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General Guidelines

e Arrive early - give yourself enough time to set up the clock and get organized.
e Bring paper and a pencil- sometimes things happen fast, and it's easier to write down times and
numbers.
 Introduce yourself to the referee, let them know if you are new to the clock. Communication is key.
e The scoreboard displays and tracks the timers, but the referee determines:
-Which penalties are coincidental
-Which penalties expire after a goal
-Which player returns to the ice
-Any corrections to penalty times
e Take your time- if you get flustered, it gets harder.
e When in doubt, stop and ask the referee.

Understanding Penalty Assessments

Minor Penalty: Length is determined by the league; usually ends if the opposing team scores.

Double Minor: 2X minor penalty time. The penalty is served as two consecutive minor penalties.
Typically called for fighting or intentional roughing. Because it operates as two back-to-back minors,
the power play is not entirely wiped out if the opposing team scores. If the power play unit scores
during the first 2 minutes, the first minor penalty expires, and the second 2-minute minor penalty
immediately begins

Major Penalty: Length is determined by the league; the penalized team remains shorthanded for the
full penalty regardless of how many goals are scored.

Misconduct: Length is determined by the league, but the team does not play shorthanded (unless
accompanied by another penalty). Player serves the full amount of time.

Coincidental Penalty: Occurs when one player from each team is assessed the same type and duration
of penalty at the same stoppage in play. Because the penalties are equal, they offset (coincide) rather
than creating a power play. Players serving coincidental penalties do not automatically leave the penalty
box when their two minutes expire. They serve the full two minutes in the penalty box. When the penalty
time expires, they remain in the box until the next stoppage of play. The referee will let you know when to
release the players. The reason is safety. If two players who were just penalized for roughing or fighting
were released during live play, they might immediately re-engage or interfere with play.

Penalty Note: Multiple penalties assessed at the same stoppage can be very confusing. Write down
what the referee says. DO NOT ADD UP the penalties for one player unless the referee instructs you
to.
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Princeton Day School
Nevco Model 817

Before the Game & Intermissions:

Turn on the clock. The switch is on the right side of the device. Follow the prompts.

Startup Prompt Answer
Use Wireless? YES
Start where you left off? NO
Mode 871
Use Shot Clock? YES
Penalty Time Outs? NO

Time Format: 00:00:0
Set the Clock: SET — TIME — Enter time (00:00:0) — YES — Period — Enter period number 1, 2, or 3.

**Set the appropriate time on the clock for warm-up or breaks between periods**

During the Game:
Action Buttons
Start Clock TIME ON/Use Manual Switch
Stop Clock TIME OFF/Use Manual Swicth
Home Goal HOME GOAL — +1
Guest Goal GUEST GOAL — +1
Correct Score SET — HOME/GUEST GOAL — Enter Correct Score
Set Penalty \S(E;’ : ngli/;UEST PENALTY — Time (00:00:0) —
Clear Penalty HOME/GUEST PENALTY — PENALTY CLEAR — YES
Manual Horn Press and hold HORN




CORRECTIONS & ADVANGED PENALTY SETTINGS

Common Corrections

Wrong Time:
SET — TIME — Enter Correct Time — YES

Wrong Score:
SET — HOME/GUEST SCORE — Enter Correct Score

Wrong Player Number for a Penalty
HOME PENALTY or AWAY PENALTY — PENALTY CLEAR— YES
Clear the penalty and enter it again with the correct player number.

Then re-enter the penalty:
SET— HOME PENALTY or AWAY PENALTY— Enter penalty time— YES— Enter correct player #

Wrong Score:
SET - HOME/GUEST SCORE — Enter Correct Score

Rdvanced Penalty Settings:

Multiple Penalties:
Enter each penalty separately. The scoreboard tracks each timer independently. After one expires, the next
penalty in the queue will appear.

Two Penalties on the Same Team:
Enter the first penalty: SET— HOME PENALTY— Enter 2:00— YES— Enter 17

Then enter the second penalty: SET— HOME PENALTY— Enter 2:00— YES— Enter 22

Three or More Penalties on the Same Team:
Enter each penalty exactly as reported by the referee. The Nevco 871 automatically stores additional
penalties. Only two penalties can be displayed at one time.

As one penalty expires, the next stored penalty will automatically appear on the scoreboard.
Enter the First Penalty SET— HOME PENALTY— Enter Penalty Time (00:00:0)— YES— Enter Player
Number— YES

Enter the Second Penalty SET— HOME PENALTY— Enter Penalty Time (00:00:0)— YES— Enter Player
Number— YES

Enter the Third Penalty SET— HOME PENALTY— Enter Penalty Time (00:00:0)— YES— Enter Player
Number— YES

Canceling a Stored Penalty:

Press HOME PENALTY/AWAY PENALTY repeatedly. Each press cycle goes through every active team
penalty in order, including queued penalties. Once the desired penalty is displayed on the controller
screen, you can:

PENALTY EDIT — Change the remaining time
PENALTY CLEAR — Remove that penalty
PENALTY INSERT - Insert a new penalty ahead of the currently displayed one



Coincidental Minors:
Enter BOTH penalties separately. Both timers count down independently.

Enter both penalties normally.
Home: SET— HOME PENALTY— Enter Penalty Time 00:00:0— YES— Player Number
Away: SET— AWAY PENALTY— Enter Penalty Time 00:00:0— YES— Player Number

Multiple Coincidental Minors:
Simply enter all four penalties exactly as reported by the referee. The controller keeps each penalty
separate and counts them independently.

console Diagram
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LAWRENGEVILLE
Daktronics AlISport 5000 Series

Before the Game & Intermissions:

Turn on the clock.

Prompt Answer
Resume Game? NO / CLEAR
Code 4402
Radio Settings ENTER/YES

Set Team Names:
Use the keyboard beneath the overlay to type team names.
MENU — Arrow Down — Select HOME or GUEST TEAM— Type team name — ENTER

Set the Game Clock:
Press SET MAIN CLOCK — Enter Period Length (00:00:00 Format) — ENTER/YES

Set the Period:
Press PERIOD + 1

During the Game:
Action Buttons

Start Clock Start
Stop Clock Stop
Home Goal HOME — +1
Guest Goal GUEST — +1
Shots on Goal HOME/GUEST —+1/-1
Correct Score HOME/GUEST — SCORE — +1 or -1
Set Penalty HOME/GUEST PENALTY — PLAYER PENALTY — Enter Player #

— ENTER/YES — Enter Time (00:00:0)
Clear Penalty HOME/GUEST PENALTY — CLEAR ALL PENALTIES — YES
Manual Horn Press and hold HORN

/\ Do not use MENU — NEW GAME once the game has started—it resets the
scoreboard.



Corrections & Advanced Penalty Settings

Common Corrections

Wrong Time :
SET MAIN CLOCK: Enter correct time — ENTER

Wrong Player Number:
Clear the penalty. Re-enter the penalty with the correct player number.

To Clear: HOME PENALTY or AWAY PENALTY — PENALTY CLEAR— YES
To Add: HOME/GUEST PENALTY — PLAYER PENALTY — PLAYER NUMBER YES — ENTER TIME (00:00:0)

Clearning Stored Penalties/Multiple Penalties
PLAYER PENALTY key for the respective Home or Guest team cluster — Press down arrow until you find
the penalty/player number to clear— CLEAR— ENTER

Rdvanced Penalty Settings

Multiple Penalties:
Enter each penalty separately. The scoreboard tracks each timer independently. After one expires, the
next penalty in the queue will appear.

Two Penalties on the Same Team:
Enter each penalty separately. The scoreboard tracks each timer independently. After one expires, the
next penalty in the queue will appear.

Enter the first penalty: HOME/AWAY PENALTY— PLAYER PENALTY— Enter Player #—> ENTER/YES—
Enter Time— Enter/YES

Then enter the second penalty: SET— HOME PENALTY— Enter 2:00— YES— Enter Player #

Three or More Penalties on the Same Team:
Enter it using the same procedure as above

The controller automatically manages multiple active penalties and displays the next penalty as space
becomes available. Only two penalties can be displayed at one time. The third will count down on its own
and appear when one of the first two expires.

Coincidental Penalties:

Enter both teams normally. The referee will let you know when to release player from the penalty box.

Home: HOME PENALTY—> PLAYER PENALTY—> Enter Player Number— ENTER / YES— Enter Time
(00:00:0)— ENTER / YES

Guest: GUEST PENALTY— PLAYER PENALTY— Enter Player Number— ENTER / YES— Enter Time
(00:00:0)— ENTER / YES
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Hobey Baker Rink
FAIR-PLAY by Translux

Before the Game & During Intermissions:

Make sure the time is out, and the clock is stopped.

Turn the clock on if it is off
SHIFT + NEW GAME Confirm by pressing Y

Set Team Names:

SHIFT + V.T.N. (Visiting Team Name) OR (H.T.N)

The team name buttons are the small green secondary labels beneath the HOME SCORE/VISITOR SCORE
buttons, in the bottom row of colored buttons. Hold Shift and press Home Score or Visitor Score, the top
line of the controller’s display will show the first 16 letters of the alphabet ABCDEFGHIJKLMNO
P) with a cursor underneath.

Set Clock:
CLOCK SET— Enter time (00:00)— ENTER

Set Period:
PERIOD— Enter Period # — ENTER
During the Game:
Action Buttons
Start Clock Start swicth
Stop Clock Stop swicth
Home Goal HOME SCORE — Enter # of goals— ENTER
Visitor Goal VISITOR GOAL— Enter # of goals— ENTER
Shots on Goal HOME S.0.G./VISITOR S.0.G to add one shot
Correct Score HOME SCORE/VISITOR SCORE — Enter Correct Score = ENTER
HOME PENALTY/VISITOR PENALTY — Press +1 (this defaults penalty to 2.00
minutes)— Enter Player # — ENTER
Set Penalty ) )
To override the 2:00min penalty:
HOME PENALTY/VISITOR PENALTY— Enter Player # — ENTER— Enter penalty
time (00:00)— ENTER
Clear Penalty HOME PENALTY/VISITOR PENALTY— Enter Player #> ENTER— ENTER
Manual Horn Press & hold HORN




Corrections & Advanced Penalty Settings

Common Corrections

Wrong Time:

Stop the clock (if it is running).

CLOCK SET— Enter the correct time (00:00)— ENTER

Wrong Player Number:
Leave it. You risk losing the penalty. Make sure the correct player number is entered on GameSheets.

Rdvanced Penalty Settings

Multiple Penalties:

Enter each penalty separately. The scoreboard tracks each timer independently. After one expires, the
next penalty in the queue will appear. The controller automatically manages multiple active penalties
and displays the next penalty as space becomes available. Only two penalties can be displayed at one
time. The third will count down on its own and appear when one of the first two expires.

HOME PENALTY/VISITOR PENALTY— Enter Player # (keep note of player number in case needed to
clear penalty)— ENTER— Enter penalty time (00:00)— ENTER

OR use the Pre-Programed penalty times to create a single combined penalty total:
Pre-programmed set penalty times.

+1 2:00min. (Minor)

+2 5:00min (Major)

+3 10min. (Misconduct)

HOME PENALTY +1/4+2/+3— +1/+2/+3 — Player #— Press ENTER

Two Penalties on the Same Team:

Enter the first penalty:

HOME PENALTY/VISITOR PENALTY— Enter Player # (keep note of player number in case needed to
clear penalty)— ENTER— Enter penalty time (00:00)— ENTER

Then enter the second penalty the same way.

Coincidental Penalties:

Enter both teams normally. The referee will let you know when to release the players from the penalty box.

HOME PENALTY/VISITOR PENALTY— Enter Player # (keep note of player number in case needed to clear
penalty)— ENTER— Enter penalty time (00:00)— ENTER

/\ VERY IMPORTANT NOTE A0\

On this FairPlay model, you have to use the preset times OR enter the penalties separately and run them
as separate penalties. DO NOT use the OTHER key to do this. It is NOT possible to cancel multiple
penalties that were entered using the OTHER key. You will reset the entire clock if you try to correct a
penalty that was set with the OTHER key.

You can only cancel penalties in the queue that are to be counted by the penalty clock.
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League Information

New Jersey Youth Hockey League
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*Misconduct Penalties are not posted on game clock*

Running Clock:

e Running time is required after two periods when there is a 6-goal differential
« If the goal differential is reduced to five (5) or fewer goals at any point, stop time will resume
e At the end of the 2nd period or at any time during the 3rd period, if there is a 10-goal advantage,

the game ends

Overtime:
¢ One three-minute 3v3 sudden death overtime
¢ Teams take a one-minute rest and do not switch ends. This OT format is recommended for

non-league games



Deleware Valley Hockey League

DVHL

Running Clock:

No running clock except for 16U/18U

16U/18U: If there is a 6-goal differential at any time during the third period there is a
running clock.

If the lead is reduced to four (4) goals or fewer, the game will revert to stop time.
Stop the clock for assessed penalties

At the 16U & 18U Level only: If a 10-goal difference is achieved, the game will end

Overtime:

There will be a thirty-second (30) intermission at the end of the third period
Goaltenders do not change ends at the start of overtime

Three (3) minutes stop time period, 3 vs 3 format

All rules pertaining to penalties, including length and stacking, apply

Any unexpired penalty incurred in the third period will carry over into the overtime
period

Any unexpired penalty incurred in the third period will carry over into the overtime
period, with play starting as a five (4) on four (3) for all other levels. First whistle after
the expiration of the penalty play resumes the overtime format. If a penalty is
assessed in the three (3) on three (3) overtime period, play shall resume as a four (4)
on three (3)

If a tie remains at the end of overtime, the game ends in a tie

**NOTE For B American**

No player may score more than three (3) goals in a single game. Any player who violates
this rule will receive a 2-minute minor for unsportsmanlike conduct, and the goal will not

count.



Mid-Adlantic Women's Hockey Association

Running Clock:
e No mercy rule

Overtime:
e 2 min of rest at the end of the third period
e No changing sides
e One 5-minute sudden-death overtime period shall be played
e 4vs 4 players scenario
* If the score is tied at the end of the five (5) minute sudden-death overtime period, the
game will be recorded as a tie



Mid-Atlantic Hockey Alliance

Running Clock:
e 6 goal differentials up to and including the 2nd period
 |If the differential is reduced to 5, stop time resumes
 If a 10-goal differential is reached, the game will end (2 periods must be completed). -
-If two periods are not completed, the running clock will stay until the end of the
second period, after which the game will end

Overtime:
» All games tied (except 10U) at the end of regulation will go to a 3v3 overtime
3-minute stop clock
Teams will defend the same net that is defended in periods (1 & 3)
If the game is tied after the 3-minute overtime, the game will end in a tie
NO Timeout in (regular season play) OT



Elite Junior Prospects League
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*MISCONDUCT PENALTIES ARE NOT POSTED ON THE GAME CLOCK**

Running Clock:

¢ No mercy rule; however, if both teams agree to run the clock in the third period, it is OK

Overtime:

e Teams do not change ends
 1-minute break at the end of the 3™ period and in between OT periods

e OT#1 will be 4v4 for 5 minutes. This will be a stop time period

e OT # 2 3v3 for 5 minutes

e |If the score is still tied after the 2nd OT, the game ends in a tie
e All penalties carry over from regulation to the OT, and from the 1st OT to the 2nd OT
e Sudden death: the first team to score wins

¢ No shootouts in EJELP
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