
2018 Thunderbolt Tournament Rules 

Head Coaches should check in at Main Tent upon arrival.  We’ll need your cell number in case we need to contact you 
on site.   
 
Medals will be given to the 1st, 2nd, and 3rd places teams.  We will drop off medals at the Gold and Bronze game field 
locations.  Each team will play a total of four games, 3 preliminary games and then a playoff or consolation game.  All 
teams must stay for their 4th game. 
 
Standings and Results 
We’ll be updating the standings and results 20 minutes after each game.  This information will be available near the 
Main Tent.  Please give us time to collect and post the information.   
 
Final Game Times 
 
Your final game field assignment and opponent will be posted near the Main Tent 30 minutes before the start of your 
final game.  It can take a while to double check results, tie-breakers, etc.  Please be patient with our staff as we figure 
things out.  You will have ample time to get to where you need to be.  If you have any question about standings or 
seedings please see Cory Easter at the Main Tent.   
 
Central Horn 
Games will consist of two 19 minute running-time halves, a 2 minute halftime, and no overtime.  Game clock will be 
controlled by a central horn.  One long blast to start & end each half.  Two quick blasts at the final 2 minutes of each 
half and 2 minutes before each game. 
 
Penalty time begins on the whistle after player enters the penalty box.  Penalty time stops during time-outs.  Substitu-
tions will be “on the fly” through the box - no horn. 
 
Game Play Rules 
Thunderbolt brings teams from across NJ.  Different leagues within NJ play with slightly different rules within the overall 
rule framework set by US Lacrosse. The following clarifications on various rules will apply for Thunderbolt: 
 
All levels: 
 No one handed checks. 
 4 second goalie count enforced 
 At a 4 goal or greater differential the trailing team will be offered the option of having a free clear at midfield.   
 No overtime - games can end in a tie.  
 Ejections - Players accumulating 4 Personal Fouls or 5 minutes total penalty time from PFs will be ejected.  They 

may return for subsequent games.      
 One 30 second timeout per game can be called by each team. The timeout cannot be called in or run into in the last 

2 min. of the game or half. If the 2 min horn sounds the timeout is over immediately.  The main clock will not stop 
on any timeout.  Penalty time stops during time outs.   

 
3/4 Level 
 No long poles.   
 Penalized players leave field but are substituted for (ie. No man up/man down.)   
 Teams with a lead are NOT required to keep it in the box in the last two minutes. 
 No body checking   
 
5/6 Level  
 CJYLL long pole length rule will not be enforced.  Long poles may be length prescribed by US Lacrosse.   
 Penalties enforced (player leaves field, is not substituted for) 
 10/20 second counts will not be enforced. 



 Body checking limited:  No takeout checks / cannot lower shoulder or head, must be within 3 yards of ball without 
any overly aggressive actions.   

 During the last two minutes of play, stalling rules are in effect for the team that is ahead by four goals or less. When 
the score differential is five goals or more, neither team is forced to keep the ball in the goal area unless warned to 
“keep it in”.  

 
7/8 Level 
 10/20 second counts will be enforced. 
 During the last two minutes of play, stalling rules are in effect for the team that is ahead by four goals or less. When 

the score differential is five goals or more, neither team is forced to keep the ball in the goal area unless warned to 
“keep it in”.  

 Body checking limited:  No takeout checks / cannot lower shoulder or head, must be within 3 yards of ball without 
any overly aggressive actions.   

 
Playoffs 
Top teams of each division will meet in the Gold Game.  Example: #1 in East will play #1 in West for Gold.  #2 in East 
will play #2 in West for Bronze.  In brackets without East/West or North/South divisions #1 plays #2 for Gold, #3 plays 
#4 for Bronze.   
  
Everyone else will play in a Consolation game.  Teams will be paired with an equally strong opponent to facilitate a 
competitive final game.  Your final game field assignment and opponent will be posted near the Main Tent 30 
minutes before the start of your final game.  It can take a while to double check results, tie-breakers, etc.  Please be 
patient with our staff as we figure things out.  You will have ample time to get to where you need to be for your last 
game.    If you have any questions about standings or seedings please see Cory Easter at the Main Tent.   
 
Won Lost Records and Tiebreakers: 
 Won lost records will determine seeding for final games.   
 
– Tiebreakers to determine seeding (if necessary): 
1. The head-to-head result involving the teams tied (two-way ties only).  
2. The team with the least goals scored against them in the three preliminary games.  We are trying to reward good 
defensive play.  There is no advantage to running up scores.   
4. A toss of a coin or drawing straws by the tournament coordinator. 
 
– If a tied game occurs in a Gold & Bronze game: The team with the lowest number of penalty minutes wins the 
game. 
 
If we end up with an odd number of teams in a bracket some teams in the “odd bracket” will play one additional addi-
tional preliminary game that will not count in the standings or tie breakers. We only end up with odd brackets if teams 
drop out at the last minute and cannot be replaced.  If this happens, please bear with us.  
 
Fighting, retaliation, vulgar language, and general trash talking during, after or before a game will not be tolerated. This 
type of misbehavior may result in the immediate ejection from the tournament of the player, coach, or guest that is in-
volved.  Parents must remain on side of field opposite player benches.   
 
Each team must bring a set of pinnies or reversible jerseys. 


