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CENTRAL MINOR HOCKEY FEDERATION
2010 AAA PROVINCIAL QUALIFICATION GAME RULES

CMHF rules and regulations apply to these games. AAA teams do not play “provincial” games (as defined by HNSMC) until the provincial championship tournament.

ROUND ROBIN GAMES

• the CMHF 9 player minimum is applicable; not a 12 player minimum

• one thirty (30) second timeout per team per game allowed

• all games must be completed.  No rink time clocks are to be used.

• there will be no overtime, i.e. games will end in a tie.

• games will be of regular length periods, i.e.  Atom AAA and PeeWee AAA = 3 X 10s, while Bantam AAA and Midget AAA = 3 x 15s as played during the regular season.

• games are scheduled on first available ice based on a prescribed schedule. The home Association is required to provide and pay for both on-ice and off-ice (timekeeper & scorekeeper) officials.

SEMI-FINAL GAMES

• the CMHF 9 player minimum is applicable; not a 12 player minimum

• one thirty (30) second timeout per team per game allowed.

• all games must be completed.  No rink time clocks are to be used.

• home ice is offered to the higher seed, based on the regular season standings. The home Association is required to provide and pay for both on-ice and off-ice (timekeeper & scorekeeper) officials.

• all semi-final games will be 3 x 15-minute periods (including Atom AAA and PeeWee AAA).

• if the game is tied at the end of the 3rd period the following will take place:

· 1-minute rest (to be displayed on the game clock)

· 5-minute stop time sudden victory period. 6 on 6 (5 skaters and a goalie), without changing ends.

· if still tied, teams will change ends and play a 5-minute stop time sudden victory period. 5 on 5 (4 skaters and a goalie),

· if a penalty is called in the 2nd overtime period the on-ice strength will be 4 on 3. If a second penalty is called to the same team then the opposing team will add a player making the on-ice strength 5 on 3.  With the expiration of penalties, due to continuous play, player strength may get to 5 on 5 or 5 on 4.  At the first stoppage of play, player strength must be adjusted to 4 on 4 or 4 on 3 as appropriate.  Teams will maintain a minimum of 3 skaters on the ice during the overtime period.

· if the game is still tied at the end of the 2nd overtime period the game will be decided by a shootout.

· the rules governing the shootout shall be as per Hockey Canada rule 4.9 – Penalty Shot.

· if a player is serving any penalty at the end of the 2nd overtime period they are not eligible to participate in the shootout.

· each team will select three (3) shooters and all other players will remain on the bench. Each team will take three shots, unless the outcome is determined earlier in the shootout.
Page 1 of 2

· the goaltenders will remain in the same ends as the 2nd overtime period
· once the shootout begins, the goalkeeper cannot be replaced unless he/she is injured.  No warm up shall be permitted for a substitute goalkeeper.

· the home team shall have the choice of shooting first or second. The teams shall alternate shots.

· each team will have an equal number of chances to shoot before a winner is declared. Goals scores will be added to the teams game score.

· if still tied, teams will commence a sudden victory shoot-out.  Both teams would have the opportunity to shoot.  The team that scores first and the other team does not, will be declared the winner.  Players who have shot previously (the first 3) are not eligible to participate in the sudden victory shootout until all remaining eligible skaters have taken a shot.

• regardless of the number of goals scored during the shootout, the final score recorded for the game

will give the winning team one more goal than its opponent, based on the score at the end of the

overtime.

• there will be no timeouts called during the shootout.

2ND OVERTIME ON-ICE STRENGTH

	When the numerical player strength at the end of the 1st overtime period is:
	The numerical player strength at the beginning

of the 2nd overtime period will be:

	
	

	5 on 5
	4 on 4

	5 on 4
	4 on 3

	5 on 3
	5 on 3

With the expiration of penalties, due to continuous play, player strength may get to 5 on 5 or 5 on 4.  At the first stoppage of play, player strength must be adjusted to 4 on 4, or 4 on 3 as appropriate

	4 on 4
	4 on 4

Players exit the penalty box as normal to 5 on 4, or 5 on 5.  At the first stoppage of play, player strength must be adjusted to 4 on 4, or 4 on 3

as appropriate.

	4 on 3
	4 on 3

Players exit the penalty box as normal to 5 on 4, or 5 on 5.  At the first stoppage of play, player strength must be adjusted to 4 on 4, or 4 on 3

as appropriate.

	3 on 3
	3 on 3

Players exit the penalty box as normal to 5 on 4, or 5 on 5.  At the first stoppage of play, player strength must be adjusted to 4 on 4, or 4 on 3

as appropriate.
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