WCWAA Winter Flag Rules

THE BASICS
2025-2026 WCWAA FLAG FOOTBALL LEAGUE RULES
(AMENDED-WINTER 2025/26)

*A COIN TOSS (OR HIDDEN # BEHIND REF’S BACK) DETERMINES 1ST POSSESSION.
WINNER CAN TAKE BALL OR DEFER UNTIL 2nd HALF. TEAMS CHANGE SIDES AFTER
HALFTIME.

*THE TEAM TAKES POSSESSION OF THE BALL AT ITS 5-YARD LINE AND HAS 4 PLAYS TO
CROSS MIDFIELD. ONCE ATEAM CROSSES MIDFIELD, IT HAS 4 MORE PLAYS TO SCORE A
TOUCHDOWN.

*IF THE OFFENSE FAILS TO SCORE AND DOES NOT PUNT, THE BALL CHANGES
POSSESSION AT THE SPOT OF THE LAST PLAY. INTERCEPTIONS START AT THE SPOT OF
THE DEAD BALL WHERE THE DEFENDER WAS DEEMED DOWN.

*ALL OTHER POSSESSION CHANGES (INCLUDING PUNTS), START ON 5 YD LINE.

The weather will be monitored closely. We will play our games in the rain. The WCWAA
Football Board will determine whether games will be played. In instances of inclement
weather, only lightning will cancel play.

The decision will not be made by individual coaches or parents.
TIMING/OVERTIME

*REGULAR SEASON GAMES will be 40 minutes of running time (20 MIN. PER HALF with a 3
min halftime). OFFICIALS CAN STOP THE GAME AT THEIR DISCRETION (Ex. FOR EXTRA
WATER BREAKS, DURING STALL TACTICS, INJURY OR INCLIMATE WEATHER).

*END OF SEASON TOURNAMENT GAMES will be a 30-minute running clock.

*IF THE SCORE IS TIED AT THE END OF REGULATION, TEAMS MOVE DIRECTLY INTO
OVERTIME. COIN TOSS TO DETERMINE FIRST POSSESSION. EACH TIME WILL HAVE 1 PLAY
AT THE 50 YARD LINE; EACH WILL GO THE SAME DIRECTION. THE TEAM TO GET THE BALL
THE FURTHEST DOWN THE FIELD WINS.

*EACH TIME THE BALL IS SPOTTED, ATEAM HAS 20 SECONDS TO BREAK THE HUDDLE
AND AN ADDITIONAL 10 SECONDS TO SNAP THE BALL. TEAMS WILL RECEIVE ONE
WARNING BEFORE A DELAY-OF-GAME PENALTY IS ENFORCED.



Delay of game is a 5-yard penalty.

*EACH TEAM HAS ONE 30 SECOND TIMEOUTS PER HALF.
TEAM NUMBERS

TINY MITE (5/6 yrs. old)- STANDARD GAMES WILL BE 6 VS 6.
MITEY MITES (7/8 yrs. old)- STANDARD GAMES WILL BE 6 vs 6.
JUNIOR PEE WEE (9/10 yrs. old)- STANDARD GAME WILL BE 6 VS 6.
PEE WEE (11/12 yrs. Old) STANDARD GAME WILL BE 6 vs 6.
14U (13/14-year-olds) STANDARD GAME WILL BE 6 vs 6.
SCORING

® TOUCHDOWN 6 POINTS

@ EXTRA POINTS:

= 1 POINT (PLAYED FROM 5 YD LINE)

= 2 POINTS (PLAYED FROM 12 YD LINE)

@ SAFETY 2 POINTS

® AN INTERCEPTION MAY BE RETURNED BY THE DEFENSE ON A CONVERSION FOR 2
POINTS.

GENERAL RULES

*Tiny Mite WILL HAVE A 5 YARD BUFFER BETWEEN BALL AND DEFENSE. DEFENSE
CANNOT ADVANCE UNTIL THE BALL IS HANDED OFF. THERE’S NO BLITZING ALLOWED IN
THE TINY MITE DIVISION. The Buffer WILL NOT be used when a team is at the 5-yard line.

The teams are then allowed to play at the line of scrimmage.

*NO FLAG GUARDING WHILE RUNNING WITH THE BALL (AKA STIFF ARM). The first
instance per team will be a warning with the ball blown dead at the spot of the foul. Any
additional infractions by that team will result in a 10-yard penalty

from the spot of the foul. THIS WILL BE STRICTLY ENFORCED

*FLAG BELTS MUST BE ON TOP OF THE JERSEY AND COMPLETELY VISIBLE. ALL PLAYERS’
JERSEYS MUST REMAIN TUCKED IN FOR THE ENTIRETY OF THE GAME. IF A PLAYER’S



JERSEY IS COVERING HIS/HER FLAG, THE PLAY WILL BE BLOWN DEAD AND THERE WILL
BE ALOSS OF DOWN

THERE ARE NO ADDITONAL ITEMS ALLOWED TO BE WORN AROUND THE WAIST (EXAMPLE
HAND WARMER)

*NO DOUBLE TYING OR LOOPING YOUR BELT TO KEEP IT EXTRATIGHT.

*NO BLOCKING IS ALLOWED. BLOCKING IS DEFINED AS PHYSICAL CONTACT BEING
INITIATED BY THE OFFENSIVE PLAYER.

A BASKETBALL-TYPE PICK IS ALLOWED, BUT ANY OTHER CONTACT WILL BE DEEMED AN
ILLEGAL BLOCK. ANY OFFENSIVE PLAYERS OTHER THAN THE BALL-CARRIER ARE NOT
ALLOWED TO FOLLOW THE BALL-CARRIER PAST THE FIRST FIVE YARDS TO THROW
“SCREENS”.

THERE IS NO CHIP BLOCKING ALLOWED ON BLITZING PLAYERS. ANY ATTEMPT BY AN
OFFENSIVE PLAYER TO IMPEDE A BLITZING DEFENSIVE PLAYER WILL RESULT IN A
PENALTY. The firstinstance per team will be a warning with the ball blown dead at the spot
of the foul. Any additional infractions by that team will result in a 10-yard penalty from the
spot of the foul.

*ONCE THE BALL HAS BEEN HANDED OFF BY THE QB TO ANOTHER PLAYER, ALL
DEFENSIVE PLAYERS ARE ELIGIBLE TO RUSH IN PAST LINE OF SCRIMMAGE.

*SPINNING IS ALLOWED, BUT PLAYERS CANNOT STIFF ARM, HURDLE OTHER PLAYERS,
OR DIVE OVER SOMEONE TO AVOID A DEFENSIVE PLAYER TACKLE (Safety concern). The
firstinstance per team will be a warning with the ball blown dead at the spot of the foul.
Any additional infractions by that team will result in a 10-yard penalty from the spot of the
foul.

*THE BALL IS SPOTTED WHERE THE BALL IS LOCATED WHEN THE FLAG IS PULLED. IF THE
FLAG BELT FALLS OFF THE BALL CARRIER, THEN IT IS ONE HAND TOUCH TO GET THE
RUNNER DOWN.

*LATERALS & PITCHES ARE ALLOWED (there are no fumbles & no stripping of the ball).
LATERALS AND PITCHES ARE HORIZONTAL AND BACKWARDS TOSSES.
ONLY ONE FORWARD PASS IS ALLOWED PER PLAY

*ALL PLAYERS ARE ELIGIBLE TO RECEIVE PASSES (INCLUDING THE QUARTERBACK IF THE
BALL HAS BEEN HANDED OFF BEHIND THE LINE OF SCRIMMAGE).

*ONLY 1 PLAYER IS ALLOWED IN MOTION AT A TIME.



SLAUGHTER RULE

*If ateam is up by 28 points —that team shall no longer blitz or pass the ball. The only
exception will be within the no run zone. The team that is not up by 28 points is still able to
pass and blitz. Once the gap is reduced, regular rules will go back into place. Should the
gap again reach 28 points, slaughter rules will return.

*THE TEAM LEADING BY 28+ POINTS IS NOT ALLOWED TO RETURN AN INTERCEPTION.
THE PLAY WILL BE BLOWN DEAD WHERE THE BALL IS INTERCEPTED. IN THE EVENT THAT
THE BALL IS INTERCEPTED IN THE END ZONE, THE INTERCEPTING TEAM WILL START
THEIR OFFENSIVE DRIVE FROM THE 5-YARD LINE

*THE TEAM TRAILING BY 28+ POINTS WILL START ALL OFFENSIVE DRIVES AFTER AN
OPPOSING TEAM’S SCORE, FIRST AND FIVE AT THE MIDFIELD NO RUN ZONE.

QUARTERBACK RUNNING

*THE QUARTERBACK CAN RUN PAST THE LINE OF SCRIMMAGE WITH THE BALL FROM A
DIRECT SNAP ONLY when blitzed. The blitzer MUST be across the line of scrimmage.

TACKLING

*IF A DEFENSIVE PLAYER TACKLES A RUNNER IN A NON-BREAK AWAY SITUATION, THE
BALL WILL BE SPOTTED AT THE POINT OF THE TACKLE AND THERE WILL BE A 10 YARD
PENALTY ISSUED TO THE DEFENSE AND A WARNING WILL ALSO BE ISSUED TO THE
PLAYER WHO MADE THE TACKLE. ASECOND INCIDENT WILL RESULT IN REMOVING THAT
PLAYER FOR AT LEAST HALF OF THE GAME.

*IF AN OFFENSIVE PLAYER HAS A CLEAR BREAK AWAY RUN AND IS TACKLED FROM
BEHIND WITH NO EFFORT BEING MADE TO GRAB THE FLAG, ATOUCHDOWN SHALL BE
AWARDED TO THE OFFENSE.

NO RUNNING ZONES

*LOCATED 5 YARDS FROM EACH END ZONE AND 5 YARDS FROM THE MIDFIELD FIRST
DOWN LINE AND THEY ARE DESIGNED TO AVOID SHORT YARDAGE POWER RUNNING
SITUATIONS AND FORCE TEAMS TO PASS THE BALL FOR A TD/FIRST DOWN.

* ALL PASSING PLAYS INSIDE OF THE NO RUN ZONES MUST PASS THE LINE OF
SCRIMMAGE. THE QB TAKING THE SNAP AND HANDING BACK TO THE SNAPPER IS NOT A
LEGAL FORWARD PASS

PASSING



*THE QUARTERBACK HAS A7 SECOND "PASS CLOCK?". IF A PASS IS NOT THROWN WITHIN
THE 7 SECONDS, THE PLAY IS DEAD AND THE BALL WILL BE PLACED BACK AT THE LINE
OF SCRIMMAGE AND THE DOWN IS LOST.

*ONCE THE BALL IS HANDED OFF FROM THE QB TO ANOTHER PLAYER THEN THE 7
SECOND RULE TO PASS THE BALL IS NO LONGER IN EFFECT.

*THERE IS MARGINAL HAND-CHECKING ALLOWED BY THE DEFENSE WITHIN THE FIRST 3
YARDS ON PASSING PLAYS. THIS IS NOT BUMP AND RUN COVERAGE. HOWEVER, A
DEFENSIVE PLAYER MAY USE ONE HAND TO ATTEMPT TO RE-ROUTE A RECIVER. ANY
CONTACT DEMMED EXCESSIVE BY THE REFEREE WILL BE DEEMED ILLEGAL CONTACT
AND WILL PENALIZED 5 YARDS. (IF THIS BECOMES EXCESSIVE, THE DEFENSIVE PLAYER
WILL BE DISQUALIFIED FROM THE GAME)

DEAD BALL

*THE BALL CAN BE SNAPPED BETWEEN THE CENTER’S LEGS OR FROM THE CENTER’S
SIDE. AFUMBLED SNAP IS RETURNED TO THE ORIGINAL LINE OF SCRIMMAGE. THUS, A
FUMBLED SNAP IN THE END ZONE DOES NOT RESULT IN A SAFETY

*SUBSTITUTIONS MAY BE MADE ON ANY DEAD BALL.

*THE PLAY IS RULED "DEAD" WHEN:

o BALL CARRIER STEPS OUT OF BOUNDS

o TOUCHDOWN OR SAFETY IS SCORED

o BALL CARRIER’S KNEE TOUCHES THE GROUND (college rule, Not pro rule)

o IN THE EVENT THE FLAG OR BELT FALLS OFF THE BALL CARRIER IT IS ONE HAND TOUCH
FOR THE DEFENSE TO GET BALL CARRIER DOWN. If a player not wearing a flag belt
catches a ball downfield it is still ONE HAND TOUCH.

*INTERCEPTIONS ARE PERMITTED, AND MAY BE RETURNED FOR ATOUCHDOWN.

*IN THE EVENT AN INTERCEPTION IS MADE IN THE ENDZONE THE PLAYER MUST
ADVANCE THE BALL. IF APLAYER DOWNS THE BALL OR IS TACKLED IN THEIR OWN END
ZONE, THE TEAM THAT INTERCEPTED THE BALL STARTS ON THEIR OWN 5-YARD LINE.

RUSHING THE QUARTERBACK

*ALL PLAYERS THAT RUSH THE QB MUST BE AT LEAST 7 YARDS FROM THE LINE OF
SCRIMMAGE WHEN THE BALL IS

SNAPPED.



*ANY NUMBER OF PLAYERS CAN RUSH THE QB BUT MUST GO ON THE ACTUAL SNAP OF
THE BALL AND NOT ON THE

WORD “HIKE”.

*BLITZES ARE NOT ALLOWED WHEN THE OFFENSIVE TEAM IS INSIDE THEIR OWN 5 YARD
LINE

*PLAYERS CAN BLITZ ON THE EXTRA POINT, BUT THE 10 YARD CONE MUST BE MARKED
OFF IN THE ENDZONE IF IT'S A1 POINT CONVERSION.

*PLAYERS NOT RUSHING THE QB FROM 7 YDS BACK MAY DEFEND THE LINE OF
SCRIMAGE, BUT NOT CROSS IT UNLESS THERE IS AHAND OFF BY THE QB.

*A DISC-CONE MARKER WILL DESIGNATE 7 YARDS FROM THE LINE OF SCRIMMAGE.

*ILLEGAL RUSHING (STARTING RUSH FROM INSIDE 7-YARD MARKER) IS A WARNING AND
REPLAY THE PLAY FOR THE FIRST FOUL, THEN ALL AFTER THAT WILL BE A 10 YD PENALTY
OR HALF THE DISTANCE TO THE GOAL AND AN AUTOMATIC FIRST DOWN.

MUST PLAY RULE

*EACH PLAYER AT THE GAME SHOULD PLAY AN EQUAL AMOUNT OF TIME (AS MUCH AS
POSSIBLE). VIOLATION RESULTS IN FORFEIT OF ALL POINTS SCORED. A SECOND
VIOLATION RESULTS IN FORFEIT OF THE GAME.

ATTIRE
*CLEATS OR GYM SHOES ARE ALLOWED, BUT NO METAL SPIKES.

MOUTHPIECES MUST BE WORN WHEN A PLAYER IS ON THE FIELD. THIS IS A MAJOR
SAFETY CONCERN

*ALL PLAYERS MUST WEAR GAME JERSEY AND FLAG BELT AT ALL TIMES UNLESS
INSTRUCTED TO DO DIFFERENTLY BY THE REFEREE.

SET-UP

*DIRECTORS, REFEREES & COACHES ALL HELP WITH FIELD SET-UP & TEAR DOWN.
Additional Rule Clarifications

Passing:

If the QB runs past the line of scrimmage while throwing the pass, itis a 5-yard penalty and
loss of down. (That would include 4th down too, resulting in a turnover on downs).



THERE WILL BE A FLAT CONE PLACED TO IDENTIFY THE LINE OF
SCRIMMAGE.
RECEIVING:

*A PLAYER MUST HAVE AT LEAST 1 FOOT IN BOUNDS WHEN MAKING A RECEPTION (unless
pushed out in mid-air and

the referee determines that the player would have gotten at least 1 foot down in bounds).
*A catch is defined as the act of a player securing control of a live ball in flight, touching it to
the ground

inbounds, and maintaining control long enough to perform an act common to the game,
like pitching,

handing off, advancing, or avoiding a defender. The key elements are control, contact with
the ground inbounds, and a "football move".

Taunting / Excessive Celebration:

Taunting or excessive celebration goes against the spirit of sportsmanship valued by
WCWAA. Cheering a teammate on is encouraged, however, any celebration involving more
than the player who made the play or any rehearsed or organized celebration will be called
taunting. If this happens on the touchdown, you lose the opportunity for an extra point. If it
happens on the extra point the other team gets the ball at midfield.

A SECOND VIOLATION MAY RESULT IN PLAYER DISQUALIFICATION OR FORFEIT OF THE
GAME

Coaches:

A maximum of 2 coaches are allowed on the field at a time for 5/6 + 7/8. Offensive Coaches
must be 5 yards behind the deepest offensive player prior to the snap. Defensive Coaches
must be a minimum of 20 yards from the line of scrimmage. (Defensive coaches are not
allowed to stand in the end zone if the opposing team is driving in their territory. This is
asking for problems). If this rule is not followed, the first infraction will result in a warning
and replay of down. Subsequent infractions will result in a 10-yard penalty and replay of
down. For 9/10, 11/12, and 13/14 - offensive coaches are allowed to help set up but then
get off the field.

Ref Decisions are FINAL — You may call out a discrepancy if you see one, but you are to ask
about it —then step away and let the refs discuss. Parents are not allowed to share videos



to prove or disprove anything. IF NECESSARY, THE LEAD OFFICIAL MAY BE CALLED FOR
RULES INTERPRETATIONS

THERE IS A ZERO TOLERANCE POLICY FOR DISRESPECT TOWARD ANY PLAYERS,
COACHES, OR OFFICIALS, ANY INDIVIDUAL IN VIOLATION OF THIS RULE WILL BE
ASKED TO LEAVE IMMEDIATELY AND FACES PERMANENT BAN FROM THE FACILITY.



