Timing

Home teams must provide an official timer. All home games at Deer Creek need a parent volunteer to run the electronic clock. Games at Trailblazer Stadium have a timer provided by the district. Each game is two 25-minute halves with a five-minute halftime. Each team gets two two-minute timeouts per game and one two-minute timeout for overtime. Unused timeouts do not transfer to OT. 

All Levels 
1.	Two 25-minute halves, and a five-minute half time. 
2.	Notify the umpire when there are two minutes remaining in each half of the game. 
3. 	During the last 2twominutes of each half of the game, stop the clock on every whistle, then restart the clock on the umpire’s whistle (unless the 10-point differential is in place) 
4.	Indicate to the nearest umpire when there are 30 seconds remaining in each half. 
5.	Use a separate clock to time the two-minute timeouts. Notify Umpire at one minute 45 seconds. 
6.	Tell the scorekeeper to note the time that each card is issued and notify the coach when the two-minute penalty has elapsed. 
7.	The scorer’s / timer’s table is neutral, and you are on both teams’ sideline. Please remain neutral. No cheering. 

Varsity 
A stop clock is used.  The clock is to be stopped on the official’s whistle and arm signal after each goal during the entire game, and on every whistle (to stop play) in the last two minutes of each half.

If a team is leading by ten or more goals, the clock should continue to run after goals and within the last two minutes of play in each half (no stop clock). If the difference becomes less than ten goals, the stop clock is reinstated.

The clock should stop on team timeouts, or official's timeouts for cards, injuries, etc. The clock should not stop if a whistle is blown for a foul, or for a ball out of bounds, unless it's in the last two minutes of the half and the score difference is less than ten goals.

After stopping the clock for a goal or timeout, restart the clock on the next umpire’s whistle.

No game ends in a tie. The first overtime period is two three-minute stop-clock halves, changing sides after first 3 minutes. If teams are still tied after 1st overtime, a 2nd overtime of two 3-minute stop clock halves with a sudden victory (first to score wins). 

Jr. Varsity / Level 3: 
A running clock is used. The clock is only stopped for official timeouts called by the umpire. The last 2 minutes of each half is a stop clock unless there is a 10 or more point differential. There is no overtime; games can end in tie. 



Scoring

Home teams must provide an official scorer. All home games regardless of location will need an official scorekeeper. The scorekeeper is seated at the timer’s table between the two teams. The official scorer will assume the following duties: 
1.	Record the starting line-ups of both teams in the scorebook prior to the game and make sure the numbers of the players on the field correspond to the numbers in the book. Make sure a roster with names and numbers of all players is at the score table at the start of the game. 
2.	Keep an accurate record of the goals scored in the official home team scorebook. Record the name of the player who scored goal, player who assisted, and time of goal. 
3. 	Record which goalie is in goal and time of substitution. 
4. 	Continuously display an accurate score, for the players, coaches and umpires. 
5. 	Record any cards next to the player’s name in the scorebook and the time it occurred. All cards issued to a coach or other team personnel must also be recorded in the scorebook 
6.	Notify the coach when the penalty time has elapsed, if no timer is at score table. 
7.	Notify the umpire immediately when a second Yellow Card is given to the same player. 
8.	Notify the umpire immediately if a team receives a fourth Yellow Card. 
9.	Notify the umpire & timer when a ten-goal differential exists. 
10.	Record each time out and which team called it. 
11.	The scorer’s timer’s table is neutral, and you are on both teams’ sideline. Please remain neutral. No cheering. 



Penalty Rules for Cards

 
1. 	Players issued a card must sit in front of the scorer’s table until their penalty time has elapsed. 
2. 	Yellow card - team plays down a player for two minutes on both ends of field. 
3.	If a player gets two yellow cards, player sits out remainder of the game, but can play next game. 
4. 	Red Card - team plays down a player for four minutes. Player also sits out remainder of the game and next game. 
5. 	Suspended player may be on sidelines but not in uniform. 
6. 	The team’s fourth card will result in team playing short a player the remainder of the game. 
7. 	For any additional cards after four cards, the team plays down an additional player(s). 
8. 	Any cards given to the team in general or to the fans will be noted as a coach penalty, and the team will select a player to be removed from the field. 
9.	If a goalie receives a penalty and a substitute player must leave the field in her place, the card is still attributed to the goalie who incurred the penalty. 

Statistics


Chatfield Girls Lacrosse records statistics for all Varsity games, adhering to a booster club policy defining how statistics are recorded.  The policy requires recording all statistics defined in the Official NCAA 2014 Women’s Lacrosse Statistician’s Manual and in the US Lacrosse Women’s Lacrosse Statistics Guide Updated 1.2014.  It is highly recommended that volunteers taking statistics for Chatfield Girls Lacrosse read those documents and familiarize themselves with their content, as the Chatfield Girls Lacrosse statistics policy requires following the prescriptions of those documents to the letter in deciding whether and when to award or charge a statistic to a player.

Our statistics sheet is designed to capture all statistics defined for women’s lacrosse by those NCAA and US Lacrosse documents, and several additional statistics collected by MaxPreps that are not defined by the NCAA or US Lacrosse documents (since MaxPreps is the CHSAA-mandated website for publishing game results and statistics).

This document is intended to provide a set of guidelines on what to do before, during, and after a contest when recording statistics, and is intended to list and define the statistics we record and explain how to record them on our statistics sheet.

Before a contest, ensure that you have a US Legal –size printout of our current statistics sheet, preferably pre-populated with the contest’s date, location, and opponent (and of course our Varsity roster).  It is helpful to have extra pencils and a clipboard big enough for US Legal paper, with rubber bands or binder clips to secure the sheet from wind.  Ensure that you know who your statistics partner is for the contest – we take statistics in pairs (a spotter and a writer) to ensure that at least one pair of eyes follows the action at all times and calls out the statistics to be recorded, while the other person records the statistics onto our statistics sheet.

During the contest, the spotter should call out, and the writer should record, the statistics tabulated in the following table, whose description column quotes the statistic definition from the source(s) in which it is defined.

At the start of the game, just before the opening whistle, is the best time to record the starters (see “Games Played” in the table below).  Each time a substitution occurs, it’s important to record a “Games Played” statistic for the player who entered the game.  Any time-outs that occur during the game should be recorded in the correct box at the top of the sheet.  Any cards issued to the opponent during the game should be recorded on the correct line at the top of the sheet (see “Cards” in the table below).

At halftime it’s very important to record the score at halftime in the boxes at the top left of the sheet, then hand your clipboard to the coaching staff who will want to look over the statistics from the first half.

	Statistic
	Description
	How to Record on Our Sheet

	Game Played
	NCAA: A player should be charged with a game played if she is in the game while the clock is running.
	In the “Mins” column, write an “A”, “D”, or “M” next to each starting attacker, defender, and midfielder, and an “S” next to each non-starting field player who substitutes into the game.

	Minutes Played
	US Lacrosse: Statisticians should note the time played for each player if possible.
	We only do this for goalies.  See “Games Played” and “Goalkeeper Minutes” in this table.

	Draw Attempt
	US Lacrosse: The center of the team that records the draw control is awarded a draw possession; this is a percentage of draws won by her team when the player takes the draw [implicitly defines Draw Attempt].

MaxPreps: The amount of times a player uses the technique of drawing to put the ball in play at the start of each [period], or after a goal is scored. One attempt equals one draw.
	Write the jersey number of the draw attempter as the numerator of the “draw fraction” representing that draw at the top of the sheet.  For example if #2 attempts the draw and #4 controls it, the fraction would be 2 / 4.

	Draw Control
	NCAA: A draw control is awarded to the player who controls the ball and/or creates an opportunity to play after the taking of a draw; i.e., gains possession after the draw. If a foul is called before control is established, then the player that is awarded the ball by the official is credited with a draw control.

US Lacrosse: 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.
	Write the jersey number of the draw controller as the denominator of the “draw fraction” representing that draw at the top of the sheet.  For example if #2 takes the draw and #4 controls it, the fraction would be 2 / 4.

Also slash the next number in the “Draw Controls” column, on the row for the draw controller.

	Draw Possession
	US Lacrosse: The center of the team that records the draw control is awarded a draw possession; this is a percentage of draws won by her team when the player takes the draw.  This is both a team statistic as well as an individual statistic.

MaxPreps: When your team gains possession from the draw, then the player that took part in the draw gets credited for a "Win."
	Draw possessions and percentage for each draw attempter can be computed after the game from the “draw fractions” across the top of our statistics sheet, by counting the number of Chatfield possessions when that attempter took the draw, and dividing by her total number of attempts.

	Shot
	NCAA: A ball propelled toward the goal by an offensive player with her stick shall be called a shot. The ball may be thrown from the stick or deflected by her stick.

US Lacrosse: A shot is any attempt made by a player to score a goal. If a foul is called on the shooter, e.g., a dangerous shot, dangerous propelling, or dangerous follow-through), then no shot is recorded and the shooter is assessed a TO.
	Slash the next number in the “Shots, and Free Positions Awarded” column.  

Make an additional mark below the circled number based on the shot’s outcome:
· B if blocked by defender;
· G if shot scored a goal;
· P if shot hit pipe;
· S if shot was saved;
· W if shot went wide / high.

	Goal
	NCAA: A goal should be credited to the player who shot the ball, scoring a goal for her own team.

US Lacrosse: 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.
	Slash the next number in the “Goals” column.  Also circle the number if the goal was scored from an 8m free position.

	Free Position Awarded
	US Lacrosse: An 8-meter free position (otherwise referred to as an 8- meter attempt) is awarded to an offensive player by an official for a major foul committed by the defense that directly affects the scoring attempt inside the 8-meter arc.
	Circle the next number in the “Shots, and Free Positions Awarded” column.

	Free Position Shot
	NCAA: A player who takes an eight-meter (free-position) shot should be charged with an eight-meter (free-position) shot. An eight- meter (free-position) shot also counts toward a player’s total number of shots in the game. It is important to note that a player who is awarded an eight-meter (free-position) attempt but does not shoot the ball is not charged with an eight-meter (free-position) shot.
	Slash the number in the “Shots, and Free Positions Awarded” column that you just circled to record the Free Position Awarded.

Then write the appropriate letter below the number to record the shot’s outcome (see “Shot” in this table), and circle and slash the next number in the “Goals” column if the shot scores a goal.

	Assist
	NCAA: A player is credited with an assist when she makes, in the opinion of the statistician, a pass contributing directly to a goal.  An assist should not be credited on a play when the goal scorer dodges a defensive player after receiving the pass before shooting unless, in the opinion of the statistician, it was the pass itself and not the dodge that led directly to the shot.

US Lacrosse: 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.  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.
	Slash the next number in the “Assists” column.

	Ground Balls
	NCAA: A ground ball is recorded when a ball changes possession during live-ball play. A shot returned to the field of play is considered a change of possession regardless which team gains possession of the ball. A ground ball 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.

US Lacrosse: A GB is recorded when a ball changes possession during live-ball play or when the ball hits the ground (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.
	Slash the next number in the “Ground Balls” column.

	Caused Turnover
	NCAA: A caused turnover is credited to a player when the player’s positive, aggressive action(s) causes a turnover by the opponent. A turnover may not always warrant a caused turnover.

US Lacrosse: 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 resulting in a change of possession: stick check, interception, blocked pass or shot, drawn charge.
	Slash the next number in the “Caused Turnovers” column.

	Interception
	MaxPreps: One receives credit for an interception when they cut off a pass intended for an opposition player, and in turn gains possession for her team.
	Slash the next number in the “Interceptions” column.

	Turnover
	NCAA: Turnovers occur when a player or team in possession of the ball or entitled to the possession of the ball loses possession of the ball, in a live-ball situation or under certain dead-ball situations.

US Lacrosse: 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.
	Slash the next number in the “Turnovers” column.

	Foul
	US Lacrosse: A foul should be recorded each time play stops and a major foul is called [i.e. when a whistle blows and the fouling player is placed four meters behind the fouled opponent].
	If the foul results in an 8m free position for the opponent, circle the next number in the “Fouls” column; otherwise slash it.

	Card
	NCAA: Cards are issued for infractions in women’s lacrosse. When a player is issued a yellow card, that player will serve a two-minute releasable penalty in the penalty area. If a player receives a red card or a second yellow card, this is a non-releasable penalty. While a card assessed to a coach is served by a player, the card itself should be recorded as being assessed to a coach.
	Write the color, player number, period, and time of occurrence on the correct line at the top of the statistics sheet.

	Goalkeeper Minutes
	MaxPreps: Number of minutes the goalkeeper plays. Generally, this number is rounded to the nearest whole minute.
	In the “Mins” column, write the number of minutes the goalkeeper played in the half.

	Save
	NCAA: The basic rule of a save is that any time a ball is stopped or deflected with any part of the goalie’s body or stick, which if not stopped or deflected would have resulted in the ball entering the goal, a save is recorded.

US Lacrosse: 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.
	Write an “S” below the shot’s slashed number in the “Shots Against” column, and slash the next number in the “Saves” column.

	Shots Against
	This is not an NCAA or US Lacrosse statistic, but a MaxPreps statistic (Goals Allowed) is derived from it.  And we have room on our statistics sheet to capture information about shots at our goal by the opponent, which may be useful to our coaching staff in analyzing the game.
	Slash the next number in the “Shots Against” column, and circle it if the shot was from an 8m free position.  

Make an additional mark below or through the number based on the shot’s outcome:
· B if blocked by defender;
· G if shot scored a goal;
· P if shot hit pipe;
· S if shot was saved;
· W if shot went wide / high.

	Goals Allowed
	MaxPreps: Number of goals scored against the team while the goalkeeper is playing in the goal.
	Can be computed after the game by counting the number of “G” letters below numbers in the “Shots Against” column.

	Clearing
	NCAA: A clearing attempt is defined as when a team has possession of the ball behind its defensive restraining line to the offensive attack area. A successful clearing attempt involves the team establishing possession in its offensive box before the other team gains possession.

US Lacrosse: 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 a good clear. If the team fails to possess it, it is a broken clear.
	For a good clear, slash the next number in the “Clears” column for the active goalie and period.

For a broken clear, circle the next number in the “Clears” column for the active goalie and period.

	Goalkeeper of Record
	NCAA: At the conclusion of each game, the scorer shall award one goalie a win and charge one goalie a loss. In the event that the teams use multiple goalies during the course of the game, it is up to the scorer’s discretion to award and charge the decision based on which goalie (in the scorer’s opinion) contributed most to the outcome of the game.
	After the game, circle the goalkeeper of record.

	Shut Out
	MaxPreps: A goalkeeper receives credit for a shut out only by playing the entire contest and not allowing any goals.
	Can be computed after the game from Goalkeeper Minutes and the “Final Score” box at the top of our statistics sheet.



After the game, it’s very important to record the final score, then hand your clipboard to the head coach and ask him to select a player of the game (if any).  You should give the coaching staff some privacy while they do that.


After the game is also the time to do certain post-game calculations, and enter the game result and statistics into MaxPreps. In particular you will want to do the following post-game calculations:
1. Draw Controls: ensure that numbers in the “Draw Controls” column have been slashed for every draw control shown in the “draw fractions” across the top of the page, in case you forgot to slash them during the action.
2. Draw Attempts and Possessions: count up draw attempts and draw possessions per draw attempter, because MaxPreps will want that information.
3. Interceptions: award both a ground ball and a caused turnover for each interception, as prescribed by the NCAA and US Lacrosse women’s lacrosse statistics manuals, by slashing additional numbers in the “Ground Balls” and “Caused Turnovers” columns.  We don’t do this during the game in order to make our lives simpler during the heat of the action.  MaxPreps will want all three statistics separately (ground balls, caused turnovers, and interceptions) per player.
4. Goalkeeper Minutes: for each goalie, sum the number of minutes she played across all periods.
5. Goals Allowed: count up the goals allowed by each Chatfield goalie that played, by counting “G” letters under numbers in the “Shots Against” column.  MaxPreps will want this information.
6. [bookmark: _GoBack]Saves: ensure that the number of slashes in the “Saves” column matches the number of “S” letters in the “Shots Against” column.
7. Goalkeeper of Record: circle the Goalkeeper of Record.
Now, finally, you should scan the raw statistics sheet and upload it to the Chatfield Girls Lacrosse website (under Boosters > Documents > Committee Documents > Scoring, Statistics, and Timing), then input the game results, statistics, and player of the game into MaxPreps.  The following table lists the statistics MaxPreps wants, and documents how to get them from our statistics sheet.
	MaxPreps Statistic
	How To Get It From Our Statistics Sheet for a Player

	PL checkbox
	Check it if our “Mins” column is non-blank

	Goals
	Count the number of slashed numbers in our “Goals” column

	Asst
	Count the number of slashes in our “Assists” column

	SOG
	Count the number of slashes in our “Shots, and Free Positions Awarded” column

	GB
	Count the number of slashes in our “Ground Balls” column

	INT
	Count the number of slashes in our “Interceptions” column

	TA
	Count the number of slashes in our “Caused Turnovers” column

	UE
	Count the number of slashes in our “Turnovers” column

	DW
	Enter the number of Draw Possessions calculated after the game for the player

	DA
	Enter the number of Draw Attempts calculated after the game for the player

	MIN
	Enter the sum of Goalkeeper Minutes calculated after the game for the goalie

	GA
	Enter the number of Goals Allowed calculated after the game for the goalie

	SV
	Count the number of slashes in the “Saves” column

	Shut
	Enter “1” if the goalie was the Goalkeeper of Record and had a shutout

	W
	Enter “1” if the goalie was the Goalkeeper of Record and we won

	L
	Enter “1” if the goalie was the Goalkeeper of Record and we lost

	T
	Enter “1” if the goalie was the Goalkeeper of Record and we tied

	P
	Enter the number of cards for the player in the game

	Player of the Game
	Read it off the statistics sheet as noted by the head coach



