

a. 7 slots available at a given time.
b. Available M-F 5:00 - 8:30 PM, SAT 9 AM–8:30 PM.
c. During the weekdays and Saturdays, practice must be conducted on the field furthest 

away from the baseball field if there are active baseball practices or games going on.

PLAYER ATTENDECE RULES 
A. Players MUST participate in all scheduled games and practices.

1. If a player misses 2 practices in a row, then that player must not participate in the game
following the second missed practice.
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a. Example 1: A team has 1 practice per week and the player misses that practice and plays
in the schedule game that week but does not attend the practice during the following
week, then that player is not permitted to participate in the following week’s scheduled
game.

b. Example 2: A team has 2 practices per week and the player misses 2 practices in that
week, then that player is not permitted to participate in the scheduled game during that
week of the 2 missed practices.

c. If a player does not show-up and play in a minimum of 6 regular season games, then that
player is not permitted to participate in any post season games.

2. Enforcement
a. If a Head Coach has 2 games without a practice:

i. First offense – Head Coach is suspended for the second game and will be asked not
to be present on the game field.

ii. Second offense – 1-year suspension for Head Coach and removal from the team.
iii. Third offense – Team subject to remaining game forfeitures.

b. If a Head Coach knowingly puts a player in a game that has not met the attendance
requirement:

i. First offense – Head Coach is suspended for the next scheduled game and will be
asked not to be present on the game field.

ii. Second offense – 1-year suspension for Head Coach and removal from the team.
iii. Third offense – Team subject to remaining game forfeitures.

WTAA ADMENDMENTS TO NFL FLAG RULES 2022 UPDATE 

  Please refer to the 2022 rule book for the current WTAA 
amendments to NFL Flag Football Rules.

COACHES RULES and RESOURCES 

A. NFL FLAG RULES AND RESOURCES
1. Visit https://nflflag.com/resources
2. Contains coaching resources to include game play rules and play 

books.
B. CDC HEADS-UP TRAINING

1. (Mandatory for all Coaches and only takes about 30 mins)
2. Visit https://headsup.cdc.gov/
3. Email completed certificates to dsolomon@warehamtigers.org

C. MOJO Sports APP
1. Visit https://www.mojo.sport/
2. MOJO is the best resource for coaches of young athletes ━ providing 

compelling, easy-to-follow, world-class instruction through game-
changing technology, so you can give your players the best with less 
work and stress. 

3. Download the app at the app store. 
4. A great resource for new coaches to learn ways to conduct practices 

and much more!

https://nflflag.com/resources
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C. COACHES
1. Coaches are typically volunteer parents or family members helping the players learn and enjoy 

the game.
2. Parents are always encouraged to support the coach.
3. Head and assistant coaches, along with parents, spectators and participants are expected

to adhere to WTAA philosophies, coaching guidelines and codes of conduct.
4. Only three coaches and one team parent per team are allowed on the sidelines. Only

one coach on the field with the players.
5. When the play is in progress, the coaches must be off the field and out of the way of the

play. Coach interference penalty will be called. Both offensive and defensive coaches need
to be off the field when the ball is snapped.
a. WTAA Ages 7-9

i. One Coach for each team is permitted on the field pre-snap to help their players, but 
MUST be off the field prior to the snap of the ball.

b. b. WTAA Ages 5-6
i. One Coach for each team is permitted on the field pre-snap to help their players, but 

MUST be out of the way prior to the snap of the ball.
CI. WTAA VOLUNTEER LANYARDS

1. Only ICORi approved WTAA volunteers will be authorized and issued a lanyard badge.
2. Holders of these badges are the only approved personnel permitted on practice fields and 

game sidelines with a team.
3. Parents must observe practices in the designated observation areas and may only

approach the practice or game arena in the event of an emergency or when asked by the head 
coach.

GAME DAYS 
A. FIELD SETUP / TAKEDOWN

1. Coaching staff from both Home and Away teams that have the first game of the day are required 
to help setup fields.

a. First games start at 9:00 AM unless otherwise noted. First game of the day coaches 
should arrive at 8:00 AM for field setup.

b. Coaching staff from both Home and Away teams that have the last game of the day are 
required to help with field take-down and clean-up.

B. HOME and AWAY SIDELINE
1. During all games, both the home and away teams will be on the same sideline opposite from 

any spectators.
2. Coaches are to not cross the start of the “no-run zone” of their respective side. The no-run zone 

is 5 yards off the midfield line on each side of the line.
3. The pop-up score board will be place behind the midfield line.
4. The Home team is responsible for flipping the scoreboard numbers.
5. The Home team may choose which end of the sideline that they would like to setup on.

C. GAME DATES
1. Regular season games begin in April.
2. Makeup Games:

a. Unless otherwise announced by the Coordinator, makeup games will be played the 
week after the missed game.

D. REPORTING SCORES
1. Home Team Coaches will be responsible for texting the Flag Football Coordinator the

game score. 

mailto:WarehamTigersWebmaster@gmail.com
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E. SPECTATOR LINES
1. Spectator lines will be marked a minimum of 15 yards from the sideline. Only WTAA

authorized volunteers wearing lanyards and officials are permitted to cross this
line.

EQUIPMENT 
A. GAME DAY UNIFORMS

1. The WTAA provides each player with an official flag belt and NFL FLAG team jersey and 
game day shorts.

2. Flag Belts for can be custom sized to the individual player, excess belt tail cut, and 
taped to keep from slipping. Then mark it with the player’s name using a 
permanent marker on the inside of the belt.

SPORTSMANSHIP/ROUGHING AND OFFENSIVE BEHAVIOR 
A. POLICIES

1. Officials and WTAA Board Members will penalize offensive language and any taunting 
with a 15-yard Unsportsmanlike Conduct Penalty.

2. Coaches that verbally abuse officials will be penalized with 15-yard Unsportsmanlike 
Conduct Penalty.

3. Coaches that continue to verbally abuse officials will be dismissed from the game, at 
the discretion of the official’s, and that coach will be subject to suspension. Please 
refer to the WTAA Code of Conduct.

4. Only head coaches may address game officials.
5. Coaching staff is responsible for the conduct of their sidelines, including spectators.

If the WTAA Board Member or referee witnesses any acts of tackling, elbowing, cheap shots, 
blocking, or any other unsportsmanlike act, the game will be stopped, and the player may be 
ejected from the league. 
FOUL PLAY WILL NOT BE TOLERATED. 
Trash talking or taunting will not be allowed. Officials have the right to determine offensive 
language. Trash talk is talk that may be offensive to officials, opposing players, teams, or spectators. 
If trash talking occurs, the referee will give one warning. If it continues, the player, players, coach, 
or spectator will be ejected from the game. This applies to all players, coaches and spectators. 
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Coaches Tips 
• Coaches are encouraged to have a parent only 

meeting to review rules and how parents should 
conduct themselves during practices and games 

• Coaches are encouraged to read the rules to players 
• Once your games and practices are over, please pick 

up your trash so we can keep our fields clean. 
 

Coaching Resources: 
http://www.nflflag.com/pages/coaches http://positivecoach.org 
Contains coaching resources to include game play rules and 
play books. 

TERMINOLOGY 
• Boundary lines – the outer perimeter lines around the field. They include the sidelines and the rear 

end zone lines. 
• Line of Scrimmage – an imaginary line running through the point of the football and across the width 

of the field. 
• Line-To-Gain – the line the offense must pass to get a first down or score. 
• Rush Line – an imaginary line running across the width of the field 7 yards (into the defensive 
side) from the Line of Scrimmage. 
• Offense – the squad with possession of the ball 
• Defense – the squad opposing the offense to prevent them from advancing the ball 
• Passer – the offensive player that throws the ball and may or may not be the QB 
• Rusher – the defensive player assigned to rush the Quarterback to prevent him/her from 
passing by pulling his/her flags or blocking the pass. 
• Downs (1-2-3) – the offensive squad has three attempts or “Downs” to advance the ball. They 
must cross the Line to Gain to get another set of downs or to score. 
• Live Ball – the period of time that the play is in action. Generally used in regard to penalties, Live 
Ball Penalties are considered part of the play and must be enforced before the down is considered 
complete. 
• Dead Ball – the period of time immediately before or after a play. 
• Whistle – the sound made by an official using a whistle that signifies the end of the play or a stop 
in the action for timeout, half time or the end of the game. 
• Inadvertent whistle – an official’s whistle that is performed in error. 
• Charging – the movement of the ball carrier directly at a defensive player who has established 
position on the field. This includes lowering the head, making contact with the defender with a 
shoulder, chest or forearm. 
• Flag Guarding – an act by the ball carrier to prevent a defender from pulling the ball carrier’s 
flags by stiff arm, lowering elbow or head or by blocking access to the runner’s flags with a hand or 
arm. 
• Shovel Pass – a legal pass attempted behind the line of scrimmage by throwing the ball 
underhand or pushing it towards a receiver in a shot-put type of manner. 
• Lateral – a backwards or sideways toss of the ball by the ball carrier 
• Unsportsmanlike Conduct – rude, confrontational or offensive behavior or language 
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