












































In the event that tempers get the best of two players, the
game’s progress is stopped, and the players square off. The
Anger Meter grows as the players’ intensity grows. The meter
is located under the player’s Control Color (see the diagram
under On the Ice, pg. 21, to see the exact location). Here’s how
to handle yourself on the ice:

When a player drops the gloves to fight it out, he costs his team
dearly. In Simulation Mode with penalties ON, a player guilty of
fighting is sent to the penalty box, and a teammate must take
his place.

In Arcade Mode, the player that fights is replaced by the
player that occupies the same position in the next line. No
player goes to the penalty box.

Here are your fight controls:
Hard Punch - A Button

Quick Jab - B Button
Grab + Punch - A + B Button
Uppercut - A + Bottom C Button

Note: The only major penalty imposed is Fighting, which calls
for a penalty time of five minutes in a twenty-minute period.
Both players in a fight are assessed this penalty, therefore it is
always a coincident penalty (see Delayed and Coincident
Penalties, pg. 34).

For more information about man advantage situations
occurring in Simulation Mode, see The Power Play, pg. 30.

When a player is called for
a penalty, he goes to the penalty |
box, and the opposing team has a |
man advantage on the ice.

The opposing team maintains -
the advantage until they score a
goal or the penalty time runs out. If
the team with the advantage

scores a goal, the penalized e
player may leave the penalty 5 on 4 Man Advantage
box, and return to the ice. ]
Note: Players in the penalty box for
misconduct penalties may not return to the ice following a scored
goal against their team. Players are shown in the penalty box
only when there is a power play or there are two separate non-
coincident penalties.

SUDDEN DEATH

If regulation time expires during a game and the score is tied,
teams will play an overtime period of sudden death. The time of
the period is determined by the regulation time for the previous
periods. The first team to score in overtime wins the game. If the
teams are still tied following an exhibition or season overtime,
the game will result in a tie. If you're playing a playoff series,
more overtime periods will follow any scoreless overtime
periods until a winner is determined.










Penalty Information

At each stoppage of play, a window will appear listing all
penalties. If a signalled minor penalty has been cancelled due
to a scored goal, it will be displayed in grey.

When Time Out is called (see Timeout Options, pg. 27), the
Time Out Menu will appear. Data for each team will appear with
(up to five) penalties currently being served. For each penalty,
the name of the penalized player and the time remaining to be
served are shown.

Penalties that are counting down are displayed in red. Delayed
penalties are shown in grey. Expired penalties are displayed in
blue for players prohibited from entering play between
stoppages and instances immediately after a goal, prior to the
face-off (see Delayed and Coincident Penalties, pg. 33)

At the end of each period and the end of a game, a stat screen
appears. It displays a running total of each team’s Goals, Shots
and Penalties.

Press the A or B Button to cycle the period and game stats.
Player pictures and stats will appear under the blue, yellow, red
or green controller columns. It displays your goals, assists, points
and shots on goal. The stats below the picture display totals for
the game. Press START to return to the game.

CAREER STATISTICS

With a Controller Pak, you can accumulate career statistics for
all the games you play (see CTLR (Controller) Pak, pg. 11). After
a game, press the A or B Button to cycle through all post game
stats. Your career statistics will appear. You'll also see a
breakdown of your record against teams in all divisions.







