
Page 1 of 10  

GAME SPECIFICS 

Enter 

“LCMHL” 

Enter the Arena where 

you are playing 

Enter the game number 

from your official schedule 

Enter your team’s 

division (e.g. Atom) on 

the line then circle the 

level A, B, or C 

Enter the date on which the 

game is being played 
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GAME SPECIFICS Cont’d 

  
  

GAME TOURNAMENT 

Indicate if regular league, 

playoff game, exhibition, 

or tournament 

Indicate no floods 

between periods 

Enter the curfew time: the time the game will end even if time 

is left on the clock (if run time is 50 minutes then an 8:00 start 

would have a curfew time at 8:50:  80 minutes would be 9:20) 

Enter the length of each of 

the periods (10, 10, 12 or 

15, 15, 18) and circle stop 

time for each period 
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HOME TEAM 

 &  

,  

  

  

  
 (50 or 80 run time) 

Enter the District number (e.g. 4) 

Enter the team name (e.g. Stittsville 1) 

Coaches to initial to accept curfew 

time (50 or 80 min. run time) 

Maybe on the team sticker (top 2),  

OR hand write by pen clearly: full 

name and number of goalie  

Place a team sticker on each page OR hand write by pen clearly-- 

starting with lowest number & full name of skaters (C & A).  Also 

indicate any Affiliated Players (AP)  

Enter the name & number of any player serving a suspension 

and the number of games suspended (1 of 2; 0 of 2) 

Coach to sign his approval of 

entries; Ref. to initial 

Suspension being served 



Page 4 of 10 

 

VISITORS 

  

Initial to show that coach 

agrees to this curfew time 

Enter the full name of your team 

Apply a team sticker, or 

write down the jersey 

number and full name of 

goalies 

Apply a team sticker, or 

write down the jersey 

number and full name of 

skaters 

Enter the name of any player serving a suspension 

and the number of games suspended 

Sign indicating that you 

completed the visitor 

portion of the game 

sheet: 

Ref.: Initial suspensions 
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SCOREKEEPER PRE-GAME PORTION 

  

Enter scorer’s name 

Enter scorer’s 

phone # 
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RECORDING GOALS 

Pick the correct side of the game sheet for 

the team that scored 

Period of 

the goal 
Clock time 

of the goal 

The referee will tell you who 

scored.  Enter the player’s number 

he/she provides. 

The referee will tell you who 

assisted.  Enter the 

player(s)’s number(s)’s 

he/she provides. 

Note: It is helpful to keep a blank piece of paper in the timekeeper’s box so that you can quickly write down the time of the whistle 

for a goal, the player(s) numbers(s) (as provided by the referee), etc.  Then transfer them neatly to the game sheet. 
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RECORDING PENALTIES 

Pick the correct side of the game 

sheet for the team that was penalized 

Period of 

the penalty 

Number of he 

penalized player 

Penalty 

length in 

minutes 

(usually 2) 

If the penalized players is thrown out of the 

game, another player serves the penalty.  Enter 

that number. 

Otherwise, it is the same number as the 2nd 

column 

Note: It is helpful to keep a blank piece of paper in the timekeeper’s box so that you can quickly write down the time of the whistle 

for a penalty, the player(s) numbers(s), the penalty call and length.  Keep a copy of the penalty codes (grey box on the back 

of game sheet).  Enter exactly as per code (e.g. HO would be “Holding”). 
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RECORDING PENALTIES Cont’d 

Translate the referee’s 

signal and enter the 

code from the infraction 

list 

Clock time as the 

player enters the 

penalty box 

Penalty Starting Time: 

If more than two penalties have been assessed 

prior to this one, the clock will only start this 

penalty once one of the previous penalties has 

ended. 

Otherwise, it is the same time as the player comes 

off the ice (preceding column). 

The player will exit the penalty box after the 

duration of the penalty.  Record this time. 

If a goal is scored during the powerplay, record the 

time of the goal as the “on” time and instruct the 

penalty box attendant to let the player out 


