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Mission

Personnel

Breakout

»

[ ]

[ ]
Neutral Zone

*®

L ]

®
In zone

Power Play

Create as many good scoring chances as possible
(ain momentum in game (execution)
Take advantage of aggressive play or bad penalties by opponent

Selection of players

2 units vs. 1 unit

creating systems according to personnel
using forwards on the point

NHL
Double Swing
Center pick up behind net

Gaining zone (Carry in)
Shooting puck in (Angles)
Hard Wrap

2-1-2
Overload
Umbrelia
Son3

Game Management

Practicing
L ]

Which unit?

How much time?
Replacements?

Dealing with frustration?
Importance of draws

Drills

Additional Thoughts

L]

All players should practice PP Breakouts (warm up drill)
Need to out work PK

Reward Role Player

Good execution key to success
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ACTIVITY/DRILL NOTES
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Mission

Philosophy
L ]

Personnel
]

Penalty Kill

Take away the quality scoring opportunities

Gain momentum in game with a big kill

Create scoring chances shorthanded

Give goaltender a chance to make save (no back door plays)

Does your team want to be aggressive or passive
How does your personnel stack up to oppositions
Aggressive
o Keep opponents pressured and having to execute
o Take away time and space (don’t let them set up)
o Any loose puck is our puck
o Canuse turnovers
Passive
o Is opponent in complete control
o Opposition better skilled
o Discipline is needed for execution

Selection of players
2 units of penalty killers 3?
Good skaters with use of angling

Offensive Zone fore-check:

s & & & o

Neutral Zone

[-1-2

Quick line changes

Communication

1% on the fore-check cannot be beat by puck carrier
Both Forwards cannot be beat by first pass
Defensemen must be aware of stretch pass

Use of the Diamond

o Force puck carrier to dump puck
Control all three Lanes
Communication, work as one
Close gaps when possible

O C O

In Zone Concepts

[ ]

Get in shooting lanes (blocking shots)
Good stick position (stick police)
Be aware of passing lanes






Protect front of net (give up low percentage chances)

Offensive / Clearing the zone

Son3,40n3

On forehand whenever pbssible

Use of boards, off of glass or weak side outlets
Five feet from blue line puck must go out (down ice)
High player be quick to defender on clear

Passive except for loose pucks
Take away prime shooting lanes
Take away cross ice pass

Let goalie see the puck

Keep triangle tight

Try to minimize back door plays

Individual skills

Ability to skate

Body position

Stick on ice in passing lane
Head on swivel

Stop and starts no looping
Communicate/talk

Game Management

Face-offs importance of winning draw

Which unit?
How much time?
Replacements ?

Additional Thoughts

*

s & & »

All players need to PK systems
Need to play smart outwork
Reward role players

Have pride in killing off penalty
Short shifts
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AGE

[

Penalty Killing reminders
F1 Can Disrupt PP up ice

F2 may pressure only if F1 has
them boxed in, or anticipates pass
Sticks on ice Containment crest
Pressure on fumble or back to play

Clearing the Puck

e Unless you have room to skate
the puck in our zone —clear the
puck the length of ice

e 30 secs on ice look to get fresh
unit out

¢ |n Neutral zone

s If you have open ice challenge
pp to score forwards on PP
aren’t ready to defend. If you
turn a puck over use straight
away speed try to get them to
hook draw penalty

e Rag puck if opportunity
presents itself spread out

¢ Hold puck lay it in zone make
change.

Forcheck Penalty Kill

F1 Angles puck carrier to outside
may pursue next pass or pressure
back on puck

F2 creates triangle with D1 and D2
these 3 players must create good gap

With puck carrier on the outside we can challenge
their entry into our zone

If F1 can’t pursue puck he recovers
back through the middle of the rink

F2 then can angle puck carrier from
mid ice trying to force Dump or Pass

Remember F1, D1, D2 now try to keep
tight gap challenging the entry if you

can

‘Pressuring the entry”

If we can stall the entry at our blueline it may kill
20 sec. off the clock. Normally the PP will try
another attempt.

“Three ways to Challenge the Entry”

1. Blueline stand
2. Force the half wall
3. Pressure the Dump in (wrap)

Next page
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PENABLTY KL/l

T

BLuUE LINE STAND

T

F1 Angles puck outside

1
1 e S y

D1 Stands up to prevent
entry

F2 Hold inside position(mid ice)
protecting D1 fold in look for loose

pucks

D2 moves over just past mid ice ready to jump
(recover) loose pucks

F1 holds low slot (safety)

Half Wall stand (Force

gro— oy Lot L Ll SR T =-_,...__,,§3
| X

F1 angles puck outside (may
continue puck pressure with angle
and skating

D1 couldn’t stand up so he pressures
the half wall

F2 reads of D1 holds slot (safety)

F1 seals off high area take away point
jumps on loose pucks

D2 moves to recover loose pucks low
o pressures pass to corner

Pressure Dump Force them to Dum

D2 goes hard to puck trys to get
control or bumps it behind net

F2 locks area above the puck stays

on the defensive side of their 2
forward

D1 stays on the dump, then comes
across in position to help D2
pressure low pass or give outlet

F1 stays in slot (safety)

F1 forces point (P1) hard from inside
out/try to stop D to D pass /take lane

D1 jumps hard on (02

D2 slides to post ready to move on (01)
F2 stays normal until pass goes to half
wall or low to (01) he then drops to net
replaces D2

F1,D1, D2, man to man F2 plays zone
Defense

(03) moves over load F2 applies stick
pressure

D2 must be aware of (P2)






