
ENTER THE GAME 
NUMBER FROM YOUR 

OFFICIAL GHA SCHEDULE

GAME SPECIFICS (1)

ENTER THE ARENA WHERE 
YOU ARE PLAYING

ENTER 
“LCMHL”

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





  



GAME SPECIFICS (2)

INDICATE WHETHER THIS IS 
A REGULAR “LEAGUE”

GAME OR AN EXHIBITION

ENTER THE CURFEW TIME; THE TIME THE GAME WILL END 
EVEN IF TIME IS LEFT ON THE CLOCK (THIS IS 50 MINUTES 

AFTER THE START OF THE GAME e.g. A 21:00 START 
WOULD HAVE A 21:50 CURFEW TIME)

INDICATE NO FLOODS 
BETWEEN PERIODS

ENTER THE LENGTH OF 
EACH OF THE PERIODS 

(TYPICALLY 10, 10, 12) THEN 
CIRCLE STOP TIME FOR 

EACH PERIOD











SIGN INDICATING THAT 
YOU HAVE COMPLETED 
YOUR PORTION OF THE 

GAME SHEET

HOME TEAM

ENTER THE NAME OF ANY PLAYER SERVING A 
SUSPENSION AND THE NUMBER OF GAMES SUSPENDED

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

INITIAL TO SHOW THAT YOU 
HAVE SEEN CURFEW TIME

ENTER THE FULL NAME OF YOUR TEAM















SIGN INDICATING THAT 
YOU HAVE COMPLETED 
YOUR PORTION OF THE 

GAME SHEET

VISITORS

ENTER THE NAME OF ANY PLAYER SERVING A 
SUSPENSION AND THE NUMBER OF GAMES SUSPENDED

APPLY A TEAM STICKER, 
OR WRITE DOWN THE 
JERSEY NUMBER AND 

FULL NAME OF GOALIES

INITIAL TO SHOW THAT YOU 
HAVE SEEN CURFEW TIME

APPLY A TEAM STICKER, 
OR WRITE DOWN THE 
JERSEY NUMBER AND 

FULL NAME OF SKATERS

ENTER THE FULL NAME OF YOUR TEAM















ENTER 
YOUR 
NAME

SCOREKEEPER PRE-GAME PORTION

ENTER 
YOUR 

PHONE #







RECORDING GOALS

WHAT 
PERIOD IS 
THE GOAL 
SCORED IN

WHAT IS 
THE TIME 
ON THE 
CLOCK

THE REFEREE WILL 
TELL YOU WHO 

SCORED, ENTER THE 
PLAYER’S NUMBER HE 

GIVES YOU

THE REFEREE WILL 
TELL YOU WHO 

ASSISTED, ENTER 
THE PLAYER(S)’S 

NUMBER(S)’S

PICK THE CORRECT SIDE OF 
THE GAME SHEET FOR THE 

TEAM WHICH SCORED













RECORDING PENALTIES (1)

WHAT 
PERIOD IS 

THE 
PENALTY 

IN

WHAT IS THE 
NUMBER OF 

THE 
PENALIZED 

PLAYER

HOW 
LONG IS 

THE 
PENALTY 

FOR 
(USUALLY 2 
MINUTES)

IF THE PENALIZED PLAYER IS THROWN 
OUT OF THE GAME, ANOTHER PLAYER 
SERVES THE PENALTY, ENTER THAT 

NUMBER

OTHERWISE, IT IS THE SAME NUMBER AS 
IN THE 2ND COLUMN

PICK THE CORRECT SIDE OF 
THE GAME SHEET FOR THE 

TEAM WHICH GOT PENALIZED












RECORDING PENALTIES (2)

TRANSLATE THE 
REFEREE SIGNAL AND 

ENTER THE CODE 
FROM THE 

INFRACTION LIST

WHAT IS THE TIME 
ON THE CLOCK 
AS THE PLAYER 

ENTERS THE 
PENALTY BOX

WHEN IS THE PENALTY STARTING; 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 GOES OFF

THE PLAYER WILL COME OUT OF THE 
PENALTY BOX AFTER THE DURATION OF 

THE PENALTY; 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










COMMON INFRACTION CODES

• BOARDING – BDG
• BUTT ENDING – BUTT
• CROSS CHECKING – CC
• CHECKING FROM BEHIND – CFB
• ELBOWING – ELB
• HOOKING – HKG
• HOLDING – HO 
• HIGH STICKING – HS
• INTERFERENCE – INT
• ROUGHING – RO
• SLASHING – SL
• TOO MANY PLAYERS – TMP
• TRIPPING – TR
• UNSPORTSMANLIKE CONDUCT – USC



MATCH

Flat part of hand patted on head.

SPEARING (SP)

A jabbing motion with both hands 
thrust out directly in front of the 
body.

INTERFERENCE (INT)

Crossed arms with closed fists stationary in front of the chest.

KNEEING (KNE)

Slapping either knee with the palm of 
the hand whilst keeping both skates 
on the ice.

PENALTY SHOT (PS)

Arms crossed above head, giving 
signal of stoppage in play.

CHARGING (CHG)

Rotating clenched fists around one 
another in front of the chest.

CHECKING FROM BEHIND (CFB)

A forward motion of both arms, with the palms of the hands 
open and facing away from the body, fully extended from the 
chest at shoulder level.

ELBOWING (ELB)

Tapping either elbow with the other 
hand.

HOLDING (HO)

Clasping either wrist with the 
other hand in front of the chest.

CROSS CHECKING (CC)

A forward motion with both fists 
clenched extending from the 
chest.

HIGH STICKING (HS)

Holdings both fists clenched, one immediately above the other 
at the height of the shoulders.

SLASHING (SL)

A chopping motion with the edge 
of one hand across the opposite 
forearm.

ROUGHING (RO)

Fist clenched and arm extended 
out of the side of the body.

HOOKING (HKG)

A tugging motion with both arms, as if pulling something from 
in front of the stomach.

BUTT ENDING (BUTT)

A cross motion of the forearms, 
one passing under the other.

BOARDING (BDG)

A cross motion of the forearms, 
one passing under the other.

TRIPPING (TR)

With both skates on the ice striking right leg with the right 
hand below the knee.


