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Game Time Management
3/4th & 5/6th Grade Divisions: 
Games will consist of (4) 12 minute Running quarters with (1) 6 minute half time. The clock will stop the last 2 minutes of the 2nd & 4th quarter. Clock will stop on all change of possessions. High School rules will apply during those last 2 minutes. Each team will have (3) timeouts per half.
*No Blitz- Linebackers ¾ grade must start 3-4yards off the ball. 
*Nose Tackle- ¾ grade can not cover center. No heads up.
* ¾ grade- Only one “A” gap can be covered.
* all grades- X-men must be in 3 point stance
7/8th Grade Division:
We are preparing our players for high school football, therefore, games will consist of (4) 10 minute quarters with (1) 10 minute half time. The clock will NOT be stopped on the 2 minute warning, but the referees will notify coaches that they have reached or soon will reach the 2 minute warning. All other clock rules will be high school rules. 
In the event of a tie after regulation, a coin toss will take place and the ball will be placed on the 10 yard line. Each team will have 4 plays to score. Each team will have a possession.
*Mercy Rule—The clock will not stop in the first half when the lead is 28 or more. It will not stop is the lead is 28 or more in in the second half.
Weight Limit
Football weigh‐ins will be conducted one week prior to the first game. The weigh‐ins must be witnessed through FaceTime by another town/league representative. If a player misses the weigh‐in, a make‐up session can be re‐scheduled. The make‐up weigh ins must be witnessed through FaceTime with other town. All team rosters will be submitted one week prior to the first scheduled game. A second weigh-in will happen before the first round of playoff games. 
3/4th Grade… 85lbs
5/6th Grade… 125lbs
7/8th Grade… 160lbs
*Players exceeding the weight limit will be X-players. Players must have helmets marked with an X and must play in the down line. **A downline position is defined as a guard, tackle, or center. X-players must be in a 3 or 4 point stance *inside the box, at the time the ball is snapped. 
*On Defense the X-player is not allowed to play outside the tight end or outside the tackle on the wide receiver side of the field. Cannot be more than 3 feet outside.
*On Offense the X-player cannot play more than two positions away from the center. They cannot be eligible receivers or ball handlers.
*X-players can play on special teams but must play on the front line. They CAN NOT advance the ball.
** X-players CAN advance a fumble or intercepted pass.
**X-players must have their helmets marked with an X
Game Football Sizes
3/4th – PeeWee k2
5/6th – Junior TDJ
7/8th Youth TDY

Scoring Rules Defined
1) Touchdown‐ 6 points‐ A touchdown is achieved when a player has legal possession of the
ball and the ball crosses an imaginary vertical plane above the opposing team's goal line,
into the end zone. After a touchdown, the scoring team attempts a try for 1 or 2 points (see
below).
2) Extra point attempt (1 or 2 points) - The offense is given one untimed play to earn points
after a touchdown.
3rd & 4th and 5th & 6th Division:
a) 1 point- Is awarded if the ball advances into the end zone on a run from the 3 yard line.
b) 2 points-(2 point Conversion) - Is awarded if the ball advances into the end zone
on a run from the 5 yard line.
7th & 8th Division:
 The following extra point rules have been adapted to advance and encourage the kickers’ skills.
c) 1 point- Is awarded if the ball advances into the end zone on a run from the 3 yard line.
d) 2 points- are awarded if the ball advances into the end zone on a run from the 5 yard line.
e) 2 points- Will be awarded if the ball is kicked through the goal posts from the 3 yard line.
3) Field Goal‐ 3 points- 
7th & 8th Grade Division ONLY- A field goal is scored when the ball is place kicked, drop kicked, or free kicked between the goal posts behind the opponent's endzone. Three points are scored if the ball crosses between the two upright posts and above the crossbar and remains over. If a field goal is missed, the ball is returned to the original line of scrimmage, to the 20-yard line if the ball enters the end zone, or otherwise where the ball becomes dead after the kick, or to the 20-yard line if that is further from the goal line, and possession is given to the other team. If the ball does not go out of bounds, the other team may catch the kicked ball and attempt to advance it, but this is usually not advantageous. If the referee rules the field goal no good, then the field goal is unsuccessful. A team that successfully kicks a field goal kicks off to the opposing team on the next play.
4) Safety- 2 points- A safety is scored if a player causes the ball to become dead in his own endzone; two points are awarded to the opposing (usually defending) team. This can happen if a player is either, downed or goes out of bounds in the end zone while carrying the ball, or if he fumbles the ball, and it goes out of bounds in the end zone. A safety is also awarded to the defensive team if the offensive team commits a foul which is enforced in its own end zone. A safety is not awarded if a player intercepts a pass or receives a kick in his own end zone and is downed there. This situation, in which the opponent caused the ball to enter the end zone, is called a touchback; no points are scored, and the team that gained possession of the ball is awarded possession at its own 20-yard line. If the interception or reception occurs outside the end zone, and the player is carried into the end zone by momentum, the ball is placed at the spot of the catch and no safety is awarded. After a safety, the team that conceded the safety kicks a free kick (which may be a punt, place kick, or drop kick) from its 20-yard line.

*3/4 grade are allowed “free kicks” without the kicker being rushed. 5/6 grade & 7/8 grade all kicks are considered live. No “free kicks” 
Game Rules and Penalty Summary
LOSS OF 5 YARDS 
1) Delay of Game‐ OFFENSE, DEFENSE, or SPECIAL TEAMS‐ Any action which delays the next play.  
a. On offense, this means failing to snap the ball before the play clock reaches zero. It may also include spiking the ball.
b. On defense, it occurs when a player hinders the offense in hurrying to make the next snap. This happens most often in the last two minutes of a half when the offense is trying to go down the field in a hurry. The defense can also be flagged for a delay of game if a player spikes the ball after the end of a play.
c. On special teams, it happens when the return team runs after signaling for a fair catch, or the defense does not un‐pile in a timely manner after the play ends.
2) Encroachment‐ DEFENSE‐ Before the snap, a defensive player illegally crosses the line of scrimmage and makes contact with an opponent or has a clear path to the quarterback. This includes any crossing of the neutral zone by either team, whether contact is made or not. The play is not allowed to begin.  
3) Offside‐ OFFENSE or DEFENSE‐ (SEE ENCROACHMENT). A player is on the wrong side of the line of scrimmage when the ball is snapped. This foul occurs simultaneously with the snap. Unlike offensive players, defensive players are not compelled to come to a set position before the snap. If a defender jumps across the line but gets back to his side before the snap, there is no foul. In the case of an offside foul, play is not stopped, and the foul is announced at the conclusion of the play. Media covering the games call it a "free play" for the offense, as the non‐offending team may decline the penalty and take the yardage gained on the play (and when the play works against them, like a turnover to the opposing team, the non‐offending team can accept the penalty and retake possession of the ball) ‐ unlike in the case of a false start foul against the offense, whereupon the play is immediately stopped by the officials. This foul is almost always committed by the defense (any offensive player that moves into the neutral zone after setting would be charged with a false start). However, it is possible for the offense to commit this foul. If an offensive player lines up in the neutral zone, an offside foul will be called against the offense. 
4) Equipment Violation‐ OFFENSE, DEFENSE, or SPECIAL TEAMS‐ Any player in the game without mandatory and necessary safety equipment, mouthpiece, pads, chin straps not properly fastened or in violation of certain uniform rules either before the snap or during the down.
5) Face Mask‐ Incidental‐ OFFENSE, DEFENSE, or SPECIAL TEAMS‐ Incidental grasping of face mask, helmet opening or the chin strap of another player while attempting to block or tackle.
6) False Start‐ OFFENSE‐ An offensive player illegally moves after lining up for—but prior to—the snap. Since the ball is dead, the down does not begin. Any player who moves after he has gotten in his set position before the snap simulates the start of the play.
7) Illegal Formation‐ Fewer than 7 players line up on the line of scrimmage
8) Illegal Forward Pass‐ OFFENSE‐ A forward pass is thrown from past the line of scrimmage, after a change of possession, or when a second forward pass is thrown on the same play. * 5 yards from the spot of the foul and loss of down (safety if the foul occurs in the end zone).
9) Illegal Kickoff‐ SPECIAL TEAMS‐ The ball, after a kickoff, heads out of bounds between both goal lines without touching any player on either team. 5 yards and re‐kick, or receiving team can take possession where kick went out of bounds, or receiving team awarded possession 25 yards in front of kicking team's free kick line.
10) Illegal Motion ‐ OFFENSE‐ A player in motion is moving forward at the time of the snap.
11) Illegal Shift‐ A player is not set before the snap; more than one player is in motion at the snap; or after more than one player was moving (shifting), all eleven players have not been motionless for one second.
12) Substitution infraction or Illegal Substitution "Too many men on the field"‐ The offense has twelve or more players in the huddle for a period of 3–5 seconds; or twelve or more players are in the formation before a play; or a player is attempting to leave the field as the ball is snapped; or an offensive player entering the field fails to step at least nine yards from the sideline (inside the field's yardage numbers) before the snap; or a player who has been suspended or disqualified attempts to enter the field of play.
13) Illegal Touching of a forward pass‐ OFFENSE‐ A forward pass first touches an ineligible receiver (an offensive lineman). If the ball is touched by the defenders first, any player may touch it. 5 yards and a loss of down.
14) Ineligible Receiver Down Field‐ OFFENSE‐ An ineligible receiver is past the line of scrimmage prior to a forward pass. Ineligible receivers must wait until the pass is thrown beyond the line of scrimmage (or touched) before moving past the line of scrimmage. This exception has been added to accommodate the screen pass, where a receiver (most often a back, but sometimes a tight end or wide receiver) catches a ball behind the line of scrimmage behind a "screen" of offensive linemen.
15) Intentional Grounding‐ OFFENSE‐ A forward pass is thrown intentionally incomplete so that the passer avoids loss of yardage or to conserve time. Not assessed if the ball is spiked while the quarterback is under center and the quarterback may not legally throw the ball away when outside the "tackle box." 5 yards from the spot of the foul and loss of down (safety if the foul occurs in the end zone).
16) Neutral Zone Infraction‐ DEFENSE‐ Before the snap, a defensive player (most often a lineman) jumps into the neutral zone and "startles" an offensive player, causing him to false start.
17) Running into Kicker or Holder‐ Unintentional‐ Special Teams‐ On a kicking play where the defense fails to touch ("block") the kicked ball, the defense runs into the kicker/punter. If such an act occurs but is not intentional, this foul is assessed. If intentional, the personal foul of roughing the kicker is assessed instead  
18) Sideline Interference Infraction ‐ 2nd Infraction‐ A player is outside of the team box, a coach is outside the coaches' box (along the sideline in front of the team box), or too many coaches are in the coaches' box. 5 yard Interference penalty assessed. 
19) Invalid fair catch signal‐ A player wishing to make a fair catch signals his intent by extending one arm above his head and waving it while the kicked ball is in flight, failing to signal properly will result in a 5 yard penalty from the basic fair catch spot.
20) Illegal fair catch signal‐ A player wishing to make a fair catch signals his intent after catching or recovering the kick. 5 yard penalty from the spot of the foul.
21) Snap infraction‐ If the center flinches the ball in an attempt to draw the defense off sides.  
22) Planned loose‐ball infraction‐ Any A player on his/her line of scrimmage may not advance a planned loose football in the vicinity of the snapper.  
23) Illegally handing ball forward ‐ No player may hand the ball forward except during a scrimmage down as follows: A Team A back may hand the ball forward to another back only if both are behind their scrimmage line. Or A Team A back behind his scrimmage line may hand the ball forward to a teammate who is on his scrimmage line at the snap, provided that teammate leaves his line position by a movement of both feet that faces him toward his own end line and is at least two yards behind his scrimmage line when he receives the ball. PENALTY—Five yards from the spot of the foul; also loss of a down if by Team A before team possession changes during a scrimmage down.  
24) Helping or Assisting the Runner‐ It is illegal for an offensive player to aid a runner in advancing the ball forward.  An offensive player may block for the runner, but may not push them forward.  No offensive player may lift a runner to his feet or pull him in any direction at any time, nor push or throw his body against a teammate to aid him in an attempt to obstruct an opponent or to recover a loose ball. 
25) Attendant illegally on field‐ Any person entering the field during a play without authorization  
26) Free‐kick infraction‐ Free kick out of bounds, the ball will automatically go to the 35 yard line, unless the ball goes out of bounds before the 35 yard line. The coach has the option to decline the penalty and assess a 5 yard penalty and re‐kick. 
LOSS OF 10 YARDS 
1) Block in the back‐ OFFENSE, DEFENSE, or SPECIAL TEAMS‐ A blocker contacting a non‐ball carrying member of the opposing team from behind and above the waist.
2) Holding‐ OFFENSE, DEFENSE, or SPECIAL TEAMS‐ Illegally grasping or pulling an opponent other than the ball carrier while attempting to ward off a block or cover a receiver. One of the most commonly called penalties. If a penalty for holding that occurred in the offense's end zone is accepted, a safety results.
3) Illegal hands to the face‐ DEFENSE‐ Pushing or hitting a player on offense in the head or helmet
4) Illegal use of Hands or Arms‐ DEFENSE‐ Illegal use of the hands against a player on offense while attempting to ward off a block, cover a receiver, or tackle a ball carrier. There are several restrictions on how a defender may initiate contact.
5) Illegal use of Hands or Arms‐ OFFENSE‐ “Runner grasping a teammate” No offensive player may pull a runner in any direction at any time; or use interlocking interference, by grasping a teammate or by using his hands or arms to encircle the body of a teammate.
6) Illegal blocking technique‐ As a general rule blocking is a push; one is not allowed to grasp someone or do any sort of pulling, and the hands must not be outside the line of each armpit. Blocking is also not permitted beyond five yards from the line of scrimmage until the quarterback has handed-off the ball to a runner, or a receiver has touched the ball after it has been passed.
7) Interlocked blocking‐ One player grasps or encircles a teammate just prior to or while blocking an opponent  
NO FOUL‐ PROTOCOL 
1) “First Touching”‐ Illegal touching of a free kick‐ SPECIAL TEAMS‐ The ball, after the free kick, first touches a member of the kicking team prior to traveling 10 yards. This is most often seen on an onside kick where a member of the kicking team prematurely comes in contact with the ball in an attempt to recover it. Like illegal touching of a forward pass, if a defender (member of the receiving team) first touches the ball, any player may touch it. Note: in NFHS it is called 'first touching', not “illegal touching”. It is also illegal touching for a kicking team player to touch a free kick after going out of bounds, unless the kick is touched by the receiving team.  
RESULT: Not a foul. 
Receiving team may take possession at the spot of touching unless it commits a foul. 
2) “First Touching”‐ Illegal touching of a scrimmage kick‐ SPECIAL TEAMS‐ The ball, during the scrimmage kick, is touched by a kicking team player, unless the kick is touched by the receiving team or another member of the kicking team.
RESULT: Not a foul (called "first touching" in the NFHS rulebook). Receiving team may take possession at the spot of first touching unless it commits a foul. 
3) Sideline Infraction‐ 1st Infraction Warning‐ A player is outside of the team box, a coach is outside the coaches' box (along the sideline in front of the team box), or too many coaches are in the coaches' box. No loss of yards incurred.
*3/4th grade is deemed an instructional league and as such the league accesses only 5 yard penalties 
LOSS OF 15 YARDS 
(Rules are modified for 3 & 4th grade based on their field size) 
1) Blocking below the waist‐ An illegal block, from any direction, below the waist by any defensive player or by an offensive player under certain situations, by any player after change of possession, Sometimes incorrectly referred to as a "chop block".
2) Chop Block‐ OFFENSE‐ An offensive player tries to “Cut Block” a defensive player that is already being blocked by another offensive player. The second block may need to be below the thigh or knee, depending on the code. Cut Block‐ consists of an offensive player knocking a defensive player down by hitting his knees) A delayed block at the knees or below of an opponent who is already in contact with a teammate in the free blocking zone.
3) Clipping‐ OFFENSE, DEFENSE, or SPECIAL TEAMS‐ A blocker contacting a non‐ball carrying opponent from behind and at or below the waist. Charging into or falling into the back or legs of an opponent who is not the runner or pretending to be a runner or pushing into the back of an opponent using arms or hands (except when free blocking zone requirements are met)
4) Face Mask‐ Intentional‐ OFFENSE, DEFENSE, or SPECIAL TEAMS‐ Intentionally grasping, pulling and/or twisting of the face mask, any helmet opening, or the chin strap.
5) Helmet‐to‐helmet collision or Targeting‐ The act of banging one's helmet with a high degree of force, into any part of the helmet of another player.
6) Horse‐Collar Tackle‐ OFFENSE, DEFENSE, or SPECIAL TEAMS‐ Illegally tackling another player by grabbing the inside of the ball carrier's shoulder pads or jersey from behind and yanking the player down. The penalty will be 15 yards from the succeeding spot.
7) Illegal Batting or Kicking‐ OFFENSE‐ Any intentional batting or kicking of a loose ball or ball in player possession. Batting is legal in certain limited situations, such as blocking a kick or deflecting a forward pass (any eligible player may bat a forward pass in any direction).
8) Illegal Kick‐ Any ball not kicked in accordance with the rules, for instance:  
a. When an attempted drop kick (It involves a player dropping the ball and then kicking it when it bounces off the ground) bounces more than once before being kicked.  
b. When a player kicks the ball after a turnover or receiving an opponent's kick (the "return kick") 
c. When a player kicks the ball after having advanced the ball past the line of scrimmage 
9) Illegal Participation‐ Twelve or more players participate during the play, because the extra players either are not detected before the snap or enter during the play. Once the down begins, no further players may enter the field and participate, even if there are fewer than 11 players. Illegal participation is also called when an offensive player goes out of bounds (unless forced out by contact by the defense) and returns during the play. Illegal Participation also applies if a player whose helmet comes completely off during a down to continue to participate beyond the immediate action in which the player is engaged. The player must leave the game for at least one down, with the exception of halftime or overtime intermission. When this occurs, an official’s time‐out shall be called.
10) Palpable (Obvious) Unfair Acts‐ Palpably unfair act is a case of any illegal action that the officials deem has clearly and indisputably deprived a team of a score. It is one of the rarest penalties in the sport. The definition of a palpably unfair act is deliberately vague and leaves great latitude to the officials in determining what constitutes such an act. It also gives great latitude to the officials in regard to punishment; the National Federation of State High School Associations, for instance, allows for any punishment, up to and including forfeiture of the game. However, the same rulebook also indicates a general principle that all acts are legal unless otherwise prohibited by a specific rule. Thus, the palpably unfair act rule is generally only enforced when the penalty for a particular rule violation is insufficient to offset the effect of the act on the play. 
11) Defensive pass interference‐ may be committed in or near the end zone toward the end of a game in order to prevent a touchdown. This would place the ball at or near the goal line with a first down, and give the defense of a  team that is slightly ahead a chance to prevent a touchdown that would put the opponent ahead. In this situation the referee has discretion to institute a palpably unfair act and call a touchdown for the offense, to prevent the defensive pass interference from occurring.
12) Personal Foul by a player or non‐player‐ A conduct or safety related infraction. Includes unnecessary roughness, such as hitting a ball carrier after he is already out of bounds, "piling on" a ball carrier who is already down, or violent contact with an opponent who is away from and out of the play, i.e. charging into an opponent obviously out of the play.  If the officials decide that the action was particularly flagrant, the player, coach or spectator in question may be ejected from the game. If a single player, coach or spectator commits two personal fouls, the person in question will be automatically escorted from the game location property. Additionally a 1 year disqualification may be imposed by the board of directors.
13) Roughing the Passer‐ DEFENSE‐ A defender continues an effort to tackle or "hit" a passer after the passer has already thrown a pass. 15 yards and an automatic first down (penalty also counts regardless of how many yards the offense gained).
14) Roughing the Kicker or Holder‐ Special Teams‐ A defender, having missed an attempt to block a kick, tackles the kicker or otherwise runs into the kicker in a way that might injure the kicker or his vulnerable extended kicking leg. This protection is also extended to the holder of a place kick. 15 yards and an automatic first down
15) Roughing the Snapper‐ On a punt or field goal attempt, the long snapper is allowed to regain his balance and assume a protective position before he is contacted by the defense. 15 yards and an automatic first down
16) Running into Kicker‐ Intentional‐ Special Teams‐ On a kicking play where the defense fails to touch ("block") the kicked ball, the defense runs into the kicker/punter. If such an act occurs and is intentional, the personal foul of roughing the kicker is assessed. 15 yards and an automatic first down.
17) Sideline Interference Infraction ‐ 3rd and Subsequent Infraction Warnings‐ A player is outside of the team box, a coach is outside the coaches' box (along the sideline in front of the team box), or too many coaches are in the coaches' box. 15-yard Interference and Unsportsmanlike penalty may be assessed. 
18) Tripping‐ A player trips another player with the lower leg. Use of the lower legs or foot to obstruct an opponent who is not the runner.
19) Unsportsmanlike Conduct by a player or non‐player‐ Any person (usually a player but occasionally a coach and very rarely one or more spectators) acts or speaks in a manner deemed to be intentionally harmful or especially objectionable by the game officials, or by rule. Unsportsmanlike conduct is a non‐contact foul; if contact is involved it becomes a personal foul. Examples include verbal abuse of officials, and taunting. If the officials decide that the action was particularly flagrant, the player, coach or spectator in question may be ejected from the game. If a single player, coach or spectator commits two unsportsmanlike conduct fouls, the person in question will be automatically ejected from the game and escorted from the game location property. Additionally a 1 year disqualification may be imposed by the board of directors.
20) Hurdling‐ An attempt by a player to jump (hurdle) with one or both feet or knees foremost over an opponent who is contacting the ground with no part of his body except one or both feet.” This is an Illegal Personal Contact Foul. 
*However a runner can jump over a pile of players or dive into the end zone. 
21) Illegal personal contact inside or outside restricted area‐ No player or non‐player shall initiate contact with an opposing player whose helmet is come completely off. 
22) Kick‐catching interference‐ Obstructing the receiver's path to a kick in flight; kicking team member touching a kick in flight prior to receiver touching the ball.
23) Illegally blocking the kicker or placekick holder‐ Blocking the kicker or placeholder of a free kick either before the ball has touched the ground or the opponent to be blocked has advanced 5 yards beyond the free‐kick line 
24) Illegal Helmet Contact‐ Intentionally use of the helmet to butt or ram an opponent. Any of the following: 
a. Spearing‐ Tackling or otherwise initiating contact against an opponent at the shoulders or below, with the crown (top portion) of his/her helmet. 
b. Face Tackling‐ is an act by a defensive player who initiates contact with a ball carrier with the front of his helmet. 
c. Butt Blocking‐ is an act by an offensive or defensive player who initiates contact against an opponent who is not the ball carrier with the front of his helmet 
25) Slapping blocker’s head‐ Defensive player uses his hand(s) to slap the blocker's head 
26) Illegal Block‐ A player gives a valid or invalid fair catch signal and then blocks an opponent before the kick has ended. Aka Illegal block after valid or invalid fair‐catch signal 
27) Leaping‐ DEFENSE‐ A defender at least one yard in front of the line of scrimmage running forward and leaping in an attempt to block a field goal or a point‐after try lands on other players on either team. The penalty is not called if the defender was within one yard of the line of scrimmage at the time of the snap. 15 yard penalty; automatic first down if committed by defense (penalty also counts regardless of how many yards the offense gained).
28) Leverage‐ DEFENSE‐ A defensive player jumping or standing on a teammate or an opponent to block or attempt to block an opponent's kick. Automatic first down.
*Player are allowed to wear clear visors on helmets. Absolutely NO TINTED VISORS!
DISQUALIFICATION ASSOCIATED WITH CERTAIN 15‐YARD PENALTIES 
ALL PENALTIES ARE SOLELY AT THE DISCRETION OF THE GAME OFFICIALS 
1) Fighting by player (both players minimum 1 game suspension‐no appeal) 
2) Intentionally contacting an official by a player (minimum 1 game suspension‐no appeal) 
3) Striking, kicking, kneeing (minimum 1 game suspension‐no appeal) 
4) Any act if unduly rough or flagrant behavior (minimum 1 game suspension‐no appeal) 
5) A second unsportsmanlike foul by player or non‐player (minimum 1 game suspension‐no appeal) 
6) A substitute leaving team box during a fight (minimum 1 game suspension‐no appeal) 
*Third and fourth is deemed an instructional league and as such the league accesses only 5 yard penalties.  Conduct worth of disqualification, regardless of by a player or a coach, still applies.  
**If a parent is removed from games for bad behavior, player must also leave the game.

Vernal Youth Football - Practice, Playtime & Game Day Field Policy
1. Playtime Policy

At Vernal Youth Football, we are an instructional tackle football league dedicated to teaching the fundamentals of the game, promoting fairness, and keeping all players safe.

3rd/4th & 5th/6th Grades: Players are guaranteed a minimum of 10 plays per game (5 per half) provided-they have actively participated in practices during the week.
7th/8th Grades: At this level, we are focused on preparing players for high school football. Playtime is not guaranteed and must be earned through effort, attitude, and performance in practices and games.
Our goal is to help every player learn, grow, and develop a love for the game while fostering teamwork, discipline, and safety.

2.  Practice Time Guidelines

At Vernal Youth Football, we strive to follow USA Football guidelines as closely as possible to promote player safety and development.
Coaches are allowed to schedule a maximum of 6 hours of on-field practice per week.
Film study or team meetings do not count toward this time limit and may be scheduled in addition to field practices.
Our goal is to balance quality instruction, safety, and player well-being while ensuring that all athletes have
Vernal Youth Football - Practice, Playtime & Game Day Field Policy
time for rest, recovery, and other activities outside of football.

3. Game Day Field Policy

To ensure safety, organization, and proper conduct during games, Vernal Youth Football has the following sideline and field access policy:
Only coaches and official board members are allowed on the field or sidelines during games.
All approved personnel will be issued visible league badges.
Anyone without a badge will not be permitted on the sidelines or field during games.
The chain crew will be run by members of the home team and positioned on the visitor's sideline.
Each home team is required to provide three volunteers to operate the chains and down marker.
These rules are in place to keep game days safe, efficient, and focused on our players and coaches.

image1.png




