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Championships

2008 Western Canadian Ringette Championships
Skills Competition

WHEN: Thursday, March 27, 2008
WHERE: Kin Centre, Kin 1
WHAT EVENTS:

1) Fastest Skater

2) Most Agile Skater

3) Showdown (Goaltender vs. Shooter)
4) Team Relay Race

WHO:
Tween AA Competition 7:00 pm
Junior A Competition 7:45 pm
Belle A Competition 8:30 pm

We expect each age division will take approximately 30 minutes. Winners of
events will be recognized at the Closing Ceremonies Banquet.

It is the responsibility of the team’s coaching staff to properly educate the
athletes using the information provided below. Participants are expected to be
prepared and knowledgeable about the event in which they are participating.

Warm up tfime will not be available on the ice. Please stretch and warm up prior
to entering the ice surface. A very brief get loose time will be available as the
events are set up on the ice.

Participants who are late for their event will forfeit their participation. Players in

each event will be on the ice surface during their event. All others will be in the
player's benches.

COACHES, PLEASE FIND ATTACHED A REGISTRATION FORM TO BE RETURNED ASAP.



THE RULES*
1. All tfeams must participate in the skills competition.

2. Participants must be on the teams Tournament Roster.

3. Participants may not compete in more than one event in the skills
competition.

4, All participants in the skills competition must wear game equipment.

S. Do-Overs will be awarded at the discretion of the Skills Competition
Director. No Do-Overs will be allowed for the Relay Race or the
Showdown.

6. Order of participation will be predetermined randomly and provided to alll

teams in advance.
All decisions of the Skills Competition Committee are final.
8. Winners will be recognized at the Banquet on Saturday night.

N

*Rules and events are subject to change.

A random draw has been made and the following is the order of appearance

of the participants.

1) FASTEST SKATER
Heat 1 BC vs AB
Heat 2 MB vs SK
Heat 3 AB vs Host

2) SKATING AGILITY

Heat 1 Host vs SK
Heat 2 AB vs BC

Heat 3 MB vs Host

3) SHOWDOWN

Home End:

Godlies Shooters
AB MB

BC SK

Host AB
Visitors End:

Godlies Shooters
MB BC

SK Host

4) RELAY RACE

Heat 1 AB vs MB vs SK

Heat 2 Host vs BC

Final Heat: Winners of Heat 1 vs Heat 2



FASTEST SKATER

This is a timed event. Competitors in this event will start standing up from behind
the red line, one skater on each side of the ice surface (with a stick but without
aring). The starter will lift her/his arm when both competitors are ready and
sound the horn to start the race. Participants will make one full lap around the
ice surface in the direction that allows them to turn left around the pylons. The
skater must stay between the pylons and the boards to successfully complete
course. Time will begin when the skater passes through the automatic timer and
stop when the skater crosses back through the timer zone, which marks their
finish line.

The skaters must not pass through the other players timing zone (therefore stay
close to the centre of the ice so not to trip their competitor’s timer). Three heats
will be run. The shortest elapsed time among all the competitors will win the
fastest skater event. Knocking over a pylon doesn’t disqualify the skater, cutting
the corners short will. Please note that the nets will be moved up to the hash-
lines, to provide a safer environment for the skaters.
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SKATING AGILITY

This is a fimed event around a 7-pylon course. Competitors in this event will start
standing up in the goal crease (with their stick but without aring). The
whistle/horn will blow to start the race. The skater will proceed to the first pylon,
which will be located on the Free Play Line. They will pivot around this pylon and
proceed to the next pylon, continuing down the course. Once they pivot
around the last pylon, located on the Free Play Line at the opposite end of the
ice surface they will skate backwards between the pylons to the centre ice line,
then pivot to forwards and race to the Free Play Line at the end of the ice
where they started. Time will begin when the skater passes through the
automatic timer and stop when the skater crosses back through the timer/finish
line. The skater must remain on their course at all times during their race.
Knocking over a pylon doesn’t disqualify the skater, however cutting inside the
pylon instead of pivoting around the outside, will disqualify the skater. There will
be two courses on the ice surface. Three heats will be run.




SHOW DOWN

This is a showdown between the shooter and goaltender; each shooter will
shoot at each goaltender. The goaltender will begin the competition in their
crease; the shooters will begin with aring lined up at the blue line. The horn will
blow for the beginning of this event. The shooters will go to the net on the signal
from staff, and will have 10 seconds to make their shot. The shooters must remain
in the same order for every goaltender. Goaltenders, be aware that the next
shooter will follow fast after the first (on the signal from staff). Once all shooters
have taken a shot on that goalie the second goalie will go in the crease. There
will be three goalies and 3 shooters at one end of the ice and two goalies and
two shooters at the other end, shooting simultaneously. Then the shooters will
switch ends, to shoot on the other two goalies. Each shooter and goalie will face
each other once.

The referee will judge the goals just as in a game situation signaling a goal or no
goal. Goals scored from within the crease will be waived off. If 2 or more
shooters are tied in the most goals scored there will be a sudden-death shoot
out against the goaltender with the most saves. If goalies are tied there will be a
sudden death shoot out against the shooter with the most goals, to break the
tie. No do-overs will be allowed in this event. Showdowns will be occurring at
both ends of the ice simultaneously.




RELAY RACE

This is a head to head event. The teams of four will line up behind the centre
line of the Free Pass circle at one end of the ice surface. When the horn blows
the first skater will carry the ring on the ice with their stick, to the opposite end of
the ice, pivot around the pylon (left or right — skater’s choice) and return to
handoff the ring to the next participant at the starting Free Pass Circle. The
skater receiving the ring must receive the ring behind the Free Play Line and can
not cross the Fee Play Line until the other skater has completely crossed the Free
Play Line. The first team to get all its competitors through the course will win. The
winners of heat #1 and heat #2 will run the same course in the final race to
determine the Fastest Relay Team. Please note, the ring must be carried on the
ice with the stick, and cannot be carried high up on the stick between the
skater's hands. No do-overs allowed in this event.
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Skills Competition - Participant Registration Form

Submit the names of eight (8) separate participants along with their jersey
number.

Please return to Rudy Zellman ASAP (before March 20) by e-mail at
rzellman@telus.net .

In the event of injury or absence, teams will be allowed to review their
submissions and make changes at the Coaches Meeting on March 26, 2008 in
Prince George.

If you have any questions regarding the skills competition, please contact
Rudy by email as listed or call (250) 564-3992 - cell: (250) 261-1840

Good luck and have funll

Province: Age Group:

Contact name and # for team:

Jersey Participant Name
#

Fastest Skater

Skating Agility

Showdown | Shooter

Goaltender

Relay Race




