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Date:

Game Sense and Puck
Support Practice: Role Two
| Time:

Practice Plan

| Venue:

Lines:

Notes:

Play a tournament and keep track of wins and

Loses. Play various games that require on ice

Awareness and close puck support. Include

Good technique rules.

Vi 0 B500 Individual Practice

B500

10 min. Individual choice practice.
Players work on the skill of their choice,
such as puck handle, shoot, keepaway,
small game, pass, etc.

Coach skate around and give individual
help and keep activities on task and safe/

/ B6 1-0, 2-0, 3-0
/ 1. Skate to the top of the circle and pass.
. Continue and get a pass from the othe

- ang/second player skftes into middle
lane. Pass to the player in the middte.
6. On the 3-0 the third player goes the

B6 Small Horseshoe 1-0, 2-0

7 min. Warm up the goalies and work on
timing.
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/ pATHp Pase . Tournament of 8 minute Games — Greens
[ vs Whites. At the end of each game give 2

";:t’yV;;’:cT;2;2':’uh:?:2‘;§:::,':é‘;;"?fe::".‘:." ”—\AO points for a win and 1 for atie.

m”j:mk"‘nk?.f&mgﬂpm:n, ﬁo\i’% KD/G Game 1: D4 Game of 2 pass.

4 Moke s with sl Toratg, snoting 4 Game 2: 2 pass - only forehand allowed.

A Game 3: 2 pass — must use and escape
O move when you get the puck.
\ Game 4: 2 pass and only 2” with the puck.
b 2
Lot e . D100 - Full Ice Game of 2” Only

2. Play 45" shifts and pass back to yourgoalle when the coach whistles for a change.

3. Pla ers can only have the puck for 2" and must make a play, gain a zone or shoot.
ossession from first touching the puck for over 2" leave the puck for the other team.

*Don't blow the whistl

y
// 1. Play a full ice game of 3-3, 4-3, 4-4, 5-4, 5.5, 6-5 with the extra players on the bench.

if they have started shooting. Start time when the goalie gets puck
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- One minute shifts and pass back to
the goalie on the whistle.

- Beginning goalie at one end so the
scoring team get the puck out of the
net on a goal and attack the other
way. Opponents must touch the red
line before defending.




BELI T sachud e D1 Game of 6 on 6 no Whistles 2” Rule

E1l Shootout — Change on the go and 6

SHOOTOUT RACE TO 10 GOALS
1. Players on each bench

2. pucks in the middle
3. Players Iegve each bench one at a time. p uc kS "
4. Score agdrﬂet anogher sh%t unt'il you miss.
< . Miss and go to benc
% 6. Onside before next player enters the zone. H H
e Players get a maximum of 3 shots and if

4 7.Itis arace to see which team scores 10 goals first.
. .

=>4 7 they don’t score they put the puck back
on the blue line.

After scoring they must change on the go
and the new player can’t leave until
teammate is withing a stick length of the

bench.
000Qm | E1 Two Shot Shootout
1. Teams III‘\E::J‘;: on each side ShOOt at eaCh end

2. One player from each el\_ get a puck and breakaway - 2 g oal S 0 |aps .
= -1 goal 1 lap.
i S NI e - 0 goals 2 laps
N Saems S
3.Go er way and shoot at other end.
. Firstteam to sc@e/ﬂ) goals wins.
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Explanation/Notes:

Explanation/Notes:







