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MANUAL

National Lacrosse League Statistical Guidelines

Section 1 – Official Scoring
Article 1.  An official scorer and at least one assistant shall be designated for each contest by the home team (Rule 25a).

Article 2.  Duties of the official scorer include accurately recording on the official game summary all goals and assists legally scored.  The Official Scorer shall accurately record the name and number of the player scoring the goal, and those credited with assists. The Official scorer shall accurately record the time that all goals are scored. Time is to be recorded as time elapsed. 

Article 3. The Official scorer shall accurately record the assessment of penalties, as announced by the referee, and record the jersey number of the referee who made the call. The Official scorer shall keep the name and number of each player upon whom a penalty is inflicted, the type of penalty, duration, the quarter, time of the penalty (start time, should end time, & end time) (Rule 25b).  

Article 4.  The official scorer also shall record the time of entry into the game of any substitute goaltender.  The official scorer shall record on the official game summary a notation where a goal is scored when the goaltender has been removed from the field (empty-net goal).

Article 5.  When a scoring change in the game summary is needed after a contest has concluded and the official statistics have been distributed, use the following procedure: 

(1) If either the home or away team decides that a change in the game summary should be made, he or she must alert the appropriate person at the League Office no later than Tuesday 12 PM EST following the weekends game.  The team is to submit a written statement describing the error, including as much detail as possible (i.e. time of goal, quarter, player jersey number). 

(2) The League will review all necessary material and make the appropriate changes to the statistics if needed.  The League will notify the home and visiting team of any changes made. 

(3) The League may direct any irregularities in statistics to be corrected by the home team.  The home team is to correct the statistics and submit the corrections to the League, including a brief explanation on why, how, and exactly what changes were made. 

(4) The League will notify the effected home and visiting team of any changes made.

(5) The League will only review statistics and official game summaries that are irregular, or where an error is obvious.  The League holds the right to use its discretion as to what statistics it will review.  

(6) At the conclusion of the regular season, any team that request to have statistics reviewed by the League must notify the League within 48 hours of the conclusion of the regular season.  No other adjustments to the regular season statistics will be granted after this time. 

(7) All official statistics shall remain intact pending the League’s   

 review.  All League decisions in this matter shall be final.  The league reserves the right to assess an administrative fee for failing to   to file statistics or incorrectly filing statistics.
Section 2 – Statkeeping
Article 1.  Statisticians are to use Pointstreak software to track all stats. The NLL will provide each team with the necessary software, however, each team is required to provide their own laptop and internet connection (preferably high-speed) to devote to statkeeping during the game. Please reference the attached Pointstreak manual for instructions on how to use Pointstreak software.

Article 2.  Pointstreak software will be used to track the following stats live on the stats laptop: Goals, assists, penalties, and team shots on goal. At least two members of the stats crew should be used to ‘shout’ or ‘call’ these stats to the Stat Crew Chief, who will enter them into the laptop.
Article 3.  The following stats will be tracked on paper statsheets: Loose balls, faceoffs and shots on and off goal. At least two members of the stats crew should be used to track these stats. Worksheets to track these stats are attached. Extra copies of these pages should be available at all home games to the statisticians (at least eight of each page).

Article 4.  At the end of the game, the paper stats must be entered into the Pointstreak software. This can be done either by hitting the “Home Roster” or “Away Roster” button on the main Pointstreak screen, or by accessing the “Home Shots” or “Away Shots” button in the “End Game” screen of the software. Please note that goaltender loose balls can only be entered through the “End Game” screen.
Article 5.  Stats for Shots on goal are kept in both the Pointstreak software and on paper. At the end of each quarter, the stats crew should cross-reference the shot totals to confirm that they match. It is crucial that you differentiate shots ON goal (kept in software and on paper) and shots OFF goal (kept only on paper) as goalie saves are based off of this stat.

Article 6.  Pointstreak has a 24-Hour Technical Support Line for any software issues, at toll free at 1-866-734-3585, or 604-734-3585. They are also available via e-mail at support@pointstreak.com.

Section 3 – Shots

Article 1.  A shot shall be defined as a player with possession throwing the ball at the goal in an attempt to score (rule 44).  

Possible outcomes of a shot are that is not on target (shot off goal), or is on target and qualifies as a shot on goal.

Article 2.  A shot on goal is a shot that is on target. A shot on goal shall be defined as a shot where the ball makes contact with the Goaltender while he is in his crease area, the goalposts or crossbar, or crosses the goal line (Rule 44c).

Note: The lacrosse stick of the goaltender is considered as being part of the goalie’s body while within the crease area.  Therefore, a shot that makes contact with the goaltender’s stick while he is within the crease is considered a shot on goal (Rule 44b).

(1) The shot must originate from in front of goal line extended.  

(2) When a shot hits a part of the goal post, does not go in and the ball continues in play, a shot on goal is awarded and a save is credited (Rule 44c).  

(3) Results of a shot on goal must either be a save by the goaltender, or a goal by the offensive team.  

Section 4- Goals 

Article 1.  A goal is scored when the ball passes from the front completely though the imaginary plane formed by the rear edges of the goal line, the goal posts and the crossbar of the goal, regardless of who supplied the impetus (Rule 42a).

(1) A goal shall be credited in the scoring record to a player who directs the ball into the opponent’s goal.

Article 2. The time of all goals shall be recorded, as the time elapsed in the quarter, not the time remaining, which is the time shown on the scoreboard.  In addition, follow these guidelines:

(1) A goal cannot be scored at 15:00 of a quarter or in an over-time game.  Even though there may not be an ensuing face-off, those goals must be listed at 14:59. 

(2) When the official game clock displays tenths of seconds in the final minute of a quarter, the complete time of the goal or penalty that occurs should be recorded, including the tenth(s) of a second.  A goal with 4.1 seconds remaining in a 15-minute quarter shall be recorded as scored at 14:55.9.  Although it is preferable to record the complete time, if this is not possible the time remaining must always be rounded up to the next whole second if there is any partial second remaining.  A goal scored with 4.1 seconds remaining shall be recorded as 14:55.9, but a goal scored with 4.0 seconds remaining shall be recorded at 14:56.

Article 3. If a defensive player scores a goal on his own net, credit shall go to the last player on the opposing team to have touched the ball.

Article 4.  Each goal shall count one point in the player’s record.

(1) The game-winning goal (GW) is the goal for the winning team that is one more than the total number of goals scored by the losing team.  If the losing team scored ten goals, the eleventh goal scored by the winning team is the GW.  

(2) The official scorer shall record each goal type. 


(PPG) Power-play goal


(SHG) Short-handed goal


(ES) Even-Strength


(GW) Game Winner


(FG) First Goal

A goal may be two different types i.e., PPG and a GW, FG and SHG, etc. 

Section 5 – Assists

Article 1.  An assist shall be credited in the scoring records to the player or player taking part in the play preceding a goal, even though the play may originate in the defensive zone. 

An assist is defined as any direct pass or two passes, by a player or players, to a teammate who then scores a goal in what amounts to a continuous flowing play is an assisted goal.   A defender who gains possession or deliberately redirects the ball would constitute as an interruption of a continuous flowing play. Only a goal or assist, however, may be credited to any one player on a scoring play.  There shall be a maximum of two assists on each goal scored (Rule 44d).

 In addition, assists must be credited as per the following guidelines:

(1) No assist can be awarded on goals scored in one’s own goal.

(2) An assist can be awarded to the shooter whose shot-off goal results  

      in a rebound on which a goal is scored.

(3) An assist can be awarded to the shooter whose shot is saved by the   

      goalie and results in a direct rebound on which a goal is scored.

(4) Each assist shall count one point in the player’s record.
(5) An assist can be awarded to a player if a pass is dropped and subsequently     

     picked up by the same player. 
Section 6 – Goaltending

Article 1.  Each goaltending change shall be clearly indicated in the official game summary.  It is not sufficient to record only total minutes played and saves.  The length of each shift and the saves recorded in each shift (broken down by quarters) shall be recorded each time a goaltending change occurs.  A change occurs whenever one goaltender relieves another, a goaltender is pulled for an extra attacker, or a goaltender goes into the game following an empty-net situation.  

Article 2.  Any goal scored while a goaltender is clearly on the way to the bench will be considered an empty-net goal.  If the goaltender returns to the crease at any time while entering or exiting the field, and has legitimate chance at making the save on an empty-net shooting opportunity, then they must be credited or charged with the result of the shot on goal.  A goaltender’s minutes played cease when the player disengages from play and begin again when the player returns to play.  In the case of the goaltender initiating themselves back into the play, continue the minutes played as if the player never left the crease. 

When Team Blue’s goaltender is pulled during a delayed penalty, do not subtract the time off the field from the goaltender’s minutes played.  The only exception is if Team Blue scored a goal for Team White by shooting the ball into its own goal.  Team Blue’s goaltender is not charged with a goal against, and the time off the field during the delayed power play SHOULD be subtracted from the goaltenders minutes played and noted in the official game summary. 

Article 3.  Goaltender win-loss is to be recorded on the scoring summary at the completion of the game. Whoever is in goal for each team when the game-winning goal is scored receives credit for the win-loss.  If either net is empty when the GW is scored, the goaltender of record is the goalkeeper that was pulled to create the empty-net situation.


Article 4.  If two or more goaltenders from the same team participate in a shutout, credit the team with a shutout but do not award any goaltender an individual shutout.  A goaltender must be solely responsible for holding the opposition scoreless to be credited with a shut out.

Section 7 – Penalties

Article 1.  Penalties shall be announced to the official scorer along with the infraction assessed.  The times of all penalties are to be recorded, as the time remaining in the period on the penalty summary sheet, which is the time shown on the scoreboard, not the time elapsed.  All penalties must be recorded at the time they are assessed, not the time the clock is started. 

Penalties shall have the following values:

(1) Minor – 1 penalty for 2 minutes (1/2).

(2) Five-minute major – (1/5).

(3) Five-minute major with game misconduct  – (1/15).

(4) Ten-minute Misconduct – (1/10).

(5) Game Misconduct – (1/10).

(6) Gross Misconduct – (1/10).
Article 2. The 30-second shot clock operator shall keep record of:

(1)  Name and number of each player upon whom a penalty is   

assessed.

(2) Type of penalty as assessed by the Referee.

(3) Duration of penalty as assessed by the Referee.

(4) Quarter the penalty was assessed during.

(5) Time of the penalty-game clock time (start time, should end time, & end time)  (Rule 25b) (See penalty summary sheet).

(6) The jersey number of the referee who made the call. 

(7) If the penalty created a power-play opportunity and if a goal was scored.
Article 3. It is the duty of the 30-Sec Shot Clock operator to notify the Referees when any player accumulates two (2) five-minute penalties. 

Article 4.  A penalty that occurs during the warm-up for each quarter shall be recorded at 0:00 of that quarter.  All players receiving penalties in the pre-game warm-up must be credited with participation for that game, even if they do not make another appearance in the game.  Penalties occurring at the end of a period before the teams leave the field shall be recorded at 15:00 of the quarter just ended. 

Article 5.  A double roughing is actually two separate roughing calls and shall be credited as two penalties for four minutes (2/4) to the player who commits the penalty. The player who receives the penalties shall serve the 2 minor penalties in succession.  (ie. The team will be one man-down (4 on 5) for four minutes (if no goals are scored). 

Article 6.  Penalty shots shall be clearly marked in the official penalty sheet and game summary (using the game notes function of statcrew).  Include the infraction and against whom the call was made, who took the penalty shot and whether or not a goal was scored, and who stopped the shot, if appropriate.  The offending player shall be charged with one penalty for two minutes (1/2) and this should be reflected in all statistics.  

A penalty shot shall not be considered a power-play situation.  

Article 7.  Waived penalties or delayed penalties are penalties that are never actually assessed to a player.  These must be recorded on the official penalty summary (which is the handwritten sheet). 

Article 8.  When a player is assessed more than one penalty at the same time, each penalty is to be recorded separately on the penalty summary.  For example, a player receives a five-minute major for fighting, and a game misconduct, these two penalties should be recorded as separate entries on the penalty summary. 
Article 9.  When a player receives a second major penalty in a game, the player will be assessed a major plus an automatic game misconduct.  The official scorer shall record both the major and the game misconduct on the penalty summary (Rule 54b).

Article 10. When a bench minor is assessed, the official scorer shall record who served the bench minor (record name and number).  The official scorer shall distinguish and record what type of bench minor penalty was assessed (i.e. too many men, delay of game, etc.) by the referee.  All bench minor penalties are to be credited to the team (TM) not the individual player who served the penalty. 

Section 8 – Power plays

Article 1.  Teams are on a power play when they have at least a one-player advantage on the field for ANY AMOUNT OF TIME.  Teams defending the power play are considered to be in a “penalty-killing” situation.

Article 2.  Penalties are considered to still be in effect at the moment of expiration, 2:00 (or 5:00) after they begin. A Team White goal scored at the 2:00 mark of a Team Blue minor penalty is considered a power play goal (PPG). A Team Blue goal scored at the 2:00 mark of a Team Blue minor penalty is considered a short-handed goal (SHG).

Goals scored at the moment of an even-strength situation reverts to an advantaged situation are considered even-strength goals, and not power-play or short-handed goals.  For example:

(1) 1:00 – Team White receives minor, 5-on-4.

(2) 1:30 – Team Blue receives minor, 4-on-4.

A goal scored at the 3:00 mark by either Team White or Team Blue is an even-strength goal, not a power-play goal (for Team White) or short-handed goal (for Team Blue). 
Article 3. Simultaneous penalties against the same team that result in a multiple-player advantage for the opposing team should be considered the same number of goals that could be scored during the power play. The reason is if one power-play goal is scored, the advantaged team retains its advantage for the remainder of the two minutes.  If two minors are assessed and no goals are scored, the team on the power play should be credited “0 for 2;” the team killing the penalty should be credited “2 for 2.”

Article 4.  Major penalties generally result in one more power-play opportunity than the number of goals scored. 

If no goal is scored, the team’s power play credited “0 for 1”.  

If one goal is scored, credit the team “1 for 2”. 

 If two goals are scored, credit the team “2 for 2”.

Exceptions to this rule occur only when a team scores a goal against a major penalty but fails to have the opportunity to score another goal against the major.  This can occur only if a penalty expires at the moment a goal is scored, or if a penalty (or penalties) to the scoring team at the same stoppage of play wipes out any further advantage from scoring.  Examples:

(1) 1:00 – Team White received major penalty, 5-on-4.

(2) 2:00 – Team Blue scored, play remains 5-on-4.

(3) 6:00 – Team Blue scores.

Team Blue is “2 for 2” on the major since the Team White player was released at the same time the goal was scored and Team Blue had no further advantage after the second goal.

Section 9- Goaltender Saves 

Article 1.  Anytime a shot is stopped or deflected with any part of the Goaltender’s body or lacrosse stick, or hit’s the goal post a save is recorded.  (Rule 44) 

Goaltenders saves always must equal shots on goal minus the opposing teams goals scored.

Only a goaltender can record a save.

Goaltender must be in the crease area to record a save.

Section 10 – Loose balls

Article 1. Any ball that is non-possessed on the ground and in the field of play, which comes into the possession of either Team in live-ball play, can be a loose ball.  

When such a loose ball is obtained, the player gaining the loose ball must be able to perform immediately the normal functions of possessions (shoot, cradle, pass).  Should any of these conditions not be met, a loose ball should not be awarded.  

A player may not drop the ball of his own volition, regain possession, and be credited with a loose ball if the player was not under pressure.  

If a player drops the ball of his own volition, and regains possession under pressure, he is credited with a loose ball.

Loose balls should be awarded as part of the face-off play; however a loose ball is not always awarded when the Referee signals possession on a face-off play, since his definition of possession does not rise to the standard of that of a loose ball.
Article 2.  In order to award a goaltender a loose ball, both of the goaltenders feet must be outside of the crease.

  

Example 1: If a goaltender makes a save and the ball drops to the floor in the crease, and the goaltender subsequently picks it up, the goaltender should NOT be credited with a loose ball.

 

Example 2: If a goaltender picks up a loose ball with one foot in the crease they are NOT to be credited with a loose ball.

 
Section 11- Face-Offs

Article 1. The face-off win/loss stat is used to measure the ability of a team to control the start (or restart) of play.

It is possible for a team to control the ball and subsequently lose control immediately; thus allowing the other team to have an offensive set. 

Face-off win should be awarded to the team that controls the ball following a face-off.

After every face-off a loose ball should be credited (exception is when the referee stops play and signals possession).

If the referee blows his whistle and signals possession, the team that is given possession by the referee is credited with a face-off win (no loose ball is to be credited).

Example (all following a face-off):

a) A face-off between B1 and W1 takes place. B1 gets the ball and passes it to B2. B1 is credited with a face-off win, and a looseball, W1 is credited with a face-off loss.

b)  A face-off between B1 and W1 takes places.  The referee blows his whistle and signals possession and awards B1 with the ball.  B1 is credited with a face-off win, and W1 is credited with a face-off loss, no player is credited with a looseball.

The majority of the time, the total number of face-offs in a game should be equal to the number of goals scored plus the number of quarters in the game, as each quarter begins with a face-off.  

Note: A referee may call a face-off for other reasons than a goal or the start of a quarter. Teams and players should be credited with the result of such a face-off (make a notation within the game summary when this occurs).

Section 12 – Games Played / Line-ups
Article 1.  Each team may have a game day roster of not more than 23 players indicating the eighteen (18) players including the goaltenders who will be playing in that game (16 runners and two goaltenders).

Game day rosters should list players by uniform number in increasing order. (See Example of line-up in Forms section of this manual).

Article 2.  A list of names of all eligible players and goaltenders that are dressed for the game must be handed to the Official Scorer at least 30 minutes prior to the start of the game.

Article 3.  Every player that appears on the 18-man roster list is credited with a game played.  A goaltender that is dressed but that doesn’t enter the game will be credited with a game played (GP), but not a game-played-in (GPI).
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