Hi Enio,
Here are my 4 drills:

Py =kill drill is the Puck Control one that has three drills in the diagram. Any of these are gocd for 5 min
skills work maybe while the goalies are getting some specialized attention.

Team skill is Revolver. This is great for younger teams to teach them the concept of waiting until the
passer is ready before | send them the puck. Our university players like it because it is quick with give
and pos and gets their hands going.

The 3 zone 5 on & is great to test your team's in zone communication as all attadkers must be identified
when the play goes live. [t also works our breakouts extra hard as the D on the blueline can be super
aggressive as there is no chance for a breakaway against them. | will usually put my top line
forechecking against my weakest as if they can get out against them they will be successful in games.

Last one is a battle game if youwr team is struggling to get into the tough areas of the ice. | have it drawn
as a crcle im the drill but | also put in pylons to mark off a bigger space. Coaches an use whichever.
Hawing ice paint works better as you can define where you want your players to be. | also like the fact
that defenders have to find a winger up top to pass to as in a lot of these drills they are just asked to
clear the puck which creates bad habits.

As for the other pic one I'll give you all three:

Teamn Builder: Great one for short term events [provincial teams, National teams, tourney teams) where
the kids may not know each very well yet. Each player's name is written on masking tape or hockey
tape. One by one they walk up to the coach and tum arownd and a rrrdom players name is put on their
back. They then hawe to stand against the wall 50 no one can see the name. Repeat until every player
has a name on their badk.

When you say go, all players must walk around and ask other players guestions to help find out who's
name is on their back. The trick is the question is can only be answered with a yes or no. Once a player
thinks they know who they have on their back they go to a coach and tell them. I they are right they
are done.

As a talking point after this you ask them, how hard was it with only yes or no guestions to figure out
who was on your back ?

A great time to emphasize dear commmunication when on the ice.

A book would be the one | give to my grads on their grad game:

"Wooden: a lifetime of observations on and off the court™

The guote | would give is from Mahatma Gandhi and we sued it when | first tock over my university
[Program as we were not strong.

“First they ignore you, then they laugh at you, then they fight you, then you win.”

Hope these are ok.

Thanks again for the invite. Peter



/ikhandling Skills
X
D
e

Description

Team Canada Drill

X1 starts mto circle and receives pass fro X2 and she touches it to X3 and continmes forward to fill in behind x3.
X2 skates out after passing to X1 and receives pass from X3 to touch to x4 and fills in behind her.

Dnll contines. After 2 nun change directions so players leam touch off forehand and backhand

Chaos m a circle.

172 of the team on a circle, half at a ime they go in and stickhandle around each other in small space.
On whastle, other half goes in.

Progress to trying fo pokecheck the puck off the other players’ shcks unfil only one 15 left.

Head On
Stickhandle around the line of the circle but half going in one direction and half in the other. Progress to
pokechecking same as chaos. (likely use three circles for this dnll).

Key Points: Puck control and possession, Touch passing



2 on 2 Battle
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Description

Players split evenly In both ends.
2 Def and 2 Fwds line up on fingatie Line {3l players will defend and attack)

Coach dumps a puck In 2 fwds and DeT battle Tor possesskon. Fwds can't score Trom outside the box. They have to efther pass into the bax, or shoot
104 3 reDoUnd and the player in ihe box can scone. PIFyers 4o not have 1o De In the Dox except to soore.

Dafensa nead 0 gain POSSESEIN and Maks 3 pass to Melr parner who than mUst pass 1o a player wha is Set up In 3 breakout postion above e
ringette line. After goal or successful clearing players swiich.

30 sec max ima

Key Polinta: Dmen -, Stick on Puck, Body Position, Front of net presence., , Fwd -, Mowe to Open Spaces, Shoot for rebound, puck conitrol with
body.



Revolver

- _

(o=

Descrnption

X1 leaves with a puck anound cincie and works give and go wilh X2. X1 confinues arund ihe circle o give and go with X3 while X2 grabs a puck and
Tollpws. X1 goes for snot while X2 works give and go with X3 and conbinuss arund circe i give and go with X4, X3 grabs 3 puck and THIows.
Essentially every player works fwo give and gos and goes for a shot. Each player at the start of the line recelives two give and gos betore they enter

the circle wilh 3 puck.
WIth skillied players you waould start both skies at the same me 50 X1 and X2 would both i2ave with a puck.

Kay Pointa: Touch Passing, Eyes up, domt watch your pass, Timing



Jzone-5o0n 5

Description

Three 5 piayer uniis sefup as shown (defendng groups In dice setup to start).

ME group will Sarmy puck In and oncs puck camer crosses the goal ine the defenters activate and sabup D Zone coverage irying o regain the puok
and break It out

Breakout must De clean.

IT it goes inbo the NZ o no one it will be thrown back in.

Team that breaks out will then Qo carmy Into far end on the atack.

Goalke freeze or goal will result In 2 faceodT.

Max time In zone ks 1 minuie then defenders will camy o farend.

This will b= one of your toughest drils.
Key Points: Eatiie fo regain ie puck, Puck must be broken oui clean



