
Split one zone down the middle with cones. On one half, set up

two nets. On the other side, split it into half again using cones.

Start the drill with Coach 1 dumping a puck into each zone

on that side of the ice. Both F1's race to the far puck and engage

in 1 vs 1 keep away. Both F2's race to the puck in the closest

zone and play 1 v 1 keep away.

After 15 seconds, whistle blows. Coach 2 dumps a puck in

the zone with two nets.  & 2 engage in a 2 vs 2 against 

 & in that zone. At the same time, Coach 1 starts F3's

and F4's in the next round of 1 vs 1's.

Key Points

Emphasize puck possession and compete level

Manage work-to-rest ratio depending on age group

HCF 12U Week 21- PP/PK

Theme- Putting it all together odd man situations.

Air Force 2 vs 2 8 mins
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Pick a variation below. Players must tag with hands, adapt to available
space

Barrier tag- One player is it, the other is trying to catch the

player who is it around the barrier and tag. Continuous, on tag

roles switch. Progression- Change skating technique, ex.

backwards skating, always facing the same direction. Give both

players a ring/puck to work on puck control

Box tag- set up dividers as shown. Have 1 or 2 players it in the

middle of the box. Everyone else is trying to get both feet in the

box and outside without being tagged. Progression- must enter

and exit over different dividers.

10 second tag- 3-5 kids start in a con�ned area with a line of 3

starting in a line. Coach releases the �rst player from the line to

be "it." After 10 seconds another player is released and becomes

the new person "it" (the other now avoids getting tagged). If a

player gets tagged they leave the area and get in the back of the

line. 

Pass and Chase tag- Player skates with the puck and passes

to  who has to skate around the tires and attempts to evade 

who is chasing them after making the pass. Player  is trying

to get around to the line to make a pass to  who evades 

while skating with the puck trying to make the pass around to

the next player in line ( ). Everyone goes around the being the

chaser and the passer. Progression- increase distance of race

(full lap)

Snake tag- Players get into groups of 4-5. Players line up with

hands on hips, the �rst person in line   is the tagger. On the

whistle they are trying to tag the last person in line  . All other

players,  and  try to move as one, keeping hands on each

others hips to block tagger from reaching the back of the line.

Multiple groups if possible.

Hospital Tag- Coach sets up a "hospital" area with cones and

pick an ambulance ( ) and 2 taggers ( ). There are 3

progressive steps when players get tagged (remain skating); 1:

must place hand on opposite arm, 2: keeping hand on arm, must

place other hand on leg 3: sit down on ice. When player is on ice

the ambulance comes out, tagged player gets up and holds on to

other players stick so the ambulance can bring the injured

player to the hospital. Once they arrive at the hospital the player

is cured and can rejoin the game. 

Progressions
Can start with no sticks for less experienced players

Change up skating technique, ex. backwards skating, always

facing the same direction, both skates stay on the ice, etc.

Give both players a ring of a puck for work on puck control

while skating fast, include multiple taggers on certain drills, etc.

Key Points

Have fun, kids working on skating skills without knowing it!

Tag variations- 2 8 mins
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On the whistle, player with the puck has to pass to another forward
then move to the unoccupied cone. Every time the forwards make a
pass they must move to an open cone, after �ve consecutive passes
forwards can take a shot on goal. The defender must be aggressive and
try to intercept a pass, if they pick one up they can shoot on goal. If
forwards get the drill dialed in, add a second defender.
Run Ragged Small Area Game | Ice Hockey Systems Inc.
<https://www.icehockeysystems.com/hockey-drills/run-ragged-
small-area-game?position=51&list=65If-V5CVdEi-FO3jPEjoFj-
zARht0Xqka_boQUqnmE>

Key Points

Defender must execute stops and starts (no turns near the

cones!), always heading back to the middle �rst before attacking

next player.

Offensive players make tape to tape passes, move to receive the

puck on the forehand for quick puck movement

The "Pocket": A slang term used to denote an area on the ice most
times referring to the slot or the house. Getting open for a pass in the
“sweet” spot in the slot – between the hash marks. 
Version B

1 (facing boards) have to work the boards to �nd a passing

lane to   2

1 is playing  1 on the defensive side.

2 is getting in the OPEN pocket for a quick shot.

2 (Optional) to play  2 with the stick in passing lane and to

be in support if  1 makes it to the net.

This is a quick play with possible rebound. Get set up quickly so 

 can throw a puck back down boards for next chance. 5-8

reps before switching.

Version C

Make it a 3 vs 3.

Key Points

"Pocket" man moves around to �nd the area, far enough from

oposition high winger and too far for the netfront defence to go

to.

Corner forward looking over shoulder for "Pocket" man for a

quick, hard pass on the tape.

Run Ragged 3v1 8 mins

Find the Pocket Man 8 mins
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https://www.icehockeysystems.com/hockey-drills/run-ragged-small-area-game?position=51&list=65If-V5CVdEi-FO3jPEjoFj-zARht0Xqka_boQUqnmE


Play in outnumbered formats, 2v1, 2v2, 3v2 change the format every
shift so players have to recognize situations and work to exploit
possible man advantage. Players should use puck protections skills,
creativity and deception to create offensive opportunties. 

Key Points

Read and react- if man advantage outnumber and win puck

possession, create passing options and �nd open ice.

Can play in various zone sizes. Two defensive players start in front of
the net and play four consecutive 3v2s.  1 starts with �rst puck and
passes to any of the four lines to add a player, who then adds a third
player from any line to create 3v2. Play it out, one shot and one
rebound. If defensive players get puck make a tape to tape pass to
coach. Repeat with  2 starting with the puck, then 3 then 4. 
Progression: Players can pass puck to own line to add a player.
https://www.youtube.com/watch?v=UkFWisY-Rps

Key Points

Defensive reads and communication

Attacking the net to create offense, crash the net for a rebound

3v2 game played inside the zone. Game starts with coach dumping in a
puck, 3 players from each team enter the zone, but one player from
each must go and stand still on the dot (thus making it a 2v2). Teams
activate their other player by completing a pass with them, making it a
3v2 situation. If/when possession changes and the short handed team
makes a pass to their teammate, the original extra player must return to
their dot and the team that was shorthanded now has a 3v2 advantage.
Progression: Teams must perform certain movement to add a player
(give and go, scissor move, drop pass, etc.)
3 on 2 Dot Jumper | Small Area Hockey Game
(icehockeysystems.com)
<https://www.icehockeysystems.com/hockey-drills/3-2-dot-
jumper>

Key Points

Compete and battle for loose pucks.

Outnumbered Competition 8 mins

Star�sh 3v2 8 mins
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3v2 Dot Jumper 10 mins

https://www.icehockeysystems.com/hockey-drills/3-2-dot-jumper

