Instructions for Hockey Bones Roller for Excel
PT Games does not support or endorse this game aid. Use at your own risk

This Hockey Bones Roller has a few different features that can be used when playing the game. The basic functions of the roller will work fine if you do not want to utilize the additional features.

1. [bookmark: _GoBack]To “roll the dice”, click on the red die icon. That will change the different dice readings, as well as do a faceoff check, assist and retaliation check, change the time and give you an exact time reading. It will also subtract one from the shift counter, or reset it.
· For faceoffs, green goes to home team, orange to visitiors. PP, A, or AA will be listed as well.
· Shots that are potentially blocked will have the shot number highlighted in yellow.
· The assist check is not tied to the same reading. Meaning, the number of assists to hand out and who gets those assists are two different table reads, so you will not need to roll again.
2. To do a non-timed roll (power play passes for example), click the No Time Roll button.
3. To set up a new period, click the New Period button. This will remind you to do a bench minor check.
4. To add one to any cell (to change score for example), click on the cell you want to change and then the +1 button.

Additional features

Shift counter
The shift counter starts at 5, and will move down to 0, which will be highlighted, reminding you to change lines. The number is how many rolls are left for the lines on the ice. So finish the play when the counter hits 0, and then change lines.

Random line picker
The random line picker will give you forward and defensive lines to put out there for both teams. Before the game begins, I will total the number of shifts for each line, then divide by three for forwards, or two for defense, and round up. I then enter those numbers in the Lines available boxes.

For example, my first line forwards for the away team have 9, 9.5 and 9 shifts. I total that number (27.5), divide by 3 (9.167), and round up (10). I would enter 10 under the Away F1 box. I do that for all lines. 

Under Lines on the main scoreboard, that is the random line choice I use when changing lines. I will enter those line numbers under the AF, AD, HF, and HD cells below the Lines Available table, then click the -1 button to subtract 1 from the shifts available for those lines.

The random line picker will not pick the current line listed under the AF, AD, HF and HD cells, so the same line will not double up.

Power play line picker
Before the game I assign players to a first, second and third power play or penalty kill lines. The number next to the PP or PK is a random picker as to what lines are used. I use a 55% chance for line 1, 35% for line 2 and 10% for line 3. When a power play happens, click the PP button. That will set the AF, AD, HF and HD entries to PP. Once the Power play is over, the random line picker can choose from all available lines.


Random assist assignments
The Assist entry below the scoreboard will allow you to randomly assign assists based on the player’s assist ratings for the players on the ice. 

After a goal is scored, I check the Assists reading on the bottom left of the dice rolls. This will tell you how many assists to award. First, check for and goalie assists and award that if it happens. Then, enter the assist ratings for all the players on the ice. Put a 0 next to the position of the goal scorer. Click the No Time Roll button and the position of the first assist will be listed. Change that assist rating to 0 and click the No Time Roll button again, and the position for the 2nd assist will be listed. 

Finally, to save space when I play, I purchased a USB 10 key pad that allows me to enter numbers into the lines or assists areas without having to have my full keyboard on the table. That frees up a lot of space.





