CROSS MAINLAND CHURCH HOCKEY LEAGUE (CMCHL)
RULEBOOK

Updated for the 2015-2016 Season
In general the rules of the league will follow those of Hockey Canada with some variation as follows:

All players must sign a waiver of liability and consent to play form before participating in the CMCHL.  Failure to do so will result in a forfeit game.
Team Manager Duties

· Organize the following managerial aspects for their team
· Home/Away jerseys with matching team socks, pants and helmets

· Pucks/Water Bottles/Lock/Loot Bag (you may want to delegate some of these)
· Select a full roster (13-15 skaters + goalie) of players that fit within the Talent Cap guidelines and character of the CMCHL

· Secure the required league fees from your team by the posted deadlines.  Opening night $300/skater, November 1st the remaining league fees

· Maintain contact and communication with your players about league information (including specific rules), game times, suspensions, playoffs etc…

· Fill out and complete changes on the ROSTER SHEET provided by the league at the scorekeeper’s booth before every game.  Team Managers must do this before they take warm-up
· Take an active, tangible leadership role with your team during the course of the game.  This does not simply mean to lead by example, but includes being verbal with players that need to be dealt with and taking necessary steps if any situation escalates 
· Uphold league values and standards on and off the ice

· Respect the officials

· Post-Game

· Review the scoresheet “with” your team and make necessary changes to goals, assists, penalties and your roster.  Submit those changes to the league via text, picture text, email or write them down on your copy of the scoresheet and give it to the scorekeeper before leaving.

· Selecting a Game MVP from the other team and taking the MVP prize over to their room and award it to the winner

· Make sure the dressing room is in reasonable condition before leaving

· Maintain an open line of communication with the league regarding:

· Roster changes, including full time/part time status and number switching

· New players, including underage players or players “with a history”

· Talent cap assessments

· Concerns about other teams

· Rule and schedule questions, including scheduling change requests

· Financial questions and concerns

Regular Season Game Format

1. 26 regular season games

2. 4 minute warm-up

3. (3x) 23:00.0 minute run time periods

4. Last 2 minutes of the game is STOP TIME

5. 1 TIME OUT per team, per game (20 seconds, STRICTLY ENFORCED)

6. Penalties that create a man advantage situation are STOP TIME (2, 4 and 5 minutes)

7. Coincidental or Unsportsmanlike Conduct penalties are RUN TIME (2, 4, 5 and 10 minutes)

8. Regular season games end in ties.  No overtime.  No shootout.
9. At 40+ PIM’s, a player is suspended the following 2 games
10.  At 60+ PIM’s, a player is suspended the following 6 games
a. Regarding suspension lengths, playoff games that are not played due to a series ending are still considered “games served”
11.  Anybody receiving a Major, Match or Gross Misconduct will automatically be suspended a “minimum” of 1 game

a. Unless the Major Penalty was from an “ACCIDENTAL” High Stick

12.  Anybody receiving a Game Misconduct in the last 10 minutes of the game will automatically be suspended a “minimum” of 1 game [unless Rule 11.a)]

Playoff Game Format

1. Best of 3 Wildcard Round – Top 4 get by, then 5v12, 6v11, 7v10, 8v9
2. Best of 3 Quarter Finals (Teams 1-4 and the 4 winners of the Wildcard Round)

3. Best of 3 Semi Finals (remaining 4 teams)

4. Best of 5 Finals
5. Games can end in a tie

a. In the event that the series remains even after 3 games due to one or more ties
· In a best of 3 series there will be a Sudden Death Shootout to determine the series winner

· In a best of 5 series there will be unlimited Sudden Death Overtime to determine the series winner
6. 4 minute warm-up

7. 55 minute run time game with no intermissions and no changing ends

8. Last 2 minutes of the game is STOP TIME

9. ONE TIME OUT per team, per game (15 seconds, THIS MUST BE STRICTLY KEPT)

a. The purpose of this break is to change up lines or rally the troops if needed, NOT to stop the clock or delay the continuation of the game

10. Penalties that create a man advantage situation are STOP TIME (2, 4 and 5 minutes)

11. Coincidental or Unsportsmanlike Conduct penalties are RUN TIME (2, 4, 5 and 10 minutes)

12. If a player receives 2 or more of the following “aggressive” penalties during a game, he is immediately ejected from the game:
a. Roughing

b. Body Contact

c. Elbowing

d. Slashing

e. Cross Checking

f. Hit to the Head

g. Kneeing

h. Butt-Ending

i. Spearing

j. Boarding

k. Charging

13.  Playoff eligibility:
a. 10 games and listed on a team’s “full time roster” to be considered a FULL TIME PLAYER with all allowances
b. 10 games and NOT listed on a team’s full time roster to be considered a FULL TIME REPLACEMENT PLAYER that can spare for a team without taking up the “maximum 1 spare spot” for playoffs
c. 5 games to be eligible to SPARE in playoffs

d. 1 spare per team, per game (must follow Talent Cap Guidelines)

e. Each team, with final say from the league, will submit their FULL TIME ROSTER to be used in playoffs.  The Talent Cap will be the primary determining factor for every team’s full time roster.
f. If a full time player with 10 or more games is not able to finish the season due to any circumstance except suspension, he can be permanently replaced with a spare player for the playoffs.  The replacement player must have at least 5 games and must be of equivalent skill level or cap acceptable.  Once the substitution has been finalized, the original player may not return to the lineup and is permanently done for the season.
14.  Tie Breakers to determine playoff standings are as follows:

a. Head to Head

b. Penalty Minutes

c. Wins

15.  There is NO ADVANTAGE to being Home or Away in regular season or playoffs.  Each team must change at the same time and delays in making line changes WILL result in Delay of Game penalties being assessed.
Director of League Discipline Jason Pue
Jason Pue is responsible for reviewing all on-ice player conduct and determining whether suspensions are required.  This is not limited to infractions caught by the referees, but any player conduct that is brought to his attention by a participant in the league.  Jason will get input from the teams involved, the accused, the victims, league officials and the league president to determine the best course of action.

League president Nathan Sather will handle administrative discipline and suspensions regarding Team Managers and players that fall outside the realm of on-ice issues.

Improper conduct towards league officials will be handled closely by both Jason Pue and Nathan Sather to ensure that league assets are being taken care of.
CMCHL Unique Playing Rules

ZERO TOLERANCE ABUSE OF OFFICIALS

Choose wisely how you will treat league officials.  Abusing CMCHL officials will not be tolerated.

NO GOALTENDER
Start as scheduled and use a 6th skater until the goaltender is shows up or another is found. If both teams agree, the clock will start but the game can wait for the goalie to get dressed or show up. Should a goaltender get injured during a game, or receive an ejection, the team must play with 6 skaters until a new goalie can be dressed or found.  If both teams agree, the clock will run but the game can wait to be resumed when the new goalie is ready.

All goaltender infractions can be served by a skater unless the referees deem that the goalie needs to be ejected due to the severity of the infraction or the potential backlash from keeping the goalie in the game.  Referees are instructed to penalize goalies in the same manner that they would players.
NET KNOCKED OFF ITS PEGS

The CMCHL has had a “2 INCH” rule for the past two seasons.  This rule will still be in place for allowing play to continue if the net is off its pegs by 2 inches.  However, starting this season referees will be given the discretion to ALLOW a goal, even if the net is off by more than 2 inches IF they determine that the net coming off the pegs DURING THE SCORING PLAY in NO WAY affected the PATH OF THE PUCK INTO THE NET.

ROSTER RULE LIMIT

Teams are allowed to actively retain 25 players on their roster for the duration of the season.  This does not include goaltenders.  At the halfway point of the season, any team that drops into the bottom half of the standings will be granted another 5 roster spots.  The purpose of this rule is to benefit teams that through no fault of their own have had players become unavailable, and therefore has had a negative impact on the team’s opportunity for success.  All playoff eligibility rules still apply to teams carrying a roster between 25 and 30.
INJURED PLAYER RULE
A player may attend games without playing that will count towards his playoff eligibility.  He must be written on the roster sheet and must be present on the bench throughout the game to receive a Game Played.
Suspended players may also attend games without playing and will receive credit games toward playoff eligibility.

Any person on the bench of a team is subject to the codes of conduct expected by all participants of the CMCHL and risk penalties and/or suspensions.
EQUIPMENT REQUIREMENTS

· Helmets in good repair (the league has final say on helmets that don’t meet safety standards)
· Chest (torso) protection (there must be some type of upper body protection for vital organs)
· All equipment must be in good repair (the league has final say on equipment with holes, mold and questionable protective qualities)
· Visor or cage mandatory
· All players 25 and under MUST wear a visor or cage
· Visors and cages are OPTIONAL to anyone 26 or older
· All teams MUST register the age of their players with the league and indicate whether or not a player is going to wear facial protection or not
· If a player 25 or under is determined to have violated this rule during the course of a game, the team will be fined $40 by the league.  The guilty party and Team Manager will be suspended (maximum 2 games) until the fine is paid.
BLOWOUT RULE
Due to the new game format of running time, there is no longer a Blowout Rule in the CMCHL.

BONUS POINT

Teams receiving 12 PIM or less in a game will receive an extra point in the standings.   All penalty minutes count against getting the Bonus Point.
GAME MVP PRIZE

During the regular season, each team is given a Game MVP prize.  They are responsible for awarding the prize to a deserving player on the other team.  The purpose of this is to recognize something good in the competing team and end the night on a positive note.  If done properly this will be a tool to build the community of the league through respect and admiration.

The CMCHL TRADE DEADLINE
Players can only play for a maximum of 2 teams in one season and once they have gone to their second team, they are locked in with that team.  A player may not play for two teams simultaneously.  Players can be traded from one team to another.  Managers must communicate and be in agreement about player transactions.  Players are not allowed to leave teams that they have already committed to without consent from the Team Manager and the CMCHL.  The league will generally side with a player that has an opportunity to play full time as opposed to part time.  Any player movement has to have final approval by the league to avoid conflict and misunderstandings.  To be considered full time, a player must play 10 games during the season, and at least 4 games for his playoff eligible team.  To be considered eligible to spare in playoffs, a player must play at least 5 games during the season, and at least 2 games with the team he will spare for in playoffs.  (the CMCHL reserves the right to alter or adjust these guidelines on a case by case basis to ensure fair play).
TALENT CAP

The CMCHL has implemented a Talent Cap system to ensure that a Level Playing Field is available for all teams.  Each team is responsible for fielding a team within the guidelines of the Cap and failure to do so may result in action to be taken by the league, including forfeit games, expulsion of team from playoffs, player eligibility restrictions etc.  All teams are expected to aim for a specific target number determined each year by the league.  The mandate is to aim for this number but there are allowances for teams that over-shoot the mark.  There are rules and guidelines in place to allow all teams a chance to compete and the talent cap is simply a tool to help the league maintain a fair and balanced level of competition. It is intended to increase the quality of hockey for all teams and players.  Team Managers are expected to be an integral part of the Talent Cap system.  Their input and ideas are valuable in making the league a stronger and more competitive environment.
For 2015-2016 the Cap Target will be set at 120.  Teams must not exceed their total from last season if it was higher than 120.  Teams can go into playoffs with less than 15 full time players on their roster.  However, the average player rating for the rest of the players on the team will be calculated for any open roster spots. (The league reserves the right to adjust the Cap Target based on statistical analysis)
CMCHL Mission Statement and Core Values

Mission Statement

The CMCHL exists to provide a Christian environment for hockey, bringing glory to God through sport and recreation.
Core Values

The CMCHL has adopted six core values to help us achieve our mission.  In no particular order, they are to provide:
       A good witness
       Sense of community
       Good sportsmanship
       Clean/safe hockey
       A professional atmosphere
       Level playing field

CMCHL RULES ARE EXPECTED TO BE FOLLOWED BY ALL TEAM MANAGERS AND PLAYERS
