
Worldwide Dynasty Football League Constitution 
Est. 2015
Welcome to the Worldwide Dynasty Football League (WDFL)
PREAMBLE
The enjoyment of the ownership, management and game play by the League members in a format that can challenge any owner with contracts, salary cap, FA signings and a rookie draft is of paramount importance. To this end, the League shall at all times strive to maintain continuity of team ownership, balanced team rosters, and civility and fair play between competitors. Although the League acknowledges that each team owner may advance the interests of his or her team as they see fit, it is in the League's long term best interest to require that all teams strive for competitive rosters and competitive game-play at all times. To adhere to both the letter and spirit of the constitution and all other WDFL rules and practices. Members must be fair and prompt in their dealings with other members, and answer all correspondence from other managers without ANY form of personal attacks. Repeated failures to follow WDFL rules, practices, or violations involving personal integrity may result in a penalty up to and including expulsion from the WDFL. Also, all WDFL members must have EMAIL and must be signed up on the WDFL SLACK forum for league business.
Article I

A.
RULES

1.
All League rules shall apply uniformly to all League members and shall be administered by the Commissioner who shall be permitted to interpret these rules where a rule is ambiguous and the Commissioner is asked in a written request by one or more League owners to interpret the rules. 

a.
The League Constitution may be amended by a 3/4’s vote of all League team owners but such amendments shall not occur during the Game Season (as defined below) unless a rule change is needed to complete the Game Season and shall not have retroactive provisions that would penalize team owners after the fact. 

b.
The Commissioner shall be permitted make changes to the Constitution as necessary in the off-season to maintain league parity and competitive balance.

2.
The League shall use the "Action! PC pro football" game unless and until the League owners elect to use a different game system. 

a.
It is considered the official league policy of the League that everyone team owner is required to purchase the most current edition game disk AND the most current NFL season disk from Dave Koch Sports for use in each season (if you have a previous season you can purchase the upgrade to the new game and NFL season disk). 

b.
Anyone found not doing this, or using a copied or pirated disk, will be removed from the league.

3.
All owners are expected to schedule and play all games head to head between the release of the League File on Tuesday and 6 AM Eastern Time of the following Tuesday.
4.
Home Team must contact the visiting team by Wednesday Midnight with times during week they are available to play. The visiting must respond by Thursday Midnight. Failure to send or respond accordingly will cause an automatic missed deadline penalty. Teams must keep their correspondences in case it necessary to forward to Commissioner.

a .
If one party does not hear from their opponent before above deadlines they must report to the


Commissioner. No need to report unless there is a missed deadline. This doesn’t mean you have to have your game scheduled, it is looking for correspondence with a teams intentions and schedule. If not reported, both teams are subject to penalty.

b.
If an owner cannot play a game, the following rules will be enforced

1.
Owner finds a sub to play their game in advance either thru a league wide email or their own 
coach – No penalty (Should be standard practice) Any sub acceptable.

2. Available Owner can send out a league wide email to secure a sub if they do not hear from their opponent by the above deadline or if opponent not available to play. Subs must be approved by Commissioner.

3. If by Sunday 6 PM there is no response to secure a sub, available team can submit to Commissioner for a special circumstance to play against the computer. (This is a last resort and no blowout games or inflated stats will be accepted).

a. In order to give all owners the opportunity to sub, a system of using a pool may be  
implemented, if necessary. These also may be used to ensure there is no conflict of interest    
between the involved teams. 
5.
Hosting owners are responsible for reporting the results of each weekly game in a group email including all members in XBX format after the completion of the game and to include a game write-up and at least one player stat. MUST include name of both coaches that played the game.
6.
All members are encouraged to contribute to the league's web page, contributing news items, essays, a team logo or anything else remotely interesting.
7.
All owners are required to meet all deadlines. The league's calendar of events is always available on the league's forum/website and will always be announced by the commissioner.
8.
All owners must be reachable by email throughout the year and be registered members in the WDFL Forum/website. Starting the 2015 season we are using the communication app, Slack. All members are required to sign up.
a.
Please report any changes to your email address to the League Commissioner and the League Statistician and update your profile on the League forum/website to make sure you receive all League communications.  

b.
The league will maintain a listing of email addresses found in the game under Team Information and also the available team contact file that will be distributed and found on the league website.

c.
Each owner must turn notifications “ON” for the official messaging board in the slack app.
9.
Intentional disregard for the articles and bylaws of this rulebook will result in immediate expulsion from the WDFL.
10.
Throwing games on purpose in order to gain a better draft position the following year will result in a 1 million dollar fine against the cap, a loss of between five and ten positions in the draft, and possible expulsion from the League.

11.
The league will use a reward/penalty clause that will reward or penalize a team that will directly affect salary cap for the next year.  

12.
A team missing any pick in the Rookie Draft whereas the Commissioner has to make the pick, will be assessed a penalty of $200,000.00 for each infraction.
13.
An owner not being able to play a weekly game has many options at his disposal to arrange to have their team being played by a volunteer. 

a. The league can also be of assistance to find a volunteer.

14. Incentives/Rewards:



a. H2H Games won = $25,000.00 each.



b. H2H Coach of the week, the win with the most negative line (an upset) - match-up based = $75,000 



c. Missing a game, a game missed after scheduling with your opponent, a “no show” = -$200,000.00 


penalty. Missing a weekly game without acquiring a sub= -$100,000.00 penalty.



d. Play 14 games H2H in the regular season receive a 6th Rd Rookie Pick.



e. Miss 5 games in the regular season, lose 5th Rd Rookie Pick. Miss 8 games instead, lose a 4th Rd 


Rookie Pick.



f. Volunteering to sub = $75,000 ea. (max $450,000.00 a year). 



g. Missed deadlines, draft picks, roster violations or salary violations will be assessed a $200,000.00 


penalty for each infraction.



h. Vote Cast in Polls - Official Poll = $50,000.00 - Voluntary Poll = $100,000.00

1. Missing an Official Poll -$100,00



i.  Any coach who submits acceptable web content to the webmaster gets 50K per submission up to 


200K per year.


j. Year end individual and team awards - Coach of the year = $250,000.00 - MVP = $250,000.00 - 


Conference winners = $200,000.00 - Division winners = $150,000.00
15. Teams must report all eligible rewards for volunteering,web content to the statistician in a timely manner. 

a.
Any late eligible reward reported may be denied.

16. All monetary awards and fines towards the cap will remain in effect indefinitely and will roll over year to year. The maximum that can be rolled over year to year is set at $5 mil.


A. A new team owner will start with no less than the set salary cap. All penalties acquired by a team will be null and void when a owner vacates a franchise.
Article II

A.
LEAGUE MANAGEMENT
1.
Commissioner (Jeff Stokes) 

a.
Oversees the league and will be responsible for appointing and determining the duties of the League Board. Can appoint owners to administer other league duties needed for the day-to-day operation of the league as needed. 
i.

Is responsible for rules interpretation and adjudicates all rules disputes. 
ii.
Creates the league calendar. Posts regular reminders about the league 
calendar and deadlines. 

iii.
Posts the weekly update for download.

iv.
Processes Trades and Free Agent request.

v.

Simulates un-played games. Eliminates bad members and recruits and vets 
replacements.

vi.
Tracks participation. Gathers and compiles weekly xbx files and sends out 
weekly reminders about missing games.
2.
League Director of Player/Personnel - Statistician (Ian Mallet)

a.
Sets up the league's master game file. 

i.
Tracks Rosters, Salaries and Rewards/Penalties. 

ii.
Tracks participation.


iii. 
Processes Free Agent requests according to the league rules and updates 

rosters.


iv.
Processes Trades and updates team rosters.


v.
Simulates un-played games.

vi.
May assume Commissioner duties when authorized. Second in Command
3.
Conference Director of Player/Personnel - Financial Officers (Butch Shramek - AFC / Mike Clark - NFC)
a.
Maintains and posts a timely and accurate roster spreadsheet of salary costs to their respective Conference members.  

i.
Tracks rosters, Salaries and assigns rewards/penalties. 


ii.
Tracks team roster requirements and ensures all teams are compliant.

4.
Webmaster (Ian Mallet)


a.
Keeps the League’s website updated and adds content.
5.
Scheduler (Mike Clark)




a.
Creates the season schedule (and subsequent playoff schedule). 
6.
Historian (????????????)


a.
Updates and adds to historical files.
Article III
A.
LEAGUE STRUCTURE

1.
The League shall be comprised of 24 teams. 

a.
Each team shall be named after an NFL franchise. 

b.
No franchise may be permitted to be renamed or moved out side of  NFL teams and their respective stadiums and if moved, must be moved to a city that will allow team to remain in its respective Conference.
c.
The teams shall be divided into two conferences, the AFC and the NFC. 

d.
Each conference shall have three divisions of four teams each. The Divisions shall be named EAST, CENTRAL and WEST. 

2.
POST-SEASON SCHEDULE & SEEDING 

a.
 Games must be played with live opponents.

b.
10 Playoff teams: 3 Division Winners seeded 1, 2, 3, with 2 Wildcard entries from each Conference. 

i.

Wild Card: 4th seed WC @ 3rd seed WC.

ii.
Division Winners receive a bye (players are rested).

iii.
Playoff Round: Wild card Winners @ 1st seed Div. Winners






3rd Seed Div. @ 2nd seed Div. 

iv.

Conference Championship: Highest remaining seed is Home Team.

c.
Playoff File will incorporate a Bye week between Conference Championships & Manka Bowl

d. Manka Bowl:  Played at the site of the NFL's Super Bowl. Home Field Advantage is turned of.
3.
TIEBREAKERS 

a.
All based on Regular Season

i.

Best win pct. head-to-head.

ii.
Best divisional win pct. (same division only).

iii.
Best conference win pct. (same conference only).


  
iv. 
Best win percentage versus all common opponents.

iv.
Strength of victories (as determined by Game Engine).

v.

Fewest points allowed all games.

vi.
Fewest yards from scrimmage allowed all games.

Article IV
A.
GAME PLAY

1.
All rules of the current NFL season with regard to goal line placement, field goal miss spot, kickoff yard line, penalties, etc., will be followed. 

2.
WDFL GAMEDAY

a.
Coaches are not permitted to selectively de-activate players until after Week 14 play. Must be submitted.

b.
Injuries may carry over into following weeks, including post-season games.

c.
There are essentially no limits in the WDFL with formations used, play calling, game pace, trick plays, fake plays, use of returners, special teamers, and usage attempts, etc. However it is expected that game pace be used appropriately and limits set by usage be followed. (See section 4 below).

3.
Home field advantage will be used and will be set as follows:


      a.
All teams will have an advantage of 2 for all home games

b.
Excluding the final game of the season (hereinafter the "Championship Game"), where no home field advantage will be used. 

4.
Other WDFL game settings are as follows:

a.
Season Fatigue: Will be set to 110% for mild, 120% for medium and 130% for major

b.
Game Fatigue:  ON 

c.
Special Teams Season Fatigue: Yes 

d.
League Type: Draft

e.
Audibles: [Unlimited] 

f.
Challenges: [2]

g.
Injuries: Normal Frequency (Injuries WILL carry over week to week and into the playoffs)

h.
Playoff Injury Durations: In the playoffs, all teams with a first round bye will receive one week of injury fatigue relief. Both teams advancing to the Championship Game will be given one week fatigue relief before the Championship Game to simulate the NFL.

i.
Play Clock Usage:  The Play clock will be turned on in the League Rules and set to 45 seconds. 

j.
Playing Out of Position Rule: 

i.
Non-skill position players may play out of position at the team owner's election but shall only be permitted to play out of position if previously listed on the depth chart of a coaches coaching file. 

ii.
Skill position players may play out of position only when there are no other rated players at that position.
Article V

A. LEAGUE CALENDAR

1. The League shall have a one year [16 regular] game season [then a 4 game post-season] (hereinafter the "Regular Season"). 

a.
A calendar of events will come out yearly around the beginning of the year.

b.
The Season shall consist of an Off-season and a Regular season as defined herein.  

c.
The WDFL shall play it’s inaugural season following the first draft and then concurrent to the NFL season. 

d.
The Off-season shall be any days between completion of the Championship Game and the beginning of the next year's Regular season. 

e.
The Regular Season shall begin on the first day set by the Commissioner, but usually the first week of the regular NFL season.

2. Release Day shall mean the day on which the most current version of the game and game files are released.

3. Roster Day shall mean the day after the Release day (or thereafter) upon which the Commissioner sends out team rosters as a game file to the League and sends the salary cap calculations to the league. This is also usually the opening of trading, in which it is the first day that owners can contact another team about any trades.

4. Roster Confirmation Day - July 27, 2017 shall mean the day on which the Commissioner [no less then] one week after the roster day, confirms from all league owners that the team rosters are correct.

5. 1st Cut Down Day - August 12, 2017 shall be a day designated by the Commissioner after the Roster Confirmation Day.  

a. On Cut Down Day all rosters shall be reduced to a maximum of 43 active players with up to 3 players designated by the team owner for injured reserve or uncarded status.  

b. On Cut Down Day all owners shall be required to cut down their rosters as follows:

i. All rosters shall be reduced to a maximum of 46 players with a maximum of 43 active players and a maximum of 3 injured reserve players.

ii. If a team has more than 3 injured reserve players they may occupy a spot on your active roster. 

6. Free Agency Bidding begins - August 19, 2017
7. 2nd Cut down Day XXXXXX shall be a day designated by the Commissioner after FA signings and before the Rookie Draft. All teams must remain below or at the maximum roster of  53 active players and 3 IR players while in either FA bidding or the Rookie Draft.

7. Rookie Draft begins - September 13, 2017
8. FA Waiver Wire Period begins after Rookie draft and continues until Roster Submission Day. All waiver 
wire acquisitions require a two day claims period and must be posted in the forum.
9. Roster Submission Day shall be a day designated by the Commissioner, owners are required to submit final rosters before the regular Season opens.



i. Final Roster Day.  One week prior to the beginning of the Regular Season each owner shall 


submit to the Commissioner a coaching file with completed depth charts for their team.  



ii. Any subsequent transactions following Final Roster Day shall be subject to the owner's 


submission of a new coaching file with any new players included in the depth charts. 



Iii. Any changes to your coach’s file during the Regular Season shall be submitted to the 



Commissioner and to the owner you are scheduled to play.

Article VI

A.SALARY REQUIREMENTS

1. Salary Cap Calculation:  

a. The League will use the salaries as determined by the Action! PC Football game each year to 
determine the base salary for each new player and to determine the salary cap for League.  

i. The League Salary cap will be calculated following the release of the newest game disk and game files.  

b. The salary cap will increase by approximately 10% each year on average unless changed by the Commissioner in order to follow the NFL’s salary cap and to take into account the salary 
structures for the league.

i. The League salary cap shall be a dollar amount of $139,400,000.00 for year 2016 season. 

ii. There will also be a minimum salary cap which is 80% of the current salary cap rounded to the nearest million. This year’s minimum is set at $111,520,000.00.
2. Salary Cap Compliance:  

a. Teams can only be over the cap at the start of each Preseason when the initial rosters are compiled.  

i. Once the salary cap for the season is calculated and published to the owners each team shall have one week to decide which players it wishes to cut in order to come under the salary cap.  

b. All teams must meet the salary cap on Cut Down Day and thereafter till the end of the regular season.  

i. Owners failing to comply with salary cap requirements on Cut Down Day or thereafter shall have players removed from their rosters at cut cost, by and at the discretion of the Commissioner.

ii. Once all teams are under the salary cap they must remain under the salary cap for the remainder of the Season and any transaction which would put a team over the salary cap (as determined by the Statistician) shall be null and void.

3. Salary Floor:

a. A minimum aggregate team salary will be required in order to ensure competitive play during the Season.  

b. The salary floor shall be an amount equal to 80% of the salary cap. 

c. Teams below the salary floor can cut players on Cut Down Day but may not cut or release any player with a salary of $1 million or more and shall send all cuts to the Commissioner.

4. Salary Floor Compliance:

a. Following Cut Down Day the Commissioner shall assign to teams below the salary floor the highest dollar value players not on any current League roster [that do not exceed TLAM] in descending order until all teams are at the salary floor. All contracts will be for 3 years.

b. If multiple teams are below the salary floor the players shall be assigned based upon the team with the lowest current salary in each round of assignments until all teams exceed the salary floor.

5. Contracts and Salaries: 

a. Contracts are 1 to 4 years in length at team owner's discretion. 

b. Salaries are based on DKS values plus following age groups:

1)
Age between 20-25 Dks salary 1st yr., 115% increase each year.

2)
Age between 26-31 Dks salary 1st yr., 110% increase each year.

3)
Age between 32+ Dks salary 1st yr., 105% increase each year.
4)
Based on year one of contract (when the contract was originally signed). Contract stays the same even if a players age changes while under contract. 
c. Salaries for Rookies will be determined by the DKS projections values for the first year with
    
    
an increase of 115% for each year after. If there are no DKS values to use in any draft, then 
    

refer to Rookie Draft Spreadsheet. XXXXXXXXXXX
d. There will be no re-structuring of contracts while player in question is under contract with his team.



i. With the exception of extending a player from the FA bidding. When a team matches a bid, 
they are allowed to extend the contract at the salary bid. 
6. Player Cuts and Cost

a. Cut Costs are dependent on a player’s salary and remaining length of contract at the time of his cut. 




i.  A player under contract that is cut, carries a 25% total salary cut cost based upon his 
    


    
contract salary multiplied by the number of years remaining. This amount is applied 
     

     

to current season.

b.  All cuts must be announced league-wide in Slack =  wdflleague.slack.com


c.  A team may cut an unlimited number of players.


d.  A team cutting a player loses all ownership rights to that player.


e.  Because a player doesn't appear on the League File has no bearing on his Cut Cost except: If he does not appear on League File due to his death or retirement, he is cut at no cost (including Franchise Players).


f.  Any player that retires or dies is cut at no cost. A team retains the rights to any player returning from 
retirement. XXXXXXXXXXXX

g. The Roster Master File contains info about player retirements, injuries and suspensions. Any  missing should be sent to the leagues Director of Player/Personnel, with a link to where the information was obtained.
Article VII

A. PLAYERS

1. Rookies



a.
A team may acquire an unlimited number of rookies/draft picks.



b.
Rookie salaries are applied to a teams salary cap the following year.


c.
Rookies can be cut at appropriate times, determined by the Commissioner or on final roster 


deadline, without a cost penalty to the franchise.


d.
Every year after Rookie Draft picks are signed, each team must send in contract lengths for their 

newly drafted players to their Conference Director of Player/Personnel.
2. Franchise Players 



a. Teams can elect to use a Franchise tag but are not mandated to do so, it is at their discretion.


b.
Franchise Players must have an expired contract when being tagged. The 1 year contract is 


calculated at a 30% increase from last year’s salary or the DKS salary for that year, whichever is 


higher, and must maintain a salary at least 100k above any other player on same platoon.

c. Franchise tags can be used on a player in a FA bidding session. This is the latest the tag can be used on a player that has been bid on in the session the player is in.



e.
Can be Cut at cost, but cannot be traded.


f.
Punters & kickers are not eligible to be Franchise Players.


g.
When their one year Franchise Tag contract expires, Franchise Players may be re-signed in June to a new 1 to 4 year contract with the mandatory salary, by using one of the teams RFA signings thus by-passing free agency bidding. 



h.
Regardless if they are re-signed or not, a new Franchise Player can then be designated the 


following season that meets the mandatory requirements.

3. Restricted Free Agents


a. Teams can elect to use 2 RFA signings to any free agent who will automatically miss the free 

agency bidding.


b. Contracts may be 1-4 years and are calculated at 15% above current DKS value.


c. RFA contracts must be submitted by the first cutdown day.


d. RFA's can be cut at cost anytime and can be traded after signing. If traded, the signing counts 

toward the original teams 2 allowed.

4. Injured Reserve and UN-Carded Players


a. Teams are allowed to designate up to 3 eligible IR players.


b. IR players salary toward cap is calculated at 25% but must maintain a minimum salary of $350K.


c. To be eligible for the IR, the player must fit one of the following criteria:




i. Currently injured (as determined by the in-game Action PC report, i.e. the player is injured for 


at least 6 more games).



ii. Have a durability rating of “3” or lower.



iii. Un-Carded player: These are players whose rights were previously owned by a team and who 


were previously “carded”, yet do not have an Action PC computer card for the current season. 


d. Once a player is placed on the IR, he becomes ineligible for the remainder of the regular season and 

postseason, cannot be revoked off of the IR list until the season is completed and cannot be traded. 




i. The player may be cut from the roster while on IR, normal cut/buyout rules apply. 



ii. A player on the final Injured Reserve list cannot be traded.




iii. “Un-carded Players” MUST be designated to the IR.  



e. Teams are permitted to exceed the maximum of three un-carded players during the period between the 

end of the prior year’s Manka Bowl, and the start of the next season’s FA Draft.


f. Declarations of Injured Reserve Players must be done at the annual Roster Cut Down Deadline 

and once again before the final roster submission or other deadlines set by the Commissioner.



i. In order for a team to exceed the 43 player cutdown, they must have the eligble IR player(s) at 


all times




ii. Players may be  moved off and on the IR spot until the final roster submission.
XXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXXX
Article VIII

A. ROSTER REQUIREMENTS

1.  At or prior to the beginning of each Regular Season all rosters shall include 53 active players, 3 IR players 
and an unlimited number of rookie players. 

2. Shall meet roster positional and TLAM requirements (Below), shall meet salary cap and salary floor 
requirements.

3. TEAM LEAGUE ATTEMPT MAXIMUM LIMITS (TLAM) REQUIREMENTS MUST BE MET BY 
CUTDOWN DAY! They are as follows:
a. No team may carry more than one Kicker with 20 or more FG attempts

b. No team may carry more than one Punter with 50 or more Punt Attempts.


c. No team can carry more than two (2) Quarterbacks with more than 400 passing attempts each. 


4. Positional Requirements: Teams must carry the following minimum number of players at each listed    
position prior to the start of the Game Season.

a.
Offense: 2 QB, 4 RB/HB, 4 WR, 2 TE [6WR/TE], 2 C, 3 G, 3 OT

b.
Defense: 3 DE, 5 DT/ILB, 3 OLB, 4 CB, 3 S

c.
Special Teams: 1 K (with at least 20 FG attempts and a 10 DUR, or enough real life games played between two or more kickers to cover all 16 games of the schedule and at least a combined 20 FG attempts)

d.
1 Punter (with at least 40+ attempts and a 10 DUR rating, or enough real life games played between 2 or more punters to cover all 16 games of the schedule and at least 40 combined punt attempts)

e.
1 Holder & 1 Long Snapper.

f.
KR (1 of each with a minimum of 30 returns or two or more with a combined total of 30 and must cover all Regular Season games)
g.
PR (1 of each with minimum of 20 returns or two or more with a combined total of 20 and must cover all Regular Season Games


5. Attempt Requirements: Minimum limits are to be enforced from Final Roster Day through Regular Season.



a. Each team must have a minimum of 350 pass attempts.



b. 250 rush attempts.



c. 150 receptions and minimum of 475 offensive runs or attempts on their roster prior to the start of the 

Game Season.


d. Each team can protect only three QB’s.

6. Flex Players: 

a.
Teams will be able to designate 2 players on offense and 2 players on defense as Flex players.

i.
A defensive lineman (DE or DT) can be designated as a DL and used without penalty at either DT or DE.

ii.
A linebacker (ILB or OLB) can be designated as a LB and used without penalty at either ILB or OLB.
iii.
A defensive back (CB or S) can be designated as a DB and used without penalty at either CB or S.
iv.
An offensive lineman (T, G or C) can be designated as a C-G-T and used without penalty at either T, G or C.

v.
A HB or TE can be designated as a RB/TE without penalty.

vi.
Teams must designate their choices and submit by Final Roster Day.
Article IX

A. FREE AGENCY BIDDING 

1.
All players on a WDFL roster whose contracts have expired (RFA), (except Franchise Players and 2 RFA players re-signed by their owning team) and any player cut (FA) from their respective team shall be eligible for bidding. Contracts are from 1-4 years.

a.
Restricted Free Agents (RFA) as owning teams have Right of 1st Refusal permitting them to match the high bidder’s exact bidding terms completely and retain the player. If owning team opts not to match, the player is released to the high bidder.



i. Contract lengths may be increased by owning team at the yearly salary bid.
b.
Teams are eligible to bid on their own cut players.
 c.
Teams may submit bids for as many free agents as their Available Funds allow them to afford. 

d.
Regardless of their Available Funds teams may match any bid on their own Free Agents placed by others.

e.
Available Funds are a team's surplus in excess of current salary obligations.

2.
Current balance of a team’s funds will be released by the Commissioner prior to Bidding, with each team responsible for verification of their accuracy.

3.
Minimum Bid terms are any Standard 1-4 year WDFL Contract. Of course Bids can be for higher yearly salaries. 

4.
The sum of all bids shall not exceed your Available Funds. 

5.
Failure to comply with this requirement shall void your bids.

6.
All salary amounts must be in 50k multiples.

7.
Highest bid is the total amount bid over the life of the contract.

8.
Shorter contract length is 1st tiebreaker, followed by team slotted earliest in that years rookie draft.
B.  FREE AGENT DRAFT is 2-3 separate, three-day events. It will be broken done it to 2-3 pools consisting of players available for that bidding period. They will be broken down by some common attribute designated by the Auctioneer or Commissioner.

1.
The league will post a spreadsheet listing all players eligible for bid, the player’s base salary and (if applicable) the team owning matching rights, at least one week prior to the start of bidding. The session features three distinct bidding opportunities:

a.
Day 1: Bids submitted to free agent auctioneer. Auctioneer sends his bids to Commissioner or some other designated person. After all bids are received, auctioneer posts day 1 bids.

b.
Day 2: Same as Day 1, but if an owner decides to bid on a free agent that already has been bid on day 1, he must make the total bid larger than the current highest bidder. After all bids are received auctioneer posts update with all day 1 and day 2 bids.

c.
Day 3: Final bid day. If owner has not placed a bid on a free agent in day 1 or 2, then that free agent is ineligible to be bid on by that owner. In order to make a day 3 bid on a particular free agent, that owner must post a bid on that particular free agent on EITHER day 1 OR day 2. You don't have to bid both days, but you can. Day 3 bids must be higher than the highest current bid from days 1 and/or 2.
2.
At this time teams must decide which of their free agents not receiving bids they’ll retain at DKS salary or cut and which bids they will match.




a.
When matching a bid, a team can elect to increase the years for the contract at winning bids 


yearly salary at this time.

3.
The free agent cuts may be claimed in the Waiver Wire Period, held about 2 weeks afterwards.
C. WDFL 5 - ROUND ROOKIE DRAFT

1. Conducted on WDFL's slack board or in WDFL’s own draft board.

 
a. wdflleague.slack.com

2.
Normally scheduled for September after the release of the DKS rookie Projection disc. (to be determined by the Commissioner).

3.
Non-Playoff teams slotted 1 thru 14, from lowest win pct. to highest. Same as playoff format.

4.
Playoff teams slotted 15th thru 24th, in the order they exited playoffs. SB winner selects 24th.

5.
Rookie Draft Pool is comprised of all players appearing on League File and are a drafted player. Non drafted players are ineligible to be drafted.

6.
Players selected in rookie draft may be signed to any Standard WDL Contract, traded (unsigned) or released at no cost.

7.
Teams owning at least one draft pick must submit an Emergency Draft List with sufficient players to cover all their picks, regardless if they plan to participate Live or by proxy. 


a. If a team does not prepare an Emergency Draft List or all players on their Emergency Draft List have been 
selected and the coach is not there to make a selection, the highest available drafted player from the actual 
NFL draft that year will be selected for that team and will incur the standard penalty.

D. WAIVER WIRE SELECTIONS
1.
Following the FA bidding, any remaining players are available as free agent waiver wire selections at any time during the Preseason and Game Season.  

2.
Waiver wire selections are allowed by any team at any time on a 2 day waiver period in which the use of the past draft order determines first rights.

3.
Waiver wire selections before the Regular season shall receive a 2 year contract at DKS value plus formula. 

4.
At the time of selecting a waiver wire player the team owner must also designate which player is being cut to make room for the selection if needed.  

5.
The difference in value between a waiver wire selection and the player cut cannot decrease the total team salary by more than 1.5 million dollars and is subject to all salary, roster and positional requirements. 

6.
Waiver Wire players added during the game season can only be added to replace a player that has been injured for the entire remainder of the season and post season. They are not subject to any waiver period. First come first signed. 

7.
Player will be signed at DKS value or $350,000.00 minimum and will be calculated on a prorated weekly rate.  

8.
A waiver wire player signed to replace a player will become a non-restricted FA the following season. 

9. In-Season waiver wire selections shall be initiated by notice to the League by posting in the forum and are based on a first come basis.
Article X
A.TRADING
1.
Players and/or draft picks may be traded for other players or for draft picks. 

a.
No money (real or fantasy) or players to be named later or other gimmicks or loopholes will be allowed.  

b.
There are three different time periods where trading is allowed – In-Season, Off-Season, and In-Draft.  

c.
The only way to acquire a rookie is via a trade with another owner who has drafted the given rookie. Only draft picks two years in advance can be traded.

2. In-Season trading is allowed between the opening of the season and the end of the 9th week.  



   a. The deadline for reporting all trades to become effective for the upcoming weeks file must be submitted 24 

hours before that week’s deadline including final week of trading.

3. Off-Season trading periods are usually scheduled 24 hours after the release of the championship game XBX to the league, to the start of the season.
4. In-Draft trading is allowed with the following restrictions:


  
 a. Trades must be posted and confirmed by both parties on the Official Trade Forum BEFORE any 

action is taken.  
5. Notifying the League Office of a Trade. 
a.
All potential trades must be posted in the SLACK trade forum for review by the membership.  
i.
One manager must place the unofficial trade on the forum page and the other manager must confirm the trade at which point the trade will be processed but considered to be under pending review. 
ii. Along with the usual team, full name, position, player salaries must be included in these trade announcements to facilitate the process of verifying available cap space for the acquiring team.


b. The trade will become official no later than 24 hours after being confirmed unless, prior to that 

deadline:





i.
The League Office vetoes the trade for non-compliance with the rules, or

b.
Two or more owners request that the Commissioner review the trade. 





ii.
Traded players and/or draft picks may not be re-traded until the trade becomes 




official.





iii.
The 24 hour waiting period before processing trades is waived during In-Draft 




trading periods when all trades are assumed to be immediate and assumed to be in 




compliance with the league rules.  

a.
It is expected that both parties involved have done their due diligence in making sure that the trade meets all requirements including salary cap limits, contract issues, and the ownership of traded draft picks.

6. Trades may be vetoed by the Commissioner, if, in his judgment, the trade is not in the best interest of the WDFL.
a. Commissioners Guidelines:

i. If the trade seriously impairs the future viability of a franchise, it will be vetoed.

ii. If the trade is detrimental to the league in any other manner, it will be vetoed.





iii. If a trade is vetoed by the Commissioner an explanation will be provided to 




all parties involved.
Article XI
A .RULE CHANGES 

1.
Take effect in April, 1-month prior to start of upcoming season.

2.
Any coach may submit an amendment proposal prior to the published deadline.

3.
Amendment discussions are generally in January & February with voting in March.

4.
Coaches must cast either Yes or No vote on all amendments. Abstention is not permitted.

5.
Expansion requires 3/4ths approval to pass.
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