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Girls Lacrosse Volunteers
SCOREKEEPING, TIMING & STATS 

Source: Oregon Girls Lacrosse Association 2010
Customized by: Sunset Lacrosse
Getting Ready
· Refer to OGLA Manual for Home Team responsibilities about field, lines, first aid, etc.  
(you will find the Manual in the Varsity and JV (Varsity+) box)
· Your Tent/Table area has: 
Score + Stat books
Pen/Pencils
Scoreboard
Horn






Tent (optional)   Current Rulebook , Timers    Table & Chairs
We will need three people at home Games: Timer, Score Book and Stat 

We will need a min of one person at away Games: Stat only

“Stat” people should not be under the tent in order to give the Scorebook keeper and the Timer more privacy

Timekeeping
JV games (Varsity +) = two, 25-minute halves running time (Don’t stop clock after goals)
Varsity games = two, 25-minute halves, stopped clock after goals, begin again at draw with whistle
10 goal differential = begin running time at next draw (continue running time until final 2 minutes)
If margin goes back below 10 goals, resume stopped clock timekeeping

JV & Varsity: Final 2 min of each half = stop time at each ref whistle & goal, begin again at start of play

-- VOCALIZE TIME LEFT at 2 minutes, 1 minute, and countdown from 10 seconds down to/including 0

Team time outs = 1 per team per Half and 2 minutes in length   
Ref time outs = refs start and restart as needed
Halftime ​= 
JV (Varsity+) 5min, 

Varsity 10 minutes (or less decided by Captains) confirm with Umpire before start of the game
Yellow Cards = Player sits for 3 minutes of playing time (creates “man down” situation)

Record the game time in the score book for each card (subtract 3min of the time and this is the time 
a player can go back into the game. Let the coach know 1min, 30sec and go.



Example: Begin time= 19:52/ End time= 16:52

Red Cards = same as yellow card (creates “man down” situation) player cannot go back into the game. 

Substitute player can go after 3 min. Let the coach know 1min, 30sec and go.

Player substitution: Player need to be in the substitution area and can enter the game only when the field

   player has stepped off the field into the substitution area.
Score Keeping
The home team scorebook is the official record of the game.  Be roster ready 10min before the game!  Record names and numbers of both teams, the team’s name, game location, date and referees names. 

Please write in the final scores and have all officials sign the scorebook at end of game.
Record: 
Teams Playing, Date and Location, Final Score, Players scoring or assisting goal
,

Time of Goals, Player given penalty, 
Yellow/Red cards (Report to OGLA),
Time of penalty

 
Stat Keeping  
Tip: List players by ascending numbers, not by alpha or position...  

Draw Controls:  Based on securing controlled possession of the ball by a player at the start of each half 
and after each goal.  Draw control is credited to player securing the ball, not the person taking the draw, unless, of course, that is the same player.
Goals:  
A goal is to be recorded only if signaled by the referee.  
Assists:  
An assist is credited for a pass made by one player that directly results in a goal being scored

by another player.  There is no set time (number of seconds) or player movement (steps taken by scorer) element relating to whether passer should be credited with an assist.  When determining whether a pass should be an assist after a goal, ask yourself, “Did that pass put the player directly in a position to score?”   



(While sometimes assists are subjective, please stay consistent in your recordings.)

Tip:  You can only have, at most, one assist per goal.  Not all goals scored have an assist credited.

Goalkeeper Saves:  A ball prevented from going in her goal that, if not stopped, would result in a goal. If 
the goalie grabs a ball with her stick that was going over the top or off to side of the goal, it is not a save. *SPortability stats. See website for several goalie stats that may be recorded in addition to Saves.

Shot:  
Each time a shot is taken with intent of scoring, regardless of the outcome.

Shot on Goal:  Each time a shot is taken with intent of scoring AND either goes into the goal OR is saved

by the goalie.  A shot that hits the pipe and doesn’t go into the goal is NOT a “shot on goal” (SOG) as the goalie did not have to make a save.  If a shot goes wide or above the goal, it is credited as a shot, but not an “SOG”.
Tip:  A team’s # of shots on goal should equal their goals scored + opponents’ # of saves made

Shot on Goal %:  The number of shots on goal (SOG) compared to overall # of shots attempted.  The higher the percentage, the more accurate the team is shooting.  If Team A takes 40 shots and 28 of them are shots on goal, then Team A has an SOG% of .700 or 70% of their shots forced the goalie to make a save attempt.

Shot %:  The number of goals scored by a team in relation to the number of overall shots taken.  This gives the coach an accurate gauge of the effectiveness of the team’s shot attempts.  If Team A takes 40 shots, but only scores 6 goals, their Shot % is .150 or 15% of their shots found the net.  This tells the coach that the team’s shot selection either wasn’t very good or the goalie had the day of her life!

Free Position Shots:  Player awarded ball at the hash marks and result of the effort if a direct attempt is made to score.  If a player is awarded a “Free Position” on the 8m, but doesn’t take a shot, she is not charged with taking a free position shot.
Ground ball control: A ground ball is only awarded if the ball is playable by at least two players, one from each team.  Do not credit girls who recover a ground ball from their own team’s mistake.  There must be a change of possession to award a GB, unless it is a loose ball after a shot.
Caused Turnovers: A play resulting in a change of possession: e.g., checked stick.  

Penalties: Player receiving a card resulting from a major infraction (e.g., check to the head). Check with your coach if you are to record all the many other minor infraction occurring on the field (empty stick check, warding, etc.) 
2010 Player Stats Listed on Sportability

GP
Games Played

The number of games played by a player

G
Goals

A goal is scored when the player puts the ball in the opposing team's net

A
Assists

The player who makes a pass that leads directly to a player scoring a goal is credited with an assist

Pts
Points

A player gets one point for each goal scored and one point for each assist. Add them together and you have the total number of points. This is considered the primary offensive statistic.

DC
Draws Controlled

The number of draws the player controlled

GB
Ground Balls

The number of ground balls this player made                    

CT
Caused Turnovers

The number of turnovers the player caused

YC
Yellow Cards

The number of warnings (yellow cards) this player has received

2YC
2 Yellow Cards

The number of suspensions (2 yellow cards) this player has received

RC
Red Cards

The number of ejections (red cards) this player has received

GOALIE STATS

GP 
Games Played

The number of games played by a goalie

Min 
Minutes Played

The number of minutes the goalie played during the game.

Shots 
Shots on Goal

The number of shots on goal that the goalie faced, which should be the total of goals allowed + the number of saves made by the goalie. Shots that are not on cage are NOT factored into this category.

GA 
Goals Against

This is the number of goals given up by the goalie

GAA 
Goals Against Average

This is the number of goals given up by the goalie per game - weighted for minutes played

Saves 
Saves

The number of shots the goalie stopped that would have been goals had the goalie not intervened

Sv% 
Save Percentage

The percentage of shots saved by the goalie

SO 
Shutouts

The number of times the goalie did not allow any goals.  Note: Sportability calculations require that a goalie play 90% of the potential minutes of the game to qualify for a shutout.

Record 
Record

The record of the goalie, formatted as W-L-T
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