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2015 GIRLS HS STATISTICIANS MANUAL (2/19/14) UTAH EDITION  
US LACROSSE WOMEN’S LACROSSE STATISTICS GUIDE 

Updated 1.2014 

 
As women’s lacrosse continues to grow, it is vital to record the statistics of the game so they are accurate and meaningful to those 
who read and use them.  Since these records serve as a permanent record of the contest, it is important to have a compilation of the 
nomenclature currently used to keep the proper statistics.  This work will establish guidelines and provide examples so that statistical 
consistency is maintained throughout the game of women’s lacrosse. 
Consistency is fundamental to the recordation of statistics, and will permit for game-to-game as well as team-to-team comparisons 
throughout conferences and divisions. There are a number of situations in which teams or players are compared on a statistical basis; 
therefore, it is crucial that statisticians throughout the game of women’s lacrosse record events with the same mindset. 
A list of formulas will be provided at the end of this document to reacquaint statisticians with the method of determining statistics 
such as scoring offense, scoring defense, save percentage and goals against average. 
The responsibility of the statistician is to record what actually takes place in the game, not what could have happened or should have 
happened. This manual is meant to serve as guide for the recordation of statistics and does not address any of the rules of the game. 
Sometimes an official’s ruling will impact what happens in the game, but the statistician should only record outcomes of a play or the 
result of an official’s ruling, e.g., foul and turnover for a particular player. The scenarios provided are meant to illustrate the 
guidelines, but by no means are they all-inclusive. When doubts exist, the guidelines should be used to lead a discussion.  If further 
clarification is needed, an interpretation can be made by the official statistician and a ruling can be requested. 

STAT CLARIFICATIONS 

Statistic ULA Statisticians record: 

Minutes Played 
= Games 
Played  

Games Played: 
Statisticians record Game Played for player if she is in the game while the clock is running. A game should not be 
charged if a player is sent into a game during a dead-ball situation and is substituted for before play resumes. 
Player’s cumulative (season) stats are divided by number of games played to arrive at per game averages. 
Statisticians are not required to record the number of minutes a player is in game 
Rationale: 
Game clock is not easily accessible to accurately record minutes of player time in game while clock is running. 

Caused 
Turnover 

Interceptions & Blocked Pass:  
Statisticians record all Caused Turnovers (CT). CTs that require additional notations: 
Interception: If a pass is caught cleanly in the air by an opponent, it is an Interception. Award the player who made 
interception a CT, noted with an “i” and a GB.  
Blocked Pass: If a pass is knocked down by opponent and opponent’s team gains possession, it is a Blocked Pass. 
Award the player who blocked the pass with a CT, noted with a “bp” and a GB is also awarded to player who gains 
the ball. If a blocked pass is NOT recovered by the team that blocked the pass, no CT is awarded.  
Rationale: 
US Lacrosse Girl’s High School All-American Final Nomination – Part 3 Statistical Form – Field Players. 

Penalties: 
Yellow & Red 
Cards 

Statisticians record all Yellow & Red cards by player number, infraction, time remaining in half. Major fouls are 
NOT required to be recorded but may be noted if it creates a TO or FP. 
Rationale: 
ULA All Conference/All State & US Lacrosse Girl’s High School All-American Final Nomination – Part 3 Statistical 
Form – Field Players. 

Speed Timed 
Runs 

Statisticians record the coach-administered speed test times: 30, 50 & 100 yd sprints & 1 mile. Rationale: 
ULA All Conference/All State & US Lacrosse Girl’s High School All-American Final Nomination – Part 3 Statistical 
Form – Field Players. 

 
Yellow highlighted stats are required to be recorded by the team’s certified statistician: 
GAMES PLAYED* 
DRAW CONTROL (DC)* & DRAW POSSESSION (DP)* 
SHOTS* - Both teams shots! 
8m FREE POSITION AWARDED / 8m FREE POSITION SHOT (FP)* 
GOALS* 
ASSISTS* 
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SAVES* 
GROUND BALL (GB)* 
CAUSED TURNOVER (CT)*  
PENALTIES* (Green/yellow/red cards)* 
TEAM TIMEOUTS* 
TURNOVERS (TO)  
CLEARS & MAJOR FOULS – optional 

Definition of live ball play: Live ball play is normal action of the game with the ball kept under control on the field of 
play. The ball is not in play (aka dead ball) when the umpire blows the whistle to halt play, e.g., an out of bounds ball, 
and is not considered live until the umpire blows the whistle to re-start play. 

Definition of possession: Possession is the ability to control the ball, which is demonstrated by shooting, passing, 
cradling, or carrying the ball.  Possession could include such things as a quick stick shot or pass, or a flick directed to a 
teammate or space for a teammate to possess. 
A team is considered to be in possession of the ball until the other team gains possession as defined above.  Should a 
player be fouled in the act of attempting to possess a ball, while said player’s stick is in contact with the ball, possession 
is to be assumed. 
**By no means are any of the examples given in the scenarios below perfect nor are they exhaustive. They only represent some of the 
more common situations and give an idea of how a statistician should record the play. In each of the examples below, it is Team A 
versus Team B so Team A player names begin with the letter “A” and Team B player names begin with the letter “B”. 
In any situation where a question arises, it is crucial that the statisticians of both teams discuss the situation so that both teams’ 
statistics are mirrored. 
If the two statisticians cannot come to a mutually-agreed upon conclusion, the decision of the HOME statistician prevails. ** 

1.  GAMES PLAYED 
A player is charged with a game played if she is in the game while the clock is running.  

2. DRAW CONTROL (DC) & DRAW POSSESSION (DP) 
A draw control is awarded to the player who controls the ball and/or creates an opportunity to play following the taking 
of a draw; i.e., gains possession following the draw.  

 If there is a foul (major or minor) called before control is established, e.g., illegal draw, body ball, entering circle 
early, then the player who is awarded the ball by the official is credited with the draw control.  

 Unlike the men’s game, a draw control is not a ground ball (GB). Draw controls and ground balls are mutually 
exclusive. 

 If ref halts play and restarts it with a redraw or with a throw, in both cases, the draw control is still decided at 
the conclusion of the redraw or throw. 

The team that wins the draw and records a draw control to their player is also awarded Draw Possession (DP). DPs are 
awarded to the team’s center (center = player who did the draw); this is a percentage of draws won by her team when 
that center player takes the draw.  

 If a center takes 10 draws in the course of a game and her team wins seven of those draws, she records a 70% 
draw possession rate for the game (7 for 10). This is both a team statistic as well as an individual statistic for the 
centers. 

Number Scenario Statistics Recorded 

1 
Arlene and Billie take the draw. The ball flies into the air and Annie 
flips/bats it directly to Amanda. 

Annie: DC (as she controlled the ball and created the 
opportunity) 
Arlene: DP (Team A won possession) 

2 
Arlene and Billie take the draw. The ball flies into the air and lands on 
the ground where it is possessed by Alix.  

Alix: DC 
Arlene: DP 

3 

Arlene and Billie take the draw. The ball flies into the air and lands on 
the ground where it is possessed by Beth. Immediately, Amanda 
checks Beth’s stick. Beth loses the ball and it is then possessed by 
Arlene. 

Beth: DC; TO 
Amanda: CT 
Arlene: GB, DP 

4 
Arlene and Billie take the draw. The ball flies into the air, falls to the 
ground and in the fight for the loose ball, the official halts play. A foul 
is called on Billie and Arlene is awarded the ball. 

Billie: Foul 
Arlene: DC (remember, the player was awarded the ball by 
the official before possession was established); DP 

5 Arlene and Billie take the draw. The ball flies into the air, and falls to Beth: DC (she created the opportunity for her team to 
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the ground where Beth flicks it to Brenda or to open space where 
Brenda picks it up. 

control the ball) 
Billie: DP (Team B won possession) 

6 
Arlene and Billie take the draw. The ball flies into the air and lands on 
the ground where Beth flicks it to open space where Amanda 
possesses it. 

Amanda: DC 
Arlene: DP 

7 
Arlene and Billie take the draw. The ball flies into the air and as the 
ball comes in contact with Billie’s crosse, it is legally checked by 
Arlene.  

No DC or DP can be recorded until a player possesses the 
ball. 

8 
Arlene and Billie take the draw. Billie draws early and the official 
whistles play dead and awards the ball to Arlene. 

Arlene: DC, DP 
Billie: no stat, no TO recorded as no possession had been 
established before play whistled dead. 

9 
Arlene and Billie take the draw. The ball flies into the air and is 
possessed by Amanda, who beat Becky to the ball, but the play is 
whistled dead because Amanda was in the circle early.  

Becky: DC (she is awarded the ball by the official, as she is 
the closest player on the non-fouling team) 
Amanda: no statistic 
Billie: DP 

The majority of the time, the total number of DCs in a game should be equal to the number of goals scored plus the 
number of periods in the game, as each period begins with a draw.  The following are exceptions: 

 A goal is scored with a very short amount of time left on the clock.  A draw takes place but no possession is 
gained before the period is over. 

 A goal is scored in sudden-victory. Since the game ends with a final goal, there is no draw control following the 
goal scored in sudden-victory.  A draw control does not have to be recorded; the statistician is simply “-1” on 
draw controls for the game. 

3. GROUND BALL (GB) 
A GB is recorded when a ball changes possession during live-ball play or when the ball is loose (due to check, drop, 
errant pass, or shot) and retrieval of the loose ball is directly contested (within a sticks length) by the opposing team.  
The ball does not have to hit the ground to be awarded a GB statistic as it marks instances of gained possession for a 
team (think of a GB as a GAINED ball).   

 A GB shall be awarded each time one of the above scenarios occurs within the field of play.  
 A GB shall not be awarded if the ball (pass or shot) is sent out-of-bounds as the ball is dead before possession is 

gained.   
 Should a player be fouled in the act of attempting to possess a ball, while said player’s stick is in contact with the 

ball, possession is to be assumed. 
 If a player in possession of the ball drops it (unforced error or opponent- caused) and then regains possession, 

she is awarded a ground ball if she is contested while regaining possession. 
 A GB will also be awarded when a player makes an interception within the field of play. The player who makes 

the interception will also be awarded a CT (note CT stat with an “I”). 

Number Scenario Statistics Recorded 

10 
Alice is cradling down the field and Beth checks her stick causing Alice 
to lose possession. Beth attempts to retrieve the ball, but Alice 
recovers the loose ball to maintain possession. 

Alice: GB 
Beth: no statistic since Alice retains possession 

11 
Alice is cradling down the field and Beth checks her stick causing Alice 
to lose possession. Beth recovers the loose ball. 

Alice: TO 
Beth: CT, GB   

12 
Alice is cradling down the field and drops the ball. Beth and Alice go for 
the loose ball. The ball is knocked out-of-bounds by Alice. 

Alice: TO 
Beth: no statistic since the official would whistle the play 
dead and award the ball to Beth; the ball is not possessed 
during live ball play though there is a change of possession. 

13 
 

Alice attempts a pass to Abbie, but the pass is errant. Abbie chases the 
loose ball and is marked within a sticks length by Bobbi. Abbie recovers 
the loose ball. 

Alice: no statistic 
Abbie: GB 
Bobbi: no statistic 

14 
Alice attempts a pass to Abbie, but the pass is errant. Abbie chases the 
loose ball and is marked by Bobbi. Bobbi recovers the loose ball.  

Alice: TO since the pass was errant 
Abbie: no statistic since the pass was errant 
Bobbi: GB 
Note: If the statistician feels that the change of possession 
is due to Abbie’s inability to catch the ball, the TO may be 
assessed to Abbie instead. 
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4. SHOTS 
A shot is any attempt made by a player to score a goal. Officially, there is no such thing as a “shot on goal.”  All shots are 
recorded as just that - shots. The player, regardless of her position on the field, must be playing the ball in such a 
manner that her actions could result in her scoring on the opposing team’s goal. The awarding of a shot statistic does 
not depend on the shooter’s placement on the field, the speed of her shot, or the placement of any other player. 
All shots (from both teams) are recorded with one of these four outcomes:  

 Goal - recorded with time remaining in period when score occurred and record assist player # if there was one 

 S – Goalie saved 

 W - a shot that sails wide of the goal or hits a pipe (shot that hits the pipe is not recorded as a save for the 
goalie)   

 D - blocked shot by a defender.  Statistically the same as a W. The defense player # who blocked shot may be 
added to stat record if want to track add’l defensive stats. A defensive player who blocks a shot is not credited 
with a save but may be credited with a blocked shot. 

15 
Alix shoots and the ball sails wide and out of bounds. Amanda, who is 
closest to where the ball goes out-of-bounds, is awarded possession. 

Alix: Shot - W 
Amanda: no statistic since the play is dead and the ball is  
awarded to Amanda; the ball was not possessed during live 
ball play and there is no change of possession 

16 
Alix takes a shot and ball sails wide and out of bounds. Brenda, who is 
closest to where the ball goes out-of-bounds, is awarded possession. 

Alix: Shot - W 
Brenda: no stat since the play is dead and the ball is 
awarded to Brenda; the ball was not possessed during live 
ball play though there is a change of possession. 

17 
Alix takes a shot and the ball is saved by the goalie, Brittany, but the 
ball pops out into the field of play. Amanda fights off Brenda for the 
loose ball and gains possession. 

Alix: Shot - S 
Brittany: Save (as designated by Alix’s shot outcome S) 
Brenda: no statistic 
Amanda: GB 

18 
Alix takes a shot and the ball is saved by the goalie, Brittany, but the 
ball pops out into the field of play. Brenda fights off Amanda for the 
loose ball and gains possession. 

Alix:  Shot - S 
Brittany:  Save (as designated by Alix’s shot outcome S) 
Brenda: GB 
Amanda: no statistic 

19 
Agnes passes the ball into the arc where Bobbi knocks it into the goal 
circle, though not towards the mouth of the goal. Brittany, the goalie, 
gains possession. 

Agnes: TO 
Bobbi: CT (BP) 
Brittany: GB; this was not a shot, so no save. 

20 
Brenda drops the ball in the field of play. Abbie and Bobbi fight for 
possession. Abbie flicks the ball to Agnes, who is marked ten yards 
away.  

Brenda: TO 
Abbie: GB, as she made the ball controllable for her team to 
gain possession and Agnes did not have to battle opponent 
for possession. 
 

21 
Brenda drops the ball in the field of play. Abbie and Bobbi fight for 
possession. Abbie flicks the ball to Agnes, who is marked by Betsy ten 
yards away. Agnes wins the battle for possession against Betsy. 

Brenda: TO 
Agnes: GB, as she ultimately won the battle of possession 
for a loose ball. (because Abbie’s flick did not make the ball 
controllable since Agnes had to battle for possession, GB 
goes to winner of battle for loose ball.) 

22 
Brenda drops the ball in the field of play. Abbie and Bobbi fight for 
possession. Abbie flicks the ball to Agnes, who is marked by Betsy ten 
yards away. Betsy wins the battle for possession against Agnes. 

Betsy: GB 

23 
Agnes attempts a pass, but it is tipped by Billie. Brenda catches the 
tipped ball and gains possession.  

Agnes: TO 
Billie: CT (BP) 
Brenda: GB 

24 
Agnes attempts a pass, but it’s tipped by Billie and goes into open 
space, where Brenda and Amie fight for possession. Before either can 
touch the ball, Amie fouls Brenda.  

Agnes: no statistic 
Billie: CT (BP) 
Amie: TO 
Brenda:  no statistic as ball wasn’t possessed during live ball 
play. 

25 
Agnes attempts a pass, which is tipped by Billie and goes into open 
space where Brenda and Amie fight for possession. As Brenda’s crosse 
touches the ball Amie fouls Brenda. 

Agnes: TO 
Billie: CT (BP) 
Brenda: GB (should a player be fouled in the act of 
attempting to possess a ball, while said player’s stick is in 
contact with the ball, possession is to be assumed) 
Amie: no statistic 
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 If the shot was due to 8m Free Position awarded, an “FP” must be added to the shot stat (see Sect 8 below). 
Following a shot, other statistical marks may also be recorded.   

 If not a goal, then the subsequent loose ball may be recorded as a GB if possession is gained during live ball play. 
 A shot that goes out of bounds is not awarded a GB.   No player will be awarded a GB statistic for being closest 

to the point where the ball goes out of play after a shot.  
 If a foul is called on the shooter (e.g., a dangerous shot, dangerous propelling, or dangerous follow-through), 

then no shot is recorded (nullify shot stat) and the shooter is assessed a TO. Neither a CT nor a GB is awarded as 
the official has whistled the play dead to enforce the foul and the ball is NOT possessed by the non-offending 
player during live ball play. 

5. GOALS 
A goal occurs when the whole ball passes completely over the goal line and should only be recorded if the signal for such 
has been given by the official. Goals are recorded with respect to the official time left in the period. There are situations 
in which the ball might go into the cage, but the seemingly apparent goal is “disallowed” for various reasons, including: 

 a goal circle violation or dangerous shot or dangerous propelling 
Each of these will result in a turnover for the player committing the infraction and the shot stat is nullified. Thus, it is 
important to wait for the official to signal a goal. 
In addition, it is possible that a player might score against her own team; in this case the goal is recorded for the 
opponent as an “own goal” (OG) and a turnover is assessed to the player who put the ball in the goal.  OG is the player #. 

 If a game is forfeited, the official score shall be 1-0 and the goal will be recorded as an OG. 

6. ASSISTS 
An assist is a play made by a player to her teammate who then scores a goal without having to evade excessive 
defensive pressure other than the goalkeeper.  Only one assist per goal may be recorded. The guideline to award an 
assist includes two parts: there must be a pass made to the recipient and the recipient must take a shot.  

 If the passer (potential assister) is able to move the ball to a teammate (recipient), who has maneuvered for a 
good or more advantageous position to take a shot, then the passer can be awarded with an assist.   

 If the shooter, after receiving the ball from her teammate (passer/potential assister) must outrun or maneuver 
around any excessive defensive pressure (essentially creating a new play)before shooting, no assist can be 
awarded.   

It is not necessary for the shooter to possess the ball for a specific length of time, nor must the shooter limit the number 
of steps taken after she receives the ball for a shot.  The only deciding factor, after the recipient receives a pass from her 
teammate, is the amount of pressure the recipient (shooter) had to evade to put her into a position for the shot, if any. 

Number Scenario Statistics Recorded 

32 

Breakaway situation: Amanda is standing at midfield. Abbie, playing 
Point, intercepts a pass and Amanda moves downfield unmarked.  
Abbie passes to Amanda who is 30 yards from the goal. Amanda, 
unmarked, runs to goal, shoots and scores. 

Amanda:Shot – Goal (record time of score) 
Abbie: CT(I), GB, Assist 
 

33 Anna, the goalie, makes a 50-yard clear to Amanda. Amanda runs Amanda: Shot - Goal (record time of score) 

Number Scenario Statistics Recorded 

26 
Abbie shoots on goal and the ball sails wide.  The official awards the 
ball to Alice, who runs to the end line and is closest to where the ball 
crosses out of bounds. 

Abbie: Shot – W 
Alice: None 

27 
Abbie shoots on goal and the ball sails wide.  The official awards the 
ball to Betty, who runs to the end line and is closest to where the ball 
crosses out of bounds. 

Abbie: Shot – W 
Betty: None 

28 
Abbie shoots on goal and Beth the goalie deflects the shot.  Alice picks 
up the loose ball on the field of play. 

Abbie: Shot -S           
Beth: Save (as designated by Abbie’s shot outcome “S”) 
Alice: GB 
 

29 
Abbie shoots on goal and Beth the goalie deflects the shot.  Betty picks 
up the loose ball on the field of play. 

Abbie: Shot – S 
Beth: Save 
Betty: GB 

30 
Abbie shoots on goal past Beth the goalie, and the shot hits the pipe.  
Alice picks up the loose ball on the field of play and takes another 
shot, which Beth saves. 

Abbie: Shot – W 
Alice: GB, Shot - S 
Beth: Save (only one from Alice’s shot) 

31 
Abbie shoots on goal, but Betty is able to legally put her stick in 
shooting space and block the ball.  Betty then possesses the loose ball. 

Abbie: Shot – D 
Betty: Blocked shot; GB 
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uncontested to the goal, shoots and scores. Anna: Assist 
 

34 

Odd-woman rush on goal: Amanda picks up a loose ball that Betty 
dropped in the midfield and races downfield with her teammate Alix. 
Barb is the lone defender and must split the two attackers. Amanda 
draws Barb, and dumps the ball to Alix. Alix takes several steps before 
she shoots and scores. Barb was never able to quite reach Alix to mark 
her or change her path to the goal. 

Amanda: GB (from her earlier loose ball pickup); Assist 
Alix: Shot – Goal (record time of score 
Betty: TO (when she dropped the ball in the midfield) 
Barb: None 

35 
Rebounded shot: Agnes shoots. Her shot caroms off of Beth’s (goalie) 
pads. Amory possesses the loose ball in front of the cage, shoots and 
scores. 

Agnes: Shot – S 
Beth: Save  
Amory: GB; Shot – Goal (record time of score) 

7. SAVES 
A save is recorded each time a GOALIE stops a ball from going into her goal that, if she did not stop, might result in a 
goal for the opponent.  Each time the whole ball passes the plane of the goal line, a goal is scored -  assuming there is 
not a violation by the offense, e.g., dangerous shot, dangerous propelling, goal circle violation which would nullify the 
shot stat. 

 If a goalie stops a shot, either by catching it in the goal circle or deflecting it away from the mouth of the goal 
with her crosse or body, it is a save. 

 There cannot be more saves recorded than shots for the team.  In fact, the number of saves is usually fairly less 
than the number of shots taken by the opponent, accounting for shots that are wide or blocked by defense.  

 It is important that statisticians keep careful count of ALL of the shots and shot outcomes during a game for both 
teams as this is the record of both team’s goalie stats (saves). 

8. 8m FREE POSITION AWARD/SHOTS (FP) 
An 8-meter free position (otherwise referred to as an 8-meter attempt) is awarded to an offensive player by a ref for a 
major foul committed by the defense that directly affects the scoring attempt inside the 8-meter arc. All FP shots need 
to be recorded with an FP notation on the shot.  The defensive player # that caused the FP to be awarded to the 
opponent may be added next to the FP notation. 
The player that is awarded the free position does not have to take a shot: she can choose to pass it to a player that has a 
better shot or run in closer to the cage or back it out. In any case, the free position awarded is recorded under the shot 
stats with FP noted and if player does not shoot, simply X thru shot stat to keep record that FP was awarded. 

 FP shots and FP goals are a sub-stat of total shots and total goals. 

9. CAUSED TURNOVER (CT) 
This statistic is defensive-minded and is designed to give a player credit for disrupting play which results in her team’s 
gaining control of the ball resulting in a change of possession.  A CT may be awarded to the player if she performs any of 
the following actions: interception, blocked pass, stick check, or drawn charge resulting in a change of possession.  

 A GB is also awarded to player who gains possession of ball during live play (if ref awards ball, NO GB). 
 If a CT is not converted - team does NOT gain possession - the CT is NOT awarded to the player.  

INTERCEPTIONS: 
An interception is a play in which a team intercepts a pass thrown by the other team resulting in a change of possession.  
Award a CT “I” to the player # that intercepted pass and a GB.   
BLOCKED PASS:  
A blocked pass occurs when a player gets her stick in the way of a pass and disrupts the offensive play resulting in a 
change of possession.  Award a CT “BP” to the player # that blocked pass and a GB to player who gains possession of 
loose ball.  
**Note:  None of the actions below need add’l notations - the statistic is recorded with player # as a CT and player who gains possession of ball 
is awarded GB unless ref awards ball. 

STICK CHECK: 

Number Scenario Statistics Recorded 

36 

Brittany, the goalie, is out of the goal circle. Amanda attempts to score 
by rolling the ball towards the goal. Billie stops the ball and gains 
possession. Note that Billie can be in the goal circle if the ball is on the 
ground and Brittany is out of the goal circle.  

Amanda: Shot – D 
Billie: Blocked Shot (as designated by Amanda’s shot 
outcome D#);  GB 
 

37 
Abbie shoots on goal and Brittany, the goalie, deflects the shot.  
Brittany, still in the goal circle, is able to scoop and possess the ball, 
which is outside the goal circle. 

Abbie: Shot - S 
Brittany: Save; GB 



Page 7 of 11 

 

The stick check records the ability of a player to legally dislodge the ball from her opponent’s crosse resulting in a 
change of possession. A stick check can also take place if a player gets her crosse in the way of an opponent’s crosse, 
thus disrupting the pass resulting in a change of possession.  
DRAWN CHARGE:  
A defensive player, by maintaining good body position and controlling her ground, may draw a charge call resulting in a 
change of possession.  Though the official will whistle the play dead, the defensive player who drew the charge will be 
credited with a CT. No GB is recorded as the ref awarded the ball.  

Number Scenario Statistics Recorded 

38 
Alice, marking Bobbi, checks Bobbi’s stick to dislodge the ball.  
Amanda recovers the ball for possession. 

Alice: CT 
Bobbi: TO 
Amanda: GB 

39 
Alice, marking Bobbi, checks Bobbi’s stick to dislodge the ball. Alice 
recovers the ball for possession. 

Alice: CT; GB 
Bobbi: TO 

40 
Alice, marking Bobbi, places her crosse in the path of Bobbi’s follow 
through on a pass, disrupting the pass. As a result, the pass is 
intercepted by Amanda.  

Alice: CT 
Amanda: GB (not a CT, since Alice’s block was the causing 
factor) 
Bobbi: TO 

41 
Bobbi’s pass is deflected by Alice’s crosse and Agnes is able to catch 
the deflection in the air. 

Alice: CT 
Agnes: GB (not a CT, since Alice caused the turnover) 
Bobbi: TO 

42 
Agnes is unmarked behind the cage and is looking to feed to Alix. 
Brittany, the goalie, intercepts the pass. 

Agnes: TO 
Alix: no statistic 
Brittany: CT+I; GB  

43 
Amanda holds her ground within the 8m arc as Beth drives through 
her. The official whistles the play dead, calls a charge on Beth and 
awards the ball to Amanda. 

Amanda: CT; no GB is awarded as possession was gained 
during a dead ball situation. 
Beth: TO 

44 
While Barb attempts a pass to Billie, Agnes gets her stick in the way 
and bats the ball to the ground. Agnes regains control and possesses. 

Barb: TO 
Billie: no statistic 
Agnes: CT; GB 

10. TURNOVER (TO) 
This statistic is used to record an instance in which a player loses control of the ball to the other team or in some way 
performs an action to cause her team to lose possession of the ball. 

Number Scenario Statistics Recorded 

45 
While cradling up the field, Abbie loses control of the ball without 
being pressured. Barb, who is marking her, picks up the ball and gains 
control. 

Abbie: TO 
Barb: GB 

46 
While in possession of the ball, Abbie steps out of bounds. The official 
whistles the play dead and awards the ball to Barb, who is the closest 
player. 

Abbie: TO 
Barb: no statistic, as the ball was not possessed during live 
ball play 

47 
After passing Abbie the ball, Arlene sets an illegal pick on Billie. The 
official whistles the play dead, awarding Billie the ball. 

Abbie: no statistic 
Arlene: TO (may note mf for major foul) 
Billie: no statistic, as the ball was not possessed during live 
ball play 

48 

On her shot, Alix fires the ball at the head of the goalie, Brittany. The 
ball glances off of Brittany’s helmet and goes into the goal. The official 
disallows the goal and whistles the play dead (dangerous shot), then 
awards the ball to Brittany. 

Alix: Shot stat nullified; TO (may note mf for major foul) 
Brittany: no statistic as the ball was not possessed during 
live ball play 

49 

Agnes, behind the goal, tries a quick feed to Arlene, who is standing at 
the top of the crease. Arlene quick sticks the pass into the cage past 
Brittany, the goalie. The official does not signal a goal and whistles the 
play dead and calls a goal circle violation on Arlene as her feet were on 
the goal circle. The official awards the ball to Brittany. 

Agnes: no statistic 
Arlene: Shot stat nullified; TO 
Brittany: no statistic as the ball was not possessed during 
live ball play 

  
11. CARDS/PENALTIES 
Cards are issued for serious infractions in girl’s HS lacrosse. All green, yellow and red cards must be recorded with the 
player number or team (TM) if called on a coach/team, infraction, time period (1st/2nd  or OT) and time remaining in 
period. When a player is issued a YELLOW card, that player will serve a two-minute non-releasable penalty in the 
penalty area (substitution area at the table – player must sit or kneel). No substitute may take her place during that 
period; therefore, her team must play short. 
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 YELLOW  CARD  is  given  as  a  warning  to  an  offending  player,  coach  or  team personnel.  
 A second yellow card to the same individual will result in that person being suspended from further participation 

in that game after serving the penalty time in the penalty area. A suspended player must remain in her team’s 
bench area for the entire game, including on-field, pregame, game or postgame activities. 

When a player is issued a RED card, that player will serve a four-minute non-releasable penalty in the penalty area 
(substitution area at the table – player must sit or kneel). No substitute may take her place during that period; therefore, 
her team must play short. 

 RED  CARD  is  given  to  an  offending  player,  coach  or  any  team  personnel,  who after serving 4 mins in 
penalty area, is immediately ejected from the game.   

 No substitute for the red carded player is allowed for four minutes of elapsed playing time. 
 Anyone who has received a red card shall 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  post-game activities and may not be dressed in her game uniform. 

Should a team receive its fourth YELLOW OR RED card of the game (green cards are NOT included) they will play short 
for the remainder of that game, including overtime, and an additional player will be removed from the game for each 
subsequent card received. The carded player will serve the entire 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. Any subsequent card removes an additional player. 

12. TIME OUTS 
 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 dead ball 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 ref 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. 

Optional: 
MAJOR FOULS:   
A foul may be recorded each time play stops and a major foul is called. There are fouls called during the course of play 
that do not stop play, these fouls are not to be recorded. Some minor fouls could result in the player being placed 
behind.  Care should be made NOT to record these as fouls. 
It should be noted that a change of possession from a boundary violation is not a foul.  There are instances in which a 
foul could be called in conjunction with a boundary violation; it will be important for the statistician to be aware of the 
difference. If a major foul is called and there is a change of possession, TO may be noted with MF. If a major foul is called 
in the 8 meter and player is awarded FP, the shot stat may be noted with the defense player # that caused the FP to be 
awarded (i.e., FP/41). 
CLEAR:  
This team statistic is designed to demonstrate the ability of a team to take the ball from their defensive third to their 
offensive third. If a team gains possession below their restraining line, a clear attempt is recorded.  If the team possesses 
the ball continuously above their offensive restraining line, the clear is successful.  If the team fails to possess it, it is a 
broken clear. 
The statistic is fairly self-explanatory. It is important to note that an attempt is recorded each time the defense gains 
possession in their third of the field (i.e. below their restraining line).  For statistical recording purposes, the attempts 
should be recorded and circled if good.  Thus, the total number of attempts is equal to the total number of good and 
broken clears.  In the end-of-game reporting, a team is noted as recording 10 of 12 clears, for example, meaning that the 
team had 12 attempts and was successful on 10 of them and was broken on two of the attempts. Again, the individual 
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who actually takes the ball across the midfield stripe does not record a statistic herself; the clear is a team statistic 
reflecting its ability to transition between defense and offense.  It should be noted that if the defense obtains possession 
in their defensive third in the waning seconds of the half or game and there is not enough time to safely clear the ball, 
e.g., when the goalie or some other player holds the ball to prevent a turnover, the team does not record a clear 
attempt, as a broken clear is a negative stat and this play as aforementioned is not a negative play.  

ULA RULES GIRLS HS LEAGUE 

a. All regular season games are two 25 min. halves RUNNING TIME. For the first 23 minutes of the period, clock stops ONLY on 
a team time out and an official’s time out (i.e., card issuance, injury, etc) or a re-draw. Watch for REF signal (crossed arms 
overhead) indicating stopping of the game clock. Clock resumes running on ref whistle restarting play. 

b. During the last 2 min. of each half, the clock stops on every whistle.   
c. If during the last 2 min, a team is leading by 10 or more goals, the clock will stop only for team or official time out. Once the 

difference becomes less than 10 during last 2 min., the clock is to be stopped as outlined above. 
d. Timers are to notify the umpire when the clock gets to 2 min.   
e. A horn is used to signify the end of the half.   
f. Half time is not to be longer than 10 min. 
g. Varsity rosters must be disclosed to opposing teams before the start of Varsity games.   
h. Starting and/or impact Varsity players may not participate in JV games.   
i. JV rosters must be disclosed to opposing teams before start of JV games.   
j. JV coaching staff must disclose any Varsity players participating in JV games to the opposing team coaching staff.   
k. A JV team can force the opposing JV team to forfeit if it is determined that starting players from the Varsity roster are 

participating.    
l. Varsity: If a tie occurs at the end of a Varsity game, overtime must be played.  
m. Each team is to have a 5 min. rest and toss a coin for choice of ends.  
n. Two 3-min. halves of STOP CLOCK will be played.  
o. At the end of the first 3-min. period the clock is stopped long enough for the teams to switch ends with no delay for 

coaching.  
p. The play will be restarted at the center with a draw.  
q. The team that is ahead at the end of 6-min. is the game winner.  
r. If the teams are tied at the end of 6-min., the teams will have a 3-min. rest and the winner will then be decided on with a 

“sudden victory” period of no more than 6-min. in length with the teams switching ends after 3 min. (See rule book).  
s. The first six-minute period is recorded as OT; the 1st 3min of sudden victory period is 1OT and 2nd 3 min (if necessary is 2OT. 
t. JV games may end in a tie. 
u. Game score must be entered onto league website by HOME team within 24 hours of game conclusion and both teams must 

enter their player’s stats onto league website within 48 hours. 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.  

Statistics that must be entered for ALL players by both Home & Visitor teams: 
 Gms Plyd: Games Played 
 Goals: Goals Scored 
 Asst: Assists 
 Gballs: Ground balls 
 FO/DTk:  Draws Taken - each player # (Center) and number of draws she did in game) 
 FO/DWn: Draw Control’s each player was awarded 
 CT - Caused Turnovers  

Additional statistics required for Goalie positions 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 

STATISTICAL FORMULAS 
SCORING OFFENSE AVERAGE: Number of goals  

Total number of games  
Team A has scored 150 goals and played 12 games. 
150÷12= 12.5 

    Team A has a scoring offense average of 12.5 goals per game  
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SCORING DEFENSE AVERAGE: Number of goals allowed  
Total number of games 
Team A’s opponents have scored 90 goals. 
90÷12 = 7.5 
Team A has a scoring defense average of allowing 7.5 goals per game 

SCORING MARGIN: Number of offense goals scored - number of goals allowed 
   12.50-7.50= 5 
SHOOTING ACCURACY OVERALL:  OVERALL Includes Wide, Defense, Saves & Goals shot outcomes  

Total goals 
        Total shots 
    Amanda has scored 54 goals on 90 total shots 
    54÷90=.600 
    Amanda’s OVERALL shooting accuracy is 60.0%. 
    Team A has scored 150 goals on 291 shots. 
    150÷291=.5154 
    Team A’s OVERALL shooting accuracy is 51.5%. 
SHOOTING ACCURACY ON NET: ON NET SHOTS ONLY Includes Saves & Goals shot outcomes only 

Total goals 
        Total shot outcomes S & G 
    Amanda has scored 54 goals on 78 total S & G shots 
    54÷78=.69.2% 
    Amanda’s shooting accuracy for SOG is 69.2%. 
    Team A has scored 150 goals on 221 total S & G shots 
    150÷221=.679 
    Team A’s shooting accuracy for SOG is 67.9%. 
POINTS PER GAME: Total points 

Number of games 
Amanda has 54 goals and 36 assists. 
54+36=90 total points 

   90÷12=7.5 
   Amanda’s points-per-game (PPG) is 7.50 
DRAW CONTROLS: Total draws controlled by player 
   Total draws controlled by Team A 

Team A controlled 10 draws in the game 
   Amber has 6 DCs = DC% 6÷10: 60% 
   Ava has 3 DCs = 3÷10: 30% 

Alta has 1 DC = 1÷10: 10% 
DRAW POSSESSIONS: Total draws won 
   Total draws taken 
   In a game: 
   Ava has taken a total of 11 draws as center and Team A won 7 of those. 
   Ava’s DP% 7÷11 = 63.6% 

Astrid has taken a total of 7 draws as center and Team A won 3 of those. 
   Astrid’s DP% 3÷7 = 42.9%  
   Team A DP% 10÷18= 55.6% (Conversely, Team B’s DP 8÷18 = 44.4%) 
    

Over the course of the season, Ava wins 53 of the 98 draws she takes.  
Her season DP% 53÷98 = 54.1%  

GOALIE STATS 
SAVE PERCENTAGE: Number of saves 
   Number of saves+ Number of goals 

Anna has made 180 saves and has allowed 75 goals. 
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   180+75=255 
   180÷255=.706 
   Anna’s save percentage is .706 or 71% 

Avery has made 30 saves and has allowed 15 goals. 
   30+15=45 
   30÷45=.667 
   Avery’s save percentage is .667 or 66% 
GOALS AGAINST AVERAGE: Number of goals allowed 
    Total games played 
    Anna has allowed 75 goals while playing in 9 games. 
    75÷9=7.5 
    Anna has a GAA of 8.33 

Avery has allowed 15 goals while playing in 3 games. 
    15÷3=5 
    Avery has a GAA of 5.00 

OPTIONAL STATS 
CLEARING PERCENTAGE: Number of attempted clears 
    Number of successful clears 
    Team A has recorded 211 successful clears on 270 attempted clears.    
    211÷270=.781 
    Team A’s clearing percentage is 78.1%. 
 

US LACROSSE ALL AMERICAN NOTES  
US Lacrosse All-American Quality Definition: A US Lacrosse All-American player is one who exhibits superior skills and techniques as 
well as possessing exceptional game sense and knowledge while embodying good sportsmanship.  
Eligibility for Final Nomination 
Players must be members of their varsity lacrosse team or approved scholastic club program. 
Players must have played in 2/3 (two thirds) of their teams’ games. 
Players must not exceed the allotted number of penalty points (regular season only). 
Players must not be in a post grad season. 
Players must be a starter or significant contributor 
*Girl’s Lacrosse Penalty Point Criteria 
Penalty points accumulated by All-American and All-Academic nominees may not exceed 25% of the total number of games 
played during that season. Please note that the number of penalty points allowed will round up at .5 or above. (i.e. – Player “A” 
played in 18 games (18 x 25% = 4.5), so she is allotted 5 points where as Player “B” played in 17 games (17 x 25% = 4.25), so she is 
allotted 4 points).       
For each Yellow Card that a player receives during the season, that player is assigned one "Penalty Point".  
For each Red Card, a player receives during the season, that player is assigned two "Penalty Points".  
(Example: A girl plays in 20 games, she is allowed five points. Those points could come from five yellow cards or one red and three 
yellows.) 
 
**Please understand that statistics although a useful tool are to be considered in context. The player with the best stats may not be 
an All-American. Selection committees take into account strength of schedule, strength of team, accountability of statistician and 
many other factors when determining who is awarded the honor of All-American. 


