Modified Basic Rules

Face-Offs
· If a face-off occurs as the result of a shot on goal, the face-off is in one of the face-off circles in front of the defending team’s goalies.  If the attacking team wins the face-off, the player who gains control has an outside shot with the option to penetrate.
Shot For Any Player
· Use player with the highest offensive rating on the ice.  (Split ties via roll.)
· Exception: If it says something like “any player with an offensive rating of 3 or higher", than it truly means any player with a 3+ offensive rating; not the highest player(s) only.
Shot Results
· X : Shot on goal is saved by the goalie.  If position is indicated afterwards, goalie clears the puck to that player.
· X-ANY D PLAYER : Save is made.  Roll d6 to determine who gets puck.  1=LW, 2=C, 3=RW, 4=LD, 5=RD, 6=best matchup (Offense – opponent’s Defense).
· X-REB : Save is made, but a rebound situation exists.  Draw a card from the split deck.
· GOAL (with split) : If the chance of a goal is a split and the save is made, assume that a face-off follows in the defender’s zone.
· GOAL+ : In a PP situation, this is a goal.  Otherwise, it’s a save followed by a face-off in the defender’s zone.
· GOALIE RATING+ : In a PP situation, use the Goalie Rating.  Otherwise, it’s a save followed by a face-off in the defender’s zone.
Passes

· If a player completes a pass to the position they are playing, roll to decide which other forward the pass should go to.
Power Plays

· Flip 2 action cards to account for time elapsed during the power play.  If a line change card comes up, do not change lines until after the power play is concluded.

· Only actions taken during power play are the shots.  Disregard symbols or lost pucks.

· If no goal occurs during a power play, return puck to center ice for a face-off.

· If a power play occurs at the end of the 1st or 2nd period, be sure to flip action card(s) at start of next period to account for time elapsed.

· If a penalty occurs on the final card of the game, it ends with no power play situation.

· If your penalty type refers to an individual player on the PK (Penalty Killing) team (i.e. a split roll of 1-12), then check to see if that player’s card has a number in () after their Skating rating.  If they do, roll d6.  If the number is less than or equal to the number in parenthesis, then that player gets a Breakaway shot on an attempt at a Short-Handed Goal.
Power Play Teams
· Select two forward lines to play during power plays and one defensive line.
· You can use 1 player rated at the Point in place of a defenseman.  If they are rated POINT*, they can play the point only once per game.  If they are rated POINT**, they can play the point on every other power play.

Penalty Killing Team
· Select 2 W and 2 D.  A C can play either W, but a W must play their designated position.

· If a player has a defensive rating in parentheses, use this during short-handed situations.

Tendency

· Players are rated from * to ****.  The more *’s a skater has, the more likely they are to attempt to penetrate for an inside shot.
Plus/Minus

· When an ES or SH goal is scored, every player on the ice receives either a “plus” (if their team scored) or a “minus” (if their team allowed the goal).

· Power play goals are not used in calculating plus/minus.
Assists
· The maximum number of assists on a goal is 2.

· Credit a player with an assist if his pass contributes directly to a goal from either the action deck or from his passing column.

· Resolve remaining assist(s) by using a Split Card.

· Note that a goal scorer can’t be credited with an assist and some Split Cards specify 1 assist only.

· If a skater has an asterisk next to their assist rating, reduce their rating by 1 when playing on the power play.
 Overtime

· Use 8 Action Cards.

Shootouts

· Decide which team will shoot first with a die roll.

· To start, each team alternates until they each have taken 3 shots.  (Note that if a team clinches at any point, you needn’t continue.)

· If, after the opening 3 rounds, the shootout is still tied, just play 1 extra round at a time.

· Each skater must take 1 shot before you can start re-using any players.

· Whoever wins the shootout just gets one bonus goal towards the final score of the game.

· Use the “REB/BKWY” column for shooters.  Treat results as though you were in a PP situation, with the additional caveat that “X-REB” is considered an automatic goal as well.

· Exception: For players whose first listed position is D, “Goal+” and “Goalie Rating+” are not counted as goals (or possible goals).

Injuries

· I have added injuries to 2 other split cards (with G injuries at the bottom).

Goalie Fatigue
· A goalie is fatigued if he plays in more than his rated number of consecutive games.

· He can also become fatigued if he allows 4 or more goals in 1 period or 6 or more goals in a game.  In these cases, he is fatigued for the remainder of the current game.

· During the playoffs, any goalie whom has a fatigue rating of 5 or more can play as many consecutive games as the coach desires.

· If a goalie is currently playing “hot”, he can continue to play without fatigue.  This occurs if he starts and is not substituted for in a given stretch of games and does not allow more than 4 goals in any of those games.  He remains “hot” until he gives up more than 4 goals in a game or is removed from a game.
· If a goalie is fatigued, change “Faceoff *” to “Goal”.

· If playoff goalie allows 4 goals in regulation, use the other goalie in the next game.

Goalie Usage

· Limit goalies to their suggested starting %.

Goalie Penalty

· If you roll a penalty off of the goalie’s card, roll d6 to determine who receives the retaliation penalty.  1 = LW, 2 = C, 3 = RW, 4-5 = F with most PIM, 6 = Player with most PIM.

Assignments

· Before the start of the game, assign your 4th forward line and 3rd defenseman line so that they get to play in the first two periods of the game.  Use a die to determine which line they will appear in for each period and another roll to determine which player they will replace.

· Never allow the same player to be replaced by these bench players twice within a game.

· So, from your top 9 forwards, you should end up with 4 who only play 2 shifts in each game while the other 5 get all 3 shifts.  And from your top 4 defensemen, you will have 2 who only play 2 shifts in a game while the other 2 will get all 3 shifts.

· If you only have one forward available on the bench, then they sub in all 3 periods.

· Randomly assign line orders for forwards and defensemen before the game for each team.

· Forwards

· 1=123, 2=132, 3=213, 4=231, 5=312, 6=321

· Defensemen

· 1-3=12, 4-6=21

TIMING CHART

	CARDS
	TIME
	CARDS
	TIME
	CARDS
	TIME

	1
	0:00
	11
	6:40
	21
	13:20

	2
	0:40
	12
	7:20
	22
	14:00

	3
	1:20
	13
	8:00
	23
	14:40

	4
	2:00
	14
	8:40
	24
	15:20

	5
	2:40
	15
	9:20
	25
	16:00

	6
	3:20
	16
	10:00
	26
	16:40

	7
	4:00
	17
	10:40
	27
	17:20

	8
	4:40
	18
	11:20
	28
	18:00

	9
	5:20
	19
	12:00
	29
	18:40

	10
	6:00
	20
	12:40
	30
	19:20



Add 2d20 to time indicated.
For any goal scored during a power play, roll d6.  
If the roll is 1-2, adjust the time starting from the card that started the PP.
If the roll is 3-4, adjust the time starting from the first card flipped after the one that started the PP.
If the roll is 5-6, adjust the time starting from the second card flipped after the one that started the PP.



INJURY LENGTH CHART
	ROLL
	RESULT

	2-9
	Consult Injury Rating Chart

	10
	Player is out for the remainder of the current game only

	11
	Player is out for the remainder of the current period only

	12
	Player is okay.




INJURY RATING CHART

	Rating
	82 Game Season Games Played (F)
	82 Game Season Games Played (D)
	Injury Length

	AAA
	81-82
	80-82
	0

	AA
	77-80
	74-79
	0-1

	A
	71-76
	65-73
	1-3

	B
	59-70
	47-64
	d6

	C
	47-58
	29-46
	2d6

	D
	35-46
	11-28
	3d6

	F
	0-34
	0-10
	4d6


Player is removed from the current and missed the additional number of games rolled.
Goalies are always injured for the remainder of the current game only.
FACE-OFF CHART

	ROLL
	EVEN
	+1
	+2

	1
	H-LD
	SUP-LD
	SUP-LD

	2
	H-RD
	SUP-RD
	SUP-RD

	3
	H-LW
	SUP-LW
	SUP-LW

	4
	H-RW
	SUP-RW
	SUP-RW

	5
	H-LD
	SUP-LD
	SUP-LD

	6
	H-RD
	SUP-RD
	SUP-RD

	7
	H-LW
	SUP-LW
	SUP-LW

	8
	H-RW
	SUP-RW
	SUP-RW

	9
	H-LW
	SUP-LW
	SUP-LW

	10
	H-RW
	SUP-RW
	SUP-RW

	11
	H-any
	SUP-any
	SUP-any

	12
	V-any
	SUP-any
	SUP-any

	13
	V-LD
	INF-LD
	SUP-any

	14
	V-RD
	INF-RD
	SUP-any

	15
	V-LW
	INF-LW
	INF-LW

	16
	V-RW
	INF-RW
	INF-RW

	17
	V-LD
	INF-LD
	INF-LD

	18
	V-RD
	INF-RD
	INF-RD

	19
	V-LW
	INF-LW
	INF-LW

	20
	V-RW
	INF-RW
	INF-RW


H=Home, V=Visitor, SUP=Superior, INF=Inferior
“any”=coach’s pick

PENETRATION CHART

	PENETRATION RATING
	DEF 5
	DEF 4
	DEF 3
	DEF 2
	DEF 1

	4
	1-6
	1-8
	1-10
	1-12
	1-14

	3
	1-4
	1-6
	1-8
	1-10
	1-12

	2
	1-2
	1-4
	1-6
	1-8
	1-10

	1
	1
	1-2
	1-4
	1-6
	1-8


Roll d6 to determine which defensive player you are going to be penetrating against.
1-2= opponent, 3-4= LD, 5-6=RD
POWER PLAY CHART

	ROLL
	CONDITION
	SH SHOT
	PP SHOT 1
	PP SHOT 1
	PP SHOT 1
	PP SHOT 1
	PP SHOT 1

	1
	LD 2+
	
	OUT-C
	OUT-RW
	OUT-any
	IN-LW
	

	
	LD 1
	
	OUT-LW
	OUT-RW
	IN-RD
	IN-LD
	

	2
	LD 3+
	
	OUT-RW
	IN-LW
	
	
	

	
	LD -2
	
	OUT-LW
	OUT-RD
	IN-RW
	
	

	3
	LD 4
	BKW-LW
	IN-any
	
	
	
	

	
	LD -3
	
	IN-any
	REB-LW
	
	
	

	4
	RD 2+
	
	OUT-LD
	OUT-RD
	OUT-LW
	IN-any
	

	
	RD 1
	
	OUT-LD
	OUT-RD
	IN-RW
	IN-C
	

	5
	RD 3+
	
	OUT-LW
	IN-RW
	
	
	

	
	RD -2
	
	OUT-RW
	OUT-C
	IN-LW
	
	

	6
	RD 4
	BKW-RW
	IN-C
	
	
	
	

	
	RD -3
	
	IN-LW
	REB-C
	
	
	

	7
	LW 2+
	
	OUT-RW
	OUT-LW
	OUT-C
	IN-C
	

	
	LW 1
	
	OUT-RW
	OUT-C
	IN-LW
	IN-RW
	

	8
	LW 3+
	
	OUT-C
	IN-any
	
	
	

	
	LW -2
	
	OUT-C
	OUT-RW
	IN-any
	
	

	9
	LW 4
	BKW-LD
	IN-RW
	
	
	
	

	
	LW -3
	
	IN-C
	REB-RW
	
	
	

	10
	RW 2+
	
	OUT-LW
	OUT-C
	OUT-RW
	IN-RW
	

	
	RW 1
	
	OUT-C
	OUT-LW
	IN-C
	IN-LW
	

	11
	RW 3+
	
	OUT-any
	IN-C
	
	
	

	
	RW -2
	
	OUT-LD
	OUT-LW
	IN-C
	
	

	12
	RW 4
	BKW-RD
	IN-LW
	
	
	
	

	
	RW -3
	
	IN-RW
	REB-any
	
	
	

	13
	1+ 4s
	
	OUT-LW
	OUT-C
	OUT-any
	IN-RW
	IN-any

	
	No 4s
	
	OUT-LW
	OUT-any
	IN-C
	IN-LD
	IN-any

	14
	2+ 4s
	
	OUT-LW
	OUT-RW
	IN-RD
	
	

	
	-1 4s
	
	OUT-RW
	OUT-LW
	OUT-C
	IN-LW
	

	15
	3+ 4s
	
	IN-LW
	
	
	
	

	
	-2 4s
	
	OUT-C
	IN-RW
	
	
	

	16
	All 4s
	BKW-LW
	None
	
	
	
	

	
	-3 4s
	
	None
	
	
	
	

	17
	1+ 4s
	
	OUT-RW
	OUT-RD
	IN-C
	IN-any
	

	
	0 4s
	
	OUT-LD
	OUT-RW
	OUT-LW
	IN-LD
	IN-RD

	18
	2+ 4s
	
	OUT-C
	OUT-LD
	IN-LD
	
	

	
	-1 4s
	
	OUT-RD
	OUT-C
	OUT-RW
	IN-any
	

	19
	3+ 4s
	
	OUT-any
	
	
	
	

	
	-2 4s
	
	OUT-any
	IN-RD
	
	
	

	20
	All 4s
	BKW-RW
	None
	
	
	
	

	
	-3 4s
	
	none
	
	
	
	


OUT=Outside Only, IN=Inside, BKW=Breakaway, REB=Rebound

