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Progression Testing
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“‘Raise awareness of the importance of skill development and establish a
system to measure and celebrate skills.”

A series of 6 individual skill tests have been designed to measure the skill level of players. These
tests can be administered by team coaches requiring very little equipment, expense and set up
time.

It is ideal to test players 2 times per season, but if ice time is available it is recommended that
players be tested 3 times per season. Testing 2 or 3 times in a season will help to establish
performance levels and demonstrate the amount of improvement that takes place. It is very
important that the testing environment is set up in the same manner each time to ensure that the
comparisons of test results from each session are meaningful and accurate.

If testing were to take place 3 times throughout the season, the best times would be:
1. The beginning of the season: sets a baseline for each player and the team
2. Mid — season: demonstrates the amount of skill improvement of each player and the team

3. End of season: demonstrates improvement from the start of the season to the end of the
season



Conducting the Test

With the right number of assistants (6) on the ice, the 6 station test can be administered during one
ice session with all stations active simultaneously. A second option would be to incorporate the test
into a series of practices by setting up and executing one or two stations over several ice sessions.

Equipment required:
(30) Pucks
1) Tape Measure — 100 feet
1) Spray paint
3) Stop watches
10) Pylons
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(6) Clipboards / pens

Personnel required:
(1) Lead Tester — to coordinate all on ice activities
(6) Assistant Testers — to lead individual testing stations
(6) Recorders — optional (can assist with recording scores at each station)

Standards
» Over time a set of age division standards will accumulate in the database of test results. Players
and teams will be able to compare scores and judge strengths, weaknesses and areas in need of
improvement.
Education

* One of the most important aspects of the program is that once coaches have tested their players

and the results have been compiled, coaches will receive a series of drills designed to help

improve weaknesses of the team as a whole, or individual player weaknesses.



Setting Up the Stations

6 Station Skills Testing Set-Up
Time | Description
BOnn | 6 Station Skills Testing Sef Up

Option 1

<+ All 6 stations can be run in one practice. It takes approximately 10 minutes to set up, leaving
ahout 8 minutes per station to complets the tasting.

# During the set up period, players can warm up and be given an overview of how the session
will wiork.

<+ Depending how many players there are they can be divided inte groups as small as two (1
teamn on the ice) or as many as & (2 teams on the ice). Opfion 1 requires 6 coaches or testing
assistants, one for each test station.

Option 2
<+ 3 stations can be run one practice, and another 3 stations can be run the next.
<+ Opflion 2 requires at least 3 coaches or testing assistants.

Key Execution Points (KEP) |

<+ Use parents to act as recorders when entering the scores on the dafa sheet.
< Ensure the necessary equipment is on hand.

(30) Pucks

(1) Tape Measure — 100 ft
(1) Can of spray paint

(3) Stop watches

(10) Pylons

(6) Clipboards
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If players fall or perform the skill incorrectly, give them another chance to complete the skill.
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Time Dazcrption
Gwmm | Forehand / Backnand Passing

2 1 player siars with puck sianding on =dge of cicle, 3 recelvsEr (& =landing sralght acoss fom
e passsr near he boands.

% The passcr Makes 3 100al of 10 passes, S arehand and S baskhand.

£ Recefrers are 24 foed from passer, Al the point where the recelver B beated, placs two SRy
pairt dots on the lee 1 foat a par.

o The pacser skales around e pylon on the fsrehand side, makes a pass o he recziver, then
EK3tes around the pyions (0 pIck D anatner puck I maks another miving pass. & pass2c are
made on the forehand then changse direcion and make 5 passas on the backhand.

2 The recelver |5 not scored for pass nacenTion. & sUcC=Eshll pasEs 15 one that goss through e
< OO0 om e e

Key Exscution Polnta (KEP)

& Zooie |s recorded 35 UMD of EUECECEN pastes outaf S [S forehand & S backhand) by
pEssar only.

& Thefe Is no time Bmit.

% Can spilt INto two groups.
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Timé Descripion
N | Forward Weave Agiify Skats

4 Start at the blue Ine, SEat2 fonward towards e far pyion and maks 3 fight um amund Arst
pyion. Weave back through the pylons, maiing 3 tight turm around the 1ast pyion [coses! o
5art lina), and weave back hnugh Me pykns, making 3 Ight 1um anund e 135t ons.
SPrint back 10 the Diue Ine which |5 Doth e start and nish line.

& The frst pylon |5 10 feet from bive lIne. [Starting point)

+ Pylons are &2t 10 feet apart

Key Execution Points [KEP)

% Thisls 3 imed dril.
% D0 the 1est without a puck first, then repeat the 1est with a puck.

+ Measure distances for pylon placement and use spray paind to mark the spot. Place a pylon

ewar bap of each spray painted dots. This enswres thal If a pylen gets bnocked off down, |
Wil Ba 235y 1 replace 1 1o me exact spot
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Time Descripton
§WIN | ShODING ACCURGY

 Fiayers Ine up 24 fesl fnom e boards or nel. A standand Shoober tulnr can D& usad a5 Me
farget. Players take 10 forehand shots and 10 backnand shols at e tanget. 3 points are
dwardsed for hitting Me bap Two COMERS, 2 POiNtsS Tor NiTing te Mve hole and 1 point for Niting
the Dotiom w0 GoMmers. 30 poinis Is Me Maximum points 1 ke awanded. NOTE: A series of
¢ targets could also be placed on the boards, or 3 comparable target system to that of 3
shacter utor that has 3 shooding areas can alsg be wead,

4 A way of saving time |g i spit thils station Into forehand and backhand stationg and have
Wi peopéa recording simulianeously — 1 forehand, and 1 backhang,

S hooting Spaed Optien

% A specdpuck & required. Afer each shol, the speed on the pudd |6 noted with the highest
speed of the 10 shots Dedng recorded.

K&y Exacution Pointa [KEP)
% Hawe 10 pucks ready Tor each player o shioot.
4+ Hawe al pL]]fErE EIEI'.T"I:I'I:I;H'I on ferehand first, then on Backhand.

+ Measure the distances, and use spray palnt io mark the spot
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Tima Dascripton
3w | Fiqurs "8" Stekhandling

4 Two zpray painied dots, or pucks ars placed 4 f2et apant

& Eaef player is timed to ses how long | takes to do 5 igure &5 amund the dots with the
plack.

W FlEyar (B satanany, and only the puck doss he fgurs 35 around the 0ods.

+ ©ne compiete figune 3 15 going arounsd bodh dots 7 pucks and cTossing the midde startng
paint

4 Forplayers 8 years ald and undzr place the dofs 3 fest apart instead of 4.

Kay Exacution Points {KEP)

< ThiZ 53 timad aril.
= Usewatsr to freeze pucks In place soihey don't mowe I touched by the player.
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Timeé Descripton
&N | Transiion - Aglity Skate

J

+ Each player stane an In2 at the bottom of Crele. The player BE3%es forward 1o far rght ske
Pyion, piveds and Skates BACKWards 10 [ower fight 2532 pylon.

o The player men phvots and sKates fareand 10 far = sige pyion, pvols and SKalee Dadwarts
0 oeeer 2T Skl2 pion.

¢ The player Men pvots and skales foreand (o designaed Ine, stops, and then skates forward
ack 10 5Larting line.

+ Compleie the test without 3 puck. Then complete the test with 3 pusk,

Key Exacutlon Pointe (KEP)

& Players mus! transifon from forward to backward and forsand to bacward &t e pyians.

¢ Measure disiances, and use spray pamt io mank the spol Place a pylon over 1op of each
spray panted dot. This will ensure accura’s placement of the pylen withow! having to re-
misasure when pylons are kno<ked over.
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Station 6 — |\
With Pucks

Time Description
Swm | Forward f Sackward - Spasd Skabe

% Dlzyers ckale 3¢ Taet 38 ey can eraignt ahead, fire! forwards and ten backwands.
O The distance & 100 el

+ Measre 100 feet startng at me goal line. Use spray paint o diaw a ine 1o Indicate the
finish line,

o EI!IHFIE[E first withaut 3 pusk. Than 344 3 F-.llﬂ for the secand trial.

< Compiets forward skating withiout 3 puck then 33d 3 puck. Repeal the teet backwanis frs!
without 3 puck and then with 3 puck.

% Enesurage players o skatz though irish iine (dseowage players from siopping 3t the
finish [Ine].
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Deaeriphion
Ewmd | Rebound Control - iron Crose — Lateral Movernant

o

1 point for rapping or catching the puck | possession )
2 points for deflecting the puck to e comers with sleyvation.
d [poirTts for repsaund back in direction of the shot
4 poirts for @ refound b the weakside
5 points for a goal

{The lower the polnt tetal, the better the scors )

4+ The Iren $ress ks & timed dril wih twe separats tests. The ferward and backwand perilons
are the zame, with the difizrencs being the first ona uiiizes 3 shume o g0 sldeways and

ihe seoomd ane us2s 3 HIJH!-I'ﬂ"r' glde B oo Elﬂ!l‘lﬂj‘E iHazad on sfandardizad cinds widih
of 30 feet, If cicie & ot standard £ize, fan mank of 30 feat distance Doth verteally and

herzontaly)

< Rebourd Zartrol Is donz from 24 feat out meazured from the goal line, 10 shots tobal are
aken. Sininealr, S omfhe jc2. The follewing point eysiem s woed [0 recond soore.

The Lateral Movemsnt tes! s done Dy moving sideways 8 feet for 4 repatiions, whiks
KESping e outsioe pad (sii0e pad) on the is2 the entne tme (over and Dack |5 counted 36

1 repetitan).
Kay Exscution Points (KEP)

o C3En bedone anywherse on e lce a5 pan of regquiar team Esing or In & separate session.
< For Repound canirod dnll iy @ enswre e shots ane GonsIsEnT for each goalke.




***Source Canada Player Development™**



