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NemmI Zone BC

Dl plays 01 and forces him to the outside while closing
the gap until he can neutralize him using basic
pressure/contain principles.
D2 covers the front of the net and controls opponents
stick (02) if he's in the Red Zone (RZ)
Xl-Is the first forward back into the defensive zone (DZ)
and comes down low to help the Ds. He covers 03
from a defensive side position (DSP) where he would also
be able to pressure 01 should he beat Dl.
X2-Is the second forward back and he covers 05 from

the high slot position. X2 is also responsible to drop down
low to the net if help is required.
X3-Is the last forward in and he covers X4 from a low

inside position so he can help in the RZ if required.
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Defensive Zone Coverage

Defensive players guiding principle is not only to maintain
D side positioning (DSP) on the men they are
covering but to do so from an area where they are
positioned to help protect the dangerous scoring area
(RZ) should there be a breakdown in coverage
elsewhere. Guiding principles are;
1) Stay between your man and the net
2) Face the puck/play with head on a swivel.
3) Defend a non-puck carrier from a distance if they are

not in the RZ.
4) Control attackers stick when he's in the RZ.
5) Sticks on the ice cutting off passes into the RZ.
6) Straight line skating, no turning.
7) Communicate with teammates.
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Pressure/Contain Guidelines 1

Once proper D side positioninng is established in the
defensive zone players must at some point try to recover
the puck from the attacking team. Defensive player on
the puck initiates the other players actions by deciding
whether to contain, hold his position and limit the puck
carrier's space to advance, or apply pressure and move
in to recover the puck.

Contain Situation

I) Puck carrier has good puck control
2) Puck carrier has good visual contact of oncoming
defender (if defender can see the puck carrier's front
crest then most likely the puck carrier can see him
coming)
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Pressure/Contain Guidelines 2

Pressure Situation: Players should pressure the puck
carrier when;
I) Puck carrier is trying to retreive the puck and/or does
not have good puck control.
2) Puck carrier does not have good visual contact of the
defender and does not see him coming (if the defender
sees the puck carrier's numbers then most likely puck
carrier won't be able to see the defender coming)
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Net Breakdown

I) If 01 beats DI to the outside Xl picks him up and D I
retreats and looks for 02. If 01 beats D I and skates

behind the net XI picks him up if he can stay within
a 1/2 stick length and maintain proper DSP. If not then
scenario 2 occurs.

2) D2 starts to move towards and hugs the far post just
as 01 passes by to prevent 01 from cutting inside or
having a clean pass to 03. Xl and DI move to the front
of the net with DI picking up 02. X2 and X3 colapse to
protect the RZ. XI and X2 communicate and the first
player to 03 picks him up. If D2 is successful in
pushing 01 to the comer then X2 slides to cover 05 and
XI covers 03.
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Net Cany
I) If 01 skates behind the net and D I can stay within a
1/2 stick length to 0 I he continues with him and
maintains proper DSP until 01 is forced into the comer.
Dl holds his DSP while looking for an opportunity to
pressure 01 and recover the puck. Remaining defenders
move accordingly and keep DSP on their men.

2) If 01 moves towards the comer and DI can stay within
1/2 a stick length to 0 I he continues with him and holds
his DSP while following proper PIC guidelines looking for
the first opportunity to recover the puck.
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Net Passes

Short Passes: On a short pass from 01 to 02, DI is still
the closest defender to the puck so he moves to cover
02. XI continues to support DI while maintaining DSP on
his new check 01.

Long Passes: On any long pass from 01 the players
adjust accordingly. If the pass is elsewhere they maintain
asp on their man. If the pass is to their man they
move in and apply proper PIC priciples while trying to
recover the puck.
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Comer Breakdown

Inside Lane Breakdown:

If Dl gets beat on the inside then Xl comes across to
block 01 from going to the net X2 and X3 colapse to
protect RZ, Dl recovers and tries to pick up 02 off the
boards. If D 1 is unable to take 02 then X3 picks him up.

Outside Lane Breakdown:

If Dl gets beat on the outside, which is the prefered
option, then Xl just steps up to meet 01 as he comes out
of the comer. X2 and X3 colapse a little to protect RZ.
Dl should recover to pick up 02. If not then X3 gives
priority to the RZ and covers 02 as he comes off the
boards. Dl then looks for 04 as he heads back to the
net

Comer Cany
I)Dl plays this exactly as a net carry. If 01 skates
behind the net and Dl can stay within a 1/2 stick length
of 01 he continues with him and maintains proper DSP
until 01 is forced into the comer. Dl holds his DSP while

looking for an opportunity to pressure Oland recover the
puck. Remaining defenders move accordingly and keep
DSP on their men.

2) On a carry up the wall Dl and Xl have to watch
for a possible drop pass between Oland 02. Maintaining
a 1/2 stick distance on 01, Dl stays with him while
keeping proper DSP. Xl reads that Dl is staying with 01
and looks to stay with 02 while positioning himself to

s?pp?~.?1 s~oul~ 01. b;eak free and come across.

Comer Pass

1) Short Pass: 01 makes a pass to 02, who is relatively
close, so Dl remains the primary defender on the puck
carrier after making a small adjustment in position. Xl
remains the main support man but shifts his focus to 01
since Dl has now moved to 02.

2) Long Pass: 01 makes a long pass to 02 so Xl
becomes the primary defender on the puck carrier since
he had to travel a shorter distance than Dl to engage
02. Dl moves back to the side of the net to support Xl
properly.
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Wall Breakdown

Low Breakdown: If XI gets beat low then D I steps up to
contain 01. XI recovers and moves toward the net and

looks for 02. X3 and X2 both colapse to protect the RZ.

High Breakdown: If Fl gets beat high then F3 moves
down and blocks 01 path to the RZ. FI recovers and
picks up 04 should he come down into the RZ.

Wall Cany
Low Carry: 0 I moves towards the comer with XI staying
with him while maintaining proper DSP. D I keeps his DSP
(from a distance) on 02 who moves behind 01 for a
possible drop pass. Dl positions himself to support XI
should there be a breakdown or a drop pass.

High Carry: 0 I moves up the boards trying to
slide between XI and X3. XI stays with 01 while keeping
DSP while X3 moves down to cut off any openning
towards the slot, allowing only outside ice to 01. If
04 moves down the boards for a drop pass X3 moves
with him to maintain proper DSP.

Wall Short Passes

Reacting to a short pass Xl and DllowlX3 high
read that it's quicker for XI to engage the new puck
carner so they communicate their switch and move
accordingly. Both DI and X3 position themselves to
support Xl should there be a brekdown.
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Wall Long Passes
Reacting to a long pass XI and DiiowIX3 high read
that the distance is too great for XI to engage quickly so
they maintain DSP on their original check and move in
with proper PIC principles. Xl backs off his check while
maintaining his DSP. XI also positions himself to support
any breakdown.
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