4th Street Hockey Instructions

February 23, 2010

Welcometo4hSt r eet Hockey! basicl h e s1e t dorwmerdidn ID.60f the game. After
reading through the basic instructions and becoming more familiar with the game, you may wish to
employ some of the more advanced instructions in their place. The advanced instructions are in a
separate document, included with your game. If you would like a briefing of what has changed since

the version 1.0 release, please see the Addendum in the back of this manual.

Game Contents
The following components should be included in your game. If any are missing, please e-mail 4th
Street Software for replacements:
1 Basic Instruction manual
Advanced Instruction manual
Game Board
Set of teams for the season you purchased

Roster

= =2 =4 4 -2

1 setoftokensusedtosignfya pl ayer s posi t ieboflabelsi(inumibesedl c e ,
through 6) for each team

Hockey puck

Marker pawns (1 for minutes, 1 for seconds, 1 for each goalie, 6 TOI (time on ice) pawns to
represent each ticeenmma s pl ayers on

Score sheets

6 di aned20, two d10, two regular d6 (one with white spots, one with black), one special
dé

Injury/Advanced Penalty chart

Loose Puck/Faceoff/Basic Penalty/Rush Chart

Assist Table/Symbol Map
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Weird Play charts



Players come in two types; skaters and goalies. Skaters have the following appearance:

Mark Bollinger TG|PN|LP|TP|SP|PK|PH|EN| SH-L 14/21
C MIN 2007 1|+2(-2/4|14|1|1]0|WS| SS
D N o) PS |SKIDFICHBA|321|321
ES PP SH ES PP SH 18 (19| 1|1 [41| 16 15
pd {40 50 10(45|/15 3 13| 2 d4 d4
sc |59 79 2163|244 6 24| 3 wL|b3 |wR
dc |75 80 45|75 49| 4 c4|bd |c4
ice |82 81 9380 5 d4 b4 |d3
off 83 6 c3|b3 |c4
pn |83 82 94(84|25 7 50| 7 b2({c2 |bl
inj 184 83 95|85/26 8 51| 8 blicl |bl
ws 57 38 65| 9 a2|d3 |b2
SS 88 89 92|10 b3|c2 |c2
99 99 9999/99 98 99|11 b3 |a2
wp 99 12 c2|wL |b3
Gm(+1) G(10) A4) PIM FO(+1) SH% TOI +/- BL(-1)
71 25 39 28  245/268 14.3 20:38 +0 31




while goalies look like this:

Niklas Bradford " CA PN Inj
G MIN 2007 L +2 +0
REB 2 a b Cc d e

frz | 30 2 3 6 4 3
36 L1 |1 3 5 9 6 4
40 M1 4 7 12 8 5
46 R1 3 8 9 7 4
50 L2 | 2 5 10 14 11 6
54 R2 7 13 19 15 8
58 R2 3 6 7 7 3
62 M2 |3 4 9 11 10 5
66 L2 5 12 15 13 7
72 R1 3 5 4 6 3
78 L1 |4 4 7 8 5
98 5 9 8 11 7

wp | 99 Gms W L T PIM GAA SV%

41 23 8 7 2 1.97 92.9
Play results are found by:
1T Findi ng-agion peiickher a pass attempt, skate attel
weird play, or shot attempt.
1 Determining a player ma t, icapplicable. That is, a one-on-one battle between the skills

of the player in possession of the puck and the player defending him.
Determining who wins the matchup.

Reading the result of the play off the player who won the matchup.



Six dice are used to play 4t Street Hockey. The following symbols are used to differentiate between

the six dice:
Symbol | Description Used for:
& | Colored 10-sided die (d10) .
Puck actions and shot attempts
& | White 10-sided die (d10)
= 6-sided polyhedral die (d6p) Player identification
O 20-sided die (d20) Resolving matchups
[T | Two 6-sided dice (d6) Finding results on players, and player
(one with white spots, the other with black) | identification in some situations
The two d10 (one colored, one white) are normally c ombi ned i n t hwehiotraee.r e dF
example, a color2gd w8uldndbHdeacwmbiered to read 8 2

The d6p is an independent die used solely to identify the defender in a matchup.

The d20 is used to determine who wins a matchup. A range for the d20 will be generated on virtually

every play.

The two d6 are addedtoget her to give results ranging from
matchup has been resolved in order to find the actual play result on a player. In the advanced game,
one of the d6 is sometimes used by itself to help identify the visiting player on loose puck actions.

For this reason, one of the d6 has white spots and the other has black.

Skaters are identified in two ways:
by number:

1=left wing (L)

2=center (C)

3=right wing (R)

4=|eft defenseman (D)

5=right defenseman (D)

= =4 4 A4 A -

6= 6t skater (when pulling the goalie)



Throughout the game, player numbers will appear in two ways, and . An open number

refers to a player s teammafters wtho |l & @l ayeder ds na

examples, both number sacénteR ) represent

and by r evcail puieentwhi chens heseat ead xt ngo@sastats.s(thkeat e r

player shown on page 2, Mark Bollinger, has a recipient value of 10.) Recipient values are used

when a player attemptsapass it designates to whi c Aheskatarwighr t h
the highest recipient value on the ice (excluding the player withthe puck)i s 1 dent i fi ed as
skater. The skater withstklae énhe gakgetofaitigp breakitby using t h e

the player with the | owest podiplabheval havéeregci
of 8, which is the second-highest on the ice. Pl ay emi | | be designatleac awss

his number is smawilkrkr.th®haperdesighated as reci

Defense and Offense

The of fensi ve team i s the team in posselxaadon o
The defensi ve team i s the team without possess
possession, the of fensi ve t eam i s convohdfthedpack.e d t
The Rink

The rink takes on a slightly different appearance, depending upon which team has control of the puck.

The defensive zone is split into three sections; left, middle, and right. The neutral zone is likewise

split in to three sections; left, middle, and right. While the offensive zone is also split in to three

sections (again, left, middle, right), it is also divided in to three different depths, or levels (one, two,

and three) so that the offensive zone has a total of nine differ ent secti ons ,-onéabel ec
through -thRRe). (right

A team protecting the goal on the left side of the rink will see the rink as follows when itis in
possession of the puck:



/. ¢ e N
.
© | () D

while the team protecting the net on the right end of the rink will see the rink as follows:

i3 Ol
N o ) .v o 5

Neutral/Defensive Zone

Note that the center line does not separate any zones, nor do the backlines. When playing defense,

the defending coach must choose whether to place from 1 to 3 forecheckers in his offensive end

(provided the puck is located there). For the purposes of this game, defenders who are not

forechecking

ar e

|l ocated in the

neutral/ def ensi

A second set of labels reside in each of the three sections of the ice, all of which are printed in

parentheses and range from 1-20. These are used to identify the area on the ice where a loose puck

is collected.



Lines

The game may be played with individual players skating on and off the ice, or with line shifts.

Normally, each team will have six players

on

t he

i ce

5

skaters

and 1 gc¢

forwards (centers, left wings, right wings) and defensemen. Teams normally would have three

forwards (one left wing, one center, one right wing) and two defensemen on the ice at a time.

The basic game uses line shifts, which is the easiest way to track player usage. Place the players in

columnson either

right

si de

of

t

h e

r

nk,

wi ath

t he

Jamdfihe o v i

def ensemgn a(tpddiet ibonThesenond line ioldebe placed eutside

the first. The third line placed outside the second, the fourth line placed outside the third, and so on.

The goalies are placed underneath the rink. See the illustration below.

Visiting team
Line Line Line
3 2 1

L 1L 1L |
LI I ]

L L L |
LI 0]

Home team
Line Line
1 2

Line
3

—

—

In the basic game, 3 lines are sufficient. If you want, you can always add more, or even use

specialized sets of players on the power play or penalty Kill.




You may choose to (or be forced to) play different combinations of players because your team may
not have enough who play a particular position. For example, there may be a surplus of right wings
(position R ) but gson(lpyo sointei oonr Ddfengemboamiay playdsitrer m.

posi ti oar Likewise, you may play a forward (center, right wing, or left wing) as a

defenseman, but his defensive and checking ratin

points (minimum of 0).

Time

Below the hockey rink is the game timer, slotted into minutes and seconds as shown below:

Minutes

Standard
Game

Basic
Game

OOOOOOE
Q000000
00000 :

OOOOOO®

One pawn is placed on the minute marker (at 20

pl aced on t heEachppuses ppas alldttéddime. amount, as per the table below:

Plays Taking 20 Seconds | Plays Taking 10 Seconds

Pass Faceoffs
Skate Shots and rebounds
Loose pucks Second (or third, or fourth, etc.) rolls for

loose puck battles if the first roll did not




resolve possession

Plays on which a penalty or stoppage of

play occurred

In short, move the clock each time you roll the dice except on the second part of a shot sequence.

Each time the clock passest h €0 mark and returnstotheleft ( e i t 30e r 040 ;)emember to

move the minute marker down by one.

Shifts

In the basic game, keeping track of shifts is accomplished by keeping track of lines. At the beginning

of a | i ntee & pasven(either red oablue) is placed under the seconds column across from

t h e. WHen the seconds time pawn reaches this point over the course of the next minute, move

the pawn up so it is across from the 1 . Wh e n
players have been on the ice for two minutes and need to conduct a line change. Simply assume that

a new line takes over at that time, and that the puck is in possession of the player replacing the one

who last had it.

For example, the blue team s 30pThalplue pasvn isvtberetore placed o n

under t he 140 mar k across from sho

S
1 Seconds pawn I

Standard
Game

Basic
Game

00
00 -

Bl ue tea

()

| timer pawn




Whentheseconds pawn retur ns30t omarrk ,p atshsee sbltthee t eam s |

1 position, as shown:

Standard
Game

Basic
Game

@

When the seconds pawn aga&80 n nragtkur ns d esteghatemsee s otrh

conduct a line change. Don t forget to move the

The minutes section has been constructed using alternating colors (at this writing, blue and green), so

that you are reminded to make a line change every time the minute pawn is moved to a green circle.

You may opt to use the more advanced shift rules as you get accustomed to the game mechanics.

Marking Players
Besides the discs for each on-ice player, which are placed on the rink, there are two non-labeled
tokens, one for each team, for marking the player with possession of the puck and/or involved in a

matchup. This is also handy for keeping track of which line is currently on the ice.

Faceoffs
1) After selecting the players who will be on the ice, each team selects an on-ice player to take
the face-off and announces this selection to the other team with the visiting team selecting his

playerfirstt. To hel p you make a decision, each player
bottom of his ratings.

10



2) Roll the dice. The home team player is represented by the colored d10, while the visiting team
player is represented by the white d10. Which ever roll is highest, wins the faceoff. The puck
is received by the player identified by the d6p.

3) If ateam is on the power play OR has pulled their goalie, add 2 points to thatt e a m dor d 1 0
each skater they have in the man advantage. For example, in a 5-3 power play, the player on
the power play would receive a 4-point bonus.

4) In the case of a tie, the team in its offensive zone wins. In the neutral zone, the home team
wins. If a team is on the power play, that team always wins, regardless of where the puck is
dropped.

5) Possession of the puck takes place wherever the faceoff was located.
6) |l f a player identified as receiving the puck
when a sixth skater is not on the ice), the result is a loose puck in the zone where the faceoff

took place.

Faceoffs

The colored d10 represents the home teang s

team s player.

The d6p identifies the player receiving the puck.

oBR e

Not needed

1 Not needed

If the d10 totals result in a tie:
1 the team in its offensive zone wins.
Notes: 9 In the neutral zone, the home team wins.

1 If ateam is on the power play, that team always wins regardless of where the puck is

dropped.

Forechecking

In order to prevent the other team from easily moving the puck up the ice, and in order to create more
turnoverpossi bilities in the opponent s end (and the
place forecheckers in your offensive end when the other team is in possession of the puck in that

end.
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The defensive team chooses how many forecheckers to place by putting on-ice tokens on the game
board in their offensive (attacking) zone. Only the three forwards (center, left wing, right wing) may
be placedintheot her pl ayer s Thd elfereplayerns areassuroed ® be in the
neutral/defensive zone. Placing too many forecheckers has the disadvantage of creating scoring

opportunities for your opponent if they are able to move the puck in to your end of the ice.

After being pl aced, magnotbe mouedsgain ontil ene bf ehe fhllewing
happens:

1. the offensive team turns the puck over

2. aloose puck occurs

3. there is a play stoppage

4

. after the offensive team takes a shot

Puck Actions
On the far |l eft of sewrcolunnkliabelezliasfdlows:at i ngs ar e
D N (@)
ES PP SH ES PP SH
This block represents p uactions whichwi | | be taken i n (D)wkentheéDeamisns i

at Even Strength (ES), on the Power Play (PP), and Short-Handed (SH),inthe Newut r a(N), Zone
andthe Of f e n s i (Okwhicloinatso sliced into Even Strength, Power Play, and Short-Handed

columns.

Each of the columns have different types of puck actions, suchas p @pass vs. defense), s c

(skating vs. checking), d @ump or clear), i di@ng), o {offsides), inj (i n jp upenally),

and the shot types w gwrist shot)and s &lapshot). There i s allsvola card) a
allows the coach to choose from most of the other actions above (exceptions would be penalties,

injuries, and offsides),anda wp whi ch means a weird play may |

The ranges in each column are from 00 to 99. On the player (Mark Bollinger) listed on page 2, a

passing ( p )daction will occur on rolls from 00-40when t he pl ayer i s imt his

12



even str enQ@nrdlsflomES9, askating ( s)action will occur. The player will attempt to
clear ( d)ahe puck on rolls from 60-75, and will ice ( i ¥tke puck on rolls from 76-82. On roll 83,
the player will either be called for and/or instigate a penalty (  p )pand on roll 84 will suffer some sort
of i nj urRplsfromi8BN®Pay e wi | d ¢Bollindeswil(notinitiatea w gweird play) in
this situation, as that block has been greyed-out. While in the neutral zone or offensive zone, and

under power play or short-handed situations, these actions change accordingly.

Wild Card ( )

Each team has a set of strategy cards for use when a wild card puck action presents itself. The

strategy card will outline which puck action(s)

card has the offensive team dump the puck into its offensive zone, resulting in a loose puck, while the
Puck Possession strategy c ar d-handlettd attemptrtoeskate bra n |

pass his way into the next zone.

You may alternately decide to just choose which puck action to take when the wild card option comes
up from the following:
T pd
sc
dc

Shoot (when in the offensive zone)

= =/ =4 =

ice (when short-handed)

Identifying Defenders

Identifying defenders is done with the six-sided polyhedral die (the one with numbers rather than
dots), which i s r ef-polyhedral). Fooexample, whereMark Badlipger has d 6

control of the puck in his defensive zoneand a d6p r ol | odf e f e2ncseen bsme)s (iUP
involved in the play if he was present (inthiscase,as a f orechecker in Bollin
the player identified by the d6p is not in the same zone as the puck, then the result of the play is

automatically read from the puck-h andsl errati ngs (the offensive pl aye

13



A Run-Through

The offensive team (Team 1) has the puck in its defensive zone, section M2, with Bollinger, a center

( ), i n p odlatetehsasti otnh. e M2 d eimportant at this pomt, sinserthe teamv e r y
is in its defensive end. The M howe d d thezomee an s
We wi | | place the plakéencwpubkaand Bo,iolindidate that hes h o

is in possession of the puck:

.)ol (-
O
5
o [ o
° e \__
The defensive team electstoputi t s | ef t) wamd ¢ e)ntaesr f(o ringheinoffendive r s
zone ( Bol | i nemstve zose), and the rest of the players ( , andinits
neutral/defensive zone. Not e t hat it doesn t matter which por:
the forecheckersar e pl aced. | ter whérestlte otteo paygens are planed sb long as

they are not in their attacking zone. In the diagram above, they are placed near the blue line, but they
just as easily could have been placed in the neutral zone, or one in the neutral zone and two
anywhere in the defensive zone. In all cases, they defend when ever identified by the d6p when the

puck is in either the neutral zone or the defensive zone.

The offensive team now rolls all 6 dice to begin its play. The dice roll is as follows:

Symbol | Roll | Used for:

# 5 Find the puck action on the possessing

@ 4 under |t heESD ( dedtrengtls) eoJumreindieatesa s (skating vs.
checking) matchup on Mark Bollinger.

= 2 The d6p identifies any defensive player in the matchup, provided that player is in the

14



same zone as the puck. In this case, the player he is matched up with is the other

t eam s pcleanyteerr |,

O 12 |Bol linger s SKI19. ( sl Aatsiumg ngr athiamg tihe deg
rating is a 3, Bollinger wins the matchup (19 minus 3=16, and the d20 roll of 12 is less

than or equal to 16)

(1] 6 Looking acodoss Bodmii nger s SK c o | Buarinl,

successfully moves the puck 2 zones forward.

Advance the time by 20 seconds

The two d10 are combined (colored die first, white die ;
Mark Bollinger

second) in order to see what type of action is taking place

_ _ C MIN 2007
with the puck. Sincethec ol or ed d51 0 anod la |jowh [+
d10 r olcdmbimef f o4 thee puclksadtion type is D N O

s foundonBol | ioged snder ¢&l8rmn), D ES PP SH ES
which means that the player with the puck will attempt to \p}k 50 10145| 4
skate it into the next zone, and the defensive player (if §> sc |59 21163 7
close enough to hinder the play) will use hi s CH 7/dV 0 45|75 8
(checking) column to try to stop him. _

ice |82 81 93180

Note that the D column, which is used whenever
handler is in his defensive zone, has three sub-c o | u mn s ; ES , PP , SH

onalleven-st rength plays, the PP column is used whe
play, and the SH col umn -hargledu@re dB avlhleinn dineé rs 4 e@anr
ES crod lulmsn 00 t hpr passind vs. ddfehse). Ro e | s 41 t hsough
(skate vs. checking). Reod dmp &0 clteharo)Ju.gh RIS s a
i i@ ng), while roll 8 3 is a penalty, @vid i's a

cards), on which the offensive coach may elect any applicable puck action he chooses, unless you

choose to use the strategy cards mentioned previously.

Thedépwa s 2a.Thismeansthatt he ot hecre ntteearm (sp)l aiyse ri dteematchéipi e d

opponent, provided heisinthesameareaas t he puck.i sSbneeof tinktke f or

15



same zone as Bollinger, he isrecognizedas t he defender on the play.

pl ayer woul d have beaesn heret ae fiesndaerf or echecwder .
have indicated that Bollinger was unopposed, and what ever action he was taking would be

successful.

To determine who wins the matchup, we look at Bollinger s SK whriaxcti®Ongg,n t hi s e
subtract the defender s CH raadtcompaye the webuit to the d2@& wii
If the d20 result is less than or equal to the result, the result of the play will be read off Bollinger s

SK col umn. I f not, the resul t .untHislcasd @20 mls &odn o f
1-16 would result in the play result being found on Bollinger s  cwdile dblls of 17-20 would be read
of f the CH col umn qa fif notdeéfendeowasrecognited lay the d6p, the rasule r

would automatically have been read off of Bollinger.
Inthiscase,si nce the d20 roll was d#undadnBollinget e [©BIKay croé¢ s

The two d66 t.ot dlook®Balimperusmm d e K col um@&,, awcer ossese ftrhoe

resul t, owhi c Bollingerdas sow successfully skated straight ahead 2 zones from his

defensive zone intotheot her team s .of fensive zone

The rink now appears like this:

0 o[ O b

Notice that the defensive tokens hatureorer toosepucke d a

play stoppage, or shot occurs. Therefore it is very important to set your number of forecheckers

reasonably! Too many will lead to weaknesses in the other areas of the ice.

16



The offensive zone is actually nine different zones, laid out in a 3x3 grid, as shown:

Left Middle Right

Level 1 2

Level 2

Level 3

A results in a two zone movement. -Zoheemovemeantg r a m

on a resul t:

d ®
C
P
]
@
Li kewi se, raads u lalsogesudt fn two zone movements forward, and also a lateral

movement of one zone either to the right or to the left. Shown below would be some examples of a

result (two zones forward, one zone to the ri
® ®
@ L D
P
/ N
®

17



Note that if the puck is already located intheright-h and porti on ofbashiecalilnyk,h t

Since the result was , the puck is placed as shown:

Left Middle Right

Level 1 622

Level 2

Level 3 ‘

Had the result sy mbsdle ablwoaldthinge adpancedkthree zones total and would

now be in level 2, as shown.

Left Middle Right
Levell 632
Level 2 ‘

Level 3

Had the result sy misdleaklleen hae p uc korwam twbzbnebhandte adv

the right, and would nowbeinof f ensi ve zone R3 , as shown bel ow

Left Middle Right

Level 1 62

Level 2

Level 3 ‘

Since Bollinger still has possession of the puck, we re-roll all 6 dice to see what he does with it. This

time, the following dice are rolled:

18



Symbol | Roll | Used for:

& 1 Find the puck action on the possessi2ngi

@ 2 the offensive zone at even-strength indicates a p (passing vs. defense) matchup on

Mark Bollinger.

| 2 No defender is assigned to d6p roll of 2 in the neutral or defensivez one pl ay

is a forechecker ismBoltingeisynchellengeslus z one

O 17 | Unchallenged, so Bollinger automatically wins the matchup, regardless of the roll.

1] 6 Looking acodoss Bobini cgpgemnumn, we see t he
B o | | sucoegséully passes the puck to the player with the highest recipient

rating (excluding the passer) two zones forward (in this case, into offensive zone M1).

Advance the time by 20 seconds

The d10 cl@mbo L®oki n@ offemgve zone}, hE S Steengi)rcolumn on

Bollinger, we see that d10 combos from 00-15 give the puck action of p ¢passing vs. defense).
Thedépwas 2aSince playerstil] back izone & a forechatkgretnis s d
means that Bollinger i s lautomatidally Wihthenmpehlp and tremedultsfo h

the play will be read from his ratings.

We now | ook wunder t hromPtShe caddd utmmtTdlc s@fs 8§ mEé we s e

. Translation: the pass was successful, and it goes to the offensive player number with the

hi ghest r rea(dxdloding the passer), advancing the puck two zones (in this case, to zone
M1 ) .
- )o| L
@ (-)
o :

19



Notice

that t

he

p ucokn niotw rhaatsh edri stldneguck i8nowihi nger s

possession of a new player, our right defenseman (

hi ghest

our next play.

rreactiipn gg naf

16&(17)s eer diesommewillluse his ratings for

Roman Hammer, who had the on-i ¢ e

pl ay

Roman Hammer TG|PN|LP|TP|SP|PK|PH|EN| SH-R 5/8
D MIN 2007 2 |+ +11 (1|72 |1|WS| SS
D N (@) PS |SK|IDFICHBA|012{012
ES PP SH ES PP SH 13 |14 5| 5 |28| 13 14
pd (37 47 7 (33|13 1 2| 2 wL|b4 |wL
sc |57 77 19/54/20 8 7 | 3 c4|cd |d4
dc |74 78 4468 59| 4 d4| b3 |wR
ice |81 79 93|75 5 d3|b4 |d4
off 78 6 c4|b3 |c3
pn |83 80 94|80/34 23 64| 7 blic2 |bl
inj |84 81 95|81/41 30 67| 8 b2|dl |b2
WS 66 53 76| 9 b3|c2 |[bl
SS 91 91 94|10 b2 b3 |b2
99 99 9999|199 99 99|11 b3|wL |c2
wp 12 c3|WwR |c2
Gm(+3) G(12) A(1) PIM FO(-2) SH% TOI +/- BL(9)
82 2 10 42 0/0 29 2012 +0 141
The dice are again rolled:
Symbol | Roll | Used for:
% 8 The roll ofO ,82 ES n (tohfef strergih)Mnelicale®an es,slap v
@ 2 shot) from Roman Hammer (rolls from 67-91 are slap shots)
= 4 Sincep | ay eispresentinh i s t meatral/defensive zone, he has been

20



identified as the defender on the play.

O 6 HammerSS Is 44 anch since he is shooting from the middle of the rink he
receives a shot-side bonus of 1 (explained further below). Assuming that the
defender on the play has a BL ( hup @ k)
minus 2 = 13, and the d20 roll of 6 is less than or equal to 13). Had the roll been 14

or higher, the shot would have been blockedby def ender numésul {

loose puck.

Nl 7 Looking across fr o3 7c, wedisemimeli@sulboé r s
bl Hammer s sl ap shot i s he alsttdthd righwa theal

b1 i siam a second col umn. This col umrn

is only used in the second part of the shot sequence.)

Advance the time by 10 seconds

Since our right defenseman, Roman Hammer, is in his offensive zone and his team is at even
strength, we | ook ander tO® fin&Sout whaRolg6i-8l d10

are s,s or sl ap shots

I f a defender is close enough to a shoot &6, mkBatm
14. Directly below the S @ndaboveh i s 14 rating, there are thre
case, o 1 2 ). -h&nded ¢ en dh ec as head oRbhgHamtegriedeivesta bonus for
shooting from the right-hand side or the rink, and a little smaller bonus for shooting from the center of
the rink. In this case, he is shooting from the center of the rink and receives a bonus of 1 (the middle
number of the three). Assumi ng that the defender s BL (bl o
to get the shot on goal with d20 rolls from 1-13 (14 + 1 2 = 13). Rolls from 14-20 would be blocked

by the defender. Since our d20 roll was a 6, the shot goes through toward the goal.

Lookunderthes hoot é&rS s cadmuonnis from t he d6 etthepuakis of 7
targeted. We 1f iInids tt, dhda | tolmedre ew THis meaas that the puck is headed
toward zone b. IMark this spdt dnehe goalia With @ pawn and continue. T h e is i
a separate column (referredtoasthe dr i f t column), and is only us:¢

sequence. Therefore, we will ignore it here.
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Knowing that the puck is headed toward the net, we now re-roll for the shot:

Shot on goal

Roll | Used for:

3 The 37 i s used to determine whether t

3 Not used

Symbol

A

h 4

@ 7 used again to see if there is a rebound.
[

O

16 | Not used

Nl 4 The two d6 are used to see if the shot drifts, the goalie is screened, or if the puck is

deflected by a teammate.

Do not advance the time, as this and the previous roll are simultaneous.

We have already ascertained that the shooter is using a slap shot on this attempt, so we look under
t he dr i f his ScSo | ucramil agmoss fromournewd 6 t ot al of 4 . Li s

Thi s means dshaadt, eralhaiso utgahr ¢pEhésdodnd grevedsly, &is z o n e

shot drifts a little to the right, targetingg o al i e l1znstead. Mave t he pawn on t he

to zone cl

As mentioned previously, since Hammer is more effective shooting from some parts of the ice, we

need to make some minor adjustments before seeing whether the puck makes it into the net.

Hammeri s s hooti nlf,r oamm dz ohnies alapjshots ih tmeecanter of tberrink (the
second number listed at the topofhis S S C)o Is Umn Addi ng SShi sfd4,wenlyi s

have an adjusted total of 15.

The puck is headedt owar d g o all toggmiddie poetion ofthegoal). Ni k|l as Bseedf or
page 3) rating in this zone is 6/9/12 (6 for shots taken from offensive level 1, 9 from offensive level 2,
12 for shots taken from offensive level 3). We subtract 6 (since the shotisf r oMi ffomHa mmer s
adjusted total of 15, giving us a new adjusted total of 9. Sincethed 1 0 comb &7 r,oltithe spu
stopped by the goalie, and a possible rebound occurs. Had the roll been 9 or less, the puck would

have found the back of the net for a score.
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We use the same d10 comboroll 37)and | ook wunder t Heindyoolanini We fiad Re
thereaad ML , which means the centernhas$fposégesizo
Which team s center? Si nce t he andéhssyhboliswlack,thé ound
player identified is on the otherteam (a woul d have been the center

Therefore, Bollinger has possession of the puck

The defense s f o r e (flany)ch&ve mow had enough time to get back down the ice to help play

defense. All 5 defenders are now located inthei r t eeatml/defensive zone.

Now that we know who has control of the puck, we re-roll all six dice:

Rebound

Symbol | Roll | Used for:

¢ 4 T h e47 I s o seesvehdlt the player will do. In this case, Bollinger will try a wrist

@ 7 shot from his current location, whi ch i s this case is M

| 3 Used to see if a defender is close enough to block the shot . Pl ayiesr i de
a potential shot blocker.

O 6 Bollingerhasa WS rokl6amg a bonus of 2 for s

the rink. Assuming that the defender soml-B5SL
would have the puck pass through toward the goal. Rolls from 16-20 are blocked by

the defender.

N 4 The wristshoti s headed towa®dd goalie zone b

Advance the time 10 seconds.

LookingunderMar k Bo l(ltihregesrhosot i ng Ot e a éBren (sineerhe leas taken

possession of the pucki n o f f e n s 1 ar higteam é at ewdn-strength), we find that he will

take awristshot( r ol | s 27 t hrough 57 are all wrist sh
We will assume that the defender on the play (identified as the right wing, by the d6p roll) has a
BL rating of 3. SubWS$ a croflthand lgs bonds of@ MomBlwobtihgiim g e r

the middle of the rink, and comparing the result to the d20 roll of 6, we see that the shot is not
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blocked and is headed toward the goal (16 + 2 3 =15, and the d20 roll or 6 is less than or equal to
15).

Thetwod6totali s now used to see where the puck ig9s head

headed towardd4goalaisethene 6 Ibotal was a 4.

We now re-roll all six dice for part two of the shot process:

Shot on goal

Symbol | Roll | Used for:

¢ 1 The 13 i's used to detgegoemsnenwbet hergo
@ 3 used again to see if there is a rebound.

m 1 Not used

O 18 | Not used

1 8 The two d6 are used to see if the shot drifts or is deflected by a teammate.

Do not advance the time, as this and the previous shot roll are simultaneous.

As in the previous example, we need to see if the shot drifts. Looking across from the d6 total of 8
andunderthe dr i ft oft per 5 ho WG er c,eveseean empty spot. This means the

shot does not drift, and is sti | | headed towdrd goalie zone b

Bol l ing®r wmdtilbg i s adjusted f or hiesiddlepss waaddo2rio o n

the total as per his wrist shot adjustment) for a total of 18.

Bradf orad ise g ati ng 4 n ogno asl hotensredenetd (Bobinger is shooting from
M1 )5. Birsce this shot is off a rebound, we subtract2 poi nt s (hatiflonRteigs 2)
giving us a 3. Subtracting 3 from 18 and comparing it to the d10 combo of 13, we see that Bollinger

has scored! Rolls from 00-15 scored; rolls from 16-99 would have been saves by Bradford.
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Tips and Redirected Shots

Occasionally, rather than a puck drifting,. Ths wi

happens when another player is indicated (e.g., ) S hows drftportiomof thelséh oot er s
WSor S S c. Rathentinan determining who the " " player is by using players' recipient

ratings, use their deflection ("TP") ratings instead; the player with the highest "TP" rating is player

", the next highest is player " ", etc. Disregard the shooter's "TP" rating when making these

designations.

Add the new player s TP ( t i pfromtha shootergto seeowhdthlere t o
the puck finds the back of the net.

Asanexamp |l e, | et sHamamsesisfinrg a slap ahotf r on2 t ddvar d goal i e zo

The dice are re-rolled for the second part of the shot process:

Redirected shot

Symbol | Roll | Used for:

% 0 T h €6 is used to determine whether the
e 6 used again to see if there is a rebound.

m 1 Not used

O 17 | Not used

Nl 7 Looking on Hammer s SS column, ri ghhte si
player with the 2nd highest "TP"rating( r esul t) o f

Do not advance the time, as this and the previous shot roll are simultaneous.

We'll assume that Bollinger has the second highest "TP" rating of Hammer's teammates currently on
theice. Bol | i nger 4AisdadiediodHa mmgr (s S18) and&$ adjugmeit for the
middle of the rink (1), to give a total of 19.

The goalie, Bradford, has aratingof 10i n goal i2ze Zoneshdts from offens

redirected shots come from level 1 (the player is assumed to be standing in front of the net). His

rating ifror Bhots fr8om | evel 1 is only
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19 (the total calculated from Hammer and Bollinger) minus8( Br adf ord s goalie ra
11, so d10 combo rolls from 00-11 aregoals. Si nce the d10 combo was 06
Bollinger was the last offensive player to touch the puck, he gets the goal, and Hammer receives an

assist on the play.

Screens
Another drift col umn symthdalc ht anevaantsc t hfaar tihse goal

the shot. Give the shooter a bonus of 10 points when calculating his chances of scoring.

Game Plan Shots

Before the game begins, each teambmaywssabethea a
e and 1 tstoaglegy5cards. This symbolizes th
opponent s goalie ahead of time, increasing the
weakest.

For example, a goalie who catches left-handed and who is weaker to his glove side and down in the

zone may have problems with pucks shot toward go

facing this goalie may want stto altaeyydacwnm dtsh e e
Skaterswho scored more frequermtelswlwisl.| WGeewne rmmdrley s p

result are greater in the wrist shot column t
Rushes

Good passers and skaters will create fast-action situations where the offensive team has more men
than the defensive team on t he waayn troewsaurldt tihne ag o
break-away

3-on-2 rush

2-on-1 rush

3-on-1 rush

= =2 =4 A4 -4

or, a major advancement of the puck.
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On r e s udll thesd20 ancecomparethepuc k handl er s (theeskatemwas
i n a SK columnjftheepasesul €c wpbs e h D (spabd) rating ta PS

the defensive team s aggressiveness setting on t

Forexample,ona skate attempt ( SK )lliby mBwmll Il e d,g eysi,yenibdoid r6

The dice are re-rolled, andthenwe | ook a t he Rush chart:

1-2 1-3 Y 1-4 %-5 1-6 BA
3-4 | 57 62 | 710 [30n2
4| 56 7-\& 8-10 é)ll 11-13 | 2on1
7-8 <(10 11-12 &-14 14-16 [ 3on1
9-20 | 1120 | 13-2Q_| T>20 | 17-20 | adv

Bollinger has a SP rating of 4 (he s fast!), a
aggressiveness. On d20 rolls of 1-4, Bollinger has a break-away. On rolls of 5-7 he will start a 3 on 2

rush. Onrollsof810 he || begin a 2 on 1 rush, =etc.

Each of the possibilities is explained further below:
Break-aways
Re-roll the dice for the break-away shot and look under the puckh and | é8rA s col umn.
shot comes from section M1 i n t he inde¢harsis no eolumrofor shot

deflections or drift, only one roll is needed.

After finding the area targeted on the goalie, subtract

the goalie s rating from t = puck handler \ r
d10 combo is less than or equal to this result, a goal is BN e loy A
scored. I f not, check the . 1d ¢
you would on a normal shot attempt. |1

3 2
Notice that the BA ratin@3 s i
larger than for all other ratings, which means the ?C;)
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pl ay er cesof scdriagrare greatly increased. Advance the clock 10 seconds, just as you

would on any other shot attempt.

3-on-2, 2-on-1, 3-on-1 Rushes
Re-roll the dice. Use the two d10 and look at the bottom of the Rush chart to find out who is

involved in the play both offensively and defensively. On the offensive side, you will see a
string such ,aswhich means a pass f ) playert h"dthep u c k

player with the second highest pass recipient rating) to player " " (the player with the highest

pass recipientrating), who takes a wrist shot from sectio

On the defensive side, a defensive player

may be identified as having a chance to BA 3on2 | 2onl | 30nl
block the shot and break up the rush. If a 0
none appears instead ol1| a playert
. . o
identification number, then the defender(s) 32 none
are out of position and cannot attempt a shot e
|3 5 none
block. Handle the play just as you would 5 S
: o | 4 Q none none
any other wrist shot. @ @
Q15 o none | none
8 c
6 none none none

Advancements

The other possirbeisluiltty iosn aan A the puokanevesstraight( a dv

ahead three zones (or to offensive level 1, if the puck is already in the offensive zone), and is

treated in the sameessnalntn.er as a
Center & Shoot
The rtesiug a center & shoot S y mhww konds,lcenterpdu ¢ kK i s

toward the middle of the rink, and if the puck-handler is in the offensive zone, he takes a shot (slap

shot if from level 3, wrist shot if from level 2 or level 1).
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Becauseof t he aifrcenpgesamavea 5 point bonus to the s
both to determine whether the shot is blocked and the shot itself. As the centering action and shot

are simultaneous, the entire play takes 20 seconds off the clock.

Steals, Steal & Shoot

The resul t is a steal, and is found in the chec

t he is also a steal, but i f it occurnanimmediatdhh e pl e
shot attempt without the opportunity for a block by the defense. This is the result you want when

forechecking.

Re-roll the d20 in order to determine the position of the puck (by using the ranges listed in
parentheses in each zone). Ona st eal & shoot, if the puck is st

zone, a slap shot is immediately attempted if the puck is in level 3, a wrist shot if in level 2 or levell.

As i s the case with the c ent &scons&eredisimdtaneoust amds u | t |

takes only 20 seconds off the clock.

Blocks

Each skater has a(l 8ddatddliomk)( rlatiinmg,his stati s
which is subtracted from t htad20othé fiestparsoftheastoi ngs a
sequence to see whether or not the shot goes through on-goal or is blocked. Some players excel in

this area, while others are quite inept. Infact, so me pl ayers will even have
indicating that they are very unlikely to block a shot. For example, if a shooter has a rating of 15 and

a potential shot-b | ocker has a2, theBuck wilfga throughgon-gokl on d20 rolls from 1-17

(15 minus -2 = 17), and the shot will only be blocked on rolls 18-20.

If a shot is blocked, a loose puck ensues.
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Loose Pucks

A resultiofa | Rd slehe dicec k .

Loose Puck

Symbol | Roll | Used for:

5 As is the case on faceoffs, the colored d10 represents the home team, while the white

9 d10 represents the visiting team.

1 Used to identify the player who gains possession of the puck.

CH e

12 | Used to determine which section of the ice the player gains control of the puck.

1 [ 3 Not used.

Advance the time 20 seconds. If another loose puck occurs immediately after this roll, advance the

time only 10 seconds.

Use the d6p to identify the player gaining possession of the puck.
Which ever team has the highest d10 total comes out with the loose puck.

|l f one team has more skaters on the ice than the
for each additional skater (e.g. for a 5-4 advantage, add 2 points. For a 5-3 advantage, add 4 points.

For a 6-5 advantage, add 2 points).

In the case of a tie, or if the d6p does not identify a player on
the ice (for exampl e hskat&ontheh e AN / 6

ice), another loose puck resolution is necessary. The timer

only moves 10 seconds in these situations. = ==

m/g ¥
Except on dump-ins from neutral or offensive zone, use the o N
d20 to determine where control of the puck is gained. Each m
zone is marked with numbers ranging from 1-20 below the
zone designations.M2 Fors emﬂajam;ea EE. EE
12) , mehatrom looge puck d20 rolls of 11-12, the puck is =

located there. In this case, assuming that the puck is in the
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of fensive zone, it is recovered in zone M2 bec

Onadump-i n, the puck travels stMaighor ahBRad. i nFor ze

in occurred from therightthand portion of the neutral zone, the

Other instances of a loose puck may occur when:
1 A faceoff intended for a player not on the ice. For example, if the d6p is intended for player

, but there is not a sixth skater on the ic
1 A pass intended for a player not on the ice. For example, if a pass is intended for recipient
(the player with the f o,buthehsinhhe gehadtysbox. r eci pi

1 A player with possession of the puck is injured.

T A shot misses the net ( wL , or wR , or drif

1 A shotis blocked.

Run 20 seconds off the clock on loose puck skirmishes. Run 10 seconds off for each immediately

subsequent loose puck determination if the first was unresolved.

Penalties

Penaltesoccur whenever a r esqorias apuckyastion. A pldyer from one

team, the other, or from both teams may be penalized. On results, an offensive and defensive

player will already be identified. On puck-actions, the offensive player will already be recognized

(since the penalty was found in his ratings), and the defensive player is identified by the d6p roll (if the

d6p identifies a player not currently on the ice, re-roll it until it does). The defensive player identified
bythed6pi s i nvolved, even if he isn t in the same a

the penalty.
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Re-roll the dice and use the d10 combo on the Basic Game Penalty Chart to find out what infraction

has occurred.

d10 Penalty Called on
05 | Roughing Offense and Defense
10 | High Sticking Offense
15 | Interference Defense
20 | Delay Defense
23 | Delay Offense
Roughing & Defense (Roughing); Offense and Defense
25 | Fighting (Fighting)
30 | Hooking Defense
[ 40 | Holding Defense ]
50 [ TTripping Defense
60 | Boarding Defense
65 | Slashing Defense
67 | High Sticking & Injury Offense (double-minor)
Slashing & Defense (Slashing); Offense and Defense
70 | Fighting (Fighting)
72 | Bench Offense
Thed 10 c o mb o, andiralls fro 81-40 are holding against the defense. The defensive player

identified would be called for holding and serve 2:00 in the penalty box.

32



Power Plays

When a team is penalized, place one of the team pawns (blue or red) below the seconds timer and
across from his position number in order to mark the time of the penalty. For example, if the visiting
|l eft wing )( phlaady erre c e i v & the 7a30 rdarkQwe waoold place his red pawn as

shown below, and remove his position disc from the rink and place it in the penalty box, as shown:

’ -
Secgnds Team marker representing when o=
Standar player was charged with a
d Game 2
Basic
Game

QO®

) O@
O®

1 O®

000 .

Pl ayefi ce amar ker ,
< because he is to serve 2 minutes in the \
3
penalty box
Each time the seconds pawn reachest hi s | ocat i on, onaoe position diseon@dtepy e r

toward the 0 ma writil his penaltyhiree eppges.al t y b o x

When a player s number comes up who is not on th

player automatically wins the matchup.

On p dnd s puck actions, use the short-handedd ef ensi ve pl ayer s P K (
than his defensive (D &r checking (  C katin. Some players are very adept at killing penalties,

whi | e ot hesesmtphagethe khack, ortwere used rarely by their teams to kill penalties.

Whenthe penal t icetheipuck, te psick is sent down to the other end of the rink and the
power pl aycentef f e takesconsrol of the puck (in the event that he is not on the ice, the

| ef t wtakegpossession of the puck). There is no icing call, and consequently, no faceoff.
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As the short-handed team will more often fail to have a defender identified by d6p rolls, the team on

the power play has a built-in advantage in moving and shooting the puck. The power play team also
can move the puck down the icemowmomg ¢ & swolponesjkheat e

puck instead movesthreez one s . Li kewowes tahe puck ondhreeone t
zones forward, rather than the usual one zone right, two zones forward. Each of the following

symbols moves the puck ahead three zones rather than one:

I n all cases, I f the symbol hascaenstercandtddebe punc kg
points to a shooter s shot rating), that meaning
Change resal tsesul trsemain unchanged.

All skaters have a SH § h o o) banus gating which is added to the calculated total of the shooter

after the puck has gone through a defender and toward the goal. The rating is split in the form SH-R

12/18 , meaning that if the team hasaoneman advantage, the first rati
If a team has a two-man advantage,thes econd rating is (in this case
threeeman advantage, both ratings are used in this ¢

awarded to the shooter.

Example: Team one has a player in the penalty box (the left defense man, pl ayer ) ntimbe
hooking. Team two has five skaters and a goalie. Team two has possession of the puck in their

attacking zone, offensive zone M3, with Mark Bollinger in possession. The dice are rolled:

Power Play Shot

Symbol | Roll | Used for:

# 7 T h €70 i's used tbhedpttekmaaoti on. On Bol I i
S 0 s (slap shot)

= 2 |ldentifies defender number

O 10 | Used to see whether or not the shot is blocked

N 4 Used to see which goalie zone the shot is headed toward

Advance the puck 10 seconds
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A d10 combo, rwodderoft he 0 ,Callsforadmpshot ¢ &)sRofisnfrom 39

through 89 are all slap shot actions on Bollinger. The d6p i ndicates t hdedm def
one s center) is de&fSe n dsia®m analgs b8nod fdr shaotng fromshe middle of

the ice is 2, for a total of 17. Although his power play bonus is 14 when his team has a one-skater
advant age, we thafioshstep of thesshot process. Assumi ng t hat the ce
i's a 6 , the adj] (@7 ®6)e dthesdBOastlessrtran ar egqgal to 14, the puck goes

through on goal. Since the d20 is a 10, the shot is not blocked and is headed toward goalie zone

c4

We now re-roll the dice to see whether or not the shot scores:

Power Play Shot

Symbol Roll Used for:

& 2

v .

@ 1 T h 1 i s see a/ikthdr or not the shot scores
m 2 Not used

O 10 Not used

1 5 Used to see whether there is any drift on the shot.

Since this portion of the shot sequence is simultaneous with the last, the clock does not advance.

Look first to see whether Bollinger s sh®t, haasd d
looking at the right-half of the S S c, wé seamo drift has occurred.

Wenowre-cal cul ate Bol | i redpasean sS Ss h oofd 3, ra &dmgis fogshootinddfrom

the middle of the ice of 2, and a power play bonus of 14 for a total of 31. Ni kl as Bradfor

shots taken from offensi vecd4z o &he 8djusted shetcatingd at go
therefore 23 (31 minus 8 = 23). If the d10 combo roll was 23 or less, the shot would have scored.

Sinceinthiscas e i t i s a 21 | t he shot scor es

If one team has more skaters on the ice because they pulled their goalie, the team pulling the goalie

would get the man-advantage bonus added to their shots, and the defensive team would use its
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p | ay @K mtings rather than the usual CH and DF . Unless a man is off the ice due to a

penalty, regular icing rules are enforced, even though one team may have fewer skaters on the ice.

Injuries
Player injuries usually occuronchecks(desi gnat ed by t e Joryasdpoadk-action

on d10 combo rolls. On, the player | osing theamdt aadianpu ¢ ls

the player on which the symbol is found is injured.

In all cases, a loose puck result occurs in the location where the player last had the puck.

Roll the d20, addnjurymaéng {listed i paecdtheget lzelyirel playsr's Gm stat s
and refer to the injury chart in order to determine the extent of the injury. The player leaves the ice

and is immediately replaced by another player.

Shootouts

If you choose to have a shootout following a scoreless overtime, each team selects three skaters and

a goal i e. Use t he Break Away ayersgdoress Ifthesshodteutie r mi
still tied after the three skaters have had their turn, each team selects an additional skater and the

process continues until one team has scored more goals than the other.

Empty Net
The shooter (defined as taking a shot in the offensive zone) on an empty net shot attempt receives a
20 point shot bonus on his attempt (not during t

on the ice, there is no need t ordlbedaysesfthedodli@ s hoot

On icing puck actions with an empty net,re-r ol | t he two d10 i f the combi

puck goes in to the empty net for a score.

Defensive Aggressiveness
Besides setting the number of forecheckers, the defense may elect to play an aggressive or
conservative style of defense. By setting a team s defensive styl e

create more turnovers, but your team will also surrender more break-aways and rushes.
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Each team has a set of aggressiveness cards, ranging from -2 (very conservative) to +2 (very

aggressive). An aggressiveness of +0 is normal.

Addtheaggressiveness setting to all of your def end:ée

If the opposing team ends up with a resul t, -huasredlItehre spuscgkkeed ( SP )
defensive team s aggressiveness setting on the R

break-away or rush.

Wild Cards

The offense may choose which playeronthei ce r ecei ves a rmpassl tonn iad |t h

(passing) column. A player may not pass to himself.

Miscellaneous Items

1 Misses

A miss occurs when the shot misses the net. Usually, these are represented by the symbols
w L (wi de | ef tght), mtthey carvalRo occirwlue doedriftr For example, a shot

initiallyon-goal travelling toward goali)e smondatEI t ¢
on-goal. In this event, a loose puck ensues.

1 Recording Assists
Because it is sometimes difficult to track puck movement (especially for second assists), and
because several players may in fact touch the puck during a player, whereas only one or two
players are actually specified as touching it, an Assist Table has been provided as an optional

way to record assists.

An assist rating has been given to each skate
the player s stats section. Mar k Bollinger h
a 1

After a goal is scored, add up the player assist ratings of the scoring team's players (do not

include the player who scored the goal) on the ice. Order the players from highest to lowest,
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breaking ties by the player's position (e.g.," "and" " each have a "4" as their assist rating,
which is the highest the team has on the ice. " " will be the highest player, and " " will be
second). Roll the d20, then cross-reference the team's on-ice assist rating total with the first
player's assist rating. If the d20 is less than or equal to the value listed, this player is awarded
an assist. If it does not, cross reference the team's on-ice assist rating total with the second
player's assist rating, and add it to the value found for the first player. If the d20 is less than or
equal to this new value, the second player is awarded an assist. If not, repeat the process for
the third player, the fourth player, and the fifth player (if there is one). If none are identified, no

assist is awarded.

If a first assist is awarded, a second may also be. Repeat the process using the "Second

Assist Table" above.

Example: In a 5-on-5 situation, " " scoresagoal. " "has an assist rating of 4," " has an
assist rating of 6, " " has an assist rating of 2, and " " has an assist rating of 1. The order
from highest to lowest is therefore " " (" "is not counted, since he scored the goal).

The team's assist rating total is 13. The d20 roll is 14. Looking across from 13 (the team's
assist rating total) and under 6 (since the highest rated player has an assist rating of 6) is a
value of 9. Since the d20 is higher than this, we now check the next highest player, who has a
rating of 4. Across from 13 and under 4 on the assist table is a value of 6. Adding this (6) to

the first value (9) gives us a total of 15. The d20 is less than or equal to 15, so the second-

highest player (in this case, " ") receives credit for an assist.

Since the first assist has been rewarded, we now repeat the process to see if a second assist
has also been awarded. The new team assist rating total is now 9 (" " has his assist rating of
4 removed from the total, since he already was awarded an assist). The d20 is rolled again,

this time with a 18. Across from 9 (team assist rating total) and under 6 (player " " assist

rating) is an 11. The d20 is higher than this, so we go on to the next highest player, "

Looking across from 9 and under 2 is a value of 4. Since 11 + 4 is 15, and the d20 roll of 18 is

still greater than this, we proceed to our final player, " ". Across from 9 and under 1 is a value

of 2. Since 11 +4 + 2is 17, and 18 is still higher, no second assist is awarded.
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Ot her Il tems Skater

Dump/ Cl ear éwhen in
zone, the puck is cleared to the neutral
zone. Otherwise, puck is dumped into
offensive zone, depth 1. In both cases,
the result is a loose puck.

Puck is iced to the other end L ——

of the rink. Unless the team
is short-handed, a faceoff
ensues at the spot of the puck
before it was iced.

Offsides. Conduct a faceoff
in the neutral zone where
the puck was last touched.

Wild-card. The offensive coach may

which are not greyed-out, OR use the
strategy cards to dictate the course of
action to be taken in advance.

elect to use any of the puck actions listed

D N @)
ES PP SH ES PP SH
pd (40 50 10(45/4 1 8
59 79 21|63| 7 2 15
dc |75 80 45|75/ 8 3 43
L ice |82 81 9380
. Off 83|10 9 44
pen |83 82 948411 10 45
inj |84 83 95(85/12 11 46
ws 49 40 61
SS 86 89 91
s 99 99 98(99(/99 99 99
wp 99
Weird Pl ay. C
Pl ayo charts f
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RatingAbbr evi ations Skaters
PN = Penalty
LP = Loose puck
BL = Block
TP = Tipped Puck
SP = Speed
EN = Enforcer
PK = Penalty Killing

Gm(xx)=wher e X X ilgurytating s kater s
G(xx) = whtehree s kxaxt eri ssr atriencgi pi ent
A(xXx) = where X X is the skater s assist rat

AD = Man Advantage bonus

SK = Skating
PS = Passing
FO = Face Off
DF = Defense
CH = Checking

BA = Break-away
PH = Physical (used only as an advanced game option)

TG = Intangible (used only as an advanced game option)
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Ot her

FRZ

It @MY Repound rating. On a rebound shot, subtract this
value from the goalieds
on a shot at fAclo from o
goaliebs rating from its
_ |
REB 2\ 4 | b | c
=
30 D 2 ! 6
36 L1 [\Ny1| 3 O~
A \ ~.
40 MI 7 /\LA]'/\ 12 Offensive Zone levels. Each
V \ goalie zone is broken into
46 R1 three ratingsé
shots from level 1, the
50 L2 2 second from level 2, and the
third is from level 3.
54 R2
] \
Goalie Zone 0
A50, and A80
goal i ebs save

shots from offensive level
1, level 2, and level 3,
respectively.
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Symbol Map (Basic Game)

Code

Translation

Advance puck two zones forward

Advance puck three zones forward

Possible break-away or rush. If the outcome is an advancement, advance the puck

three zones forward

Puck goes straight back to the point (when in offensive zone) to level 3. Otherwise,

puck advances two zones forward

Advance puck forward two zones and one zone left

Advance puck forward two zones and one zone right

Advance puck forward two zones and center it. Player with possession of puck
attempts shot. Add 5 points because o
deke" by the skater. Use a SS from level 3, a WS from level 1, and the player's best
shot (WS if it is a tie) from level 2.

Stolen puck

Stolen puck. If stolen in the offensive zone, roll d20 to find out where the puck is
located, and then a slap shot (if in level 3) or wrist shot (if in level 2 or level 1) is

immediately taken.

Loose puck

Play stoppage. Faceoff

Refers to players on the opposing team

Refers to players on the same team

Pass directed to payer with highest () recipient rating to lowest () recipient

rating.

Pass directed to the playeroftheof f ensi ve coach s choic

Hard hit. Possible injury to opposing player. Loose puck

Possible injury to player on which the symbol is found. Lose puck

Penalty

Shotheads toward goalie zone of offensive
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Shot drifts 1 goalie zone up

Shot drifts 1 goalie zone to the right

Shot drifts 1 goalie zone down

Shot drifts 1 goalie zone to the left

Shot drifts 1 up, 1 left

Shot drifts 1 up, 1 right

Shot drifts 1 down, 1 left

Shot drifts 1 down, 1 right

Goal i e is screened.

Add

10

points

t

o
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Rating Ranges

_ Approx. o
Rating Value Range Description
Average
_ Ability to effectively move puck up the ice via the pass.
PS Passing 10-20 15
Ability to effectively move puck up the ice by skating.
SK Skating 10-20 15 4 Y P P Y J
_ Ability to make a wrist shot or snap shot go into the net.
WS | Wrist Shot | 10-30 15
Ability to make a slap shot or one-timer go into the net.
SS Slap Shot | 10-30 15
Overall defensive ability.
DF Defense 0-9 5
_ Combination of forechecking and body checking.
CH Checking 0-9 5
Penalty _ _
PK il 0-9 5 A player s effectiveness 1in
[
A player s abi | iatlepdent espediallyllape &
TG Intangible 0-2 0 in close games. Based largely on experience and game
winning goals.
_ The effectiveness a player displays at slowing down another
PH Physical 0-2 1 o _
team via his physical presence.
A combinati on r akatinghsgeedahd hss p |
SP Speed 1-5 1 .
ability to score.
The intimidating presence a player possesses.
EN Enforcer 0-5 0 IP PIYErP
A | ay er s-diracbaishot nottepplayeetoward
TP Tip 1-9 3 P Y ks e
the goal.
-2 to .
PN Penalty 5 0 A player s tendenapgnaltyall. be i n
+
Lp Loose -2 to 0 A player s ability to come ¢
Puck +2 when no one clearly has control.
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Aggressiveness, 36
Blocks, 29
Break-aways, 27
Center & Shoot, 28
Contents, 1
Empty Net, 36
Faceoffs, 10, 11
forecheckers
forechecking, 6, 11, 12, 14, 15, 16, 23
Game Plan Shots, 26
Injuries, 36
Lines
shifts, 7
Loose Pucks, 30
Man-advantage, 34, 35
Marking Players, 10
Penalties

Credits:

Artwork: Nate Aldrich,

Index

penalty, 31
Power Plays, 33
Puck-action

puck action, 3, 31, 36
Rebound, 23
Recipient, 5, 19, 20, 27, 31, 40, 42
Redirected

drift, 25
Rushes, 26, 28
Shifts. See lines
Shootouts, 36
Shot on goal, 22, 24
Steal & Shoot, 29
Steals, 29
Symbol Map, 42
Tips, 25
Wild Cards, 37

http://xiix.wordpress.com/2007/02/26/free-nhl-hockey-rink-artwork/

Game Design: Bryan Aldrich

Play-Testers: Kirk Pfan, Dave Gorham, Bill Underwood
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4™ Street Hockey Addendum January 22, 2009
Optional Rule Change for Basic Game:

The basic game, if played as directed in the original instruction manual, will yield fewer shots (and
consequently, fewer goals) than is normal for a full season due to the 20-second plays rather than the
12-second plays run in the standard game. To speed up game play even further and to increase the
number of shots on goal (and consequently, the number of goals), you may opt to ignore the shot
blocking rules in the original instructions.

For example, a skater is called upon to fire a wrist shot. Roll the dice, but do not look for a blocked
shot; the skater automatically wins the matchup, the shot is on-goal, and the goalie zone to which it is
directed is found immediately. A second roll is then needed to determine whether or not a goal is
scored, as usual.

4th Street Hockey Addendum July 2, 2009

Version 2 changes:

The biggest change is in the way passes are dist

players being identified by theiron-i ce number (forf exatmpé el efit wi ng)
identified by their tendency to handle the puck (largely based on their shots taken per time-on-ice

stats). You will thereftoriem sde meBSdi mepdousnnec r ad $
The oi throwgdhi §gnations will vary with the personn
The recipient rating is |listed next to each skat
below:

This player has 3
of 3, which is very low (20 is the

maximum, while 8 is roughly

wl| ]
Gm(+4) G(3) A PIM

average).

The on-ice player with the highest recipient rating (excluding the passer, of course) is designated as

pl ayeor. i The player with tbe Béxt highébtt evsepltay
the same recipient ratings, the pl ayer owitthhr otahgeh

designati on. For examplasmidgibfh etwldbdn glbéfiith miarve (rfeci
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of 8, which is the higheston-i ce val ue, the | eft wingowplulgebead:e

~

right wing woul d beo dpelsaygenrat ed as the i

This system allows for much more flexibility with positioning pl ayer séf or eaampl e,
seamless process to play two predominately left wingers together on the same line. As direct benefit,
players now can be listed as having played up to 4 different positions.

Theofisymbol , whi ch wa possibte eush intversion & pas leesneaplacedaby the

A0 symbol . No other changes have been made to t

Two new ratings have been added to the gameéthe
See the advanced instructions for more details.

The injury rating has been moved from the top of the card down to the bottom of the card, placed in
parentheses next to eagalstice.l ayerds games pl ayed

This player has an injury rati
+4,
Gm(+4) A(l) PIM <

A AWeird Pl ayodo puck actasapuckladies omsonme skaters (those who had d e d
some very odd, out-of-the-norm statistics) and as a rebound action on all goalies. The abbreviation
Awpod is used to desi gmiad e weird plagdhartsihapbleen includesl.a di n g .

4th Street Hockey Addendum January 1, 2010
Version 2.1 Changes

The player numbers (e.g., " ") previously found in drift columns for wrist shots and slapshots have

now been replaced with letters (e.g., " "), similarly to what was done in the passing columns when

version 2.0 was first introduced. A player deflecting a puck is identified in a fashion similar to the
method used to identify pass recipients. The difference is that the player's "TP" ratings are used.

The on-ice player with the highest "TP" rating (disregarding the shooter) is player * ". The next
highest is player " ", etc. If atie occurs, break it using the skater identification numbers ("
through" "), as is done with pass recipients.
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