Pursue the Cup


Introduction


First of all, thanks for trying this game.  Hopefully you will like what I have tried to create.  I love playing all kinds of tabletop sports games, and hockey is my favorite sport.  I have always thought that most table top hockey games were a bit intimidating or hard to learn.  What I have created is a game that follows in the same theme of the great baseball game Pursue the Pennant.  In PtP, you would roll a 3d10 to create a random number from 1 to 1,000.  You would only have minimal charts to look up, and reading player cards was easy.  Your random number would correspond to a number either on the hitter’s card or the pitcher’s card, with the split being 50/50. 

Hockey could be looked at in the same manner.  When a player has the puck, a 50/50 split could be between the puck holder and a defending player who engages him.  When a shot is taken, a 50/50 split could be between the shooter and the goalie.   My intent was to create player cards that did not look difficult to learn, and I believe that I succeeded in making a card that was pleasing to the eye.

The Player Cards

There are two types of cards (Skaters and Goalies).  For examples here, I will be using Tony Amonte’s and Donald Brashear’s cards for skaters and Sean Burke’s card for goalies.  On both cards a player’s NHL stats are listed on the left side of the card.

Above the NHL stats, are the player’s fatigue rating.  The ratings range from A+ to F.  Below the rating is the player’s fatigue effect.  When entering the 3rd period or overtime, you must apply the adjustment to all rolls on a player’s card.  When in the 3rd period, you roll a 125 on Brashear’s Defense chart; the final result is 150.

Every skater cards has four different charts on it (Attempt to Create, Take a Shot, Defense, and Shorthanded Defense).  When attempting to create or trying to complete a basic pass, you would roll on the Attempt to Create chart.  When taking a shot, roll on the Take a Shot chart.  When Amonte is on the ice and an opponent rolls ‘Defensive RW’, you would roll on Amonte’s Defense chart. .  When Amonte is on the ice in a shorthanded situation and an opponent rolls ‘Defensive RW’, you would roll on Amonte’s Shorthanded Defense chart.

Above the Attempt to Create chart and the Take a Shot chart are adjustments made when playing on special teams.  If Amonte while on a 5 on 4 power play rolls a 200 on the Attempt to Create chart, the final result is 7.

Above the Defense chart is three more player ratings.  First, the face-off rating is an adjustment made when determining the winner of a face-off.  The penalty rating is using to resolve fights and a gauge on a player’s temper.  The maximum injury rating show the most games a player can miss due to any one injury.

A goalie’s card is used any time the result ‘Goaltender’s Card’ is rolled on the Take a Shot Chart.  The goalie’s card is similar to the skater’s card, with a few differences.  The Shutout into the 3rd adjustment is used if the goalie has played the entire game and enters the 3rd without allowing a goal.  This adjustment is applied to all rolls on his card until the end of the game or he allows a goal.

One thing to keep in mind.  When rolling on player charts, you always want the number to be as low as you want.  Therefore, all negative adjustments to rolls are considered bonuses, and all additions to rolls are considered penalties.  An adjustment can never have a roll go below 1 or above 1,000.  If you roll a natural 50, and you have to apply a –100 bonus, the ending result is still 1.

Reading the ‘Attempt to Create’ charts

Penetration – The player sees a hole in the defense and drives towards the net.  Take two dice and roll on the penetration chart.  The result will be either a pass to a forward for a shot or a shot by the penetrating skater.  You would then roll on the Take a Shot chart of the skater who gets the shot off.  Every result from this chart also has a bonus number.  Apply this number to your Take a Shot roll.  If the penetration roll results in the same player receiving the puck, then that same player get to take to shot.  Note – If a defenseman penetrates and the result is Save – Give to Any (On skater’s card or goalie’s card), the result is an Odd Man Rush for the opposing team.

Take a Shot – The player feels he can get a decent shot on net.  Take all three dice and roll on the Take a Shot chart on that player’s card.

Great Pass – Player sees teammate making a move to the net before the defense can see, and he hits him with a perfect pass.  Take two dice and roll on the Great Pass chart.  You may make a pass to yourself.  The bonus that comes with a great pass is applied to that skater’s ‘Attempt to Create’ charts.  This bonus is cumulative.  In other words, if you continue to make great passes to yourself, the bonuses are added together.

Successful Pass – Player successfully completes a pass to another teammate.  Take two dice and make a roll on the successful pass chart.  As with a Great Pass, if the result comes up ‘Any Player’ you may pass the puck to any player, including yourself.

Offsides – Player attempts to bring puck into the offensive zone, but a teammate has entered before the puck.  Play is stopped and a face-off roll is made.

Lost Control of Puck – The player, in an attempt to try and make something happen, player loses the puck altogether.  Roll two dice on the Loose Puck chart depending on the number of players on the ice (5 on 5, 5 on 4, 4 on 4, 5 on 3).  That player now has control of the puck.

Turnover – The player, in an attempt to avoid a check, gives the puck away to the opposing team.  Take two dice and make a roll on the Turnover chart depending on the original puckholder (Forward of Defensemen).  If the goalie receives the puck, he made pass the puck off to any teammate.

Defensive (C, LW, RW, LD, RD) – Puckhandler is engaged by a member of the opposing team.  Take three dice and roll on the corresponding defender’s defense chart (Left side when even strength or on the power play.  Right side when shorthanded).

Horrible Pass – In an attempt to create, the puckhandler makes an awful pass across the middle that is intercepted by the opposing team, and turned into an Odd Man Rush.  Take two dice and roll on the Odd Man Rush chart depending on the situation (Even Strength, Power Play, or Shorthanded).  The bonus will be applied to the Take a Shot roll of whoever ends up taking the shot.  If shorthanded, you may choose to instead ice the puck, in lieu of an Odd Man Rush.

Wild Play – Something unforeseen has just happened on the ice.  Take three dice and roll on the Wild Play chart.

Reading the ‘Take a Shot’ charts

Goal – The puck crosses the goal line and lights the lamp.  Shooter is credited with a goal.  Assists are given to the last two teammates to have touched the puck within the current possession before the goal was scored.  If only one teammate had control of the puck before the goal was scored, than only one assist in awarded.  If no teammates had control of the puck before the goal was scored, no assists are awarded.   

Hit the Post – Player takes a shoot at the net and, ‘PING’, the puck clanks of the iron.  Take two dice and roll on the Hit the Post chart to determine who retains possession of the puck.  If Fat Rebound is rolled, roll two dice and check the Fat Rebound chart.  If Goal off Goalie’s back is rolled, the puck hits off the crossbar, off the goalies back, and across the goal line for a goal.

Save – Fat Rebound – Goalie makes pad save on a long shot, but the puck falls harmlessly into the crease.  Take two dice and roll on the Fat Rebound chart.  Any bonus given from this chart is applied to the ‘Take a Shot’ roll of the player in question.  If defensive RD/LD is rolled, the defending player gains control of the puck.  If Goalie covers Puck is rolled, goalie falls on puck for a stoppage of play.  Teams have a face-off to determine who gains control of the puck.

Save – Rebound – Same rules apply here as they do to the Save – Fat Rebound chart except that the bonuses are not as large.

Save – Faceoff – Goalie makes a glove save and decides to hold on to the puck.  There is a stoppage of play, and teams have face-off rolls to determine who gains control of the puck.

Save – Give to Any – Goalie makes a glove save and dumps the puck off to a teammate.  Possession of puck is given to any of the goalie’s teammates that are on the ice at that time.  If this is the result from a defenseman penetrating, then the pass from the goalie to teammate starts an Odd Man Rush.

Blocked – Loose Puck – Shot from the point is blocked in front and deflects off into the corner.  Roll two dice and check the Loose Puck chart depending on the number of players on the ice (5 on 5, 5 on 4, 4 on 4, 5 on 3).  That player now has control of the puck.

Wide of Net – Loose Puck – Shot goes wide of the net and banks of the boarding. Roll two dice and check the Loose Puck from Shot chart.  That player now has control of the puck.

Deflected Out of Bounds – Shot hits a defender’s stick and flies up into the safety netting. There is a stoppage of play, and teams have face-off rolls to determine who gains control of the puck.

Wild Play – Something unforeseen has just happened on the ice.  Take three dice and roll on the Wild Play chart.

Goaltender’s Card – Shot is true and on goal towards the goalie.  Take three dice on roll on the Goalie’s shot on goal chart.  


Reading the ‘Defense’ charts

Force Turnover - The defending player strips the puck away to the opposing player.  The defending player now has control of the puck.

Ice the Puck – Used in shorthanded situations only.  Defending player fires the puck all the way down the length of the ice.  An extra ten seconds will pass while power play team chases down the puck.  Since this is in fact considered a change in possession, two ticks will actually have passed.  The offensive team may choose who brings the puck back up the ice.

Clutch and Grab – Used in shorthanded situations only.  Defending player mucks in the corner with puckhandler.  Puckhandler retains control of the puck, however ten seconds passes off the clock.

Force Loose Puck – Defending player makes a solid body check and separates the puckhandler from the puck. Roll two dice on the Loose Puck chart depending on the number of players on the ice (5 on 5, 5 on 4, 4 on 4, 5 on 3).  That player now has control of the puck.
Draw Opponent into Penalty – Through sheer annoying behavior, the defending player is able to get the puckhandler to commit a minor penalty.  There is a stoppage of play.  The puckhandler gets a minor penalty and must go to the penalty box. 

Coincidental Minors – Defending player salvages getting a penalty called on himself by goading the puckhandler into committing a penalty as well.  There is a stoppage of play.  Both players are given minor penalties and are to sit in the penalty box.  Teams will skate 4 on 4 until penalties are over.

Minor Penalty – Defending player, in an attempt to nullify puckhandler, goes to far and commits a minor penalty.  There is a stoppage of play.  The defending player is given a minor penalty and must sit in the penalty box.

Major Penalty (Fight?) – Defending player, sensing his ego has been challenged, looks to pick a fight with someone on the ice.  Defending player may choose to fight with any opposing skater on the ice (keeping in mind the chances of injury or getting a fight instigator tacked on).  If a fight ensues, take two dice and roll on the fight chart to determine the outcome.  Both players receive majors.  If no fight ensues, then the defending player gets the major)

Game Misconduct – Defending player loses all self control and take a run at the puckhandler.  There is a stoppage of play.  Defending player is assessed with a game misconduct penalty.  The puckhandler makes an injury check to see if he stays in the game.

Allow Successful Pass – Defending player allows puckhandler to successfully completes a pass to another teammate.  Take two dice and make a roll on the successful pass chart.  As with a Great Pass, if the result comes up ‘Any Player’ you may pass the puck to any player, including yourself.

Allow Great Pass – Defending player allows puckhandler to see a teammate making a move to the net before the defense can see, and he hits him with a perfect pass.  Take two dice and roll on the Great Pass chart.  You may make a pass to yourself.  The bonus that comes with a great pass is applied to that skater’s ‘Attempt to Create’ charts.  This bonus is cumulative.  In other words, if you continue to make great passes to yourself, the bonuses are added together.

Allow Shot – Defending player allows the puckhandler to get a decent shot on net.  Take all three dice and roll on the Take a Shot chart on that player’s card.
Allow Penetration – Defending player allows the puckhandler to see a hole in the defense and drives towards the net.  Take two dice and roll on the penetration chart.  The result will be either a pass to a forward for a shot or a shot by the penetrating skater.  You would then roll on the Take a Shot chart of the skater who gets the shot off.  Every result from this chart also has a bonus number.  Apply this number to your Take a Shot roll.  If the penetration roll results in the same player receiving the puck, then that same player get to take to shot.  Note – If a defenseman penetrates and the result is Save – Give to Any (On skater’s card or goalie’s card), the result is an Odd Man Rush for the opposing team.

Reading the ‘Shot on Goal’ charts

Save – Odd Man Rush – Goalie makes glove save and quickly passes off to teammate who already has a head of steam.  Take two dice and roll on the Odd Man Rush chart.  If the result is a goal, credit the goalie with an assist as well.

Save – Give to Any – Goalie makes a glove save and dumps the puck off to a teammate.  Possession of puck is given to any of the goalie’s teammates that are on the ice at that time.  If this is the result from a defenseman penetrating, then the pass from the goalie to teammate starts an Odd Man Rush.
Save – Faceoff – Goalie makes a glove save and decides to hold on to the puck.  There is a stoppage of play, and teams have face-off rolls to determine who gains control of the puck.

Save – Rebound – Same rules apply here as they do to the Save – Fat Rebound chart except that the bonuses are not as large.

Save – Fat Rebound – Goalie makes pad save on a long shot, but the puck falls harmlessly into the crease.  Take two dice and roll on the Fat Rebound chart.  Any bonus given from this chart is applied to the ‘Take a Shot’ roll of the player in question.  If defensive RD/LD is rolled, the defending player gains control of the puck.  If Goalie covers Puck is rolled, goalie falls on puck for a stoppage of play.  Teams have a face-off to determine who gains control of the puck.

Minor Penalty – Goaltender, in an attempt to nullify puckhandler, slashes the puckhandler and commits a minor penalty.  There is a stoppage of play.  The goalie is given a minor penalty and his team must sit someone in the penalty box.

Major Penalty – Goaltender, not thinking clearly, violently slashes at the back of an opposing player. There is a stoppage of play.  The goalie is given a major penalty and his team must sit someone in the penalty box.

Game Misconduct – Goaltender, whose lost grip on reality, swing his goalie stick like a baseball bat at an opposing player. There is a stoppage of play.  Goalie is assessed with a game misconduct penalty.  The shooter makes an injury check to see if he stays in the game.

Puck Mishandled – Goaltender bobbles what should have been an easy save.  Take two dice and roll on the Mishandled Puck chart.  Any bonuses that result from this chart can be applied to the puckhandler’s ‘Take a Shot’ roll.  

Goal – Goalie makes a valiant effort, but the puck finds the back of the net.

Getting Started

To play, would will need three ten sided dice.  Try to make them of different color to distinguish the digits.  I use red, white, and blue dice (Red for hundreds, White for tens, and Blue for ones).  You should also have a scoresheet to keep track of lines, clock, and statistics.  You may also need a calculator for determine adjustments to rolls.

Each team should have 20 dressed players (Twelve forwards, six Defensemen, two goalies, and two extra players).  You should have four forward lines, three defensive pairings, two power play lines, and two shorthanded lines.  A forward may only be in both a power play and shorthanded lines if he has a fatigue rating of B or better.  For Defensemen, they can play in both lines if they have a fatigue rating of C or better.  

Once both teams have their lines and starting goaltenders selected, determine who is home and who is away.  You are now ready to drop the puck.

Here’s what’s needed to determine face-offs.  Each team selects one player from their line on the ice to take the face-off.  Each team rolls one die.  Take the roll and apply it to the player’s face-off rating.  The higher number wins the face-off and the player in that face-off now has control of the puck.  Home team will always win in the case of a tie.  If a natural 0 (or 10) is rolled, the ref has kicked that player out of the face-off circle.  Select someone else from that line to take the face-off.

Playing the Game

When a player has control of the puck, he has three choices (four when shorthanded).  He can take a shot, make a basic pass, or attempt to create (or ice the puck when shorthanded).

Anyone, at anytime with the puck can try and shoot the puck on net.  If you choose to simply have the player shoot the puck, take three dice and roll them and check the result to the Take a Shot Chart.  Since the shooter has not tried to make any move on the defense (since he simply just shot the puck), the roll is assessed a +25 penalty.  Add 25 to the result rolled on the dice.

Anyone, at anytime with the puck can try and complete a basic pass.  If you choose this option, take three dice and roll on the ‘Attempt to Create’ chart.  Since the puckhandler is foregoing trying to create a scoring chance, the roll is given a –100 bonus.  Subtract 100 to the result rolled on the dice.  However if the outcome is Penetration, Take a Shot, Great Pass, Allow Penetration, Allow Shot, or Allow Great Pass the result is simply Successful Pass.  Refer to the rules regarding Successful Passes.

Keeping track of Time

Time in Pursue the Cup is kept in ten second increments.  For argument sake, I will refer to these ten second increments as ‘ticks’.  After each and every face-off, one tick is removed from the clock.  Every ‘Attempt to Create’ removes one tick from the clock.  Every change of possession also removes one tick from the clock.  Simple math will show that 120 ticks will make up one period, 12 ticks will make up a 2:00 minor penalty, and 30 ticks will make up a 5:00 major penalty (and an regular season overtime period).

When the 120th tick is passed, play will continue (theoretically the final ten seconds of the period) until anything that would require another tick off the clock.  THEN the period is over.

Line Shifts – Updated on 4/30/04

Before the game even starts, you and your opponent should have four forward lines and three defensive pairings already setup.  You should also have two full power play lines and two full shorthanded lines.  Before the start of the game, the coaches should announce their lines, starting with the visiting team.  Then the home team can re-arrange lines to best match up against the road team.  Also before starting, coaches should choose between having ice time in blocks or line shift on the fly.  If you choose to play in blocks, lines will have all their time on the ice in one big shift.  If you choose to line shift on the fly, line shifts can occur during the course of the game.  Regardless of what is chosen, there are some guidelines to follow.

For forward lines, line 1 can be on the ice for no longer than 42 ticks (seven minutes) a period.  The max for Line 2 is 36 ticks (six minutes).  The max for Line 3 is 30 ticks (five minutes).  Line 4 must be on the ice for a MINIMUM of 12 ticks (two minutes).  No one defensive line can be on the ice for more than 48 ticks (eight minutes) a period.  Once a line has reached is max time for a period, a change must be made.  If a line goes over the max time or if the fourth line does not get 12 ticks of ice time, a bench minor will be called for the next period.

When playing on the power play or shorthanded, each line will play a minute at a time (6 ticks).  If there are several power play situations in a period, don’t forget to have your fourth line get the ice time that they need!

For a five minute overtime period, you may start any forward and defense line.  After 2:30 (15 ticks), change both forward and defense lines.  Those second set of lines will play out the rest of overtime.  When on the power play or shorthanded, each special teams line will play one minute (12 ticks) at a time, regardless of how long the penalty is (2:00, 4:00, or 5:00).

Here is an example of how line changing works.  Assume Tony Amonte is on Line #1 and Donald Brashear is on Line #2.  Amonte has the puck and attempts to create.  This is Line 1’s 42nd tick on the game clock.  Amonte’s coach decides to put Line 2 on the ice.  Roll on Amonte’s ‘Attempt to Create’ chart comes up 296 (Successful Pass).  Rolling on the successful pass chart results in 62 (left wing).  Amonte makes a successful pass to Brashear.  Once the puck left Amonte’s stick, assume the entire first line is out and the second line in.  This is the same for ALL line shifts.
Power Plays 

Assume that all penalties result in stoppage of play (No pulling the goalie for a delayed call).  Once a penalty has been called, that player must go to the penalty box.  When having only four men on the ice due to penalties (or overtime for that matter), assume the center position is vacant.  When confined to having only three men on the ice, assume the two winger slots are vacant.  When a puckholder attempts to create and the result is a defensive check on a vacant slot, the puckholder gets an automatic penetration and gets to roll on the penetration chart.  When a puck ends up going to a vacant slot, the puck becomes loose.  Roll on the loose puck chart to determine who comes up with it.

When playing on the power play, remember to apply to bonuses found on the top of the player’s card when creating or shooting.  Those bonuses are also used if you are automatically shooting or just trying a basic pass.  The same applies when shorthanded.  Remember to use the right side of the defense chart when making defense checks.

Pulling the Goalie


When down by one goal late in the game, you make decide to pull your goalie in lieu of another skater.  Here are the rules for pulling the goalie.  You may only pull your goalie when your team has control of the puck.  Once the goalie has been pulled, you may bring another skater onto the ice.  You must declare a position for that player (even if someone is already playing at that position).  When the puck ends up that a position with two players, the coach can decide which of those two players to get the puck.


When the extra skater comes out on the ice, you have to re-evaluate the situation.  If the ratio is now 6 on 5, treat that like a 5 on 4 power play.  If the ratio is 6 on 4, treat that like a 5 on 3 power play.  If the ratio of 6 on 3, add both the power play and two man advantage to come up with the player’s three man advantage bonus.


If anyone on the shorthanded team attempts to create and rolls Goal, Save-Fat Rebound, Save-Rebound, Save-Faceoff, Save-Give to Any, or Goaltender’s card the result is automatically a goal.

Penalty Shot

When a penalty shot is awarded, follow these rules.  First roll three dice.  That number is going to be the bonus applied to the ‘Take A Shot’ roll.  In essence, if your first roll is greater the second roll, the result is automatically a goal.  If not, check the adjusted roll to the ‘Take a Shot’ chart.  If the result is anything else but a goal (either on the shooter’s card or the goalie’s card), the penalty shot failed.  

Regardless of the outcome, teams meet at center ice for a face-off.

Injuries – Updated 4/30/04

When playing in a season format, skaters are limited to play in the number of NHL games they appeared in for that year.  Goalies are limited to the number of minutes they spent in between the pipes.  If you decide to play with injuries, here are the rules to follow.


Injuries can only happen via a fight or a wild play.  When a player is injured, roll two dice.  Check your roll against the injury chart.  You may be required to roll one more die.  If that is the case, take that extra die roll and multiply by the necessary multiplier.  Regardless of whatever injury comes up on the injury chart, a player may not be out for more than their maximum injury rating.  Any player can be injured for the remainder of the period or remainder of the game.


If Coach’s Decision is rolled, the coach must make a decision.  He can either remove the player for the rest of the game, or keep him in.  If the player is kept in the game, make another roll on the injury chart for him at the end of the game.  If the result is games missed (roll of 34 or higher) the actual number of games missed is doubled (you still cannot go over a player’s maximum injury rating, though).


If a player needs to play double shifts due to injury, that player will play will his fatigue rating downgraded by one.  Obviously, a player with a fatigue rating of ‘F’ cannot play double shifts.


In-Game Strategies – Updated 4/30/04


Before a skater can attempt to create, any coach may declare a change in strategy.  The opposing coaches may counter with a strategy change of their own.  All strategies will grant a bonus to one of a player’s three charts while giving a penalty to one or two of the other two charts.

     Strategy

Effects Whom?
     Bonus


     Penalties
Defense Stays at Home
Defensemen
-100 on Defense


+50 on Attempting to Create

Defensive Minded 

All Players
-100 on Defense


+50 on Attempting to Create

Keep Away

All Players
-100 on Basic Passing

+25 on Taking a Shot

Left Wing Trap

Forwards

-100 on Defense


+25 on Taking a Shot

Offensive Minded

All Players
-50 on Attempting to Create

+100 on Defense

Put the Puck on Net
All Players
-25 on Taking a Shot

+50 on Attempting to Create










AND +100 on Defense

Single Out Opponent*
All Players
-100 on Defense of Chosen One
+100 on Defense 

* -  Coach can choose one player on opposing team.  Your players get a bonus when defending that player       and a penalty when defending any other player.


In Conclusion


This game is still very much a work in progress.  I hope I have created a table top hockey game that you’ll find easy to learn, easy to play, and very enjoyable.  I am always open to suggestions on how to improve gameplay.  Please let me know what you think.  Thanks for taking the time to try my game!

