HOW TO RUN THE CLOCK
This document provides an overview of how to run the clock during a hockey game. The clock is one of the best seats in the house but also one of the coldest, so dress accordingly. There’s an online clock simulation that you might also find helpful, even though the keys aren’t exactly the same. There is also a series of two youtube videos that are helpful, though keep in mind they cover things that you would not typically do, like adding shots on goals, and there are some slight differences in adding penalties. I would suggest reading through this document and then playing with clock simulation and watching the videos to get an added feel for running the clock. 

Clock simulation: http://www.perintonyouthhockey.org/Page.asp?id=256&org=PERINTONYOUTHHOCKEY.ORG.

Youtube videos: 
http://www.youtube.com/watch?v=-LgFFR3CUPQ
http://www.youtube.com/watch?v=4UGSAg5jva4&feature=related
Getting Started

The clocks at most rinks are similar. There is a HOME side and a GUEST side, each with a comparable set of buttons for score and penalties. There is another set of buttons are specific for time and periods.
You want to make sure that the clock is set up to begin a game. Most rinks have instructions next to the clock but I would expect that the clock is turned on and ready to go – even if you first have to clear everything. You should arrive 15 minutes early just to check things out and allow yourself time to ask.
Setting the time

Press SET MAIN CLOCK, input the number of minutes, then press ENTER. (Note that the number of minutes will include seconds and maybe tenths of seconds: 12 minutes will be “1200” or “12000” and should be obvious on display and scoreboard. If you get it wrong on the first try, just repeat.)

· Set clock to 5 minutes for warm up prior to start of game.

· Set clock to 12 minutes (Squirts and Pee Wees) or 15 minutes (Bantams) for each period.

· Set clock to 1 minute in between periods.

· The buzzer will sound automatically after time runs out.
Running the time

Press the START button to run the time; press STOP to stop the time.

· Start warm up time as soon as all of the skaters are on the ice and run until buzzer.

· During the game, press START as soon as the puck touches the ice after the ref drops it and press STOP every time the ref blows the whistle. The ref will look for your “OK” at the start of each period.
· For Minneapolis Cup Tournament, running time (i.e., don’t stop clock when ref blows the whistle) will begin in the 3rd period when there is a five (5) – goal advantage. The clock will revert to stop time if the 5-goal advantage is not maintained.

· Need to check rules for district games.

Penalties

For a 2-minute penalty, press the PLAYER PENALTY key for the appropriate team (HOME or GUEST), press ENTER, then input the player’s number on the keypad, press ENTER and then press ENTER again. The ref will come and report the number of the player and the penalty so you should wait to hear from the ref before entering penalty.
· Once the ref gives you a number and a team for a 2-minute penalty press: PLAYER PENALTY, ENTER, number (i.e., “24”), ENTER, ENTER.
For penalty times other than 2 minutes, press PLAYER PENALTY, ENTER, then input player’s number and press ENTER again, input the number of penalty minutes on the keypad and then press ENTER.
· E.g., If the ref gives you a number and a team for a 5-minute penalty press: PLAYER PENALTY, ENTER, number (i.e., “24”), ENTER, “500” or “5000”, ENTER. 
To clear a penalty (i.e., when the other team scores on a power play), press PLAYER PENALTY for the appropriate team then use the UP ARROW (or DOWN ARROW) and look at the scoreclock display reading to find the penalty you need to delete. (If there is just one penalty on the board, pressing the UP ARROW once will show you that penalty. If there’s more than one penalty running for one team, pressing the UP ARROW twice will bring up the "oldest" penalty.) Make sure you delete the penalty with the least amount of time remaining. 
After you’ve found the penalty you’d like to delete press CLEAR and then ENTER.

Posting the Score

To add a goal, press the SCORE +1 key for the appropriate team. The ref will report to the clock/book each score and how it was scored.
To change the score, press SCORE•, input the correct number on the keypad, then press ENTER.

Changing Periods
The PERIOD keys work the same way as the SCORE keys.

