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#iMEVCO MPC-6 / MPCW-6 Electronic Team Names (ETN)

Scorehoard Operator's Instructions MPC Control

Electronic Team Names
Model Code UVW
(456) " ¢
#=Caps Lock on H=Home Team Name
8 =Caps Lock off Nevco Scoreboard Company 800-851-4040 USA / 800-461-8550 Canada G=Guests Team Name
www.nevco.com

These Instructions are for the Following Models

LED models:

All Models With Electronic Team Names

PTF7 With Electronic Captions

SD7-5 With Electronic Captions

SD7-9 With Electronic Captions

Incandescent models:

Tahle of Contents
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Start Up Procedure

When you turn the control on, the traveling display prompts you to "START
WHERE TURNED OFF LAST?", "GO TO A BOOKMARK?", or "ENTER YOUR
MODEL CODE". Answer YES, NO, or enter the 3 character model code on the
overlay.

NOTE

NOTE: Make sure the proper overlay for the scoreboard and sport or special function is
in place on the control.

Start Where Turned Off Last?

If a power failure happens during a game, press YES to resume from the point
the power failed. The control can detect when power is failing and save the
current data. (If the time was running when the power failed it will continue
running as soon as power is restored).
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NOTE

NOTE: Intended for recovery from a power failure only. To start a new game, enter the
model code or go to a bookmark.

Go To A Bookmark?

A bookmark makes a quick efficient way to start a new game or practice drill.
If a bookmark has been saved for this activity, answer YES to the bookmark
question. The control will prompt for the "BOOKMARK #". Press the number of
the bookmark you want to use (1 to 5). The control will load the configuration

and data it had in it at the time the bookmark was saved.

Enter Your Model Code

To start a new game or procedure, be sure the proper overlay is installed on
top of the control. Enter the 3 character model code located near the top
center of the overlay.

NOTE

NOTE: Disconnect any hand held switches before entering the model code.

NOTE.: If your control does not have wireless capability:

The display on the control will show [ GUESTS ® G ] The "G" in "GUESTS" will
be blinking to indicate where the curser is. The up arrow indicates that the
caps lock is on; typing will yield upper case letters or the top character on
keys with two characters. The "G" at the right indicates the team, Guest.

The Electronic Team Names will turn on.

NOTE: If your control does have wireless capability:
The control will ask "DO YOU WANT TO OPERATE WIRELESS?"

If you answer NO:
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The display on the control will show [ GUESTS  G] The "G" in "GUESTS" will
be blinking to indicate where the curser is. The up arrow indicates that the
caps lock is on; typing will yield upper case letters or the top character on

keys with two characters. The "G" at the right indicates the team, Guest.
The Electronic Team Names will turn on.
If you answer YES:

The display on the control will prompt [ SELECT A GROUP ] then display the
first group that is set up in the control. To see the next group name, press NO.
When the desired group name is being displayed press YES.

The display on the control will show [ GUESTS ® G ] The "G" in "GUESTS" will
be blinking to indicate where the curser is. The up arrow indicates that the
caps lock is on; typing will yield upper case letters or the top character on
keys with two characters. The "G" at the right indicates the team, Guest.

The Electronic Team Names will turn on.

NOTE

NOTE: If the control displays the message "THERE ARE NO GROUPS DEFINED IN THIS
SYSTEM KEY. TO CREATE A NEW GROUP USE MODEL CODE 618 WITH THE SYSTEM
KEY MANAGEMENT OVERLAY", then, turn the control off and follow the instructions
that came with the System Key Management Overlay with model code 618 to set up
the groups as needed.

Entering Team Names

Figure 3 Typical control display views

With the Electronic Team Names on and the display on the control showing [
GUESTS 1 G ], you are ready to enter the Guest Team Name or press ENTER to
use the default "GUESTS".
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If you want to use a special Team Name, you can begin typing the name now.
As soon as you press any key except ENTER, the word "GUESTS" is cleared and
if the key is a displayable character it will be displayed in the first position on
the control display.

With the Caps Lock indicator displaying an up arrow all alphabet keys will
produce the upper case of the letter and all keys with 2 characters will
produce the top character.

Press the shift key to change the Caps Lock indicator to a down arrow to
access all lower case letters and the bottom character on keys that have two
characters on them. Example [ GUESTS Vv G 1.

Each time a letter or punctuation key is pressed, the character is written to the
display and the curser moves one position to the right until the twelfth and
final position is reached.

For numbers, use the key with "0-9" on it. Each press of this key will advance
through the numbers without advancing the curser. Once the desired number
is displayed use the right arrow key to advance the curser.

Use the left arrow key to move the curser to the left for editing. It will clear the
display as you move to the left.

Once the desired Team Name has been entered press ENTER to send it to the
scoreboard.

The control will show [ NAME ACCEPTED ] briefly before moving to the HOME

Team Name.

You are now ready to type the HOME Team Name, or press ENTER to accept
the name as it appears on the control display.

Each time you press ENTER, the team name currently displayed on the control
is accepted, and the opposing team name is displayed for editing.

When you are finished, turn the control off. The Team Names will blank after a
few seconds. The names are stored in the scoreboard and will be displayed
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again when the scoreboard is turned on.

You are now ready to remove the Electronic Team Name overlay from the
control and install the proper overlay for the scoreboard model and sport.

Follow the instructions that came with the overlay.

NOTE

NOTE: The number of characters that can be displayed depends on the size of the
Team Name panel. The size of the font depends on the number of characters in the
longest team name. If a long name is used for either team, then both team names will
be scaled to the same size font to accommodate the long name. If a name is too long,
it may be cut off. Use of certain wide characters such as 'W', 'M', 'N', and 'G' may cause
further restrictions.

NOTE

NOTE: Some multi-lingual characters may not be displayed correctly on the control,
however, they will be displayed correctly on the scoreboard.

NOTE

NOTE: See the Keyboard Functions section for more details.

Keyboard Functions

KEY FUNCTION

Shift Press the Shift key to toggle the Caps Lock. An indicator on the control display indicates the Caps Lock status. An
up arrow N indicates upper case letters or the top character for keys with two characters on them; a down arrow
indicates lower case or the bottom character.

«— Use the « key to move back one character at a time (for making corrections). It clears each character as it moves
the curser to the left.

— Use the — key to move the curser to the right one position at a time. It advances the curser to the next position after
using the number key. It can be used to create a space between characters.

0-9 Use consecutive presses of the number key to advance to the number desired, then use the right arrow key to move
the curser to the next position.
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KEY FUNCTION

Enter Press the Enter key to move the name displayed on the control to the scoreboard and to move on to the opposing
team.

A Verify the Caps Lock status, then press any letter key for the upper case (1) or lower (V) case of the letter.

H Shift the Caps Lock indicator to the up arrow for the top character on keys with two characters. Shift the Caps Lock
indicator to the down arrow for the bottom character.

H/ Use the Yes key to respond to questions at start up.

Yes

P/ Use the No key to respond to questions at start up.

No

Troubleshooting Chart

PROBLEM

| cannot get the Team Name to
come on or to change.

| cannot get the Team Name to
come on or to change.

| cannot get the Team Name to
come on or to change.

| cannot change the Team Names
with a second control while
operating the scoreboard(s) with
the main control.

| see a strange pattern displayed
after | enter the Model Code.

When | use a long Team Name the
characters are not full height.

Part of the last character of the
team name is missing.

The "Shift" and "Y" keys do not
work

Horn is sounding while
programming the ETN's

135-0106

CAUSE

No power to scoreboard.

Data from control not reaching
scoreboard.

Wrong group name. (wireless operation)

Only one control can link to the
scoreboard at a time.

This is a test pattern.

The Team Name panel will use a smaller
font to accommodate a long team name. If
a name is too long, it may be cut off.

Certain wide characters, such as, 'W','M',
'N', and 'G' take up more space than
normal and can sometimes push all or part
of the last character(s) off the end.

The hand held time control switch is
plugged into the control.

The module(s) in the offending (older)
scoreboard(s) were not designed to be
used during ETN programming. —
Wireless operation

SOLUTION

Check all fuses and breakers.

Check all cables and connections.

Verify groups. (wireless operation)

The scoreboard and its control must be
off before starting the Team Name
control.

This is normal and may last for up to 20
seconds.

Use a shorter name or an abbreviation.
Try the mascot or town name as an
alternative.

Use a shorter name or an abbreviation.
Try the mascot or town name as an
alternative.

Turn the control off and unplug any hand
held switches. Turn the control on and try
again.

Create a group that has only the ETN
scoreboard(s) in it. Use this group when
programming the ETN's.
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PROBLEM

Horn is sounding while
programming the ETN's

Horn is sounding while
programming the ETN's

Horn is sounding while
programming the ETN's

Horn is sounding while
programming the ETN's

When | enter the model code, |
get the message "MODEL CODE
IS INVALID".

CAUSE

The module(s) in the offending (older)
scoreboard(s) were not designed to be
used during ETN programming. —
Wireless operation

The module(s) in the offending (older)
scoreboard(s) were not designed to be
used during ETN programming. — Wired
operation

The module(s) in the offending (older)
scoreboard(s) were not designed to be
used during ETN programming. — Wired
operation

The module(s) in the offending (older)
scoreboard(s) were not designed to be
used during ETN programming. — Wired
operation

Control does not recognize this model
code. Requires MPC-6 Rev. R3.1 or later or
MPCW-6 Rev. R3.1 or later. Use model
code 301 to check revision number.

SOLUTION

Update the modules in the older
scoreboard(s).

During ETN programming connect to the
ETN scoreboard(s) only. This can be done
by choosing the appropriate CSS input or
dedicated scoreboard jack.

During ETN programming supply power
to the ETN scoreboard(s) only.

Update the modules in the older
scoreboard(s).

Make sure you are using the correct
control. Contact NEVCO for a new control

or a revision update.

If the problem persists please contact the Nevco Service Department.

800-851-4040

Frequently Asked Questions

Q. Are my team names saved with a bookmark?

A. No, you can recall bookmarks without affecting the team names.

Q. Do | have to enter the home team name even if it does not change?

A. No, you can enter the Guest team name and press ENTER to accept it, and

then when the control asks for the Home team name, press ENTER again to

leave it unchanged.

Q. Can | control the brightness level of the Team Name displays?

135-0106
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A. The brightness level of the Team Name Displays automatically adjust to
match the scoreboard.

Q. Can | change the Team Names while operating the scoreboard with another
control?

A. No, only one control can be connected or linked to a scoreboard at one time.

Q. Can | center a short team name?
A. Yes, you can use spaces to force the name to the right.

Q. Can | use the same control for the scoreboard that | use to change the team
names?

A. Yes, in order to change the Team Names the control must be an MPC-6 Rev
R3.1 or later or an MPCW-6 Rev. R3.1 or later.

Glossary

BEEPER: Confirms each key press and alerts operator when a special event
such as time expired or an Entry Error has occurred.

DISPLAY: A 16 character display on the control prompts the operator for input

and can monitor the scoreboard data.

ENTRY ERROR: A visual and audible warning that an invalid action was
attempted. Its normal duration is 2 seconds however you may interrupt it and
continue immediately.

MODEL CODE: A 3 character code located on the OVERLAY that when entered
into the control, sets up the control for a particular scoreboard model and
sport or special function.

OVERLAY: A flat plastic panel that fits over and around the keys on the
control. Tabs at the top and bottom hold it in place. Each overlay provides the
proper labeling for each key and a three character Model Code. A brief set of
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operating instructions is printed on the back of each overlay; you may make
copies if you desire. When you want to change to a different sport, install the
correct overlay and enter the new Model Code.

WIRELESS GROUP: One or more scoreboards that operate together wirelessly
with a single control.

My Team Name List

TEAM TEAM NAME

NOTE

NOTE: The size of the Team Name panel determines the number of characters allowed.
The number of characters used determines the font size.
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