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2014 TABLE CHEAT SHEET 

GIRLS HIGH SCHOOL 
This “cheat sheet” covers table crew job details and summarizes the 2014 US Lacrosse (NFHS) Girls High School rules as 

applicable to the table crew (timekeeping, scoring, penalty, etc.).  A copy of the official 2014 US Lacrosse (NFHS) Girls 

High School High School Rule Book should be available at the table during all games. Table crews are strongly encouraged 

to read the rule book as well as the 2014 Girls HS Statistician Guide. 

DEFINITIONS:  

RUNNING CLOCK: RUNNING CLOCK IS USED FOR UTAH GIRLS HIGH SCHOOL LEAGUE GAMES. Start the clock on the 

official’s whistle at the first draw of each half so game clock begins counting down from 25 minutes. For the next 23 

minutes until the game clock reaches 2:00 minutes remaining in the half, stop the clock ONLY for a re-draw, team or 

official’s time-out. EXCEPTION: When the 10-goal differential rule is in effect during these 23 minutes, do not stop clock 

for redraws – only officials and team timeouts. 

When the game clock is @ 2:00 and counting down to 0:00, stop the clock on EVERY whistle unless there is a 10-goal 

differential. If there is a 10-goal differential during the last 2 minutes, then the clock is stopped only for team timeouts 

and official’s timeouts – not redraws - until the difference becomes less than 10 goals, then stop clock (stop on every 

whistle) is reinstated. 

STOP CLOCK: During final two minutes of each half, the clock stops after each goal and on every whistle unless there is a 

10-goal differential. If the 10-goal differential rule is in effect, running clock is used and the clock is stopped only for team 

timeouts and official’s timeouts – not redraws - until the difference becomes less than 10 goals, then stop clock (stop on 

every whistle) is reinstated.  

TABLE AREA: 5 yds back from centerline; 10 yds wide; Only Game Officials/Table crew may be in the table area. 

PENALTY AREA: Area directly in front of the scorers/timer’s table and at the rear of the substitution area where any 

player who has been carded will sit or kneel while serving their penalty time. 

SUBSTITUTION AREA: Area in front of the scorer’s table and penalty area, centered at midfield, and sectioned off by two 

hash marks that are each 5 yds from the centerline of the field 

GREEN CARD: Recorded in the scorebook against the offending team, indicating a team caution for delay of game and 

that the next team offense results in a green/yellow card to the offending player and additional offenses results in 

green/red cards with 2 minute penalty time (not man down) 

YELLOW CARD: Given as a warning to an offending player, coach or team personnel with a 2 minutes non-releasable 

penalty time served by player in penalty area (team is man down). A second yellow card to the same individual will result 

in that person being suspended after serving the 2 minute penalty from further participation in that game. 

RED CARD: Given to an offending player, coach or any team personnel, with a 4 minute non-releasable penalty time 

served by player in penalty area (team is man down) and then is immediately ejected from the game. Anyone who has 

received a red card shall be prohibited from participating in the team's next game.  

RULE 4: TIME FACTORS; DURATION OF PLAY 
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Section 1. The maximum regulation playing time is 50 minutes for high school divided into two halves, or such time as 

agreed upon by the coaches. Halftime will be 10 minutes, but may be less than 10 minutes if agreed upon by the coaches 

prior to the start of the game. Players must change ends to begin the second half. Play should be continuous, but at the 

discretion of the official time-out is taken for unusual circumstances, e.g., a broken crosse, animal on the field, lost ball, a 

ball that has gone too far out-of-bounds, spectator interference, delay of game. Time out must be taken in case of illness, 

accident, or injury, for the issuance of a card, to check a crosse, and anytime the draw must be retaken. EXCEPTION: 

When the 10-goal differential rule is in effect no time out should be called for a redraw. 

RULE 4: TEAM TIMEOUTS 

Section 4. Each team shall be permitted two timeouts during regulation game time that do not carry over into overtime. 

Each team is permitted one timeout during the entire duration of overtime. Timeout may be requested by the head 

coach or any player on the field after a goal is scored or any time the requestor's team is in clear possession of the ball. If 

a possession timeout is called, players must leave their crosses in place on the field and return to that same place for the 

restart of play. No substitutions will be allowed during this stoppage of play. The timeout shall be 2 minutes in duration 

commencing at the time the official calls the timeout. It is the responsibility of the coaches to gather their teams and to 

disperse them back onto the playing field. After 1 minute, 45 seconds, a warning horn/whistle will sound. At 2 minutes 

the horn/whistle will sound again. A minor foul will be called if a team is not ready to start after 2 minutes. Successive 

timeouts will not be allowed. 

RULE 3: OFFICIAL SCORER (BOOK) 

Section 14. The official scorer (book) will be from the home team and will sit at the scorer’s/timer’s table opposite the 

center circle. If the official scorer is not seated at field level, the home team is responsible for ensuring that the scorer's 

table is manned. 

Section 15. The official scorer (book) will assume the following duties: 

a. (Home and Visitor Scorebooks) record the starting line-ups of both teams 10 minutes prior to the game and make 

sure the numbers of the players on the field correspond to the numbers in the book. Changes to the line-up 

cannot be made until the game starts. A roster with names and numbers of all players must be at the score table 

prior to the start of the game. 

b. (Home and Visitor Scorebooks) keep an accurate record of the goals scored in the official home team score book 

and visitor’s score book. 

c. (Home and Visitor Scorebooks) record time outs taken by each team. 

d. display continuously an accurate score, for the players, coaches and officials. 

e. notify the official on the first ensuing stoppage of play if there has been an illegal substitution. 

f. (Home and Visitor Scorebooks) record any and ALL cards given to player, coach or team (bench) in the score book 

with which half, player #,  time on clock, infraction and card type (G – Y – R): 

1. Green Card (G): Delay of game 

a. 1st Offense is Green Card (G) - Loss of Possession;  

b. 2nd Offense is Green & Yellow (GY) Card – Loss of Possession & Major Foul Placement;  

c. 3rd Offense is Green & Red Card (GR) – Loss of Possession, player serves 2mins but not man 

down. 

2. Yellow Card (Y):  Warning/Suspension – player serves 2 minute non-releasable in box (team is man 

down). 
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3. Red Card (R): Ejection. Player serves 4 minutes in box (team is man down) then is ejected.  

g. notify the official immediately when a second warning (Y) is given to the same player or coach (DQ). 

h. notify the official immediately if a team receives a fourth Y or R card.  

i. notify the official when a 10 goal differential exists. 

 AR 3-3 A coach attempts to change his/her line-up after it has been given to the scorer and 5 minutes prior to 

game time. RULING: No changes to the line-up will be allowed 10 minutes prior to the game. The only exception is 

a change due to injury.  

RULE 4: OFFICIAL TIMER 

Section 16. The official timer will be from the home team and will sit at the scorer’s/timer’s table opposite the center 

circle. NOTE: The home team must ensure that direct two-way communication is available at all times between the press 

box and the scorer’s table if official scoring and/or timing functions are not handled at field level. 

RUNNING CLOCK IS USED FOR GIRLS HIGH SCHOOL LEAGUE GAMES (see definition above). 

The home team is responsible for ensuring the following duties are performed:  

a. during a dead-ball situation only sound a horn to notify the official of an illegal substitute or if a clock has 

malfunctioned. 

b. during a dead-ball situation only sound the horn to indicate a timeout request by the team in possession. 

c. notify the official when there are 2 minutes remaining in each half of the game. 

d. AT 10 SECONDS REMAINING IN HALF, LOUDLY COUNTDOWN. Sound a horn to indicate the end of the half and the 

end of the game. 

e. stop the clock for any other circumstances only upon the time-out signal and whistle from the official. 

f. TEAM TIMEOUTS: notify the official when a team requests a time-out and use a separate clock to time the time-

out. 

1. time 2 minutes 

2. blow the horn at 1 minute, 45 seconds 

3. blow the horn at 2 minutes 

g. note the time on the clock when a player is issued a green/red card for delay of game and time the 2-minute 

elapsed playing time penalty, and LOUDLY COUNTDOWN FROM 10 Seconds & notify the coach when the 2-

minute penalty time has ended. 

h. note the time on the clock when a player or coach is issued a yellow (2-minute) or red card (4-minute) and time 

the elapsed playing time penalty, and LOUDLY COUNTDOWN FROM 10 Seconds  & notify the coach when the 

penalty time has ended. 

 

 AR 4-1 A foul is called with 2:03 remaining on the clock. Play is not resumed until the clock reads 1:57. A coach 

argues that the timer should have stopped the clock at 2:00. RULING: The timer was correct to let the clock run. 

The clock stops for every whistle to stop play that occurs within the last 2 minutes of each half. 

 

 AR 4-2 At halftime of the game, Coach A decides she wants only 5 minutes instead of the ten minutes agreed 

upon before the game began. RULING: ILLEGAL. The halftime will remain as 10 minutes since this was agreed 

upon before the start of the game. 

RULE 7: PENALTY ADMINISTRATION 
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Section 30. Timeout must be called to administer warnings, suspensions, and ejections. The player receiving a card must 

leave the field and enter the penalty area for two minutes (yellow) or four minutes (red) of elapsed playing time, and no 

substitute may take her place. … team must play short-handed below the restraining line in both its offensive and 

defensive ends of the field for the entire penalty time. A player receiving a yellow card may return to play after the two-

minute penalty (unless it is that player’s 2nd YC). 

RULE 7: FOUR (4) YELLOW/RED CARDS 

Section 32. Should a team receive its fourth card (yellow or red) of the game they will play short for the remainder of that 

game, including overtime, and an additional player will be removed from the game and enter the penalty area for each 

subsequent card received. The carded player will serve the entire two or four-minute penalty time. When the penalty 

time expires, she may return to the game only if she has not been suspended (second yellow card) or ejected (red card) 

and only if another player leaves the field using normal substitution procedures. 

RULE 7: GOALKEEPER MISCONDUCT 

Section 31. If the player receiving the yellow card is the goalkeeper and there is no other “dressed” goalkeeper for her 

team, the goalkeeper may remain in the game and the team's coach must designate another player who must leave the 

field and enter the penalty area for two minutes of elapsed playing time. Either she or the second dressed goalkeeper 

who enters the game will be placed 4m behind the player with the ball on the restart of play. This will apply no matter 

where the goalkeeper is when she commits the foul, either inside or outside her goal circle. If a goal is scored and a free 

position will take place at the center, the goalkeeper or her substitute may remain in the goal circle for the restart of 

play. If the goalkeeper is suspended (second yellow card) or ejected (red card) from the game, the team may substitute 

another goalkeeper, and the team's coach must designate another player who must leave the field and enter the penalty 

area for two minutes (yellow) or four minutes (red) of elapsed playing time. 

 AR 7-16 Blue #21 receives her first yellow card. The official scorer informs the officials that this is the Blue team’s 

fourth card. Blue #21 leaves the field and no substitute takes her place. After serving her two-minute penalty, 

Blue #21 re-enters the game as a substitute, replacing a player on the field. RULING: CORRECT. Blue #21 may 

return to the game since she has received only one yellow card. She may only return if another player leaves the 

field because the Blue team has received its fourth card and must play short for the remainder of the game and 

any overtime periods. 

 AR 7-17 Later in the same game Blue #7 receives the team’s fifth card, a red card, and is ejected. She leaves the 

game, may not reenter, and no substitute may take her place for the remainder of the game. RULING: CORRECT. 

The blue team has received a fifth card and will now play with ten players on the field for the remainder of the 

game and any overtime periods. If they receive a sixth card they will play with nine players for the remainder of 

the game and any overtime period. Any subsequent cards will result in additional players being removed. 

 AR 7–18 While Green #5 is receiving a Yellow card for a slash (mandatory card), she verbally complains (using 

derogatory language) and the official now issues her a second card, a Red card. RULING: CORRECT. Green #5 has 

been removed (card #1) and the head coach will remove another player from the playing field (card #2). The team 

shall be short two (2) players for 2-minutes of elapsed playing time. The team shall be short one (1) player for an 

additional 2 minutes for the red card. They shall both remain in the penalty area until each player’s penalty is 

served. The player removed from the playing field to serve the penalty may substitute back onto the field of play 

following the 2-minutes of elapsed playing time. The player (Green #5) issued the Red card will remain in the 

penalty area for 4 minutes. If one or both of these cards cause the Green team’s card count to reach or exceed 4 
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team cards, then once the 2 and/or 4 minute penalty is up, her team will continue to play down the appropriate 

number of players for the total number of cards issued for her team. Green #5 has been ejected from the game 

and may not return to the game and will serve a next game suspension for the Red card. 

RULE 7: EARLY RE-ENTRY 

Section 33. If the carded player or any player replacing her enters the game before the penalty time has elapsed, the 

player originally receiving the card will serve an additional penalty, and no substitute may take her place. If the player 

entering early is the player who received the original card, she will be removed from the field of play for the remainder of 

the penalty time and then serve the additional two-minute penalty for a yellow card or four-minute penalty for a red 

card. If the player entering early is not the player who received the original card, the officials will send a player from the 

offending team who is closest to her team bench area off the field, and the player who received the original card will 

serve the remainder of the penalty time and then serve the additional two-minute penalty for a yellow card or four-

minute penalty for a red card. A change of possession will take place at the spot of the ball if warranted, and any free 

position will be awarded at the spot of the ball with a player from the offending team placed 4m behind the player with 

the ball. * Note: This is an extension of the penalty time and not an additional card. 

RULE 7: EJECTION/SUSPENSION 

Section 34. The official has the power to eject without any previous warning any player guilty of flagrant or repeated 

violation of the rules, dissent, misconduct, or abusive language. This immediate ejection will be noted by issuing a red 

card. Any player receiving a red card (ejected) must leave the field and enter the penalty area for four minutes of elapsed 

playing time and no substitute may take her place during that four-minute period. Any player receiving a second yellow 

card (suspended) must leave the field and enter the penalty area for two minutes of elapsed playing time and no 

substitute may take her place during that two-minute period. Once the full penalty time has been served, the team may 

substitute another player for the player who has been ejected or suspended. Anyone receiving two yellow cards 

(suspended) or a red card (ejected) in the game will not be eligible for further participation in that game. Any ejected 

player receiving a red card will be prohibited from participating in the team’s next game. An ejected player must serve 

her next-game suspension in her team’s bench area for the entire game including on-field pre-game, game or postgame 

activities. The ejected player may not be dressed in her game uniform. 

 AR 7-19 Following a goal, a timeout has been taken. As the teams are walking to their benches, Blue #6 verbally 

abuses the official. The official issues a red card to Blue #6. How is play restarted? RULING: Blue #6 is ejected from 

the game. No substitute may take her place for 4 minutes of elapsed playing time. … 

RULE 7: COACH MISCONDUCT 

Section 35. The head coach is responsible for the actions of any and all persons officially connected with his or her 

institution, including assistant coaches, and shall receive any card assessed related to bench decorum. In the event the 

head coach does not effectively control the actions of her team’s spectators, the head coach may be assessed a card. Any 

card given to a head coach will count toward their team’s cumulative total. If the coach is carded she/he must designate 

a player who must leave the field and enter the penalty area to serve the entire two minutes of elapsed playing time. In 

the event the head coach is warned, suspended or ejected, play is restarted within one minute with a free position to the 

opponent nearest the ball when play was stopped. 
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 AR 7-20 A team follower has become unruly and abusive. The official approaches the appropriate head coach and 

asks to have this person warned and/or removed. RULING: Allow the coach and/or game administrator the time 

necessary to handle the problem. If possible, continue with the game while the situation is being resolved. If the 

problem persists the coach may be carded. 

Section 36. Any head coach who is suspended (two yellow cards) or ejected (red card) must leave the area, including the 

spectator area, of the game, and an interim head coach must be specifically designated. If a red card is issued to the 

coach due to behavior of bench personnel, the head coach and the offender shall be removed from the field. In the case 

of a coach being removed from the field and an assistant coach or other authorized team personnel is not available, the 

team shall forfeit the game. Any ejected coach receiving a red card will be prohibited from participating in the team’s 

next game. 

 AR 7-21 Following a goal, a player in the bench area verbally abuses the official. The official issues a card. How is 

play restarted? RULING: The head coach shall receive the card as she is responsible for bench decorum. If the card 

issued is yellow, the coach will designate a player who must leave the field for 2 minutes of elapsed playing time. 

No substitute can take her place for 2 minutes of elapsed playing time. If the card issued is red, the coach will 

designate a player who must leave the field for 4 minutes of elapsed playing time. No substitute can take her 

place for 4 minutes of elapsed playing time, and the Head Coach and the offender shall be removed from the 

field. …. The awarded card will count toward the team's cumulative total. Should this be the team's 4th card they 

will play short for the remainder of that game, including overtime or if this was a subsequent card (i.e. card 4 or 

5), then an additional player will be removed from the game. *NOTE: Any coach serving any game suspension 

shall not be allowed in attendance at the site of the game, either on the field, in the team bench area, or in the 

spectator areas of the site. Violation of this policy will result in the game being forfeited and a red card being 

issued to the offending coach. 

 AR 7-22 Definition of a team’s next game: The ejected player/coach shall be ineligible for all contests at all levels 

until one regular season/tournament contest is played at the same level and team (school or club) as the ejection. 

The suspension shall be served at the next game as scheduled at the time of the suspension. If the ejection occurs 

in a high school contest (Varsity/JV/Third Squad-Freshman level), the player/coach must sit out the next 

scheduled high school game at the same level. If the ejection is in the ‘club’ contest, the player/coach must sit out 

the next scheduled ‘club’ game. Example #1: If a player is playing in a JV contest and is ejected, she is ineligible for 

all contests (Varsity/JV/Third Squad-Freshman Level) until the JV team plays one additional contest that was 

scheduled at the time of the ejection. The player becomes eligible again after the additional contest. If this same 

player is a member of a ‘club’ team, she would be eligible to participate in her club’s game. Example #2: If the 

player/coach is ejected in the last club game at a tournament, she would be ineligible for her club game until the 

penalty is served at the next game at the time of the ejection. She is eligible to participate in her school team’s 

game.  

RULE 4: OVERTIME PROCEDURES 

Section 7. When the score is tied at the end of regular playing time and overtime is to be played, both teams will have a 

5-minute rest and toss a coin (visiting captain calls) for choice of ends. Two 3-minute halves of stop clock overtime will be 

played. The clock will be stopped after 3 minutes of play in order for teams to change ends with no delay for coaching. 

The game will be restarted by a center draw. The team which is ahead at the end of six minutes wins the game. 
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If the teams are still tied after six minutes have elapsed, the teams will have a 3-minute rest and change ends. The winner 

will then be decided on a “sudden victory” stop-clock overtime of no more than six minutes in length with the teams 

changing ends after 3 minutes. The game will be restarted by a center draw. The team scoring the first goal wins the 

game. Play will continue with “sudden victory” stop-clock overtime periods of six minutes in length (two 3-minute halves) 

with 3 minutes in between and change of ends until a winning goal is scored.  

RULE 7: POST-GAME MISCONDUCT 

Section 37. If a situation occurs after the game ends and before the officials leave the playing venue where conduct 

occurs that would warrant a red card during play, the official(s) can issue a post-game ejection to the offending player or 

coach to be served in the team’s next game. 

RULE 7: DURATION OF SUSPENSION 

Section 38. If a team’s season ends before any next game suspension has been served the suspension will carry over to 

the teams next regular season game. Exhibition or scrimmage games do not satisfy the next game suspension 

requirement. 

2014 Girls High School (ULA) Table Area Rules, Responsibilities & Job Details 
 Table crew’s primary responsibility is to record the events in the game and table area is neutral zone.  
 Table crew and Referees/Officials work as a TEAM. The refs officiate the game while table crews record player stats and ref calls/rulings. Hence, prior 

to game, introduce yourselves to referees and opponent’s table crew. Discuss with refs what they need from you and what you need from them.  
 Home and visiting table crews work with each other to keep accurate stats – RECONCILE!  
 Discuss with all members of the table crew your stat recording capabilities and pre-determine sharing of common stats (i.e., GBs, CTs, TOs, etc.). 
 In any situation where a stat question arises, it is crucial that the statisticians of both teams discuss the situation so that both teams’ statistics are in 

sync. If the two statisticians cannot come to a mutually-agreed upon conclusion, the decision of the home statistician prevails. 
 Keep your eyes, ears and conversation in the table area focused on the events on the field. You can only record what you observe. 

MANDATORY REPORTING TO ULA and ULA website 
A logon/userid is required to input this information so please contact your head coach/parent rep if you have questions about your team’s administrator logons.  

i. Game score must be reported to ULA at conclusion of game by the HOME team; Game score must be entered onto ULA website by HOME 
team within 24 hours of game conclusion. 

ii. Both Home and Visitor teams must enter their player’s stats onto ULA website within 48 hours of game conclusion (e.g., Team A enters their 
player’s stats for the game on Team A’s ULA page; Team B enters their player’s stats on Team B’s ULA page). 

a. If a team does not enter player statistics by the 48 hour deadline for a single game, all players are charged with Game Played and all 
individual player stats for that game are voided. 

b. If a team does not enter player statistics by the 48 hour deadline for multiple games, all players are charged with Game Played, all 
individual player stats are voided and team is ineligible for post-season awards. 

c. If player stats are falsified, all individual player stats are voided and team is ineligible for post-season awards. 
d. Players without complete statistics will be ineligible for post-season awards. 

 

iii. Statistics that must be entered for ALL players: 
• Gms Plyd - Games Played 

• Goals - Goals Scored 

• Asst - Assists  

• Gballs - Ground balls 

• FO/DTkn - Faceoff or Draw Taken (enter number of draws this player did in game)  

• FO/DWn - Faceoff or Draw's Won (enter number of draws your team won when this player did the draw) 

• CT - Caused Turnover  

iv. Additional statistics for Goalies only:  
• SH – Shots (total of opponent shots on your goalie - do not include D or W shots; should equal GA+SV) 

• GA - Goals allowed 

• SV – Number of goalie saves 

It is recommended that all teams verify player’s stats by watching game film. If upon verification, your player stats require updating, you may adjust your team’s 

player stats on your ULA webpage within 7 days.   Remember, game scores cannot be altered – only player stats may be corrected. 
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Home Team Table Crew Responsibilities 

MANDATORY 
 At table: 

o Player Medical Releases, ULA required Team form and Emergency contacts 
o First Aid Kit  
o 2014 Girls HS US LACROSSE Lacrosse Rule Book 
o 2014 Girls HS ULA Certified Statisticians List   
o 2014 Girls HS Statisticians Manual 

Certified Statistician List & Stat Manual: Frequently check for updates & revisions to ensure you have the most current version. All documents can 
be downloaded from the ULA website (Stat/Scorekeeping info) 

 Home team is required to have a ULA Certified Statistician at the score table for every game – failure to have one will result in Game 
Forfeit.  

 Home field must be clearly lined. If your field cannot be the official length as out lined in the current rulebook, remember that you must 
keep the distance from the goal line extended to the restraining line as 30 yards. Do not shorten this length! 

 Both goals need to be set up at least 30 minutes prior to game time. Nets must be tightly fastened to the pipes so a ball cannot come 
through the other side. 

 Have table area set up a minimum of 30 minutes prior to game start.  

 Provide clean/new yellow or orange game ball for the officials. Supply an adequate number of NOCSAE balls on each end line. At the 
start of each period a minimum of four balls should be spaced equidistant from each other five yards beyond the end lines. 

 Table area is required to be opposite of fan side and between the teams. 

 Provide table large enough to accommodate at least 4 people and 4 chairs. 

 Set up table: Front edge of the table is set back 4m from the sideline and centered on midline. 

 Scoreboard: Flip chart or other scoreboard to show each teams current score 

 Provide Game/Penalty Clock: 
o Use of a LAX CLOCK is strongly encouraged as it encompasses Game Clock, Penalty Clock and Game Horn. 
o If you don’t have a Lax Clock, the timing device needs to count DOWN the time remaining (2:00, 1:59, 1:58) 
o To ensure synchronization between Game Clock timer and penalty timer, try to use one clock for both game and penalties. See 

Timekeeper responsibilities for add’l details. 
o Backup clock and batteries on hand 

 Provide Game Horn: 
o Backup horn with recharge 
o see above re: LAX CLOCK 

 Scorebook: REFEREES MUST SIGN THE HOME TEAM’S SCOREBOOK AT THE END OF THE GAME!  

 Home teams are to wear white jerseys. 

 Pick up all trash after game is over. 
 Report/enter game score on ULA website. 

OPTIONAL 
 Print a copy of your roster with starting line ups to give to table crew prior to game. 

 Print a copy of closest emergency medical treatment facility info to give to visiting table crew. 

 Treat visiting table crew and referees with utmost respect as you would a guest in your home. You are their host. 

 Have on hand extra writing instruments, clipboards, paper, stat sheets or anything you think may be useful should your visitors forget 
something. 

 PLEASE Consider having treats and beverages at the table for the visiting table crews and refs – they might have traveled some distance 
to get to your home field and may appreciate a bit of sustenance. 

Visiting Team Table Crew Responsibilities 

MANDATORY 
 At table: 

o Player Medical Releases, ULA required Team form and Emergency contacts 
o First Aid Kit  

 Visiting team is required to have a ULA Certified Statistician at the score table for every game – failure to have one will result in Game Forfeit.  

 Arrive at least 30 minutes prior to game time for all away games so they can start on time. Games will be considered a forfeit for the visiting 
team if you do not arrive on time. 

 Visiting teams are to wear their alternate colored (non-white) jerseys. 

 Scorebook: This is your record of the game – see Scorebook responsibilities for add’l details. 
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 Pick up all trash left by your team before leaving the field. 

OPTIONAL 
 Print a copy of your roster with starting line ups to give to Home table crew prior to game. 

-------------------------------------------------------------------------------------------------------------------------------------------------------------------- 

Job Details 

Timekeeper 
The Timekeeper should only work the clock – please do not attempt to multi-task – seconds matter. Responsible for starting/stopping Game 

Clock/Penalty Clock and sounding horn – dovetails with Scorebook. Responsible to assist with supervising table area, penalty management and 

monitoring. . Responsible for understanding current US Lacrosse HS rules regarding game and penalty timing, fouling out, etc.. Should be 

knowledgeable of the most current ULA Statisticians Manual.  Must communicate effectively with all table crew and teams/players/refs. 

It is strongly suggested that all teams use a professional LAX Clock which encompasses Game Clock/Penalty Clock/HORN in a single device. 

a. Must NOT be distracted from Game Clock/Penalty Clock at any time during game.  
b. Keep track of time during each half and during halftime.  
c. Must closely observe refs during game to properly manage the Game Clock start/stops.  
d. All regular season games are two 25 min. halves running time.  
e. Stop the clock on a team time outs, official’s time out (watch for raised arms/crossed over head) and re-draws (unless 10-Goal 

Differential then do not stop for redraws).  
f. Notify referees when the clock gets to 2 min.  
g. During the last 2 min. of each half the clock is to stop on every whistle. If a team is leading by 10 or more goals, the clock will 

continue to run during the last 2 min. of each half and only stop on team/official timeouts). If the difference becomes less than 
10, the clock is to be stopped on every whistle during last 2 mins. 

h. A horn is used to signify the end of the half.  
i. Half time is not to be longer than 10 min. 
j. Clock malfunction: Use back up timing device or count in your head and notify refs @ next dead ball 
k. LOUDLY COUNTDOWN EXPIRING TIME FROM 10 Seconds IN EACH HALF FROM 10 SECONDS SO TEAMS/REFS CAN HEAR YOU!. 

PENALTY TIMING: 

a. Keep track of time on all penalties. Start the Penalty Clock when ref whistle blows to re-start play. Stop the Penalty Clock when 
the game clock is stopped as outlined above. 

b. If you use Game Clock for Penalty timing: Time remaining 12:14 when a yellow card penalty is called.  The penalty will be 
released when the 10:14 is remaining on Game Clock. 

PENALTY ADMINISTRATION: 

a. Penalties which result in a yellow/red card are always Non-releasable. Yellow: 2 minutes, Red: 4 minutes 
b. Player must remain at the table area (penalty box) during duration of penalty. 
c. Penalty time begins with the next whistle commencing play. 
d. Penalties carry over between periods. 
e. If the player receiving the yellow card is the goalkeeper and there is no other “dressed” goalkeeper for her team, the 

goalkeeper may remain in the game and the team’s coach must designate another player who must leave the field and enter 
the penalty area for two minutes of elapsed playing time.   

f. Equipment violations: Depending on refs ruling, the illegal crosse will either stay at table for remainder of game OR player can 
correct equipment so listen closely to what ref calls.  

g. LOUDLY COUNTDOWN EXPIRING TIME IN PENALTY FROM 10 SECONDS SO PLAYER/TEAMS/REFS CAN HEAR YOU! 
 

SCOREBOOK 
Home and visiting team must have each have their own scorebook. Responsible for data input into the home (official) and visitor’s scorebook – 

dovetails with Timekeeper.  Responsible to assist with supervising table area, penalty management and monitoring. Responsible for 

understanding current US Lacrosse HS rules regarding game and penalty timing, fouling out, etc. Should be knowledgeable of the most current 

ULA Statisticians Manual.  Must communicate effectively with all table crew and teams/players/refs. 

 

MANDATORY SCOREBOOK ENTRIES 

PRIOR TO GAME: Both home and visitor enters into their own scorebook:  

i. Enter both teams’ rosters/line ups with first & last name, jersey number of each player including goalies. 
ii. All table crew and referee names along with game date, time, opponent, who is Home/Visitor.  
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AT THE START OF GAME:  Check players on the game field and record an “S” next to player number to denote starter.   

DURING GAME: Both home and visitor enters into their own scorebook:  

i. You must be able to differentiate between periods – denote the period by inserting a line or other indicator. 
ii. Game Played – IMPORTANT! When player enters game and clock is running, record it immediately by checking the “played” 

box next to player name in the scorebook. Players are charged with a game regardless of how many minutes played as long as 
they were in while game clock is running. 

iii. Goals & Assists: Confer with your statter; Record player # that scored; if there is an assist, record assisting player #, the time 
period (1

st
, 2

nd
 half or OT) and the time remaining in period when score occurred.  

a. If goal was result of a free position award, note it with an FP 
b. If a team scores on themselves, record OG as the scorer 
c. Confirm the score with the referee at the end of each period. 

iv. Timeouts: Record team, time remaining in period when TO was called – Teams each have 2 timeouts per team during game &  1 
during OT 

v. Penalties Green/Yellow/Red Cards:  Record Team, player #, infraction, G/Y/R, which period and time remaining in period. 
vi. Confer with statisticians throughout the entire game to ensure scorebook matches stats/scores.  
vii. After score is confirmed, it is MANDATORY to have the HOME team scorebook SIGNED BY REFEREE as game is not official 

unless it is signed. Do not let referees leave without getting their autographs. 

Both scorebook and stat sheets must be kept by team for 30 days after season ends. 

STATTER 
Home and visiting team MUST each have a certified statistician at every league game.  Responsible to accurately document the statistics of the 

game and be fundamentally consistent when applying judgment to statistics as prescribed in the most current ULA Statisticians Manual. Must be 

proficient at multi-tasking. Must have ability to stay focused on ball and refs, listen to input from spotters and table crew while writing down the 

game’s statistics/data onto a STATTER sheet.  Statters are also spotters, notating events and coordinating information with timekeeper and 

scorebook. Must communicate effectively with all table crew and teams/players/refs.  Responsible to assist with supervising per current US 

Lacrosse HS rules regarding all activity under the table area purview.  

Statters record the following:  

a. DRAWS/DRAW CONTROL/DRAW POSSESSION: All draws, DCs, and DPs 
1. If there is a penalty on the draw and ref awards ball to a player, that player is credited with DC and her team is credited 

with DP. 
b. SHOTS and SHOT OUTCOME:  

1. Player # who took shot (for both teams) 
2. GOALS/ASSISTS  
3. SAVES (would have scored had GOALIE not stopped) 
4. WIDE (outside of pipes or hit pipe),  
5. DEFENSE (defender blocked/disrupted shot - include D player #) 

c. CAUSED TURNOVER (CT):  aggressive action causes opponent to lose possession; may be accompanied by GB unless ref awards ball 
d. GROUND BALLS (GB): gained possession of contested ball during live play; saved possession- imminent OOB/midline loss. 
e. TURNOVER (TO):  player or team in possession of the ball or entitled to possession of the ball loses possession of it. 
f. CLEARS: moved ball from defensive third to offensive third of field; failed clears are always a turnover 
g. PENALTIES (Yellow/Red cards) – optional (already in scorebook) 
h. TIMEOUTS – optional (already in scorebook) 
i. Both scorebook and stat sheets must be kept by team for 30 days after season ends. 

 

SPOTTER 

Keen-eyed spotters who call out (narrate) the events occurring on the field are critical assistants to the statters. Each team may have up to three 

spotters assisting during games. Please see STATTER description... Spotters do the exact same thing as a STATTER with the exception they do not 

write the stats down. 

 


