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Tournament Rules 
Playing Rules: 

1. Hockey Canada/GTHL rules apply except as noted herein. 

2. As per GTHL rules there is no body checking in Peewee and below in “AA” category. In the “A” category there will be NO body checking in 

all divisions. 

3. Any player or team official receiving a Match penalty is out of the Tournament. 

4. The OHF minor minimum suspension list will apply. 

5. Suspensions not served in the Tournament will be reported to the teams governing body. 

6. One 30 second time out per team is allowed as per standard GTHL rules. 

Procedures: 

1. Teams must report to Tournament office at Westwood Arenas 1 hour prior to start of first game with APPROVED permission to play form 

and APPROVED team roster from an approved Hockey Canada affiliate. These can be sent prior to Tournament. 

2. Teams must be ready to play 15min prior to your scheduled game time. Dressing room assignments are on the screens in the lobby above 

the pro-shop. 

3. Gamesheets are obtained from the Tournament office. The last team to fill out the Gamesheet will hand it to the Referee prior to the 

start of the game. 

Eligible Players: 

1. All players must be on an APPROVED Hockey Canada roster or US Hockey roster form. Rosters must be presented to the Tournament 

registrar prior to the first game. 

2. AP players are allowed subject to above provided they are from a proper affiliate of the team and meet GTHL eligibility requirements. 

3. Hockey Canada regulations apply regarding numbers. Maximum numbers as per home jurisdiction up to 19 including two goalies. 

Protests: 

1. No protest are permitted. The referee’s and/or Tournament committee’s decisions are final. 

Scoring: 

1. Teams earn 2 points for a win, 1 for a tie and 0 points for a loss. 

2. Tie in standing will be broken as noted below. 

3. Playoff’s will go to sudden victory overtime in case of a tie. 

Game Times: 

1. Game times are: Minor Atom to Minor Peewee: 10-10-15, Peewee to Minor Bantam: 10-12-15, Bantam to Midget: 10,15,15. All games 

are stop time with flood after each game.  

2. The clock will run in the event of a 5 goal spread in the third period and will only stop again if the spread is to 3 goals. Scoreboard will 

only show a 5 goal spread. 

3. Overtime in playoffs will be one 10-minute ‘sudden-death’ period of 4 on 4 hockey. If a winner is not declared at the end of the ‘sudden-

death’ period; then a shootout will be held.  

4. Shootout rules will consist of 3 shooters in alternating order starting with the visiting team. The team with the most goals will be declared 

the victor. 

5. Should the teams still be tied the shootout will continue in ‘sudden-death’ shots will be taken to reach a decision. Coaches are permitted 

to use repeat shooters if they wish. 

6. In the event of curfew the team that scored the first goal of the game will be the winner. If the score at the end of regulation was 0-0 

then the team with the less penalty minutes will be the winner. 
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Tie Breakers: 

Two Teams Tied:  
 

1. If two or more teams are tied at the conclusion of a round robin series, then the following procedure will be used to determine the final 
ranking before the semifinal and final games are played. In the event that teams are tied for a playoff position, the following procedure 
will apply:  

1.1 The winner of the round robin game between the two tied teams gains the higher position  
1.2 The team with the most wins in the round robin gains the higher position.  
1.3 If the two teams are still tied after 1.1 and 1.2 have been applied then the team with the best goal average gains the higher position. The 

goal average of a team is to be determined in the following manner: Total number of goals for divided by the total number of goals for 
and against. Note: All round robin games are included. Example: 10 Goals For 4 Goals Against, Percentage 10 [over] 10+4. Note: The 
higher percentage gains the higher position.  

1.4 If the two teams are still tied after 1.1, 1.2 and 1.3 have been applied, the team with the least number of minutes in penalties throughout 
all of the round robin games gains the higher position.  

1.5 If the two teams are still tied after 1.1, 1.2, 1.3 and 1.4 have been applied, then the team which scored the first goal in the game between 
the tied teams gains the higher position.  

1.6 If the two teams are still tied after 1.2, 1.2, 1.3, 1.4 and 1.5 have been applied, a single coin toss will determine which team gains the 
higher position.  
 
Three or More Teams Tied:  
 
Note: The three-team tiebreaker is used to determine the seedling of the 1st, 2nd, 3rd seed. If any step in the tiebreaker only seeds one 
team, that team assumes that position. The three-team tiebreaker will continue to determine the seeding of the two remaining teams. At 
no time will teams using this formula go back to the two-team tiebreaker.  

2. If three or more teams are tied, the point record established in the game among the tied teams only will be used as the first tie breaking 
formula in deciding which team(s) shall advance.  

2.1 The team with the most wins would gain the highest position.  
2.2 If the teams are still tied after 2.1 has been applied, then the team with the best goal average gains the highest position. The goal average 

of a team is to be determined in the following manner: total number of goals for divided by total number of goals for and against. Note: 
All round robin games are included. Example: 10 Goals for 4 Goals Against, Percentage: 10 [over] 10 + 4. Note: The highest percentage 
gains the highest position(s).  
The exercise of 2.2 establishes the team or teams with highest position(s) by percentage. These teams will advance. If there are still teams 
tied, they go to the next step. They do not go back to the “Two Team Tie Breaker”. 

 

Example: 
 

A.  
Team A - .714 = 1 seed – Advances  
Team B - .500 = 3 seed – Does not Advance  
Team C - . 650 = 2 seed – Advances  
B.  
Team A - .714 = 1 seed – Advances  
Team B - .500 = Still tied with team C – go to next step 2.3  
Team C - .500 = Still tied with team B – go to next step 2.3  
C.  
Team A - .650 = Still tied with team B – go to next step 2.3  
Team B - .650 = Still tied with team A – go to next step 2.3  
Team C - .500 = Does not advance  

 
2.3 If teams are still tied after 2.1 and 2.2 the team(s) with the fewest goals against (all round robin games played) will gain the highest 

position.  
2.4 If teams are still tied after 2.1, 2.2, and 2.3 the team(s) with the most goals for (all round robin games played) will gain the highest 

position(s).  
2.5 If teams are still tied after 2.1, 2.2, 2.3 and 2.4 have been applied, the team to qualify would be the team(s) that received the least 

number of minutes in penalties throughout all the round robin games…  
2.6 If teams are still tied after 2.1, 2.2, 2.3, 2.4 and 2.5 have been applied, a coin toss shall determine the winner. In a 3 team coin toss, the 

odd team gains the highest position. 
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Playoffs: 

1. 6-5 team divisions, 4 game round robin, 1st and 2nd place plays in championship. 

2. 7-12 team divisions, 4 game round robin, Semi’s 1st vs 4th and 2nd vs 3rd. Winner move on to championship 

3. 12 teams and above divisions, 4game round robin, Quarter finals, 1st vs 8th, 2nd vs 7th, 3th vs 6th and 4th vs 5th, Semi’s winners 1st vs 4th and 

2nd vs 3th. Winner move on the championship 

Team Colors: 

1. All teams must have home and away sweaters (home wears light and away wears dark). In the event of a conflict the home team will 

change. 

Awards and Trophies: 

1. Championship and finalist teams receive a keeper plaque or trophy for their showcase. Players receive small awards. 

2. Star of the Game Award for each game. 

3. MVP of the Tournament for each age group. This is a keeper trophy for the player. 

4. Championship teams receive a keeper banner. 


