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Policy 
It is the policy of the Upper Cape Spartans (UCS) to ensure that all participants are treated in a fair and unbiased fashion.  In 
order to promote fairness, all coaches are required to follow the procedure outlined in this policy. 
 

Standard Practices 
Each player will be evaluated using the following standardized metrics and drills for placement within their given team: 
Age, Weight, Deer hunter, Towel tug-o-war, Sumo, Races and whose ball.  Records will be kept by head coaches and will be 
available upon request by any parent or administrator of the Upper Cape Spartans.  Participants that score well with these 
evaluations should be considered for skilled positions (QB, RB, HB, WB, CB, LB etc.)  Players may be disqualified from 
skilled positions based on other factors as documented and evidenced by the head coach. 
 
 
 
Age 

 Jr Mites: For a team that is age 7-9, zero points will be given for age 7, 30 points for age 8 and 60 points for age 9. 
 All other teams will award 0 points to a player playing at his appropriate age level (12 year old playing on 12u team) 
 A 30 point penalty will be assessed for any player “playing up” to an older age-group (11 year old playing 12u team) 

 
Weight:  

 1 point per pound of bodyweight 
 

Deer Hunter: 
Field is mapped into 30 yards x 30 yards square or circle.  Four players are chosen as “hunters” and should receive pennies.  The 
remaining players are “deer” and must be tagged out.  The “deer” that last the longest in the game receive the highest score. 
  

 75-100% = 100 points 
 50-75% = 75 points 
 25-50% = 50 points 
 0-25% = 0 points 

 
 

Deer hunter is scored based on when the player is tagged out.  A team consisting of 40 players would mean that the first 10 
players tagged out would receive a score of 0, the next 10 tagged out would receive 50 points, the next 10 tagged out would 
receive 75 points and the last 10 players to remain on the field would receive 100 points. 
 
Towel Tug-o-War:  
Three cones are configured in a triangle about 5 yards from the towel.  Three players grab the towel (one at each end and one in 
the middle).  To win, the player must touch his cone while also holding the towel.  The player to win this event progresses “up” 
one level, the players to lose this event move down one circle.  After 10-15 minutes of the “game” being played the circles are 
frozen and coaches will record which circles the players are in. 
 
4-Circle (King of the Hill Format) 

 
 75-100% = 100 points 
 50-75% = 75 points 
 25-50% = 50 points 
 0-25% = 0 points 

 
 

 
 

3-Circle (King of the Hill Format) 
 

 66-100% = 100 points 
 33-66% = 66 points 
 0-33% = 0 points 
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Sumo:  
Create a circle with cones.  Two players begin in low two-point stances with their hands on the chest of their opponents.  The 
goal is to push each other out of the circle.  The players may not twist, tug or jerk their opponent.  It’s strictly pushing.  The 
winner of the drill advances to the next circle, the loser moves down one circle.  After 10-15 minutes of this game being played, 
the circles are frozen and coaches will record which circles the players are in. 
 
4-Circle (King of the Hill Format) 

 
 75-100% = 100 points 
 50-75% = 75 points 
 25-50% = 50 points 
 0-25% = 0 points 

 
3-Circle (King of the Hill Format) 

 
 66-100% = 100 points 
 33-66% = 66 points 
 0-33% = 0 points 

 
 
Races:  
Using the previous format of “king of the hill”; players race against one another to determine the fastest of the lot.  The length of 
the race should be no further than 20-40 yards.   
 
 
4-Circle (King of the Hill Format) 

 
 75-100% = 100 points 
 50-75% = 75 points 
 25-50% = 50 points 
 0-25% = 0 points 

 
3-Circle (King of the Hill Format) 

 
 66-100% = 100 points 
 33-66% = 66 points 
 0-33% = 0 points 

 
 
Whose ball:  
Players are matched based on relative size / experience / aggressiveness.  A football is tossed out and the two players scramble 
for the football.  The players are to remain on the ground (no standing) during this drill.  The players will wrestle for the ball. 
The player ending the drill with the ball is awarded 25 points. 
 
 
 
 

 


