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Section 1: INTRODUCTION

The Bauer “Big Assist: Initiative is a response to a collaborative effort by Bauer and Hockey Canada
to eliminate barriers to participation in the sport of ice hockey in Canada.

Through a series of on-ice experiences taken from the Hockey Canada Initiation Program, the
objectives of the on-ice experience for each participant are:

To have fun while playing hockey and engaging in physical activity.

To learn the fundamental skills required to play the game of hockey.

To create and refine basic motor patterns.

To be introduced to the concepts of cooperation and fair play.

To develop a solid foundation for minor hockey based on the three development pillars
of education; PLAYERS, PARENTS AND COACHES.

The goal of the Learn to Play experience is to provide a pre-cursor to the Initiation Program, where
new players are first introduced to the game of hockey in a non-structured, fun atmosphere.
Participants will experience a positive first experience through engaging in small area, cross-ice
hockey and fun game activities. The Learn to Play Program is a program of guided discovery in
Canada’s favorite winter past time.

A. PURPOSE
The purpose of the Learn To Play Program is to introduce the game of hockey to first time
participants in a positive, fun, progressive and non-competitive environment while focusing
on the development of players, parents and coaches.

B. FuNcTION
The Learn to Play Program can serve as the initial stage of the Initiation Program for first
time players in the pre-Novice age category (5 and 6 years) or it can serve as a late entry
opportunity to older players wishing to participate in an instructional program designed to
support the development of fundamental skills of hockey.
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C. OUTCOMES
The desired outcomes of the Learn to Play program are to:

1) Ensure participants have fun and experience learning basic hockey skills and positive
values through a low-structured environment.

2) Ensure the participants learn about the “hockey environment” by interacting and
learning about the ice arena, the dressing rooms, the Zamboni (ice re-surfer), and the
role of the instructors (coaches).

3) Recruit, train and mentor new instructors (coaches).

4) Educate parents on their child’s developmental opportunities through sport and hockey
and the role they play as sport-wise parents.

5) Evaluate all aspects of the program to determine future changes for improvement.

D. THE MODEL

The “Big Assist Initiative” is based on the Hockey Canada Learn to Play Program consisting of
3 participant pillars:

Learn to Play

Players
Parents
Instructors

The overall program model is focused on players participants (players) and parents who have
yet to enter the minor hockey system and provide them with an educational program and a
‘trial” experience by insuring that each pillar enjoys interactive participation and education on
the values the sport of hockey can bring to a family and to a community.

140901.version 3 -4 -
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Specific objectives for each participant pillar are...

* Aguided discovery opportunity of the minor hockey environment both on and
off ice.
* Introduction to a sound FUNdamental skill development program using Hockey
Canada’s Initiation Program Curriculum manuals.
Exposure to a ‘fun games’ philosophy that creates learning opportunities while
de-emphasizing competition and formal game play.
* Exposure to the “Hockey Environment” by interacting and learning about:

i. lIcerink

ii. Dressing Rooms

iii. Zamboni (ice re-surfer)

Players

* Exposure to informal and formal parent education seminars and information to
ensure an understanding of the role of the parent and the player development
model in grassroots hockey.

Provide leadership opportunities and training to volunteers as program
coaches, managers and safety personnel.

* To be an active participant rather than an idle observer.

Parents

N * Train parent and non-parent volunteers in the operation of the Hockey Canada
[l Learn to Play Program.
O * Provide a instructor mentoring opportunity to allow for personal growth in the
"6 instructing environment.
* Develop the instructor philosophy and leadership skills to assist MHA's to
E develop a solid base of coaches for future years in their Association.
=+ * To create ownership in the program so that coaches are active participants
8 rather than an idle observers.
140901.version 3 -5-
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Section 2: PLANNING

A. PARTICIPANTS

Players:

Parents:

Instructors:

Aged 6 and 7 years who fall within the following description:
i. First time hockey players with no previous ice hockey experience
ii. Low attention span and low confidence on skates

Aged 8 to 10 with some experience skating or in ice hockey
i. May be first time players or have some experience on skates
ii. Medium to high attention span and confidence on skates

First time parents or parents exposed to hockey.
i. Equipment orientation and fitting instructions
ii. Provide direction to Branch and Hockey Canada website resources
iii. Understanding of safety on-ice and off-ice
iv. Awareness of participant supervision at all times

MHA and Community volunteers over the age of 18 years willing to volunteer
and become a Learn to Play Instructor group. The commitment must be:

i. Attend ‘Learn to Play’ Training Sessions

ii. Attend Instructor meetings

iii. Attend ice sessions or off-ice activities

iv. Willing to learn from more experienced Instructors

v. Follow the ‘Learn to Play’ curriculum as outlined

B. PROGRAM COMMITMENT — Two YEAR PLAN

Year 1:

Year 1:

Six Week Trial (October, November, December)

6 on-ice sessions

Ice sessions will use three zones going cross ice (OZ, NZ and DZ)
Instructors must follow a “session framework”

B Plans may be required for more experienced skaters

1 instructor for every 5 players and special needs instructors for every ice
session

6 Week Transition (January, February, March)

6 on-ice sessions
One zone for Learn to Play hockey zone
Second and third zone used for higher level skills, B Plans may be required for

140901.version 3
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more experienced skaters
Program A Lesson Plans
Instructors follow the IP instructional materials (Level A)

Year 2: 6 Week Transition (October, November, December)

6 on-ice sessions

One zone for Learn to Play hockey zone
Introduce small area games and cross-ice hockey
Program Lesson A and B Plans

Instructors follow the IP instructional materials

Year 2: 6 Week Transition (January, February, March)

6 on-ice sessions

Continue with small area games and cross-ice hockey
Program Lesson A and B Plans

Instructors follow the IP instructional materials

C. Ice TiMmE REQUIREMENTS

The recommended ice time allocation for the Learn to Play Program is as follows:

On Ice Sessions: One day per week for six consecutive weeks, preferably between

4:00 and 6:00pm on a Monday to a Thursday for a time of 60
minutes.

This is only a recommendation — since a number of MHA’s may
have differing availabilities of ice

140901.version 3
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Section 3: EFFICIENT USE OF THE ICE

A. LEARN TO PLAY — INITIATION PROGRAM

In the minor hockey category, ice usage may depend on the size of the minor hockey
association and the number of kids’ registered to play hockey at the pre-novice level.

Players registering for the Learn to Play Program will fall into one of the three following
categories based on their previous experience with skating and/or hockey:

1. Learn to Play/Learn to Skate participant
2. Initiation Program Levels A
3. Initiation Program Levels B

Therefore the player development progression through this program will depend on their
ability and their development over the 6 week period:

Ip-8
PROGRESSION PROGRESSION

IP - A

Learn to Play

Learn to Skate

FOUNDATION

140901.version 3 -8-
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Ice usage, as previously stated, depends on the number of program registrations. As a result,
there are any one of three options that the minor hockey association could face in
considering ice usage for the Learn to Play Program:

a. Full Ice needs for Learn to Play (based on 30-50 players)
b. 2/3 of ice needs for Learn to Play (based on 20-30 players)
c. 1/3 of ice needs for Learn to Play (based on 10-20 players)
Note: Itis recommended that if the Learn to Play Program has 50 players registered, the
full ice should be used for the program

B. SAMPLE ICE USAGE WITH OPTIONS:

Option 1: Full Ice needs for Learn to Play (based on 30-50 participants equally distributed
among groups

Ty 2

O (B

1. Learnto Skate Group: (10-17 players)
2. Learnto Play Group:  (10-17 players)
3. Initiation A/B Group:  (10-17 players)

140901.version 3 -9-
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Option 2: 2/3 of ice needs for Learn to Play (based on 25-30 Learn to Play participants)

2

®
OT

1. Learnto Play Group 1: (10-15 players)

O

2. Learn to Play Group 2: (10-15 players)
3. Initiation A/B Group: (10-15 players)

Option 3: 1/3 of ice needs for Learn to Play (based on 10-20 Learn to Play participants)

2

L l o

I

|
1. LearntoPlay Group: (10-20 players)
2. Initiation A Group: (10-15 players)

3. Initiation B Group: (10-15 players)

140901.version 3 -10-
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Section 4: Instructional Curriculum

A. LEARN TO SKATE/LEARN TO PLAY SESSIONS

This zone is for beginner players who have enrolled in a hockey program for the first time.
These players are introduced to the arena environment (i.e., dressing rooms, ice surface,
instructors, equipment, pucks, etc.) basic skills such as getting up, standing, walking on the ice,
picking up their sticks, and mostly cross ice games and fun games that will get them accustomed
to their surroundings. This program follows a structured program guide. Players learn through
guided discovery facilitated by the on-ice Instructors.

The Lead Instructor’s objectives in running the ice session are to:

* Keep players active in activity with limited time standing in lines

* Focus activities around skating, stickhandling and shooting exercises but without instruction
- let the players discover the feeling and basic motor movement patterns

* Work in cross-ice pond hockey fun games with one, two or even three pucks at once (keep
the kids active as much as possible).

* Play fun games such as British Bull Dog, Pig in The Middle, Cops and Robbers, etc.

* Praise and encourage the players and leave the formal structured teaching and coaching to
the Initiation levels once they get there!

Note: See Appendix “A” for more detailed list of intended learning outcomes for the Learn to Play
Program

This zone (s) is for players who have some experience in hockey and show confidence on skates. The
Initiation Program involves structured teaching in a formal learning environment. Players will be
introduced to basic skills, such as skating, passing, shooting, and puck handling as well as a variety of
fun games aimed at improving the basic skills. Individual and some team tactics will also be
introduced but until the final levels of the IP.

The Initiation Program is an instructional curriculum created by Hockey Canada and is the first
manual in a series of instructional guides called the Hockey Canada Skills Manuals. For more specific
information on the Initiation Program go to the following link at the Hockey Canada website:

http://www.hockeycanada.ca/en-ca/HockeyPrograms/Players/Essentials/Downloads.aspx

Each on-ice session uses the following sample session framework:

140901.version 3 -11-
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TIME ACTIVITY ICE SPACE

0-5 free fime with pucks and assortment of Small areas
balls and objects

5-10 Warm up skate working with player 3 Zones
Agility, Balance and Coordination - ABC's
10-25 Group Instruction Session #1 3 Zones
- Instructional activities (skating skills)
25-35 Fun and Games Activity Small Area
35-50 Group Session #2 3 Zones

- Instructional activities (skating and
Puck control activities)

50-60 Cross-Ice Games 3 Zones

B. LEARN TO PLAY SESSIONS/INITIATION PROGRAM ICE SESSIONS

The following series of lesson plans can be used as outlined to serve as the foundation for
programming for the participants in the Learn to Play Program. It is important to appreciate that
there are some very basic skills required by young participants including balance, walking, gliding,
getting up after a fall,

140901.version 3 -12 -
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ICE SESSION #1

10F2 V/// INITIATION PROGRAM PRACTICE PLAN
PHASE: | LESSON: 1 DURATION: 60
Session Objectives: 1. Introduce: Satsty Rules, Basic Stance, Gatting Up & Balznce, Bask: Knowledge, T-Push, C-Cuts

|
ORGANIZE AND BASIC STANCE (1.1.01) @ |
Gather piayers at centre koe cicle. Biplain safety nules. Bxplaln signals. Explain and demonstrate key C
points to stance. Players g0 Into basic stance. Coaches should ciuate thoegh plaers to comect

stance now. PAZyers hop U & down on both skates, Players lean to &2, then to the right, Piayers len
1012t and stand on left skate, then right. PLayers mck forward onto toes and backwand onto heels D
(2ncouEage them to find the best batance point).

OXO,

(20 MIN'\ SKILL STATIONS #1 ,

1. T-PUSH (1.2.01]
mq‘pus’-nm.mnqaqnum Right skate bedind @
Jeft skate forming 3 “T". Push down and out wih right skate giding on lef skate. Piayers should

©

3
)

extend leg to push off . pushing fast wih the toe. Coaches shouid feview playess and ghe pessonal
zntion to remedy fiaws. Make sure the pushing leg is fully extended befors roovery. SKkate full
@stance of 200 peshing Wi 1 %00t at 3 time.

—
Repzat using other foot. @

2. FREE SKATE ‘

Players skate mund nautral zons gEtting comfortable on thelr skates. Coaches should skate among ol{,
players taling to 3s many as possibie - make tham feel comiortable, help as needed. — i |

3. GETITING UP AND BALANCE (1.1.02)

Coach demonsirates mmmup m,peus.ms:;smpqasmu
mmmpmmwm head, shouldess, hips €. Have playess le

umzmmmmuummm Pull to knegling posiion by using
elbows, then get up. Continue game.

(20 MIN'\ SKILL STATIONS #2

1

1. DON'T WAKE THE GIANT |

Placs Some pucks (/easure) on ke, One coach (gant) @xands the treasure bit kesps tling aslesp. o 8

Plagers tip-L02 by the glant tn steal his treasire wihout waking him up. Glant occasionaily wakss up N (o} 1
tﬁ,

o)’

10 SC3e them away.
2.C-CUTS (1.4.01) ¢ e
Review key polats and demonstrate. Piayers Ine up long boards 2nd Perfom C-Cuts Wi fght Soot ol®o l

) -.....*.

27053 the 102 while giding on left 0ot ENSU= proper recovery. Pestom 3-4 fepetitions with right
fo0t, then rpeat using Jet oot

3. FEICH ?
Players 262 “Gogs™ and play without sticks. Coach rolls ot a5 many teanis balls 3s thess are plagrs.

Plagers must chase ball, pick & up and retum t0 coach. Some playess may be abie to retrieve 2-3

timas while others retieve only once. Have players bark when they retum the ball

Pown\ a4

|
TOUR BUS @,—-—ooqo
Divide @oups 1 1 @oup per coach. Coach IS he bus dmver, players are he passengers. Playes o
Tlow the coach Who MOVES Siowly M0UNG the 313, changing dIECHons ITEguert, POt out
i
|

features of the rink as the tour (face-off dot, circie, net, crease, biueline, cantre IIng, goal ine).
|
0000 +—» |l

©

ReMst spots and have pLayers fams the features. D

T
-

HockeyCanada.ca HOCKEY CANADA 9@ SKILLS DEVELOPMENT PROGRAM 17
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INITIATION PROGRAM PRACTICE PLAN \\ \ ¥
PHASE: | LESSON: 1 DURATION: 60

Do not Sorget 1 Incomoezts the Wam-up Ssssion pricr to Inodcing your skl stations nd the fun game 3t the end of Your practice Som the prvioss page
Additonal ios stations: You may chooss efher Option 1: Skl Stasons #1 pius Skl Skations £2, Option 2- Skils Stations £2 repeated 3 times or Opion 3: SKII Stasons 23 caly

SKILL STATIONS #1 - 4 STATION SETUP

L.TPUSH (1.2.01)
2. FREE SKATE

3. GETITING UP AND BALANCE (1.1.02)

o)
P

4.CCUTS (1.401)

SKILL STATIONS #2 - 2 STATION SETUP

1. DON'T WAKE THE GIANT /

O
-

SKILL STATIONS #3 - 6 STATION SETUP

L.TPUSH (12.01) / m—
2. FREE SKATE

2. GETTING UP & BALANCE (1.1.02)

4 FETCH

5. DON'T WAKE THE GIANT

2. FEICH

6.C-CUTS (14.01)

140901.version 3 -14 -




sover  WERST S

MELPING XIDS FALL IN LOVE WITH HOCKEY

Ice Session #2

| 10r2 MY / / / INITIATION PROGRAM PRACTICE PLAN

PHASE: | LESSON: 2 DURATION: 60

mmimmmmzmmtm
Review: A8C', Basic Stance, Gatting Up, T-pesh, C-Cuts

FREE SKATE
Skate clockwise direction; between bluz lines touch Iness, sitting paskion, touch toes, speed up.

|
i -

Can o wih or wihout pusks. I
1 @

o |

20 MIN'\ SKILL STATIONS #1

1. GEITING UP/BASIC STANCE (1.1.02)

Review key polnfs 10 stance 2nd 10 getting Up off the oz, Piayers lie on thelr backs. On signal they
ull over oo Stomachs, get up onto thelr knzes and then stand up Into the basic skating postion.
Repzat 4-5 tmes. Have players Ine up on goal line. Take a few sides to gain momentum, fall to
their knees, and get up, then skate to the biue Ine. Repeat.

2. BALANCE AND AGILITY (1.1.03/1.1.04/1.1.02)
Play game of SIMon S3ys EEtting playess 10 baiance on one foot, Jump o ane foat, Jumg on two feet,
1all 10 kness 2nd gt back Into “stance”.

32.C-CUTS (1.4.01
Review ! u’-nn-wm Piayers Ine up along boands of line and perfor c-cuts with
gt foot 3coss the Ica while giding on lef foot. ERsure proper icovery. Perfom 3-4 fEpetitions

Wwith right foct, then repeat using left foot.

(20 MIN'\ SKILL STATIONS #2

1. FALL DOWN
Revew 2nd demonstrate 2 satety precautions for faling, fall forwand - *hands oet, heads up™; and
fail backwand - "2k the chin”. Have players peactice taling backwands. Be sure players tuck thelr
chin to keep thelr head from hitting the io=. Skate 2c7uss e, Sild2 on Stomach (Mest b “hands out -
heads up") gt up and continue across. Repeat win siide on stomach - oROVES - gt up - Continee.

2. GLIDING 2 FOOT, 1 FOOT (1.1.06/1.1.07)
Revew key points and demonstrate 2 foot gide. Piayers e up along boands. Take 3 few strides to
2 momertum then g0 nto 3 goe on two skates. Malntain basic stance while ghang. Repeat
several times. While giding g0 from basic stance to upright posiion 1o basic stance. Review key
poinits and cemonsirate 1 %00t glde. Players try leaning on boards and standing on ane 1ok, then
the other. Try withoet holing boands. Piayers Iine p 3iong boands. Take 3 few strides to gain
momentum then gide s tar as possible on one skate. Repeat with other skate.

Ju

r
o

;

@ @
OO I©°Q||E

Revew key poinfs - have players demonstrate “T™ & comact. Have piayers Iine up oa goal ne
T-push position. On signal see how far &3ch player can g0 on one pesh. Thiee attempes. Switch feet.

(10 MIN'\ FUN GAME
start on skde bozeds and try 1o skate 10 other boards. Coaches start as bulidogs and tag {

BRMSH BULLDOG
plaers as hey skate by. Once 1agged, players becoms bulidogs for next time acrss. Last plaer
tagged wins. Play unial end of time.

@ :,@ZO

X0

HockeyCanada.ca HOCKEY CANADA /2 SKILLS DEVELOPMENT PROGRAM 19
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INITIATION PROGRAM PRACTICE PLAN N\ \ N

PHASE: | LESSON: 2 DURATION: 60

Do not Sorget 1 Incomoeats the Warm-p S2ssion pricr to Inrodcing your skl stations and the fun game 3t the end of your peactice Som the prvioes page.
Additional iz stations: You may choosz efher Opion 1: Skl Stations #1 pius Skil Skations #2, Option 2: SKils Stations £2 repeated 3 times or Option 3: SKil Statons 22 only

SKILL STATIONS #1 - 4 STATION SETUP

1. GETTING UP/BASIC STANCE (1.1.02)
2.C-CUTS (1.4.01)
2. FALL DOWN

=2

4. BALANCE AND AGILITY (1.1.03/1.1.04/1.1.02)

SKILL STATIONS #2 - 2 STATION SETUP

1. GLIDING 2 FOGT, 1 FOOT (1.1.06/1.1.07)
2.TPUSH (1.2.01)

\S

SKILL STATIONS #3 - 6 STATION SETUP

1. GETTING UP/BASIC STANCE (1.1.02)

3 —
2. C-CUTS (1.4.01)
2. FALL DOWN
4. GUIDING 2 FOOT, 1 FOOT (1.1.06/1.1.07) ©
-—
S.TPUSH (1.3.01)
6. BALANCE AND AGILITY (1.1.03/1.1.04/1.1.02) 4
-—
©
20  HOCKEY CANADA ¥/ SKILLS DEVELOPMENT PROGRAM HockeyCanada ca
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ICE SESSION #3
V/// INITIATION PROGRAM PRACTICE PLAN
PHASE: | LESSON: 3 DURATION: 60

Session Objectives: 1. Introduce Edge Control, One 0'Clock - Bleven 0'Clock Stop, Soooting
2. Review Faling Down, Giding 1 foct, Giding 2 foot, C-Cuts

I'IIEIIBE(LUR/LMT)
direction; between bluz ines: fall 1o knees and get up, gide oa one Soot, Jump the
mwnnmpnsnm

JL
ar,

JL
r

20 MIN'\ SKILL STATIONS #1

1. EDGE CONTROL

AeTange pucks as shown aong % of face-Off circe. Playess take 4-5 sirides to gain momentum and
then gide on their le siate (1nskse edge). Follow the pam 3l te way arend WEROUL puzng the
ight skate down. Fomm lin on oer side. Retum wsing e |t skate bet outsids edge. Repeat wsing '
fight skate.

2. 0BSTACLE COURSE

Review and demonstrate 2 salety pecautions for faling fall forwand - “Hands out, Heads wp” 2nd

FEQu playess g arend Pykons, Over the SUCKs, and silde under the obstacke on stomach.

2.SCOOTING (1.3.01)
Review 2nd demonstrate key polats. Piayess Ine up along ine o boards. Right skate behind left
skate forming 3 “T. Push Gown 2nd Out With right skate ghaing on kit skate. Players should extend

12g 10 pesh Off, peshing |ast with the toe. Make sure the pushing leg Is fully extended before fovery.
Skate Nl distance pushing ith 1 foot 2 2 time. Repeat UsIng other Soot.

20 MIN'\ SKILL STATIONS #2

il o o2
1. C-CUTS ALTERNATING (1.4.02) @ ? LQ
Revew key poins and demonsirate. Playess Ine Up akong bazrds of N2 and perform c-cus - =1
Stemang ket Make swre players are rEoovering their 100t 1o the middle of their body betre
exacuting the c-Cat wih e next foct. —
© -
:® |

2. ONE 0°CLOCK - ELEVEN 0'CLOCK STOP (1.3.08)

Step 1- 2 foot glide

mqmmnw“pﬂ. Take 3 few strides 10 galn momentum then glide on
two skates malntzining basic Cormect flaws.

Step 2 - making snow

Review and demonstrate key polnts. Playess stand stil. Tam right heed out and right toe in. Push
skate down 2nd out Try 10 make 3 plie of snow. Repeat with left skate. Do 2 Bmes with aach skate
for approzimataly 15 saconds. 3. GLIDING 2 FOOT, 1 FOOT (1.1.06/1.1.07)

Payers In2 up slong goal linz. Take 3 few stridas o gain momentum then
Step 3 - dry run 1o 3 gide on two skates. Malntain bask: stancs whie giding. Repeat
Plagers stand stll. Practios skill sequence: gide (remain in basic stance). tum one foot (unwelght ‘saveral times. Repeat again and whils giang g from basic stance o
one foot, gids on other foot), kean oa It upright position 1o basic stanc. Raviw key points and demonstrate 1 foot

gide. Piayess Ine up along gl ln2. Take 2 few stndas 10 gain momentum
then ghde 25 far a5 possitie on one skate. Repeat WER other,

10

P\ FNGANE 4

COPS AND ROBEERS

Coaches act 35 Cops, players as fobbers. PIayess SCater In 700 wihout sticks. When player |s
tagged goes to Jall (net or referee’s circis). Piayers In jail can be set free by being t2gged by 2 free
piayer. Ty to get il players In jail 2t end of dril.

140901.version 3 -17 -
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INITIATION PROGRAM PRACTICE PLAN \ O\ \ N
PHASE: | LESSON: 3 DURATION: 60

DO not Sorget to INCoMOEat the Wanm-up SSSSIon priof to INosucng your skl Staons and e N game 3 the end of YOuF peactice S the pevices page.
Additonal ios stations: You may choos efher Option 1: Skl Statons #1 pius SKil Skations £2, Option Z- SKils Stations #2 repeated 3 times of Option 3: SKil Statons 33 caly

SKILL STATIONS #1 - 4 STATION SETUP

1. SCOGTING (1.2.01)
2.C-CUTS ALTERNATING (1.4.02) /

2. GLIDING 2 FOOT, 1 FOOT (1.1.06/1.1.07)

’ N

4. EDGE CONTROL

@

N

SKILL STATIONS #2 - 2 STATION SETUP

1. OBSTACLE COURSE

2..0NE 0/CL0CK - ELEVEN 0'CLOCK STOP (1.2.06) / ©
2

/

I

1ils
s
({h
N

1. OBSTACLE COURSE
2. ONE 0'CLOCK - ELEVEN 0"CLOCK STOP (1.2.06)

Il <O
ne=0
uﬁo
||'<—O
%)

[ON O] /

2. SCOOTING (1.3.01)
4. C-CUTS ALTERNATING (1.4.02)
5. GLIDING 2 FOOT, 1 FOOT (1.1.06/1.1.07) /T\ Va
6. EDGE CONTROL - _\6' %‘ 4
\J&o
© 9 ©:-

—0O

| /
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ICE SESSION #4

yV/// INITIATION PROGRAM PRACTICE PLAN

PHASE: | LESSON: 4
Session Otfecthes: 1. Introduce: Striaing, Gide Tams, Gide - Aem Pemp
2. Review: Ecge Coatrol, C-Cuts, One 0'clock - Eleven 0'ciock Stop

FREE SKATE (1.1.02/1.1.07)
Skate clockwise difection; between blus lines: fall 1o knees 3ad gt up, gide o one foot, Jump the
Ines, spsed up. ASG pucks If desired.

DURATION: 60
|
1
arF o | ° aF
Y (® T .o (..
ar aly

(20 MIN'\ SKILL STATIONS #1

1. EDGE CONTROL

ATange pucks as shown akng % of face-0ff cicte. Players take 4-5 Stndas to gain momentum and
then gide on ther lef skate (1nsise edge). Folow the pam all he way arLRd WEhOUt puZing the
right skate down. Foem lins on other side. Return USIng the lef skate bet outsid edge. Repest
using rigt siate.

2. STRIDING (1.3.01/1.4.12)
Step 1 - scooting

Piayers line up along line or boands. Right skate behind lef skate forming 3 “T". Push down and
Out Wi fight skate gliang on left skate. Focus on extending leg to push off, pushing last with he
10e. Mzke sure the peshing kg ks Raly extended betoes mcovery. Recovery should be low to the ios.
Glide foot should be under pigyer - not off 10 side. Skate il distance pushing with 1 foot 3t 3 time.
Retun using ofer foot.

Step 2 - akemate fest

Review and demonstrate key points. Have players in2 up on goal ne in basic stance. Starton
signdl, push and recover with one skate followed by other skate. Focus on extending leg to push

off, pushing last wih the toe. Maks sure the pushing leg Is lly extencd besore fRcovery. Recovery
shoekd be iow to the Ice. Giide foot shouid be ender piayer - not off 1o sise. Repeat

) e,

gl \0J | o~
Y I _C*oo?

2. GLIDE TURNS (1.6.01)
Review key polnts 2nd demonstrate. Place 4 pylons in lange square -
1his Is the race track. Players 262 the race cars. Bxplain 1o piajers that
they Must g0 arend track bt keep both whaels 0n the track when they
1PN CoMErs. Playess take 2 2w Stndas to gain momentum then g Ino
2 gide o two skates. When they come to 2 pylon they must tam part
way amend & 2d @ tn next cone, etc. Gve fesdback on form. Repeat

opposte drection.

20 MIN'\, SKILL STATIONS #2

1. GLIDING - ARM PUMP (1.1.05)

Review key polnfs and demonsirate. Piayers ine up slong goal Iine. Start on Signal, piayers pump

thedr arms to propel themsaives fonwan.

2. C-CUTS ALTERNATING (1.4.02)

Review key polnts and demonstrate. Piayers Ine up along boards of Ine and perform c-cus -
Szt Make SUFe players are fEoovering their 100t 1o the middle of their body betre

exacuting the c-Cut with the nast foct.

3. OME 0°CLOCK - ELEVEN 0'CLOCK STOP (1.3.06)

Step 1-2 ot ghde
mqmmnqmpnuanmnpmmpm
two skates malataining basic Cormect flaws.

Step 2 - making snow

Review and demonstrate key points. Piayess stand stil. Tam fght hedl out and right toe in. Push
skate down 2ad out. Ty 1o make 3 plie of show. Repeat with 1t skate. DO 3 BMeS with &xch skate

for approsimately 15 saconds.
Step 3 -drynm

Players stand stil. Practios skl sequence: gide (remain in basic stancz), tum one foot (umweight
one foot, gfidz on ather foot), zan on It

1 T2 b
eyl
%) (THT
1
(5]

© i
|

- 1
N :
|
|
Step 4 - stopping
Revtew and dsmonstrate key polnts. Playess line up on godl Iine. On
sigal they skate forward. O Rext signal player ersorms stop using fght

oot Have players stop several times while Crossing the 200, Retum
using lef skate.

Step s - play
Piay 3 game of geen Ight (skate) - yeow Nght (Zde) - e Aght (stop).

Porwn\ FNGME 4

FUNTIME
Play socoer In cross Io2 format. No sticks.

HocheyCanada.ca

R G
Ciglo
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INITIATION PROGRAM PRACTICE PLAN N\ N

PHASE: | LESSON: 4 DURATION: 60

Do not Sorget to Incomparate the Warm-up S2ssion prioe to Inrodecing your skill statons and the fun game 3 the end of your peactice Som the prvioss page
Additional io2 stations: You may choos eRmer Option 1: SKII StaTons #1 pius Skl Skations £2, Option Z- Sl Stations 2 repeatad 3 times of Option 3: SKIl Staons 23 only

SKILL STATIONS #1 - 4 STATION SETUP

1. STRIDING (1.3.01/1.4.12)

2. ONE 0'CLOCK - ELEVEN 0°CLOCK STOP {1.2.06)
2. GLIDETURNS (1.6.01)
4. EDGE CONTROL

SKILL STATIONS #2 - 2 STATION SETUP

1. GLIDING - ARM PUMP (1.1.05) /
2. C-CUTS ALTERNATING (1.4.02)

\_

SKILL STATIONS #3 - 6 STATION SETUP

1. STRIDING (1.3.01/1.4.12)

2. GLIDING - ARM PUMP (1.1.05)

2. ONE 0'CLOCK - ELEVEN 0°CLOCK STOP (1.3.06)
4.GLIDETURNS (1.6.01)

5. C-CUTS ALTERNATING {1.4.02)

6. EDGE CONTROL

140901.version 3 -20-
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MELPING XIDS FALL IN LOVE WITH HOCKEY

ICE SESSION #5
V/// INITIATION PROGRAM PRACTICE PLAN
PHASE: | LESSON: 5 DURATION: 60

Session Obfectives: 1. Review: Striding, Glise Tums, Bask: Stance, One 0'clock - Blzven O'clock Stop, Gliing 1 Soot, 2 foot, Edge Control

0w \ warmup 4 RS2

TAG (1.1.02/1.1.03/1.1.04) h
Players skate arywhere on ke, Coaches e Tt and bry 1o tag playess. If tagged, players must g ‘o
10 the “SKiE Doctor at the feBres's ciitie who sSkgTs 3 SKIE task which player pertorms belore
returming to the game. Suggested siill tasks: 13l to iness and get up, balance on one foct, jumplng ©
on 0ne Dot. Fiay With o without pucks. 1% f e Q
f )
@» - 3

(20 MIN'\\ SKILL STATIONS #1 =~ (88788 F %
1. STRIDING {1.2.01/1.4.12) |
Step 1 - scooting I | 1
ngusnupmnum Right skate behind Je siate forming 3 °T". Push down and oet X X

With right skate giding on lef Skate. FOCUS 0n extending Jeg 10 push off, peshing last with the toe. © g B
Make sure the pushing lag Is Sy extanded besore recowery. Recovery shoukd be low to the icz. Glide
oot shoukd be under piayer - not of to side. Skate full dstance pushing wn 1 %ot at 3 tme. Retm — X X
using ofher foot.
e £ |
Review and demonstrate key polnfs. Have players line up on goal ine ia bask: stance. Start o | UN_AX P
signdl, push and recover with one skate followed by other skate. Focus on extendng leg to push 2. GLIDE TURNS (1.6.01)
Of, PUSHINg st WHR the 102. Mak Sue te PUSNRg Ieg S flly BIENSd DESORE FECOUETY. REOVYY g by poits and demorstate. Place 4 pylors I g square -
should be low to the Ic2. Glilde foot should be under piayer - not off 1o side. Repeat. this is the race track. Players e the rce cars. Explain 10 players that
2. HORSE AND BUGGY (1.1.06/1.1.07) they must g0 armend track bet keep both wheels oa the track when they

Players partner up on side boards. One Player pulls ofer 3CSS 102 USIng to hockey sticks, blages LM COMENS. Playess take 3 ew stndes to gain momestum then @ Into
Gown. ARemale piayers on feum bip. FOCUS on ghoer's stance and fest shoulder width apart, blages 2 Ede 0 two skates. When thay come 0 2 pylon they must tum part
fiat on the ice (ot on Nside edges). Repeat Bding on one skate. Go siow and safel Repeat bit way amend & 2nd @ to next cone, etc. Gve feadback on form. Repeat
Ehder 2g-zags on 2 fest. opposke drection.

(20 MIN'\ SKILL STATIONS #2

1. ONE 0'CLOCK - ELEVEN 0'CLOCK STOP (1.2.06)

Review 2nd demonstrate key polnts. Pigyess Ine up on goal line. On signal they skate forwand. On
next signal player perfors Stop Lsing fght foot. Have playess stop several imes while Crossing 2one.
Retun using left skate. Pigy 3 game of green Ight (skate) - yellow I (ghde) - r=d Iight (stop).

2. GLIDING - ARM PUMP (1.1.05)

Review key polnts and demonstrate. Players Ine up along godl Ine. Start on signal, players pump
thelr arms to prope themsaives fonand.

3. C-CUTS ALTERNATING (1.4.02)

Review key polnfs and demonstrate. Piayers Ine up 2long boznds of line and perform ¢-cuts - both
feet. Mizke Sure players e FEcoVEring their feet to e middle of their body basore exacuting the next
can

own\ e

nqmmgmu No nets - 52 1 pylon - mest it pykon to SO - N0 godlles. Continous

play - I 3 g0l Is sooeed players ghe puck 10 cozch who shoots It In to area and play contines. i
SHTOnges piajers monopolze e puck, asd znother puck (of two). ° 000
eee © e eel®
oTe

140901.version 3 -21-




sover  WERST S

lllll NG XIDS FALL IN LOVE WITH HOCKEY

INITIATION PROGRAM PRACTICE PLAN N\ \ N

PHASE: | LESSON: 5 DURATION: 60

Do not forget to Incoparte the Warm-up session priof to InFodecing your skl staiions and the fun game 3t the end of your practice o the VIS page.
Additional iz stations: You may chooss efher Option 1: SKIl Staons #1 plus SKl Skations #2, Option 2: Skils Stations £2 repeatad 3 times or Option 3: Skl Stattons #3 only

SKILL STATIONS #1 - 4 STATION SETUP

1. STRIDING (1.2.01/1.4.12)

2. GLIDING - ARM PUMP (1.1.05)
2. GLIDETURNS (1.6.01)
4. HORSE AND BUGGY (1.1.06/1.1.07)

\

SKILL STATIONS #2 - 2 STATION SETUP
1. C-CUTS ALTERNATING (1.4.02) /

©
A1)

SKILL STATIONS #3 - 6 STATION SETUP

1. STRIDING (1.3.01/1.4.12) /
—
2. GLIDING - ARM PUMP (1.1.05)

2. ONE 0'CLOCK - ELEVEN 0'CLOCK STOP (1.3.06)
4. GLIDETURNS (1.6.01)
5. C-CUTS ALTERNATING (1.4.02)

—_—

6. HORSE AND BUGEY (1.1.06/1.1.07)

\S

26 HOCKEY CANADA ¥/ SKILLS DEVELOPMENT PROGRAM
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ICE SESSION #6
yV/// INITIATION PROGRAM PRACTICE PLAN
PHASE: | LESSON: 6 DURATION: 60

Session Otfectives: 1. Introduce: Lateral Movement, Figure 8's Edge Cortool
2. Review: ABC, Giding 1 oot 2 foot, C-Cuts, One 0'Clock - even 0'Ciock Stop

FREE SKATE (1.1.07/1.1.04/1.4.02) .
Frae skate - ciockwise Arection; between biue linss: ghde on one So0t, Jump the Iines on one foot, @

C-cUfs Stemating, speed Up. AGd puTks i Gesired.
: @ :
©

(20 MIN'\, SKILL STATIONS #1

1. ONE 0'CLOCK - ELEVEN 0'CLOCK STOP (1.2.06)

Review 2nd demonstrate stops. Emphasize gide before the stop. Piayers Iine up on boards. Each
payer In tun skates 1o 1st pylon and executes stop tacing direction of next pylon. Next player goes
when player in front stops at pylon. Review technique and comect.

2. HORSE AND BUGGY (1.3.06/1.4.04)

Plagers partner up on side boands. One player pulls ofher across o2 using tvo hockey sticks, blades
Gown. ARemate players on retum bip. Glkser provides resistance by taming one foot and leaning
on It. Pufler must use c-Cuts - akemating. Focus on puller’s posture, body angle, siride kength and
recovery. Gider gets to improve 1 oot stop by inding appropetate laved of resistance by varying
welght placsd on stopping %oot. Gliser c2n akemate %et on successhve bps and 1o stesr.

awr

JL
Ju
ar

L
ar

.
&-

m

r

Divide goup Into 2 teams. ASsign each team to one t20:-0F circke 3s 3 home hase. Scatter pucks
2mund end 2ne. On signal the players must skate rund and stop 10 pick up oee object at 3
time (plece of gatiage) and MEtum & 1 telr home base (Gump). Players must lsve telr gowes on.
Players must stop at each plece of gamage. Team that collects the Most Gamage wins

20 MIN'\\ SKILL STATIONS #2 1

1. LATERAL MOVEMENT (1.1.11) e
Review and demonstrate key points - basic stance, move one %ot In font of the other (not ail the

W3y over). Piayess e up 3Css ol line. PRayers et Into basic stance and try. 1 side-step to ket
20d 1 to fight, 2 side-staps each drection, and 3 ske-Steps each dirction. Play SImon S3ys and

Inchade Lateral movement with other ABC'S (on kness, g2t up, hop, tip to2s, hasks, balance on one O
foot, on Stomach, foll ovey, tc.).

o0

—
-«
e

wor
(:]
o
e

—_—

2. HORSE AND BUGGY (1.1.06/1.1.07)

Players partner up on Side boards. One Player pulls ofher 3css 102 USing tvo hockey sticks, blades .
Gown. ARemate piyers on feum bip. FOcus on gder's stance and fest shoulder width apart, bladss |
fiat on the Ica (not on Inside edges). Repeat gding on one skate. Go siow and safe! Repeat bit
gher Az-ags 0n 2 fest. Repeat but ghoer Zig-7ags on 1 500t then the oer foot.

3. FIGURE 8'S - INSIDE EDGE (1.2.01)

Revew 2nd demonstrate key poists. Piayess ride Inskse edge In a figive 8 pattem. Start on right
siate and ride Inside edge URtl the player has completed 3 il circie, then Switch to ket skate to
compiete figure 8 formation. Emphasize peoper knes bend 2nd upper body control.

P\ e

STEAL THE TREASURE
BOx, Crate of buckst (tyeasure chest) placed 3t one end. All pucks (Ueasure) at players’ end. Playes

Mest pick Up 3 puck sKate 10 cther end and piace In crate (steal the pirate’s teasure). Coaches @
(Prates) try 10 tag plaers. I tagged playess must amp puck 2nd [ Bet anomer PLayes mest leave
gloves on for sasty. D[E'.."."

@2

HocheyCanada.ca HOCKEY CANADA ¥/ SKILLS DEVELOPMENT PROGRAM 27
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INITIATION PROGRAM PRACTICE PLAN N\ \ N

PHASE: | LESSON: 6 DURATION: 60

DO not Sorget 1o Incomorate the Warm-up session priof to InFodecing your skill stations and the fun game 3t the end of your practice Som the peavioes page.
Additional ice stations: You may chooss efher Option 1: Skl Stations #1 pius SKil Skations #2, Option Z- Skils Stations #2 repeated 3 times or Option 3: Skl Statfons 23 caly

SKILL STATIONS #1 - 4 STATION SETUP

1. HORSE AND BUGGY (1.2.06/1.4.04)

2. HORSE AND BUGGY (1.1.06/1.1.07)
2. FIGURE §'S - INSIDE EDGE (1.2.01)
4. LATERAL MOVEMENT (1.1.11)

SKILL STATIONS #2 - 2 STATION SETUP

2. GARBAGE MAN ?‘@7

g +—r

(

N

SKILL STATIONS #3 - 6 STATION SETUP

L

1. ONE 0'CLOCK - ELEVEN 0'CLOCK STOP (1.3.06) /6 ) 1 2, B
2. GARBAGE MAN 'O o ‘®
2. FIGURE §'S - INSIDE EDGE (1.2.01) x| To- |..6 ©
4. HORSE AND BUGGY (1.2.06/1.4.04) l .O : 5
S. LATERAL MOVEMENT (1.1.11) | ——% (. Al' E
6. HORSE AND BUGGY (1.1.06/1.1.07) 6] %’
ol . T .o
|
\_ O IOy 1O
28 mma SKILLS DEVELOPMENT PROGRAM HockeyCanada ca
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SECTION 5: ADMINISTRATORS AND INSTRUCTORS

A. ADMINISTRATORS

One or two administrators/facilitators are required to oversee the Learn to Play Program.

Administrator responsibilities include:

Work with the minor hockey association's Executive Board to have the Learn to lay
Program approved and sanctioned within the association through a general
commitment.

Prepare a preliminary budget for review and adoption by the minor hockey
association's board. This budget may contain estimates for expenditures and
revenues for:

o ice rental

o equipment (light weight 4-0z pucks, pylons, wiffle and tennis balls, spray paint, rink
dividers, instructor warm-up suits, whistles, etc.)
supplies (paper, pens, envelopes, binders, lesson manuals, etc.)
training fees (to conduct instructor training sessions)
room rentals (to conduct meetings)
promotion supplies (posters, photocopying, pamphlets, VHS tapes)
advertising (in local media vehicles)
first aid supplies and kits
instructor recognition (certificates, etc.)
sponsorship

O O O 0O 0O O O O

Preparation of a preliminary ice schedule for six ice sessions
Secure appropriate ice time in conjunction with the minor hockey association

Preparation and implementation of recruitment procedures for participants,
instructors and head instructors

Co-ordinate the registration of participants
Assist in the selection and training of the lead instructor and all support instructors

Co-ordinate the scheduling of the Instructor Clinic in conjunction with the minor

140901.version 3
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hockey association. This component may include such items as the date of the clinic,
location, time frames, fees, rentals (room, audio-visual, etc.), availability of
instructional material, etc.

B. INSTRUCTORS

All Instructors will receive training in Hockey Canada’s Learn to Play Program. A ratio of 1
instructor per 5 players would be ideal. Therefore with 45 participants on the ice, 10
instructors would be required although more can be utilized. Each grouping would have 1
lead on-ice lead instructor with 1 or 2 instructors in support.

Ice sessions require the following complement of instructors:
« 1 head (lead) instructor — managing the entire ice session
<+ up to 5 lead instructors - small group leads
< up to 5instructors — support the small group leads

Instructor responsibilities would include:
<+ Facilitate the on-ice activities to the Learn to Play groups

« Arrive at the ice rink approximately 30 minutes prior to the ice session

« Exemplify fair play, sportsmanship and co-operation

« Provide leadership in a manner that motivates and challenges the participants while
respecting each individual

+ Demonstrate effective leadership on and off the ice, for example, providing effective
feedback to the participants

« Demonstrate necessary risk management skills at all times by assisting the head
instructor with the arena safety checklist at each ice session

<+ Ensure on-ice schedule is respected

« Respect players’ self discovery of fundamental skills and where necessary provide
guided discovery

« Co-ordinate the orderly entrance and exit to/from the ice surface by the participants

« Utilize the appropriate equipment for the ice session lesson plans; and picking up all
equipment prior to leaving the ice surface

« Willingness to learn and be mentored as a hockey instructor/coach

C. TRAINING

140901.version 3 -26-
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* All on-ice instructors will receive training in Hockey Canada’s Lear to Play Program.
This will be coordinated between the program administrator and the appropriate
Hockey Canada staff person.

* All personnel involved will also be required complete the Respect in Sport Activity
Leader Program.
* All personnel will be required to adhere to the MHA’s document screening process

D. EVALUATION
Evaluation of the ‘Big Assist’ Learn to Play Program by instructors, parents and players
should be done on an on-going basis with respect to improving the experience of all
involved. Ways in which the program can be evaluated are through such tools as written

questionnaire/surveys, interviews and general observations.

Hockey Canada appreciates all feedback on the program and information can be forwarded

to:
Corey McNabb, Sr. Manager of Coaching and Player Development
Hockey Canada
Phone: 403.777-4593
E-mail: cmcnabb@hockeycanada.ca
140901.version 3 -27 -
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Section 6: PARENT EDUCATION

Information sessions should be held for parents with children participating in the Learn to Play
Program.

A minimum of two meetings during the six-week program can be held in order to review the
following information:

A. Provide parents with information on the Learn to Play and Initiation Programs. See Appendix
“B” for a sample of an agenda for a Parent meeting

B. Provide a Parent Education Seminar on the development of children through sport and the
opportunities for development in minor hockey. There is a wealth of information available
on the Hockey Canada website including a program designed by Hockey Canada called,
“Chevrolet Safe and Fun Hockey”. All these resources provide parents with Education Guides
and video resource material at no charge. For more in formation go to the following link:

http://www.hockeycanada.ca/en-ca/Hockey-Programs/Parents.aspx

140901.version 3 -28-
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APPENDIX A

INTENDED LEARNING OUTCOMES FOR THE LEARN TO PLAY PROGRAM

« Familiarity with all hockey equipment
« Familiarity with playing surface
= 3 zones
= Players’ benches
= Time keepers box
= Exitice doors
= Zamboni door
goal line, blue line, center red line, goalie's crease
= Safety onice
« Familiarity with role and function of the instructional staff
»  Familiarity with dressing rooms
= Safety
= (Cleanliness
»  Familiarity with role and function of Zamboni Machine
<+ Understand the role and responsibility of parents in hockey
« Learn cooperation and develop social skills with other participants
<+ Develop confidence on the playing surface and with puck
« Develop respect for self, fellow participants, and program leaders
<+ Understand the key skills to develop throughout hockey
« Develop spatial awareness on ice
« Develop Agility, Balance and Coordination on skates
<+ Allow parents to be hands-on with their children through the discovery of all aspects
of the game of hockey
« Develop an appreciation for the history of the game

ACTIVITIES: additional learning can be developed through . .
<+ Variety of on-ice experiences
« Variety of off-ice experiences that include
<+ Attend a Junior, NHL or University level game
<+ Attend a practice of a Junior, NHL or University level game
+ Hockey theme related events and functions
» Presentations/appearances from special guests

140901.version 3 -29-
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APPENDIX B
“The Big Assist”

Bauer Learn to Play Program
Parent Orientation Session — 45 minutes

TANADA

. 1. Introduction

5 min.
* Welcome
* Introductions of program leaders
* Objective of Meeting

. 2. Program Overview

10 min. ]
* What is “Starter Hockey”
* Learn to Play explained (philosophy/objectives)
* Initiation Program explained (philosophy/objectives)

10 min. 3. Learnto Play
* Sessional Plans
* On-ice Session format
e Off-ice Session format
* Program philosophy and format

10 min. 4. |nitiation Program
* Seasonal Plan
* On-ice Session format
e Off-ice Session format

5 min. 5. Parent Education Seminar
*  Who, When, Where and Why
* Seminar Objectives

5 min. 6.  Other
e Saturday, October 6 start date for Starter Hockey
* Role a Safety People
* Role of the Lead Instructors
* Role of instructors
* Question and answer period
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