
OFF THE ICE

Equipment

Rule set: Written to NHL rules. Where IIHF, USA Hockey or typical rec-league rules differ in a way

that changes how you play — and equipment is one of the areas where they differ most — it is

flagged inline. Equipment rules vary far more between leagues than playing rules do, so the

recurring instruction in this document is: check your own league's requirements before you buy.

Playing in Britain? The IIHF flags are yours — every level of UK hockey runs the IIHF book,

amended locally, and the local amendments bite hardest on equipment. See UK and England Rules,

and read What the Rules Actually Require before you spend anything.

RELATED UK and England Rules Getting Started Skating Shooting Passing and Receiving

Puck Handling Goaltender Rules Primer Conditioning and Recovery

Overview

Hockey gear does two separate jobs — it keeps you out of hospital, and it determines what your

body is able to do on the ice. Most players get the first job roughly right and the second one badly

wrong, usually by buying skates that are too big and a stick that is too stiff.

This document covers the whole kit: what each piece is, how it should fit, what the rules actually

require, and where the money is worth spending. The single most important sentence in it is this:

fit beats price at every position on the list. As Pure Hockey's own fitting guide puts it, "a low-

end skate that provides good heel lock will outperform a high-end skate that is a size too large."

A note on prices. Every figure here comes from a North American retailer's own published

guidance, retrieved 27 July 2026 — but they are not all current shelf prices. The helmet tiers in

particular come from a retailer article referencing older product generations, so read

those as relative, not as quotes. Prices vary enormously by region, by currency, by season and by

how patient you are about buying last year's model. Treat them all as shape.
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The Full Kit List

Here is everything a skater needs, roughly in the order you put it on, with what each piece does

and where it sits on the price/benefit curve.



Item What it does Price/benefit curve

Base layers Wicks sweat away from skin; reduces

chafing and gear stink

Cheap, high value. Any decent synthetic

or merino kit works

Jock (men) / jill

(women)

Protects the groin/pelvis. Available as a

traditional strap-and-cup or as

compression shorts with a cup pocket

Cheap, non-negotiable

Shin guards Cover shin and knee against pucks,

sticks and falls

Steep early gains, flat quickly. Fit matters

far more than model

Socks Hold shin guards in place, carry

team colours

Trivial cost

Pants

("breezers")

Protect hips, thighs, tailbone, kidneys

and lower spine

Mid gains. Coverage and fit dominate

Skates Everything Steepest curve in the bag. See below

Shoulder pads Shoulders, chest, back,

sternum, biceps

Depends heavily on whether your league

allows body checking

Elbow pads Elbow joint, lower tricep, upper forearm Cheap, but fit is critical — see the rotation

problem below

Neck guard Reduces the risk of a skate- or stick-

blade laceration to the throat

Cheap, and mandatory in many rule sets

— mandatory for every player of

every age in Britain

Jersey Team identification; also required to

cover most of your pads

—

Gloves Hands, wrists, lower forearms — plus

all your stick feel

Real gains up the range, mostly in feel

and durability

Helmet Skull and brain Never the place to save money.

See below

Cage / visor /

full shield

Face, eyes, teeth Mandatory at most levels; cheap relative

to what it protects

Mouthguard Teeth and jaw Cheap. Custom-fitted from a dentist is

better than boil-and-bite

Stick Every puck touch you will ever make Long, steep curve — but only after the

specification is right

Tape and wax Blade protection, puck feel, grip Pennies. Disproportionately important

Bag Carries and ventilates everything Buy the size you need, not the biggest



Optional but common: cut-resistant socks, sleeves or base layers (IIHF Rule 9.5: "All Players

are strongly recommended to wear cut-resistant socks, sleeves, or undergarments." USA

Hockey Rule 304(g) is a notch softer — players "are recommended to wear cut-resistant socks,

sleeves or undergarments." Recommended by both; only the IIHF says strongly), skate guards or

soakers, a shooting pad for home practice, and spare laces.

What USA Hockey says you are personally responsible for

USA Hockey Rule 304(a) puts the obligation on you rather than on the referee: "Each player is

personally responsible to wear protective equipment for all games. Such equipment should include

gloves, shin pads, shoulder pads, elbow pads, hip pads or padded hockey pants, protective cup,

tendon pads plus all head protective equipment as required by USA Hockey rules."

What the Rules Actually Require

This is the section people skip and then get sent off the ice for. The three main rule sets differ

substantially.

⚠️ If you play in Britain, read this before you read anything else in this

section

Your rule book is the IIHF's — at every level, from a Sunday-night rec session to the Elite

League. On top of it, in EIH, SIHA and BUIHA competition, sit the In-House Rules issued

jointly by those three bodies, and they amend the equipment rules more heavily than any other

part of the game. (The In-House Rules do not mention the Elite League, which the corpus

understands to run the IIHF book with its own casebook — see UK and England Rules, which

records how weakly that is sourced.) UK and England Rules has the full list; these are the ones

that change what you put in the bag:

A neck laceration protector is mandatory. For everyone. Including adults. The In-

House Rules: "a neck laceration protector is mandatory for all players in all IIHF categories

and SIHA competitions", and it must "cover as much of the neck as possible." No warning

is given — it is an immediate 10-minute misconduct. If it comes off during play you

must leave the ice and may not retrieve it. A second violation by the same player is

another 10-minute misconduct that automatically escalates to a game misconduct.

This is stricter than the IIHF book itself, which gives a warning first.

In women's hockey, a half visor is permitted only from the start of the season

following the player's 18th birthday. This sits in the In-House Rules under Rule 102 –
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Women's Hockey Specific Equipment Rules, and it is a relaxation of the IIHF book, which

requires full-face protection for every woman at Senior level. Below that birthday, full-face

protection — so do not buy a teenager a visor for "next season" without checking which

season that is.

In SIHA Recreational and SIHA University hockey, a half visor is the minimum —

"regardless of their date of birth" — as it is in BUIHA. Turning 40 does not let you take the

visor off.

The chin-strap gap must not exceed 2.5 cm, about one finger. First offence is a trip to

the bench to adjust; second is a 10-minute misconduct.

A full cage must have the chin cup fitted and in contact with your chin, inside the

helmet's J-clips. Loose or dangling cages and straps are not permitted.

Shorts that are cut, torn or modified are not permitted, and jerseys must not be

tucked into them.

The USA Hockey and Hockey Canada lines below are not yours. USA Hockey Rule 304(g)

exempts adults from neck protection and Hockey Canada Rule 3.6(c) covers only minor and

female hockey. A British adult reading those two lines and concluding that neck protection is

optional for them would be wrong, and would be sent off the ice for it without a warning.

Source: IHUK In-House Rules 2025-26 Rev 1 (https://englandicehockey.com/wp-content/uploads/2025/11/IHUK-I

n-House-Rules-25-26-R1.pdf), Section 3 – Equipment (Rules 9.7, 9.8, 9.12, 12) and Section 11 (Rule

102), plus England Ice Hockey Rules & Regulations (https://englandicehockey.com/wp-content/uploads/2024/

09/1.0-5.0-EIH-Rules-and-Regulations.pdf) Rule 24.

Helmets

NHL (Rule 9.6): every player must wear a League-approved helmet on the ice, on the

bench and in the penalty box. If your helmet comes off during play you must either leave the

ice or retrieve and replace it "within a reasonable period of time" — a minor penalty if you do

neither. You may not leave the penalty bench during play without a helmet with the chin

strap fastened.

IIHF (Rule 9.6): stricter. A player whose helmet comes off during play "must exit the

playing surface immediately" and is not allowed to pick it up and put it back on. Minor

penalty, no warning.

USA Hockey (Rule 304(c), (e)): a HECC-certified helmet is required in every age

classification except Adults; adults must wear a hockey helmet (which may be non-HECC-

certified) with the chin strap fastened. And in all classifications including adults, if a skater's

helmet or facemask comes off, play is stopped immediately and the skater is ruled off
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the ice until after the next faceoff. That is a real tactical difference from the NHL: in beer

league, losing your lid kills the play.

Facial protection

NHL (Rule 9.7): since 2013-14, players with fewer than 25 games of NHL experience must

wear a visor.

IIHF (Rule 9.7): three permissible types — visor, cage, or full-face visor. Every player

born after 31 December 1974 must wear at minimum a visor, fixed along the sides so

it cannot be flipped up, covering "the eyes and nose in its entirety." Tinted or coloured visors

are banned. Women's hockey at both Senior and U18 level (Rule 102.1–102.2) and men's

junior U18 (Rule 202.2) require full-face protection.

Britain (In-House Rules): two amendments, pulling in opposite directions. In women's

hockey, where the IIHF book (Rule 102.1) requires full-face protection at every level, the In-

House Rules' Rule 102 – Women's Hockey Specific Equipment Rules permits a half visor

"only from the start of the season following their 18th birthday" — full-face below that. Going

the other way, all players in SIHA Recreational, SIHA University and BUIHA hockey must

wear at minimum a half visor "regardless of their date of birth", which closes the pre-1975

exemption the IIHF's birth-date test leaves open. England Ice Hockey's Rules & Regulations

Rule 24.5 additionally makes face cages mandatory for all junior hockey games, worn

"as per the manufacturers stipulations" and "tight against the player's chin at all times." See

UK and England Rules.

USA Hockey (Rule 304(d)): a HECC-certified facemask is required in every classification

below Adults, plus whatever chin protection comes with it. Removing the chin cup makes the

whole assembly illegal.

Neck protection

IIHF (Rule 9.12): mandatory for all players in all categories of IIHF competition,

"choosing a design that covers as much of the neck as possible", and it "must not be

modified or alternated in any way." Minor penalty after a warning.

Britain (In-House Rules, Rule 9.12) — the same requirement, harder enforcement.

England Ice Hockey, the SIHA and the BUIHA keep the IIHF's universal requirement and

remove the warning: "No warning will be given for failing to wear a neck guard: an

immediate 10-minute Misconduct Penalty will be issued." Come off the ice if it comes off in

play, and do not go back for it. Second violation, game misconduct. England Ice Hockey's

own Rules & Regulations say the same thing about practice as well as games — Rule 24.3

makes an approved neck guard mandatory "whilst participating in all on ice activities." ⚠️

But the same Rules & Regulations do not match the In-House Rules on the
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warning. R&R 24.6, three clauses further on, sets out a warning scheme over the

equipment rules: "This counts as a warning to the player and bench, for any further violation

of rule either 24.3, 24.4 or 24.5 misconduct penalties will be assessed to the offending

player and also potential team head coach in the event of repeat offending." The In-House

Rules are the current playing-rule amendments and the Rules & Regulations on file are the

2024-25 edition, which is why this corpus follows the In-House Rules and teaches no

warning — the conservative reading, and the one that costs you nothing. Nobody has

published which governs. See UK and England Rules.

USA Hockey (Rule 304(g)): HECC-certified neck laceration protector required in all age

classifications except Adults; BNQ-certified protectors also count through the 2026-27

season. Strongly recommended for adults.

Hockey Canada (Rule 3.6(c)): a BNQ-certified throat protector is mandatory for all

players registered in minor and female hockey — and goaltenders must wear one even

if their mask has a throat dangler attached. The standard is CAN/BNQ 9415-370

(currently being withdrawn, with no successor named in the withdrawal notice; see

Certification). Note that this is a requirement in its own right, not the USA Hockey alternative

that expires after 2026-27.

NHL: the 2025-26 rulebook sets no neck-guard requirement anywhere in its equipment

section.

Mouthguards

USA Hockey (Rule 304(f)): a coloured (non-clear) internal mouthpiece is required

from 12 & under through Youth 18 & under and Girls' 19 & under.

IIHF (Rule 9.13): recommended for all, and required for men's junior U20 players who are

not wearing full-face protection (Rule 202.3).

Everything else

Pads go under the jersey. NHL Rule 9.5 and 12.1: all protective equipment except gloves,

headgear and goalkeepers' leg pads must be worn under the uniform. IIHF Rule 9.5 adds

mouthguards and neck laceration protectors to the exceptions. USA Hockey Rule 304(a) also

excepts padded hockey pants — which is why you see pants worn over the jersey hem in

some North American leagues and never in the NHL. In Britain, England Ice Hockey's Rules

& Regulations Rule 24.1 states the same principle with skates added to the list of

exceptions, and the In-House Rules turn the jersey into three separately penalised

requirements: it must be worn completely outside the pants and secured with tie-

down straps (warning, then minor), it must not be tucked into your shorts (warning,

then 10-minute misconduct), and it must cover all relevant protective equipment such
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as elbow pads (warning, then 10-minute misconduct). Buy a jersey big enough to do that

job.

Shorts, in Britain (In-House Rules, Rule 9.8). "Shorts that are cut, torn, or modified

(e.g. in the inner/back thigh area) are not permitted", and shorts with built-in zips are legal

"only if the zip is closed and secured with Velcro or a button." First offence removes you from

the ice with a team warning; second is a misconduct for dangerous equipment. The one

relaxation is recreational hockey in England, where small rips and cuts are not penalised

— but a tear the referee judges large enough to compromise safety still gets a warning first

and a 10-minute misconduct if you keep playing without fixing it. Practical consequence: the

common habit of cutting the inner thigh out of a pair of pants for mobility makes them illegal

here.

Elbow pads (NHL Rule 12.3): any elbow pad without a soft outer covering of sponge

rubber "at least one-half inch (½") thick" is dangerous equipment.

Gloves (NHL Rule 12.2): cutting out the palm is a minor penalty.

Shin pads (IIHF Rule 9.9): must be small enough to fit inside standard socks, with no

protrusions or additions.

Skates (IIHF Rule 9.10): exactly four parts — boot, blade, holder, laces. No pick. No

mechanical aids. Laces may be any non-fluorescent colour but "must not be so long that

they touch the ice." USA Hockey Rule 302(a) simply bans speed skates, figure skates, and

anything unsafe.

Sticks: NHL Rule 10.1 — maximum 63 inches from heel to end of shaft (65" by exception

for players 6'6" or taller), blade maximum 12½ inches heel to toe, blade 2 to 3 inches

deep, curve depth maximum ¾ inch. USA Hockey Rule 301(b) allows 65 inches as standard

with the same blade limits. The two 65-inch figures are not the same rule and the

sets do not converge: USA Hockey's 65" is a flat maximum available to every player with

no height exception, while the NHL's 65" exists only as an exception that must be applied

for in writing and approved by Hockey Operations before use, and "only players 6'6"

tall or more will be considered." So a 64-inch stick is legal in USA Hockey play and illegal in

the NHL for all but a handful of approved players. IIHF: 1.63 m shaft, 32.0 cm blade,

exception for players 2.0 m or taller — and the IIHF curve limit is in the same rule, IIHF Rule

10.1: the perpendicular distance from a line drawn heel-to-toe "to the point of maximum

curvature shall not exceed 1.9cm" (about ¾ inch, so effectively the same limit as the

NHL's).

Note on a common retail error: at least one major retailer's blade guide states the NHL curve

limit is ½ inch. It is ¾ inch, per NHL Rule 10.1, and the same retailer's stick-fitting page says ¾



inch. Retail sticks are made legal by default; you are extremely unlikely to buy an illegal curve by

accident.

Skates — The Most Important Purchase By a Wide Margin

Nothing else in the bag is close. Your skates are the interface between you and the only surface

you play on. Every technique in Skating — knee bend, edge angle, extension, recovery — is

executed through the boot. A boot that lets your foot move independently of it cannot transmit

any of that.

Fit above everything

Three checks, in order:

1. Heel lock. Sit down, kick your heel firmly into the back of the boot, and lace up. Your heel

must not lift or shift when you walk. Pure Hockey's fitting guide is blunt about it: "Moving or

lifting your heel inside the hockey skate should be impossible." How To Hockey's fitting crash

course says the same — "your heel should not move when walking."

2. Toes just brushing the cap. With your heel seated back, your big toe should barely brush

the toe cap — feathering it, not pressing into it, and not floating clear of it.

3. No dead space anywhere else. Foot flat on the footbed, snug all round, no gaps at the

ankle or under the arch.

Lace properly while you check. Tighten firmly through the first two or three eyelets so the forefoot

is snug, then tighten well through the curve from foot to ankle — that is what pulls your heel back

into the pocket. Wear the socks you actually play in.

Sizing: skates are not shoes

Hockey skates run roughly 1 to 1½ sizes smaller than your street shoe size. (The retailer

fitting guide this comes from states the rule generally and names no brands, so treat it as a

starting point rather than as verified for any particular manufacturer — brands and even model

lines differ, which is why you try them on.) Do not be alarmed by the number on the box. Widths

are commonly D (regular) and EE (wide), though Bauer and CCM have both moved to numbered fit

systems (Fit 1 / Fit 2 / Fit 3, and tapered / regular / wide) that map onto the old letter widths.

For children, half a size larger than that is acceptable for growth, and no more. Pure

Hockey's sizing guide is specific about what that looks like inside the boot: toes barely touching
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the toe cap with "no more than 1/4 inch of space in the heel," and "when sizing children, follow the

same method while allowing 1/2 size extra for growing room."

Do not use the "one finger" check you will also see on Pure Hockey's fitting page ("for

youth sizes, you should be able to place one finger between the inside of the boot and the heel of

the foot"). A finger is roughly ½–¾ inch — two to three times the quarter-inch the same retailer's

sizing guide allows — and it directly contradicts the heel-lock test above, which says heel

movement should be impossible. The two Pure Hockey pages conflict; go with the quarter inch

and the half size. A child in a skate that loose cannot learn edges and will get blisters.

Buying a size too big is the most common and most damaging mistake

It is a false economy in two directions.

It makes you a worse skater, immediately and permanently while you own them. Pure

Hockey's skate sizing page is unusually direct: "Going too big will result in blisters and a

noticeable decrease in skating ability due to a lack of ankle stability. A strong stride comes from

having a boot working in unison with the foot of the player."

Here is the mechanism, and it is the reason this matters more than any other equipment point in

this document. Edges are controlled by ankle angle. To get a blade onto a steep inside or

outside edge you roll your ankle and drive the knee out over the skate. If there is slack between

your foot and the boot, the first several degrees of that ankle movement are spent taking up slack

instead of tilting the blade. You feel unstable, so you don't commit, so you never get onto a real

outside edge. Players in oversized skates typically diagnose themselves as having "weak ankles."

They usually have oversized skates.

If you are working through the edge drills in Skating and outside edges feel unsafe no matter how

much you practise, get your skate fit checked before you buy another power-skating session.

It also destroys the skate. A foot sliding around inside the boot breaks down the sides of the

quarter package from the inside. Pure Hockey: wearing skates any larger than the recommended

fit "will cause blisters and will break down the sides of the boot."

Recreational versus performance boots

Skate lines run to a lot of price points per manufacturer. Counted from the manufacturers'

own catalogues on 27 July 2026, current-generation senior skates only: Bauer lists nine

models across two player lines — Vapor at four tiers (Fly30 $319.99, Fly40 $579.99, FlyPro

$779.99, FlyLite $1,039.99) and Supreme at five (F20 $229.99, F30 $319.99, F40 $579.99, F50 Pro
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$779.99, Fuse $1,039.99). CCM lists ten — Jetspeed at six (FT860 $249.99 up to FT8 Pro

$1,229.99) and Tacks at four (XR 70 $319.99 up to XR $919.99). Add the previous generation still

on clearance and each brand runs to about fourteen. So: four to six tiers per line, nine or ten

per manufacturer, and the numbers move every time a generation rolls over. What matters is

the tiers, not how many of them there are. The differences that actually matter to you:

Entry-level. Soft quarter package (the boot's structural shell), minimal support, breaks

down in a season or two. Fine for a few public skates a year; not fine for learning to play.

Upper entry / lower mid-range. Stiffer polyurethane shells, some ankle support, quick-

release holders that let you swap steel.

Mid-range. The first tier with composite material in the quarter package, and —

importantly — the first price point that can be heat-moulded (baked). This is the

value sweet spot for most adult recreational and beer-league players: enough stiffness to

develop technique, enough moulding to fit properly.

Upper-mid and above. Stiffer, lighter, better steel, better liners, more customisable fit.

Second-tier boots are what most NHL players actually wear, being nearly identical to top-of-

the-line but with a faster break-in.

Retail prices on skates at a US retailer run from about $50–$80 for the basic entry-level tier up to

roughly $950 for top-of-the-line. (Both ends come from the same cited retailer comparison, which

names "Entry-Level Skates ($49.99 – $79.99)" and a $949.99 flagship.)

Stiffness — what it is for

A stiffer boot transmits more of your leg's force into the ice and holds your ankle in a consistent

position under load. That is an advantage if you are strong enough and skating hard enough to

load it. If you are not, a very stiff boot simply refuses to let you bend your ankle, which flattens

your knee bend and takes away exactly the edge angle you were trying to buy.

The practical rule: match boot stiffness to how often and how hard you skate, not to your

ambitions. A pro-stiffness boot worn once a week by a beginner is worse than a mid-range boot

worn by the same person.

Baking (heat moulding)

Mid-range and up boots contain thermoformable materials. A shop oven heats the boot — How To

Hockey describes a professional oven bringing the skate to around 200°F — so the material

softens and takes the shape of your foot as it cools. Done properly it roughly halves the break-

in time.



How to do it right:

Have a shop do it. Home ovens are not the same thing and you can cook the glue.

Pull out on the laces, have the fitter lace them, and then sit still. Do not stand up, do not

flex your ankle forward or back, do not press on the boot.

Wait about ten minutes for the skate to cool and set before moving.

Do not bake entry-level skates. There is little mouldable material in them and the heat

can do more harm than good.

Break-in and lace bite

Expect mild discomfort for the first few sessions while the liner packs out. How To Hockey's

threshold is a good one: if it still genuinely hurts by your fourth time on the ice, go back

to the shop. That is a fit problem, not a break-in problem.

Lace bite — a hot spot, blister or cyst on the top of the foot — comes from lace pressure driving

straight down onto the tendon. Two fixes:

Change your lacing. Lacing "in-to-out" — feeding the lace up through the eyelet from

underneath, the standard way shoes are laced — gives a tighter fit but drives the pressure

straight down onto the tongue. Lacing "out-to-in" is, in Discount Hockey's words, "when the

lace is brought over the eyelet and then turned back in. This method will provide more

comfort and reduce the risk of lace bite because the tension is applied laterally instead of

downward." You trade a little tightness for it.

Gel pads inside the tongue disperse the pressure.

If you need Achilles or ankle gel pads to fill empty space, that is a signal your skates are too big.

Skate Sharpening

What "hollow" means

A hockey blade is not flat across its width. Sharpening cuts a concave groove down the centre

of the blade, and what is left standing at either side of that groove are your two edges — the

inside edge and the outside edge that Skating is built around.

The radius of hollow (ROH) is the radius of the circle that groove is cut to, quoted in inches: ⅜",

7/16", ½", 9/16", ⅝", and so on. Counter-intuitively, the smaller the number, the deeper the
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hollow and the sharper the bite. A ⅜" hollow is aggressive; a ⅝" hollow is shallow.

Deeper versus shallower — the trade-off

There is no correct answer, only a trade:

Deeper hollow (⅜", 7/16"). More bite. Better acceleration, harder stops, tighter turns.

Less glide, and the skates can feel "grabby" — harder to transition between edges and

harder to hold speed.

Shallower hollow (9/16", ⅝"). More glide and more top-end speed for the same effort.

Less bite, so stops and hard turns need more attention.

The two variables that push you one way or the other:

Body weight. A heavier player sinks the blade into the ice more for the same hollow, so

heavier players generally go shallower and lighter players deeper.

Ice temperature — and here two of the big retailers flatly contradict each other.

Discount Hockey's skate guide does tell you to change your hollow for it: "a sharper skate

hollow is recommended for smaller players or for players who skate at frigid rinks to help

them dig more into the harder ice," and "a duller skate hollow is recommended for larger

players or for those who skate at warmer rinks to prevent them from 'sinking' into the

softer ice." Pure Hockey's sharpening guide points the opposite way on the underlying

physics: "colder, harder ice wears skate edges more quickly and often provides more bite,

while softer ice creates less resistance and may feel less responsive" — i.e. cold ice already

grips, so if anything it is warm ice that needs help. Both cannot be right, and on the

disputed point the evidence favours Discount Hockey. Bauer's own sharpening guide

says it plainly: "On colder ice, it'll be harder to dig in and you'll skate on top of the surface. If

the ice is warmer and softer, you'll dig in more, which adds to fatigue and less glide." The

peer-reviewed picture agrees. Colder ice really is harder — a 2025 Scientific Reports review

of arena ice quality reports that "across all studies, the pattern is clear: ice becomes harder

or stronger as the temperature decreases" — and harder ice gives the blade less purchase,

not more: "Ice that is too hard may reduce this penetration, potentially affecting agility and

control, whereas softer ice can increase penetration but at the cost of greater ice

degradation and higher friction." Pure Hockey's "more bite" is the half that does not survive

contact with the literature. (Two caveats worth keeping. Gliding friction is not linear in

temperature — it bottoms out and then rises again in very cold ice; de Koning and

colleagues measured the minimum "at an ice surface temperature of about -7 degrees C".

And no study crosses hollow radius with ice temperature: the physics of grip is

settled, the prescription of a particular hollow for a particular rink is not.) What everyone



agrees on is that cold, hard ice eats edges faster, so it costs you sharpening intervals

whichever way you read it. The practical answer: leave your hollow alone. Your feel for

your edges is calibrated to it (below), and chasing rink temperature means never having a

baseline to compare against. If you play regularly at one unusually warm or unusually cold

rink and want to experiment, move one step and give it several skates.

Typical hollows

½ inch is the industry-standard default and the best all-round choice — "neither too

sharp nor too dull." If you don't know what you want, ask for a half inch.

Recreational players commonly start at ½".

Heavier players, or anyone who wants more glide, often prefer ⅝".

Players who want maximum edge bite choose ⅜", accepting that it takes more effort to

maintain speed.

Once you know your baseline, move one step at a time — to 9/16" or 7/16" — rather than

jumping.

Skate on a consistent hollow. Your whole feel for your edges is calibrated to it. Changing

hollow and technique in the same week means you cannot tell which one caused what.

Flat-Bottom V (FBV) is an alternative grind that cuts a flat centre section with angled edges

instead of a rounded hollow, aiming for strong bite and good glide. Not every machine can do it —

ask before you rely on it.

How often to sharpen

A common rule of thumb is every 20–30 hours on the ice. Many players settle into once

or twice a month.

Over-sharpening wears your steel out prematurely. Under-sharpening costs you

edges. Pick a routine based on your schedule and adjust.

Sharpen new skates before their first use. They arrive with a factory finish, not a game-

ready edge.

Outdoor ice, which is often harder and carries grit, eats edges faster.

Using soakers (soft blade covers) between sessions extends the interval.

How to tell you need a sharpen

On the ice: the blade chatters, pulls to one side, or wobbles. You slide out of turns you

normally hold. Your stops go from a clean spray to a scrape. Push-offs feel weak.



By hand: run a finger lightly along the length of the blade feeling for nicks and gouges. The

edge should feel sharp.

By eye: hold the blade under a bright light and look straight down at the edge. A sharp

edge is a line and reflects almost nothing. If you can see a reflection along the

edge, it has rounded over — time to sharpen.

For parents: a young player who suddenly can't stop, slides out of turns, or says the skates

feel "slippery" or "weird" is usually describing dull steel.

Expect to pay roughly $10–$20 per sharpen at a US shop, often less if you leave them overnight.

At-home stones and re-edgers run $20–$40 and are best treated as touch-up tools between

proper sharpens, not replacements — some of them remove more steel than a machine would.

Sharpening is not profiling

Sharpening sets the hollow across the blade. Profiling (contouring) reshapes the

runner from heel to toe — how much steel is on the ice at once, and where the balance point

sits. Profiling changes acceleration, stability, agility and stride feel. It is a tuning exercise for

players who already know what they want; sharpening is routine maintenance everyone needs.

Sticks — The Four Variables

A stick is a specification, not a brand. Four numbers determine almost everything about how it

plays.

Everything in this section is a preference, not a rule of hockey. The starting points below are

starting points. Two players of identical build reasonably end up with different sticks.

1. Length

The standard fitting check: stand the stick vertically on its toe, in front of you.

In shoes, the butt end should reach roughly your nose.

In skates, roughly your chin.

That is a starting point, and the position you play pushes it either way — though this is convention

and preference rather than anything the rules impose:



Defencemen tend to go longer. A longer stick extends your reach in the defensive-zone

gap, makes poke-checks and stick-lifts effective from further away, gets into passing lanes

from further out, and helps you keep the puck away from your body while walking the

offensive blue line. See Defending the Rush for why reach is the currency in a gap.

Forwards often go shorter. A shorter stick handles the puck closer to the body, is quicker

in tight, and makes it easier to get your hands out in front for a fast release — see Shooting

and Puck Handling.

The costs of getting it wrong are symmetrical: too long and you cannot handle the puck in close,

you stand taller (which wrecks the knee bend everything else depends on), and your release slows

down. Too short and you give up reach, and you have to bend further than is comfortable to keep

the blade flat.

Under NHL Rule 10.1 the maximum shaft length is 63 inches; USA Hockey allows 65. Retail sizes

run roughly: youth 38–44", junior 46–53", intermediate 54–55", senior 56–63".

2. Flex

Flex is a stiffness rating: the number of pounds of force needed to bend the shaft one

inch. A 100-flex stick takes 100 lb to bend it an inch. Higher number, stiffer stick. Retail sticks run

from about 30 flex for small children to 110 for large adults.

The rule of thumb: start at roughly half your body weight in pounds. A 180 lb player

starts at 85–90; a 200 lb player at 100. Then adjust:

Round up if you are tall or strong for your weight.

Round down if you are average or below in height or strength.

Why it matters. A shot's power does not come only from your arms — it comes from loading the

shaft like a spring and letting it unload into the puck. That only happens if you can actually bend

it.

Too stiff and you cannot fully load the shaft. You get less power, not more, and a slower

release, because you are muscling the puck instead of letting the stick do work.

Too whippy and you overpower it. The shaft bends further than you intended, the puck

leaves at an angle you didn't choose, and shots become inconsistent. It also feels vague

when you are receiving a hard pass.

The practical test: you want a flex you can load consistently without overdoing it.

https://learn-ice-hockey.com/systems/defending_the_rush/
https://learn-ice-hockey.com/technique/shooting/
https://learn-ice-hockey.com/technique/puck_handling/


Cutting a stick raises its effective flex. A shorter shaft is a shorter lever, so it takes more

force to bend it the same amount — the number printed on the stick no longer describes what you

are holding. The retail guidance is to treat about three inches as the threshold: if you plan to cut

more than three inches off, buy a lower flex than the calculation says; if you plan to add more

than three inches with an end plug, buy a higher flex. This is the single most common way

players end up on the wrong flex without realising it — they buy the right number and then saw

four inches off it.

Positionally, and again as convention rather than rule: defencemen often prefer stiffer shafts,

partly for long point shots and partly for the solid feel when battling; forwards often prefer softer

flexes for quicker loading and faster release.

Kick point is a secondary variable — where along the shaft the stick is designed to bend most.

Low kick flexes near the blade for a quick release; mid kick is the traditional feel and loads more

power over a longer motion; high kick loads the whole shaft, favouring big slap shots; constant

and dual kick designs respond to where your bottom hand is. Get length and flex right first; kick

point is a refinement.

3. Curve

The blade's curve is described by three things: where the curve is, how open the face is, and the

toe shape.

Where the curve sits — heel, mid, or toe:

The puck naturally settles into the deepest part of the curve, and then has to travel from there to

the end of the blade as you shoot. That distance is what changes.

Heel curve. The puck starts furthest from the toe, so it spends longest on the blade — a

longer release, with more time to build velocity. Traditionally favoured for slap shots

and by defencemen.

Mid curve. The all-rounder. Good puck spin, balanced across shot types, generally the

safest first choice.

Toe curve. The curve is out near the end, which makes it easier to scoop or lift the puck

away from someone's stick and easier to toe-drag (dragging the puck back toward yourself

on the very end of the blade to pull it around a defender's stick). Favoured for wrist shots

and puck handling.

Face angle — open versus closed:



Hold the stick upright and look down at the blade. If you can see the face of the blade, it is open;

if you mostly see the top edge, it is closed. This is loft, exactly like the difference between a 9-

iron and a 3-iron.

Open face. Lifts the puck sooner and with less follow-through — good for scoring in tight,

banging in rebounds from the goalmouth, and going top shelf (into the upper part of the

net, under the crossbar) from close range without space to wind up. It also disguises your

shot: the blade looks the same whether you are going high or low, and goalies read blade

angle. It makes saucer passes (a pass flipped through the air to travel over a stick or skate

and land flat) easier, and it makes receiving passes on your backhand easier, which

matters if you play your off-wing.

Closed face. More accurate, because the puck stays square to the blade through the

shooting motion. Better puck control and better for long, flat passes — see Passing and

Receiving. Needs a fuller follow-through to elevate, which telegraphs more. Generally the

better choice for defencemen and for all-round players.

The backhand trade-off is unavoidable. As How To Hockey puts it, "what helps the forehand

shot hurts the backhander." A deep, open curve makes forehand elevation easy and makes

backhand shooting harder and less accurate — the backhand is fired off the convex side of the

blade with nothing to cup the puck. If you care about your backhand, and Shooting argues

strongly that you should, favour a shallower, less open pattern. Developing players in

particular are usually better served by a less open pattern, because it forces you to learn

real shooting and stickhandling mechanics rather than relying on loft.

Toe shape. A round toe gives more blade surface at the end, which many players find easier for

toe-drags and puck control. A square toe makes it easier to separate a puck from the boards — a

real advantage for defencemen digging dump-ins out of the wall — and gives a slightly bigger

surface for blocking shots and knocking down passes.

Blade length varies by pattern with no industry standard, capped at 12½ inches by rule. A

shorter blade releases quicker (less distance for the puck to travel); a longer blade builds more

velocity and gives more surface for receiving passes.

4. Lie — the least understood variable

Lie is the angle between the shaft and the blade — in practice, how upright the shaft stands

when the blade is flat on the ice. Pure Hockey's stick guide gives the numbers as running 4 to 8;

its stick-fitting page narrows the practical range to 4.0 to 6.0 in half increments, with most

sticks a 4.5, 5.0 or 5.5. (The two pages disagree on the range; the fitting page is the one

describing what is actually on the rack.) The same stick guide converts them: a lie of 5

https://learn-ice-hockey.com/technique/passing_and_receiving/
https://learn-ice-hockey.com/technique/passing_and_receiving/
https://learn-ice-hockey.com/technique/shooting/


corresponds to roughly a 135° angle, and each lie number up or down changes it by

about 2° (a 6 lie ≈ 133°, a 4 lie ≈ 137°). Higher number, more upright stick.

Why it matters. With the correct lie, the whole bottom edge of your blade contacts the ice when

you are in your normal playing stance. With the wrong lie, only the heel or only the toe touches,

and everything degrades:

Passes you receive skip off the raised part of the blade instead of settling.

Stickhandling gets loose, because the puck is bouncing on a tilted surface.

Shots go off-line, because the blade meets the puck at an angle you didn't intend.

The blade wears unevenly and dies early.

How to check yours in ten seconds: turn your stick over and look at the bottom of the blade. If

one area — usually the toe or the heel — is significantly more worn than the rest, your

lie is wrong. A correct lie wears evenly along the blade.

Which way to go:

Lower lie (shaft more angled) suits a player who skates in a deep crouch, is taller, or carries

the puck further from the body. Traditionally more common among defencemen.

Higher lie (shaft more upright) suits a player who skates more upright, or who keeps the

puck tight to their feet. Traditionally more common among forwards.

Note the interaction: lie and length are coupled. Cutting a stick down effectively raises the lie

you need, because your hands come down and the shaft angle changes. If you cut four inches off

a stick and your blade suddenly rides on its heel, that is why.

Shaft finish and construction

Grip versus clear. A grip (textured) shaft stops the stick spinning in wet gloves — most players

prefer it. A clear shaft lets your bottom hand slide freely up and down, which some players want

for stickhandling, and it usually needs tape on the shaft to compensate.

One-piece versus two-piece. One-piece is the modern standard. A two-piece (separate shaft

and blade) lets you mix and match, and lets you salvage half the stick when the other half breaks

— a genuine budget option.

Composite versus wood. Composite is lighter and engineered to flex at a designed point, giving

a faster release and more velocity. Wood is heavier, deader, cheaper, and arguably easier to

receive hard passes with, but comes in far fewer flex options than composite — wood senior sticks

are usually sold as one stiff "senior" flex rather than across a range. (The often-quoted "90–100



flex" figure for wood does trace to a real spec sheet — HockeyWorld's listing for the Sher-Wood

5030SC Feather-Light Senior gives "Flex:90-100" — but that is one discontinued model, now

shown as "Currently Unavailable", not a property of wood sticks in general. Other wood seniors are

specced differently: the CCM Ultimate ABS senior "comes in 85 flex". Use the numbers as

illustrations, not as a rule.) The lack of choice is the real point, and it is easy to verify: the

CCM Ultimate senior is sold in 85 flex only, with just left and right hand as options, and Sherwood's

own product page for the 5030 senior offers pattern and hand and no flex option at all. A useful

trick: practise with a wood stick and play with your composite — the extra weight builds

hand and wrist strength, like a donut on a baseball bat.

When a stick breaks mid-shift, there is a rule attached — and it is a penalty. A broken

stick is one the referee judges "unfit for normal play". Under NHL Rule 10.3 you may keep

playing without a stick, but you must drop the broken one immediately; carrying it or

playing the puck with the stub is a minor penalty. A replacement must be handed to you from

your bench or by a teammate on the ice (or picked up off the ice under NHL and IIHF rules) — a

teammate may not throw or shoot one to you (the IIHF wording adds tossing and sliding), and

you may not use an opponent's stick or a goalkeeper's stick. Your goalie is the exception:

under Rule 10.4 a goalkeeper may carry on with a broken stick until a stoppage, may not go to

the bench for a replacement, and may play with a skater's stick until a proper one is handed over.

USA Hockey Rule 605 is narrower — a replacement may come only from your bench or a

teammate on the ice, and it has no equivalent of the goalie's permission to keep playing. Full

treatment, including the casebook's definition of "participating", is in Rules Primer. The practical

equipment consequence: carry a spare stick to the bench, and if you play a lot, keep a

second one taped and ready — a mid-game break with no spare means either a stickless shift or

a borrowed stick with the wrong flex, curve and lie.

Protective Fit — Where the Gaps Are

The general principle: protective gear that is too big protects less, not more. Oversized

pads slide out of position on impact, so the pad arrives somewhere other than where the puck

does. They also drag against each other, restrict your stride and shooting motion, and expose the

joints they were bought to cover.

https://learn-ice-hockey.com/foundation/rules_primer/


How each piece should sit

Shoulder pads. The tips of your shoulders must be centred in the shoulder caps.

Try them on standing, with your pants — there should be a small gap between the bottom of

the pads and the top of the pants when you stand upright, because you will be bent forward

in your skating stance and that gap closes. Sized by chest measurement plus height or

weight.

Elbow pads. Sized by measuring from the cuff of your glove to the middle of your bicep. Try

them on with your shoulder pads and gloves on — that is the only way to see whether

the three pieces actually meet. Tighten the straps so the velcro stays fastened under your

jersey through a full game, and so the pad cannot rotate if you fall on it.

Gloves. Sized in inches from your fingertip to the end of your elbow pad — typically 8"

youth to 15" senior. Round up if you are between sizes. The cuff of the glove should meet

the bottom of your elbow pad with no gap. Your fingertips should just reach the end

without being forced.

Pants. Sized close to your jeans/waist size, confirmed by measuring your waist just above

the hips. For length, Pure Hockey's fitting guide is explicit: standing upright, "the bottom of

the pants should overlap the kneecap area of the shin guards by roughly one-

third to halfway." Reaching the kneecap is not enough — you want the pants sitting over

the top of the guard, because the gap opens as soon as you bend into a stance.

Shin guards. Put your skates on and tie them, sit with your feet flat and your knees bent to

90°, and measure from the top of the skate tongue to the centre of your kneecap. If

you wear the guard over the skate tongue, add about an inch on top of that. Your

kneecap must sit centred in the knee cup at all times — strap them tight enough that

they cannot rotate during play.

The three coverage gaps that cause the most injuries

1. The gap between shin guard and pants. This is the classic. Pants that are too short, shin

guards that are too short, or both, leave a strip of bare thigh just above the knee — precisely

where a rising puck, a stick and the top of the boards all arrive. The pants must overlap the

top of the shin guard while you are in a skating stance, not while you are standing in a

shop. Bend into a hockey stance in the changing room and check. If a gap opens, one of the two

pieces is wrong.

2. Elbow pad rotation. An elbow pad that spins on your arm when you fall puts its hard cap on

the inside of your arm and presents bare joint to the ice. This is the most common way players

break or badly bruise an elbow while wearing an elbow pad. It is a strap-tension and sizing

problem, and it is entirely preventable: strap it so you cannot twist it by hand.



3. Wrist exposure. The strip between the top of the glove cuff and the bottom of the elbow pad.

Slashes land there, and it is the part of your arm you cannot see. Both the IIHF and USA Hockey

now recommend cut-resistant sleeves or undergarments for exactly this reason — the IIHF

"strongly" (Rule 9.5), USA Hockey simply "recommended" (Rule 304(g)). Long elbow pads and

correctly sized gloves close the gap for free; a cut-resistant sleeve closes it properly.

A fourth worth noting: tendon guards — the padding at the back of the ankle above the boot —

are on USA Hockey's list of equipment you are responsible for. Most modern skates include them;

check that yours does and that your socks are not holding them out of position.

Helmets and Facial Protection

Certification

Three separate systems, one for each of the big markets. The mark you need is determined

by where you play, not by where the helmet was made.

United States — HECC. The Hockey Equipment Certification Council is a US non-profit, and

its sticker is what American leagues reference. (The origin story is confirmed by HECC itself, which

states on its own homepage that it is "a 501(c)(3) non-profit organization that was created at the

request of USA Hockey in 1978". One wrinkle worth knowing: USA Hockey's own article "What

the Heck is HECC?" dates it to 1976 — "The Hockey Equipment Certification Council (HECC),

organized in 1976…" — and does not mention having requested it. The two parties disagree by

two years; HECC's own account is used here.) HECC does not write standards; it certifies against

ASTM ones, which is the detail missing from most "check the sticker" advice:



Item Standard HECC certifies to Title

Helmets ASTM F1045 (HECC currently certifies to F1045-22; ASTM's

current edition is F1045-24)

Standard Performance

Specification for Ice

Hockey Helmets

Face

protectors

ASTM F513-22 Standard Specification

for Eye and Face

Protective Equipment

for Hockey Players

Goaltender

head

and face

ASTM F1587-22 Standard Specification

for Head and Face

Protective Equipment

for Ice Hockey

Goaltenders

Visors ASTM F513-22 — the same standard as a full cage. HECC's

Certified Equipment list files visors as "Eye and Face

Protectors Type C", defined as "a visor intended for use by

persons in the junior age category and older, other than

goaltenders" and "certified only for persons age 18 and over"

Standard Specification

for Eye and Face

Protective Equipment

for Hockey Players

Neck

laceration

protectors

ISO/DIS 10256-5 and CAN/BNQ 9415-370 —

HECC certification expires. This is written into the USA Hockey rulebook itself: "HECC

certification includes an expiration date on the sticker and a helmet that has an expiration

date that has expired is no longer considered certified. The player may not wear a helmet

that does not have a valid and current certification sticker." HECC's own site gives the

interval: "The expiration date of the label is 6.5 years after the date of

manufacture." That figure is confirmed for helmets. HECC-certified neck laceration

protectors are five years, not 6.5 — HECC published that as a correction to a previously

stated seven-year figure.

Canada — CSA, and it is mandatory. Only CSA-certified helmets are approved for Hockey

Canada play; HECC certification does not apply in Canada, and Hockey Canada says so

explicitly. The standards are:

CSA Z262.1:15 (R2025) — Ice hockey helmets. Sixth edition, published 2015, reaffirmed

2025.

CSA Z262.2:15 (R2025) — Face protectors for use in ice hockey. Fifth edition, published

2015, reaffirmed 2025.



Hockey Canada Rule 3.6(b) is unambiguous, and note that it covers the cage as well as the

helmet: "While on the ice, including pre-game warm-ups, all players, including goaltenders, will

wear a CSA-certified hockey helmet, to which a CSA-certified facial protector must be securely

attached and not altered in any way. Any alteration to a CSA-certified helmet or facial protector

automatically destroys the certification." There is also federal law: the Ice Hockey Helmet

Regulations SOR/2016-186, made under the Canada Consumer Product Safety Act, require that

ice hockey helmets sold in Canada "meet the requirements of standard Z262.1… as amended

from time to time" — an open reference, so it tracks whatever CSA's current edition is.

Europe — CE marking against EN ISO 10256. The IIHF rulebook names no certification body,

requiring only "a helmet manufactured and approved specifically for ice hockey", but the CE mark

you see on equipment sold in Europe now has a specific standard behind it:

EN ISO 10256-1:2024 — General requirements

EN ISO 10256-2:2024 — Head protectors for skaters (this is the helmet standard). An

earlier EN ISO 10256-2:2018 does exist, and the 2024 edition does supersede it. The

supersession is recorded by the Polish standards body PKN, a CEN member that publishes

national-adoption data: its entry for PN-EN ISO 10256-2:2018-08 (which "implements EN ISO

10256-2:2018 [IDT], ISO 10256-2:2016 [IDT]") is marked "Wycofana i zastąpiona przez

PN-EN ISO 10256-2:2025-06" — withdrawn and replaced — with a withdrawal date of

11 June 2025; the replacing document implements EN ISO 10256-2:2024. ISO's own

catalogue agrees at the ISO level: ISO 10256-2:2016 is listed as Withdrawn with "New

version available: ISO 10256-2:2024". Note the edition-year trap that makes this

confusing: EN ISO 10256-2:2018 is the European adoption of ISO 10256-2:2016 — there is

no ISO edition dated 2018. And the 2018 EN was never harmonised under the PPE

Regulation, so its absence from the harmonised list below is expected rather than evidence

that it did not exist.

EN ISO 10256-3:2024 — Face and eye protectors for skaters

EN ISO 10256-4:2024 — Head and face protectors for goalkeepers

All four were cited in the Official Journal by Commission Implementing Decision (EU)

2026/1279 of 12 June 2026, giving presumption of conformity with the EU PPE

Regulation (EU) 2016/425 from 16 June 2026. That is very recent — no earlier edition of EN

ISO 10256 appears in the harmonised list at all — so equipment on shelves may still predate it.

Britain — no certification mark is specified anywhere, and that is not an oversight to

work around. The IIHF book names no certification body (Rule 9.6 asks only for "a helmet

manufactured and approved specifically for ice hockey"; Rule 9.12 for a protector "designed for

this specific purpose"). The In-House Rules add a great deal of enforcement detail and no



standard number at all — the strings "certified", "certification" and "10256" do not appear in

them. England Ice Hockey's Rules & Regulations Rule 24.3 says only "an approved Ice Hockey

Neck Guard/Protector", worn "without alterations and as directed by the manufacturers'

specification", and Rule 24.1 requires equipment to "confirm to IIHF safety standards". So the

practical British test is: buy hockey-specific gear from a retailer selling into the European

market, CE-marked against EN ISO 10256 where the mark applies, keep it unmodified,

and fit it as the manufacturer says. A HECC or CSA sticker is not required here and is not a

problem here — but neither is a substitute for the thing British referees actually check, which is

whether the item is present, unaltered and correctly fitted.

Neck protectors are the item where the three systems diverge most, and the Canadian

rule is the strict one. A BNQ-certified neck laceration protector is mandatory in Canada:

Hockey Canada Rule 3.6(c) requires that "the wearing of a BNQ-certified throat protector is

required for players registered in minor and female hockey", and adds that "goaltenders who wear

an attachment to the mask or helmet designed to protect the throat, must still wear a BNQ-

certified throat protector" — a dangler is not a substitute. The applicable standard is CAN/BNQ

9415-370, Neck Protectors for Ice Hockey and Ringette Players. In the US, by contrast, USA

Hockey merely accepts BNQ-certified protectors alongside HECC-certified ones through the 2026-

27 season. If you are buying in Canada, or for a child playing in Canada, treat BNQ as a

requirement and not as an American footnote.

Change in progress — check before you buy. CAN/BNQ 9415-370 is being withdrawn. A

Standards Council of Canada notice of intent posted 7 May 2024 (comment period 14 May – 5

June 2024) records the standard development activity as "Withdrawal" and gives as its entire

stated project need: "It was decided to withdraw this document." The notice itself names no

successor, no transition arrangement and no effective date — but BNQ's own documents

do. The successor is CAN/BNQ 0102-565/2023 (ISO 10256-5: 2017, MOD), Protective

Equipment for Use in Ice Hockey — Part 5: Neck Laceration Protectors for Ice Hockey Players, a

National Standard of Canada whose first edition is dated 7 February 2023. Its title page records

that "International Standard ISO 10256-5: 2017 (first edition, 2017-03) has been adopted with

Canadian deviations (MOD) as BNQ Standard CAN/BNQ 0102-565/2023, which has been approved

as a National Standard of Canada by the Standards Council of Canada (SCC)", and one of those

deviations keeps ringette inside the scope "to retain the spirit of the standard CAN/BNQ 9415-

370, which was in effect prior to the publication of the standard CAN/BNQ 0102-565 (ISO 10256-

5, MOD)". On the certification side BNQ said the changeover would follow later: "the new edition

of the program and the transition process for companies already certified (standard CAN/BNQ

9415-370) or in the process of being certified will be announced later on our website." That

announcement has not come yet — BNQ's live certification page still runs the programme

against CAN/BNQ 9415-370 under protocol BNQ 9415-970. What is unaffected either way:



Hockey Canada Rule 3.6(c) requires a "BNQ-certified" throat protector and names no standard

number at all. Buy to whatever your association currently specifies.

Check the sticker before you buy, and especially before you accept a hand-me-down. A

cheap clearance helmet is often cheap because its certification has expired, which makes it

unusable for youth or travel hockey even though it is physically fine.

Cage versus visor versus full shield

Cage. Metal bars. Maximum protection, no fogging, no scratching, unrestricted airflow.

Slight visual obstruction from the bars — which almost everyone stops noticing within a few

sessions. The default for anyone who does not have a specific reason to wear

something else — but note that it is not the only legal option below adult level. USA

Hockey Rule 304(d) requires a HECC-certified facemask, which a HECC-certified full shield

satisfies just as a cage does; IIHF women's and U18 hockey likewise require full-face

protection, not a cage specifically. In England, junior hockey is the exception to that

— England Ice Hockey's Rules & Regulations Rule 24.5 makes face cages mandatory for

all junior games, so a full shield is not a substitute there.

Visor (half shield). Clear polycarbonate covering the eyes and nose. Best optical clarity, no

chin or mouth protection at all — wear a mouthguard. The IIHF requires it as a minimum for

all players born after 31 December 1974, fixed so it cannot be flipped up, and bans tinted

ones so opponents and officials can make eye contact. In Britain, two amendments sit

on top of that birth-date test: in women's hockey a half visor is permitted only from the

season after the player's 18th birthday (full-face below it), and in SIHA Recreational, SIHA

University and BUIHA hockey a half visor is the minimum whatever your date of birth. See

UK and England Rules.

Full shield (full visor). A clear polycarbonate cage-equivalent. Full facial coverage with

better sightlines than a cage; can fog and can scratch. Permitted by IIHF as one of the three

facial-protection types.

Combination cage/shield hybrids exist and split the difference.

A cage or shield is sized separately from the helmet. A medium helmet does not guarantee

a medium cage — even in a combo package. Fit both. Under the In-House Rules this is a rule,

not just advice: "Helmet–facemask combinations must match manufacturer sizing. Mis-sized

combinations are considered Dangerous Equipment, and the player will be removed until

corrected." The same rule tells teams to carry spare screws, straps, clips and at least one spare

facemask or visor for in-game repairs — worth a corner of the bag.

https://learn-ice-hockey.com/foundation/uk_rules/


The fit test

1. Measure your head circumference with a soft tape about ½"–1" above your eyebrows. Your

fitted hat size is a usable proxy.

2. Open the helmet to its largest adjustment, put it on, and then tighten it down gradually

until it is snug. Most modern helmets adjust with side tabs or a rear dial, and adjacent sizes

overlap substantially — a small at maximum is close to a medium at minimum.

3. The front edge should sit about ½ inch above your eyebrows, flat and level. It must

not tilt forward, slide back, or wobble.

4. Shake your head. The helmet should move with your skull, not on it. If it shifts, it is too big.

If it creates pressure points or a headache, it is too small.

5. Wear it for a few minutes before you commit. Hot spots reveal themselves slowly.

6. Fit the cage. Your chin should be centred in the chin cup and the cup strapped

snugly against your chin — Pure Hockey's guidance is that the cage should "fit snugly

around the chin cup" and sit flush against the chin, with no gap figure given. If the cage

doesn't close to your chin, the whole helmet will be displaced when you take a hit. Looking

straight ahead, your eyes should be between the bars, not looking through one. In Britain

there is a written standard for this: the In-House Rules require the chin cup to be

"properly fitted and in contact with the chin, within the helmet's J-clips", and ban loose or

dangling cages and straps. Referees are told to allow minor fitting compromises — tight to

the chin but slightly out of a J-clip, or clipped in but slightly off the chin — only where

adjustment cannot improve the fit further.

7. Chin strap fastened. Every rule set requires it, and an unfastened strap turns a helmet

into a hat. In Britain there is a number attached: the gap between chin/neck and chin

strap must not exceed 2.5 cm — about one finger. First offence sends you to the bench to

adjust; second is a 10-minute misconduct. If your helmet comes off in play you must leave

the ice immediately, or refit it at once if it is safe to do so. A British coach or manager is

required to check helmet and facemask fit and chin-strap tightness before the warm-up, so

expect to be asked.

Replacing a helmet after an impact

A helmet that has taken a serious impact should be replaced. Protective foams work by

crushing — that is how they absorb energy — and crushed foam does not un-crush. A helmet that

looks fine externally can have a compressed liner underneath and a shell with hairline stress

damage. The same applies to a helmet that has been dropped hard onto concrete, or left in a hot

car, or worn well past its certification date. This is not just folk wisdom — both a manufacturer and

a governing body say it outright. Bauer's own helmet manual: "Helmet and liners should be



inspected prior to each use and the helmet must be replaced if the foam or internal attachments

have broken down. The helmets must be discarded if the shell is cracked or deformed. If helmet

is severely impacted, it should be replaced immediately. Exposure to violent impact or

stress may reduce its protective function." Hockey Canada's helmet-certification bulletin:

"Helmets that are cracked, have loose fittings or missing liner pieces, or that have been subjected

to a severe impact should be replaced." Hockey Canada also notes what does not determine

lifespan: "There is currently no expiration on CSA certification and the date on the CSA sticker

represents the year the helmet was manufactured", and the HECC sticker's date "is related only to

the length of certification granted by HECC for a given helmet and is not an indication of the

lifespan of a hockey helmet."

Two related realities worth being honest about:

There is no concussion-proof helmet. Helmets are extremely good at preventing skull

fractures and lacerations, and only partially effective against the rotational accelerations

that cause most concussions. Higher-end models use suspension liners, liquid-filled bladders

and advanced foams (Poron XRD, D3O) specifically aimed at rotational impact, and the

likelihood of injury in a well-designed modern helmet should be lower — but the risk never

goes to zero.

Spending sense. Pure Hockey's helmet guide makes the point sharply: it makes very little

sense to spend $200–$250 on a stick and $600–$800 on skates and then protect your head

with a $60 bucket. (That skate figure is their illustration of a keen player's spend; it sits near

the top of the $50–$950 range quoted earlier in this document, not in the middle of it. The

argument works at any point on the range — scale the numbers to what you actually paid.)

Helmets in a US retail catalogue have ranged from about $27 for a basic model to about

$300 for a flagship. Buy the best-fitting helmet you can afford, and buy fit before features.

Goalie Equipment — An Overview

Goaltending gear is a different sport's worth of kit. This section is deliberately a summary; see

Goaltender for how it is actually used.

The list: mask (with optional throat protector / "dangler" hanging from the chin), chest and arm

protector, leg pads, catch glove (trapper), blocker, goalie pants, knee and thigh protectors, goalie

jock, goalie skates, and a goalie stick.

Three things a skater should know about it:

https://learn-ice-hockey.com/positions/goaltender/


1. It is sized completely differently. Goalie leg pads are not sized like shin guards. Sizing starts

from a floor-to-knee measurement taken seated, plus barefoot height, plus your skate size,

and the fit is judged by where your knee lands in the knee cradle in both your stance and

your butterfly (the save position where the goalie drops to both knees and fans the pads flat

across the ice) — not by height or age. Pads also come in +1" and +2" thigh-rise options, adding

an inch or two at the top for extra five-hole coverage (the five-hole is the gap between a goalie's

legs) in the butterfly, at some cost in mobility. Unlike a chest protector, which should be snug and

shouldn't shift, leg pads should be secure but able to rotate freely into and out of the

butterfly.

2. It is heavily regulated by dimension. Where skater equipment rules are mostly about

safety, goalie equipment rules are about how much net you are allowed to cover. NHL Rule 11.2

caps leg pads at 11 inches in extreme width and sets each goalie an individually calculated

maximum height based on their floor-to-knee and knee-to-pelvis measurements. Rule 11.5 caps

knee protection at a contoured 9 inches. USA Hockey Rule 303 caps leg guards at 11 inches

wide and 38 inches long, the blocker at 8 × 15 inches, and the catch glove at an 8-inch cuff,

45-inch circumference and 18-inch catching portion. IIHF Rule 9.11 requires goalie skates to have

a protective cowling at the front of each boot and bans "cheaters" added to gain ice contact. It

is compulsory for all goalkeepers to wear helmets and full facemasks (USA Hockey Rule

303(b)); no form-fitted facemasks are permitted.

3. It is a much larger investment. A full set of goalie gear costs several times a skater's kit,

wears out on a similar timescale, and is far harder to buy secondhand in the right size. Many clubs

own a set of house goalie gear for exactly this reason — ask before you buy.

Buying Strategy

New versus used

Safe to buy used, provided you check fit and condition:

Sticks — as long as the length, flex, curve and lie are right for you, and there are no cracks,

soft spots or rattles. A cheap way to try a curve you have never used.

Pants, shin guards, shoulder pads, elbow pads — inspect for cracked plastic caps,

compressed foam and broken straps, then wash them.

Bags, socks, jerseys — obviously.



Skates, with real caveats: only if they fit you properly (the boot has already moulded to

somebody else's foot, which is the problem), the quarter package is not broken down, the

eyelets are intact, and there is enough steel left. A well-cared-for second-tier boot in the

right size is a bargain; a broken-down boot in the wrong size is worse than useless.

Do not buy used:

Helmets. This is the firm one. You cannot see a compressed liner or a hairline shell crack,

you usually cannot know the impact history, and the certification may well have expired —

which in most youth and travel leagues makes it illegal as well as unsafe. A hand-me-down

helmet from a sibling has the same problems.

Anything with an expired certification sticker — helmets, facemasks, neck guards.

Mouthguards and jocks/jills. For reasons that need no explanation.

Cages and visors with deep scratches or cracks. A cracked visor must be replaced; the

IIHF requires a player whose visor cracks in play to leave the ice immediately.

Where to spend and where to save

Spend on, in this order:

1. Skates — the biggest performance difference in the bag, and the one piece where a bad

purchase actively holds back your development.

2. Helmet — the biggest consequence.

3. Stick — but spend on getting the specification right first. A correctly specified $80 stick

beats a wrongly specified $300 one, every time.

4. Gloves — you feel the puck through them, and cheap gloves wear through at the palm

quickly.

Save on:

Socks, base layers, bag, tape — commodity items.

Shin guards and elbow pads — fit dominates; the model barely matters at recreational

level.

Pants — unless you play a contact league, mid-range is plenty.

Shoulder pads — in a non-checking adult league, lightweight pads are entirely adequate.

In a checking league this moves up the priority list substantially.



Kitting out a beginner on a budget

1. Ask the club first. Many associations and rinks loan gear to new players, and many hold a

used-gear swap. Goalie gear especially is often club-owned. Some beginner programmes

supply the kit outright rather than lending it — Getting Started names the ones that

do, and what each includes, so check before you buy anything on this list.

2. Buy last season's models. Manufacturers refresh lines annually; last year's mid-range

boot at clearance is usually the best value in the shop.

3. Get properly fitted in person for skates and helmet, even if you buy online afterwards.

These are the two you cannot guess.

4. Buy the rest used or entry-level, and buy fit over features — but "the rest" excludes the

do-not-buy-used list above: helmets, facemasks and neck guards (new, every time),

mouthguards, jocks/jills, and any cage or visor with deep scratches or cracks.

5. Buy a mouthguard and a neck guard. They cost almost nothing and they are required in

a lot of leagues — and in every British one, for every player of every age.

6. Buy two rolls of tape and a puck. You will use both immediately.

The order to upgrade in

1. Skates, once you are skating more than about once a week — move up to a mid-range,

bakeable boot.

2. Stick specification — get length, flex, lie and curve right. This costs nothing extra if you

buy the right stick next time.

3. Helmet, if yours is old, expired, or doesn't fit properly.

4. Gloves, when the palms go.

5. Steel — better runners on a decent holder are a cheap upgrade to an existing skate, and

having two sets of steel doubles your time between sharpenings.

6. Everything else, when it wears out.

Maintenance and Care

Drying — the one habit that matters

Take everything out of the bag as soon as you get home. Every time. Wet gear left zipped

in a bag is a warm, dark, humid environment full of organic material, which is exactly what

https://learn-ice-hockey.com/getting-started/getting_started/


bacteria and fungi want. As How To Hockey puts it: "The longer you leave wet ANYTHING in your

bag, the more it will stink."

The smell is the visible symptom; the real reasons are more serious. Damp gear degrades faster —

foams break down, stitching rots, and skate steel rusts. And hockey gives you a steady supply of

small cuts, blisters and abrasions, which are the openings that skin bacteria need to become an

infection. The NHS notes that staph and MRSA live harmlessly on skin, spread mainly by touch

(including touching things a carrier has touched), and only cause an infection when they get inside

the body through a break in the skin. Clean, dry gear and clean skin remove most of that

opportunity. There is also a hockey-specific literature on this: a Sports Medicine review by Tlougan

and colleagues covering figure skaters, ice-hockey players and speed skaters reports that the

infections most often seen in ice-skating athletes are "tinea pedis, onychomycosis, pitted

keratolysis, warts and folliculitis", and that "awareness, prompt treatment and the use of

preventative measures are particularly important in managing such dermatoses that are easily

spread from person to person in training facilities." Its prevention advice is the advice given here

— keep gear ventilated and dry, keep your skin clean, and wear sandals in shared changing areas.

(That review establishes which infections occur and how to prevent them, but there is no

published infection rate attributable to unwashed equipment.)

Practical routine:

Hang everything — a drying rack, a spare rail, or hooks in a garage. Run a fan. Airflow

does more than time.

Air-dry base layers; wash them after every single use.

Full wash every few weeks. Almost everything except skates and helmets can go in a

washing machine: jerseys, socks, base layers, and the protective gear itself. Use the longest

cycle with a pre-wash and an extra rinse, and select the bulky/large-load setting if you have

one. Avoid chlorine bleach — it can degrade the bonding agents and foams in your

equipment; oxygen bleach is fine. A full wash typically buys you three to six weeks.

Wipe helmets and skates by hand. Anti-bacterial spray on already-dry gear helps with

odour.

Shower promptly after you play, and don't share towels.

Blades, holders and rust

Wipe your steel and holders dry after every skate, before the skates go back in

the bag. Water sitting on steel is what rusts it.

Use soft blade covers (soakers) — the terry lining absorbs residual moisture. Hard

guards let you walk on concrete but do nothing about rust; some soft guards with a



rubberised sole do both. Never store skates in soakers, though; take them off once the

blades are dry.

Air the skates out at home, and if you are being thorough, pull the footbeds out so

moisture isn't trapped underneath.

Replace your steel when it is chipped, cracked or broken (usually from a blocked shot or a

step onto concrete), when repeated cross-grinding has worn it very short, or when rust has

eaten into it.

Never walk on concrete, tile or metal in bare blades. One step ruins an edge and can

gouge the steel.

Laces, tape and general lifespan

Replace skate laces before they break, which they will do in the changing room five

minutes before a game. Waxed laces hold tension better and let you tie sections of the boot

at different tightnesses; unwaxed laces give a more uniform, looser feel. Keep a spare pair in

the bag.

Re-tape the blade when the tape wears through — some players re-tape before every

game, which is preference, not necessity. Clean the adhesive residue off first with warm

water and mild dish soap, or by warming it with a hairdryer and wiping it away.

Rough lifespans, which vary enormously with use: tape — a game or a few; laces — a

season; sticks — unpredictable, and they break without warning; skates — entry-level

boots break down in a couple of seasons, good boots last years with care; helmets —

replace at certification expiry or after a significant impact, whichever comes first;

protective pads — until the foam is compressed, the plastic is cracked, or you have

outgrown them.

Taping

Tape does four things: it protects the blade from wear, it stops water and ice building up on it, it

gives the puck something with a bit of grip to sit against, and — on the shaft — it gives you a knob

and a grip that your hands can find without looking.

There is genuinely no right way to tape a stick. Players tape differently because they want

different things, and the variation is preference, not technique.



Blade taping

The mechanics that are not preference: wrap smoothly, overlap evenly, and don't let it

wrinkle or bunch. An uneven tape job gives you an unpredictable blade surface, which shows up

on receptions and on shots. Trim creases and toe flaps off with scissors.

Most players start by laying a single strip around the toe edge — over the top and along the

bottom — flattened smooth, before wrapping the blade itself.

Then pick a pattern:

The classic. Heel-to-toe, leaving a little of the heel and toe exposed, covering the working

middle of the blade.

The sock. Heel-to-toe with full coverage from end to end, so the blade looks like it is

wearing a gym sock. Maximum protection, slightly more weight.

Toe tape job. Starts at the centre of the blade and wraps forward, covering only the toe.

Popular with players who use the toe of the blade for handling and want a clean heel.

The five strand. Five wraps just past the centre towards the toe. Minimal, quick, and easy

to redo.

Direction — toe-to-heel or heel-to-toe — is personal preference for skaters. Goalies are

conventionally advised to wrap toe-to-heel so the puck rolls off the blade cleanly when they pass

and shoot.

Colour is also preference with a story attached: black tape is said to hide the puck against the

blade from the goalie; white tape is equally popular, and the black scuff marks a puck leaves on

white tape are claimed to do the same job. Neither is a proven effect — there is no

published study behind either. Worth knowing that the one authoritative voice on the question

argues the opposite of the black-tape folklore: David Marcoux, a former NHL goaltending coach,

writing for NHL.com, says "from a goalie's standpoint, it's simply easier to see the black puck

coming off a white stick blade", and notes that "there is at least one team in the Quebec Major

Junior Hockey League, the Sherbrooke Phoenix, that mandates white tape on stick blades of

defensemen for this very reason." That is a coach's stated belief, not data — he offers none — but

it is better sourced than the black-tape claim, which rests on retailer copy hedged as "may also

help".

Wax goes on after the tape — four to six horizontal passes across the face of the blade, repeated

a few times, and the same on the back. It keeps water and ice off the tape, adds grip on the puck,

and makes the tape job last longer. Use hockey-specific wax; general-purpose waxes gum up.

Rubbing a puck back and forth along the blade does a similar job. (Wayne Gretzky's baby-powder



finish, which dulls the tackiness slightly, is a real thing but is not a substitute for wax and is easy

to overdo.)

Knob and grip

The knob at the butt end stops the stick sliding out of your top hand and gives you something to

grip when you pick the stick up off the ice. Build it how you like it:

Start a base with a folded scrap of paper or napkin over the butt end.

Tear the tape in half lengthwise and wrap the thinner strips around the top until the

knob is the size you want.

Compress it in your hand and smooth it down.

Then run full-width tape down the shaft 10–12 inches for grip.

A ribbed grip is a common variation: twist a foot or so of tape into a rope, spiral it down the shaft

below the knob, then cover the spiral with a normal wrap. Finishing with clear tape reduces friction

on your glove palms, which are the first thing to wear out. The candy cane is a spaced spiral

down the shaft, about 1½–2 inches between wraps.

Goalies tape a large knob specifically so the stick stays in hand during poke checks, and many

tape the paddle for rebound control.

Shin pad and sock taping

Clear hockey tape (shin tape) around the sock over the shin guard does two jobs: it holds

the guard in position so it cannot rotate mid-game, and it holds the sock up. Two or three wraps at

the top of the calf and two or three at the ankle is the standard. Do not wrap so tightly that you

restrict circulation, and be aware that a full wrap at the top of the calf can be uncomfortable over

a long game — most players tape below the widest part.

Some players also tape a wrap around the top of the skate tongue or across the boot; that is

preference.



Bag and Pre-Game Routine

Choosing a bag

Match the bag to your gear and your body, not to the biggest one on the shelf. A bag too large for

your kit is annoying to carry and lets everything slide around; kids in particular end up hauling

bags that strain a shoulder.

Carry bags with a shoulder strap are the classic and still the most common.

Wheeled bags take the load off your shoulders entirely and are the norm for young players

and goalies. Most also have a carry strap.

Backpack bags suit players travelling light; some have wheels too.

Ventilation matters more than it sounds. Modern polyester bags dry faster and breathe

better than old leather or PVC ones, and bags with mesh panels limit how much stink builds

up between the changing room and home. Fabric weight is quoted in denier (420D, 600D,

1000D) — higher is stronger but stiffer.

A skate compartment keeps sharp steel away from soft gear, which is otherwise how bags

and gloves get cut open.

A stick bag is worth it if you travel to tournaments by bus or plane.

The checklist

Run this before you leave the house. Nothing on it is optional and every one of them has been

forgotten by somebody, in the car park, twenty minutes before a game:

Torso and arms: base layers · jock/jill · shoulder pads · elbow pads · gloves · jersey Legs: socks ·

shin guards · pants · sock tape Head and neck: helmet (with cage/visor attached) · mouthguard ·

neck guard — in Britain, forgetting this one is an immediate 10-minute misconduct with

no warning Feet: skates · spare laces · skate guards/soakers Sticks: stick (plus a spare if you

have one) · stick tape · wax Other: water bottle · towel · shower kit · rink pass/club card · any

tape or straps you use

The dressing order most players use

There is a reason this order is nearly universal: each layer has to go on before the thing that

overlaps it, and you cannot bend down to lace skates once your shoulder pads and jersey are on.

1. Base layers

2. Jock / jill



3. Shin guards, then socks pulled over them and taped

4. Pants

5. Skates — laced properly, while you can still reach your feet

6. Shoulder pads

7. Elbow pads

8. Neck guard (not optional anywhere in Britain, at any age — see above)

9. Jersey (pulled down over the pads — remember most pads must be under the uniform by

rule, and in Britain the jersey must sit outside the pants on tie-down straps, must not be

tucked into your shorts, and must cover your elbow pads)

10. Helmet, chin strap fastened

11. Mouthguard

12. Gloves, last, so your hands are free for everything above

Then check three things before you step on: chin strap fastened, shin guards under the

pants and not sticking out, and gloves meeting your elbow pads. Those are the three that

referees and injuries both notice.

Common Mistakes

Buying skates a size too big. The most damaging equipment error in hockey. It costs you

edge control, blames itself on "weak ankles," and destroys the boot from the inside. Buy 1 to

1½ sizes below your shoe size and check heel lock.

Buying skates that fit but never getting them baked or broken in properly, then

deciding the fit is wrong.

Standing up, or flexing your foot, during a skate bake. You have just moulded the

boot to the wrong shape.

Skating on whatever hollow the shop last gave you. If you don't know your hollow, you

can't tell whether your edges or your technique are the problem. Pick one, write it down, ask

for it every time.

Chasing a deeper hollow because "sharper is better." Deeper means more bite and

less glide. Heavier players usually want the opposite.

Buying the flex the calculation says, then cutting four inches off the stick. Cutting

stiffens it. Buy lower if you plan to cut more than about three inches.



Assuming a stiffer stick shoots harder. If you can't load it, it shoots softer.

Buying a deep, wide-open curve as a beginner. It flatters your forehand and quietly

wrecks your backhand and your passing accuracy — and the backhand is the shot goalies

read worst.

Never looking at the bottom of your blade. Uneven wear at the toe or heel is a free

diagnosis that your lie is wrong.

Wearing pads that are too big "for extra protection." They slide out of the way on

impact and open the gaps you were trying to close.

Leaving a gap between shin guards and pants. Check it in a skating stance, not

standing up.

Loose elbow pads. They rotate when you fall and put the hard cap somewhere useless.

Any second-hand helmet — bought, borrowed, or handed down from an older

sibling. You cannot see a crushed liner or a hairline shell crack, and you cannot know its

impact history. An in-date sticker does not make a hand-me-down safe — the sticker

carries an expiration date (6.5 years after manufacture), which tells you nothing about the

helmet's impact history or the state of its liner. It is a certification clock, not a condition

report. An expired sticker is a separate problem that also makes it illegal in most youth and

travel leagues.

Assuming your cage is the same size as your helmet. It often isn't, even in a combo

pack.

Leaving gear in the bag between sessions. This is the single habit behind rot, rust,

smell and skin problems.

Storing skates in soakers while still wet. The soaker's job is to absorb moisture, not to

seal it in.

Spending big on a stick and cheap on a helmet. Consider what each one is protecting.

Forgetting a mouthguard or neck guard in a league that requires them, and being sent

off the ice for it. In Britain the neck guard is never the conditional case — it is

mandatory for every player at every level and age, and there is no warning before the 10-

minute misconduct. Reading USA Hockey's adult exemption or Hockey Canada's minor-and-

female scope as though it applied to you is the single most expensive misreading a British

player can make of this document.



Key Takeaways

1. Fit beats price everywhere in the bag. A cheap skate with good heel lock outperforms

an expensive skate a size too large, and a cheap helmet that fits protects better than an

expensive one that doesn't.

2. Skates are the most important purchase by a wide margin. Buy 1 to 1½ sizes below

your shoe size, lock the heel, let your toes just brush the cap, and never buy up for growth

beyond half a size for a child.

3. Badly fitting skates make it impossible to learn edges. Ankle slack eats the first few

degrees of every edge you try to set, so you never commit, and you conclude you have

weak ankles. You have loose boots.

4. Learn your hollow and keep it. Half an inch is the sensible default; deeper bites and

shallower glides; heavier players generally go shallower. Sharpen every 20–30 hours, and

check for a reflection along the edge under a bright light.

5. A stick is four numbers: length, flex, curve and lie. Get them right and the brand

barely matters. Chin in skates for length, half your body weight for flex — and remember

that cutting a stick makes it stiffer.

6. Lie is the variable nobody checks and everybody should. Turn your stick over: uneven

wear at the toe or heel means the blade isn't sitting flat, and everything you do with the

puck is being degraded by it.

7. Too-big pads protect less, not more. The three gaps that hurt people are shin-guard-to-

pants, a rotating elbow pad, and the exposed wrist between glove cuff and elbow pad.

8. Never put a child in a second-hand helmet — bought, borrowed or handed down —

and never wear one past its certification expiry. Foams work by crushing, and crushed

foam doesn't recover. A sibling hand-me-down with an in-date sticker has exactly the same

problem as a bought used one: you cannot see a compressed liner or a hairline crack, and

you cannot know the impact history. Replace any helmet that has taken a serious impact.

9. Equipment rules differ far more between leagues than playing rules do — neck

guards, full facial protection, mouthguards, HECC certification and whether pants go over or

under the jersey all change by rule set. Check yours before you buy.

10. 🇬🇧 If you play in Britain, the neck guard is the one that does not vary. A neck

laceration protector is mandatory under IIHF Rule 9.12 for every player in every category,

adults included — and in EIH, SIHA and BUIHA competition the In-House Rules give no

warning before an immediate 10-minute misconduct, with a second offence escalating to a

game misconduct. England Ice Hockey's Rules & Regulations 24.3 extend it to "all on ice

activities", so it applies at practice too. The USA Hockey adult exemption is not yours.



11. Empty the bag every single time you get home. Hang it, run a fan, wipe your steel dry.

This one habit prevents rot, rust, smell and most skin problems, and it costs you ninety

seconds.



OFF THE ICE

Conditioning and Recovery

Rule set: Written to NHL rules. Where IIHF, USA Hockey or typical rec-league rules differ in a way

that changes how you play, it is flagged inline. Physical preparation is not governed by playing rule

— but the shift length your league's culture permits, and whether body checking is legal, both

change what your body has to survive, and those are flagged where they matter. Playing in

Britain? The IIHF flags are yours — every level of UK hockey runs the IIHF book, amended

locally; see UK and England Rules.

⚠️ This document covers injury and health. It is a hockey document, not medical

advice. Nothing here diagnoses, treats or rehabilitates anything. Where it says "see a

professional", that is the actual instruction, not a disclaimer.

RELATED Skating Game Management Body Contact and Battles Practice and Development

Equipment Mental Game Goaltender

Overview

Hockey asks your body for something unusual: repeated near-maximal efforts of roughly half a

minute to a minute and a half, separated by two to five minutes sitting on a bench, for sixty

minutes of clock time. Training for that is not the same as training for general fitness, and it is not

the same as training for a marathon or for a one-rep-max squat.

This document covers what the demand actually is, what to train and why, how to reduce your

injury risk, how to warm up, fuel and recover, and — because most readers have a job — what the

highest-value ninety minutes a week looks like.

Two honest framings before we start. First, sports science is a contested field, and hockey-

specific sports science is a small one. Where the evidence is good, it is called good. Where it is

weak, mixed or absent, it is called that, rather than dressing coaching craft up as fact. Second,

conditioning is not a substitute for skating technique. A player with an inefficient stride

burns far more energy to cover the same ice. Read Skating alongside this.
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What Hockey Actually Demands of Your Body

The shape of a shift

The best current summary of hockey physiology is a 2024 review in the Scandinavian Journal of

Medicine and Science in Sports by Vigh-Larsen and Mohr. Its description of match play is worth

taking literally:

Shifts last roughly 30 to 80 seconds, separated by longer periods of largely passive

recovery on the bench. ⚠️ Attribute this one carefully — the review is reporting it,

not reporting it as its own. Its introduction reads "Studies have documented that each

shift typically lasts 30–80 s, with subsequent recovery periods of ~2–5 min" and cites

references 1–3: Lignell et al. (2018) — the same paper cited elsewhere in this guide for

positional workload — Brocherie et al. (2018) and Bracko et al. (1998). Those three

measured it; Vigh-Larsen and Mohr collected it. Anyone restating this figure should name the

primaries, not the review. (The 2026 elite-hockey nutrition review puts a number on that

bench time: shifts of "∼30-80 s" are "interspersed with passive recovery periods (2-5 min)".)

That adds up to about 15 to 25 minutes of on-ice time per player across a game.

That on-ice time comes in about twenty shifts. The review does not give a shift count,

but the NHL's own statistics do: across the 2024-25 regular season, skaters who played at

least half a season averaged 21.0 shifts per game — 19.4 for forwards and 24.0 for

defencemen, at a mean of 47.7 seconds per shift (47.1 s for forwards, 48.8 s for

defencemen). Individual regulars ranged from about 11 to 33 shifts a game depending on

role.

Nearly 50% of the distance covered is at high-intensity skating speeds — and the

review attaches a positional half to that same sentence which is worth carrying: this comes

"with an accentuated intense activity pattern in forwards compared to defensemen."

Note what that does and does not say. It is a claim about intensity of activity pattern, not

about total distance skated, and it separates forwards from defencemen — it says nothing

about one forward position covering more ice than another. On total distance the

measured direction is the opposite of the folklore: Lignell and colleagues, tracking 36 NHL

players through a game, found "defensemen (D) covered 29% more (p ≤ 0.05) skating in

total than forwards (F) and were on the ice 47% longer. However, F performed 54% more

(p ≤ 0.05) high-intensity skating per minute than defensemen." So forwards work harder per

minute; defencemen cover more ground. No published study measures skating distance at

the level of centre versus winger, so the common assertion that "the centre covers more ice

than anyone" is coaching craft — Center sets out what is actually established and carries the

citation.

https://learn-ice-hockey.com/positions/center/


Heart rate rises toward maximum during each shift.

A Swedish study of a single game (Lögdal and colleagues, 2022) — six elite junior players,

three forwards and three defencemen, median age 17, so treat it as a detailed case series

rather than a population estimate — measured them accumulating 11 minutes 18 seconds (±

5:04) above 90% of maximal heart rate across a game, with blood lactate — a marker of how

hard the fast, oxygen-independent energy pathway has been working — ranging from 1.8 to 10.7

mmol/L, mean 5.5, and forwards significantly higher than defence.

Note the number in the review is 30–80 seconds, not the 30–50 seconds often quoted in coaching

material. Both are true of different things. A well-managed shift in a well-coached team is

nearer 30–45 seconds. Eighty seconds is what happens when you get stuck on the ice — an iced

puck you can't change on, a long defensive-zone shift, a rec-league team with two and a half lines.

The physiological point is that the top end of the range is where the wheels come off, which

is why Game Management treats shift length as a tactical discipline and not just a fitness matter.

The ~45-second central tendency used elsewhere in this guide is not a published figure: it is

computed from the NHL's public shift-chart API across 8,325 shifts in an 11-game 2024-25 sample

— mean 47 s, median 45 s — and it is set out in full in Playing Without the Puck.

Rec-league flag. If your team rolls three lines, or two, your work-to-rest ratio is dramatically

worse than the professional numbers above, and every conclusion in this document about

between-shift recovery matters more to you, not less.

The three energy systems, in plain English

Your muscles run on a molecule called ATP. You have three ways of making it, and they differ in

how fast they deliver and how long they last.

1. The phosphocreatine (PCr) system. A small store of ready-made chemical energy sitting

in the muscle. It is instantaneous and it is what powers your first three or four hard strides, a

shot, a battle on the wall. It runs down in seconds and has to be rebuilt.

2. The glycolytic system. Breaking down carbohydrate rapidly without needing oxygen to

arrive first. Fast, powerful, and the source of the burning-legs sensation late in a long shift. It

provides the bulk of the extra energy for hard efforts lasting from roughly ten seconds to a

couple of minutes.

3. The aerobic (oxidative) system. Burning carbohydrate and fat with oxygen. Slower to

ramp up, effectively unlimited in duration, and — this is the part players miss — it is the

system that rebuilds the other two.

https://learn-ice-hockey.com/systems/game_management/
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The Vigh-Larsen and Mohr review describes hockey match play as significantly challenging both

aerobic and anaerobic systems, "with great reliance on both glycolytic and phosphagen ATP

provision."

A 2026 study by Gabrys and colleagues in Sports measured the energy contributions across a

repeated high-intensity effort protocol in semi-professional players and found the total split to be

63.1% ± 2.6% aerobic, 29.8% ± 2.9% phosphagen, and 7.4% ± 1.5% glycolytic.

Read that number carefully, because it is easy to misuse. It is the split across a whole

protocol including the recovery periods, not the split during one hard effort. During the first fifteen

seconds of a hard shift, the phosphagen and glycolytic systems dominate. The aerobic share of

the total climbs the more efforts you string together, precisely because the aerobic system is

doing the rebuilding in between. Hockey is anaerobic within a shift and aerobic across a

game. That single sentence is the whole physiology section.

Why the distance runner dies after two shifts — and the sprinter dies in

the third period

This is the question that makes the physiology concrete.

The good distance runner who is exhausted after two shifts has a well-developed aerobic

system and an undertrained anaerobic one. They can produce energy steadily for a long time.

What they cannot do is produce a very large amount of it very quickly, tolerate the acidity that

comes with doing so, or repeat it. On top of that, they are being asked to do it in an unfamiliar

movement pattern — the skating stride loads the hips, groin and glutes in a way running does not

— by muscles that have never been asked for that. Running fitness is genuinely useful in hockey,

but it is fitness for running.

The pure sprinter or gym-strong player who fades in the third has the opposite problem.

The first shift is superb. But phosphocreatine has to be rebuilt between shifts, and

rebuilding it is an oxygen-dependent process — the rate at which muscle restores PCr after

exercise is used in clinical research as an index of mitochondrial oxidative capacity. If your aerobic

system is weak, you come back for shift two with a partly empty tank, shift three with less again,

and by the third period you are a shadow. The Vigh-Larsen review points to exactly this

mechanism, noting "pronounced PCr degradation, with potential inadequate resynthesis in a

proportion of fast-twitch fibres in situations of repeated intense actions."

The practical translation: anaerobic power determines how good your best shift is. Aerobic

fitness determines how similar your twentieth shift is to your first. You need both, and most

amateur players are short on the second.



Fatigue across a game is also a fuel problem

The same review reports that hockey's high-intensity pattern "favours muscle glycogen as fuel,

leading to pronounced reductions despite the relatively brief playing time, including severe

depletion of a substantial proportion of individual fast- and slow-twitch fibres," and that player

tracking shows the ability to perform high-intensity skating is compromised in the final

stages of a game, corroborated by measured post-game reductions in repeated-sprint ability.

Glycogen is stored carbohydrate. Individual muscle fibres can run empty even while the muscle as

a whole still has fuel — and an empty fibre is a fibre that cannot contract hard. This is the

physiological basis of the fuelling section below, and it is why the review lists glycogen depletion,

dehydration and rising body temperature as prime candidates for third-period fatigue.

One honest caveat about aerobic testing

You will read that VO₂max — the standard laboratory measure of aerobic capacity — predicts

hockey performance. Be careful. The Gabrys study found "[n]o significant relationships were

observed between maximal oxygen uptake (VO2max) and the RHIE [repeated high-

intensity effort] performance parameters, energy system contributions or lactate

responses" — quoted exactly as printed in the Europe PMC abstract — except a moderate

relationship between absolute VO₂max and absolute aerobic work. Parameters measured at the

anaerobic threshold related more consistently to metabolic work than VO₂max did.

That is one study in fourteen semi-professional players, so do not over-read it either. The

reasonable position: the mechanism by which aerobic fitness aids between-shift recovery

is well established, but a single lab VO₂max number is a poor predictor of who plays

well in the third period. Train the quality; don't chase the test score.

What to Train, and Why

Five buckets. In rough order of how much most amateur players are neglecting them.

1. Aerobic base — the recovery engine

What it buys you: faster rebuilding of phosphocreatine between shifts, faster clearance of the

by-products of hard glycolytic work, a lower heart rate at any given workload, and therefore a third

period that resembles your first.



What it looks like: genuinely easy, conversational-pace continuous work — cycling, rowing,

running, brisk uphill walking — for 30 to 60 minutes. The defining feature is that it should feel too

easy. Most amateurs train their "easy" sessions too hard and their "hard" sessions too easy, and

get the adaptation from neither.

Do it off the ice. Ice time is expensive and better spent on skills and on efforts that look like

shifts.

2. Anaerobic capacity and repeat-sprint ability — the shift itself

What it buys you: a bigger, more repeatable hard effort, and better tolerance of the discomfort

of a long shift.

What it looks like: intervals that mirror the demand. The obvious and correct starting point is to

copy the game — hard efforts of roughly 30 to 45 seconds, with 2 to 4 minutes of

recovery, repeated 6 to 12 times, on a bike, a rower, a hill or the ice. That work-to-rest ratio is

the whole point; if you shorten the rest, you have built a different (and also useful) session, but

you have stopped training the thing hockey asks for.

This prescription is coaching craft derived from the measured game demands above, not a

directly tested protocol — treat the numbers as a sensible starting shape, not a validated dose.

Also useful: short repeat sprints (6–10 seconds, full effort, 30–60 seconds rest) for the

phosphagen system specifically.

3. Lower-body strength and power — the stride and the battle

What it buys you: a harder push, a faster start, more stability on your edges, and more mass

behind you in a puck battle. See Body Contact and Battles for what you do with it.

Does it transfer to skating? Partly, and honestly the evidence says partly rather than hugely.

Keiner and colleagues (2024) in the Journal of Strength and Conditioning Research found that

maximum strength and jump tests explained 1–35% of the variance in on-ice linear sprint

performance in elite youth players, and 22–30% of the variance in in-game peak skating

speed, concluding there was "a clear influence of 1RM in squatting and CMJ performance on on-

ice linear sprint as well as in-game peak skating speed." Roczniok and colleagues (2024) found

elite U16 players' skating sprint was less related to off-ice jump ability than sub-elite players' was

— a reminder that as technique improves, technique becomes the limiter.

Read that as: strength is a real but partial contributor. Getting stronger will help. It will not

fix a stride fault.

https://learn-ice-hockey.com/technique/body_contact_and_battles/


What it looks like: squats, deadlifts or trap-bar deadlifts, split squats and lunges (skating is a

single-leg activity, so train single-leg), hip thrusts and glute work, calf work, and jumps. Lateral

and rotational movement deserves specific attention because the stride is a lateral push, not a

backward one.

Get coached on the lifts. A barbell loaded badly is one of the few ways an off-ice programme

can injure you outright.

4. Core and rotational strength — shooting and holding your ground

What it buys you: shot power comes from the ground up through a rotating trunk, not from the

arms (see Shooting); and every board battle is a test of whether your midsection can transmit

force from your legs to your opponent without folding.

What it looks like: anti-rotation and anti-extension work (Pallof presses, planks, dead bugs,

carries) plus deliberate rotational work (medicine-ball throws, cable rotations). Loaded carries are

unglamorous and excellent for hockey because that is exactly what a battle feels like.

5. Mobility — hips and groin above all

What it buys you: the ability to actually get into a deep, wide, powerful stride position, and a hip

and groin complex that is strong through range rather than only in the middle of it.

Why hips specifically: the skating stride is a repeated, forceful hip abduction (pushing the leg

away from the midline) followed by adduction (bringing it back), in a deeply flexed hip position,

thousands of times a game. Nothing else in daily life does this. The evidence on what that does to

hockey hips is covered in the next section, and it is sobering.

What it looks like: hip flexor and adductor work through range, 90/90 hip rotations, deep squat

holds, and — importantly — strength at the end of your range, not just passive stretching

into it. Range you cannot control under load is not usable range.

Injury Prevention

Hockey's injury profile is unusual because it combines a repetitive, groin-loading movement

pattern with high-speed collisions on a hard surface surrounded by boards.

A 2025 review in Sports on youth hockey reports injury rates ranging from 11.7 to 34.4 per

1000 athlete-hours. In women's collegiate hockey, a 2026 systematic review and meta-analysis
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(Laaksonen and colleagues, BMJ Open Sport and Exercise Medicine, 18 reports, 3,365 injuries

across 719,010 athlete-exposures) reports 5.21 injuries per 1000 athlete-exposures, with

games (10.10) more than three times as dangerous as practices (3.11). Concussion was the

single most common injury type in that dataset, at 0.54 per 1000 exposures.

Groin and adductor strain — the classic hockey injury

This deserves the most space because it is both the most characteristic hockey injury and the one

where the evidence is most interesting.

How common it is. In a 2025 American Journal of Sports Medicine study of NHL goaltenders,

proximal adductor injuries accounted for the largest number of injuries (n = 371) and

the highest total days missed (6,126) — more than any other injury category. Goaltenders are

an extreme case because of the butterfly position (see Goaltender), but the pattern holds across

positions.

The single best-known risk factor. Tyler and colleagues (2001, AJSM) measured pre-season hip

strength in professional ice hockey players and found that a player was 17 times more likely

to sustain an adductor strain if his adductor strength was less than 80% of his

abductor strength. Pre-season adduction strength was 18% lower in players who went on to be

injured. In uninjured players, adduction strength averaged 95% of abduction strength; in injured

players, 78%.

That is a striking finding and it points somewhere useful: your groin is probably weak relative

to the muscles that oppose it, because skating trains the pushing-away muscles far

harder than the pulling-together ones.

Does strengthening it help? Here the evidence gets more nuanced, and you should know that.

The same group's 2002 follow-up reported that a pre-season adductor strengthening

programme coincided with adductor strains falling from 11 in the previous two seasons

to 3 in the two seasons afterwards (0.71 versus 3.2 per 1000 player-game

exposures). Caveat: that is a before-and-after comparison against a historical

control, not a randomised trial, so it cannot rule out other changes over those seasons.

The Copenhagen adduction exercise (a partner- or bench-supported side-lying adduction

movement) is the most-studied specific exercise. A 2025 systematic review with meta-

analysis in the Scandinavian Journal of Medicine and Science in Sports (Quintana-Cepedal

and colleagues, 15 studies) reported increased strength — adduction strength SMD 0.72

(95% CI 0.41 to 1.0), abduction 0.92 (0.47 to 1.4) — and no statistically significant effect

on seasonal groin injury prevalence: RR 0.83 (95% CI 0.41 to 1.68). Two heavy
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caveats, both of which are usually left off when this study is quoted. First, the

review's own words: "the quality of evidence underpinning all findings was rated as

very low." That certainty rating applies to the strength result as much as to the injury

result. Second, the paper was retracted in April 2026 (Scand J Med Sci Sports

36(4):e70287). It is reported here because it is the source the numbers came from and

because deleting it would leave the claim uncited, but it should not be relied on. With it

withdrawn, the strength claim is currently unsupported for ice hockey specifically —

the only remaining trial below is in rink hockey, a different sport, and cannot carry it. The

recommendation to train the adductors therefore stands on the risk-factor finding instead

(Tyler and colleagues, 2001/2002 — low adductor strength relative to abductor strength,

measured in ice hockey players), not on demonstrated strength gains in this sport.

A 2024 critically appraised topic by the same group concluded there is "Grade B evidence

to suggest that inclusion of the CAE may not be associated with reduced injury

rates." Note the population: that paper is titled "Can the Copenhagen Adduction

Exercise Prevent Groin Injuries in Soccer Players?" — it is a football paper, flagged

here as the 2022 cluster-randomised trial below is.

A 2025 scoping review in Cureus found the exercise in 13 of 19 studies of groin-pain

prevention and concluded that "as CAE alone shows limited preventive effects,

developing new, multifaceted exercise approaches is essential."

Not all trials are negative: a 2022 cluster-randomised trial in male high-school footballers

found the exercise alone gave a relative risk of 0.42 (95% CI 0.19 to 0.90), and

combined with the Nordic hamstring exercise, 0.19 (0.07 to 0.54). Note the population is

footballers, not hockey players.

Dose appears to matter: a 2024 three-arm randomised trial found a higher-volume

programme (twice weekly) produced significantly greater adductor strength gains than a

low-volume one (+24%). Note the population, because it is not what the citation

looks like: the participants were thirty high-level rink hockey players aged 14 — rink

hockey is played on quad skates on a hard floor, and involves none of the skating-stride

adductor loading this whole section is about. It is a dose-response finding about an exercise,

not a finding about ice hockey players.

The honest bottom line. Adductor strengthening appears to make your adductors stronger

— the pooled effect sizes are large, but the certainty behind them was rated very low and the

review reporting them has since been retracted, so "definitely" and "reliably" overstate it. With

that review withdrawn, the strength claim is currently unsupported for ice hockey

specifically: what is left is a single 30-player dose-response trial in a different sport (rink

hockey), which cannot carry it. What is on firmer ground is the risk factor: low adductor strength

relative to abductor strength is a documented risk factor measured in hockey players



specifically (Tyler and colleagues, 2001). Whether adding one specific exercise prevents groin

injuries is not settled and leans negative — the pooled estimate found no significant effect,

individual trials say sometimes yes, most of the trials are in footballers, and the exercise is usually

studied in isolation when in practice it would be one part of a programme. Given the Tyler risk-

factor finding, deliberate adductor strengthening remains a sensible thing for a hockey player to

do; just do not treat it as a guarantee, and if you have current or recurring groin pain, see a

physiotherapist rather than self-prescribing an exercise from a document.

Hips — the long-term issue nobody warns you about

Repeated forceful movement in deep hip flexion appears to reshape hockey hips. Among former

elite Swedish players in a study of early hip arthroplasty (Abrahamson and colleagues, Journal of

Hip Preservation Surgery, 2024), cam morphology — an alpha angle of 60° or more,

meaning extra bone at the femoral head–neck junction — was present in 81% of the

players. Read that 81% with the sampling in mind: the cohort was players from Sweden's

highest league "seeking orthopedic consultation for hip and groin pain with restricted hip joint

range of motion", and the figure is from the 31 of them with usable radiographs. It is the

prevalence among elite players who presented to a clinic because their hips hurt, not

among elite players in general, so it is an upper bound rather than a population rate. A pair of

2026 cross-sectional studies of youth ice hockey and ringette athletes (Martin and colleagues,

Clinical Journal of Sport Medicine) found femoroacetabular impingement syndrome in 61%

of males and 67% of females, and hip-related groin pain in 63% of males and 57% of

females, with athletes in pain showing up to five-fold increased odds of positive findings on

impingement tests.

Important interpretation note: these morphological findings are extremely common in athletic

populations and are not, on their own, a diagnosis or a reason to panic — plenty of players

have cam morphology and no symptoms. What the numbers say is that hip and groin pain in

hockey players is common, is not just "a tight groin", and warrants proper assessment

rather than more stretching. If you have persistent groin or hip pain, deep-hip pinching on a

wide stride, or pain that has lasted more than a couple of weeks, see a physiotherapist or sports

physician.

Knee — MCL

The medial collateral ligament (on the inside of the knee) is the classic hockey knee injury,

typically from a blow to the outside of the knee or a leg trapped in a collision or against the

boards. It was the third most common injury among NHL goaltenders (n = 95) in the 2025

study cited above.



What reduces risk: general lower-body and single-leg strength, balance and

landing/deceleration mechanics — the ingredients of neuromuscular training programmes, which

have decent evidence (below). Some knee injuries are simply collisions and are not preventable by

training.

Shoulder and AC joint

Upper-extremity injuries make up a large share of hockey injuries: Dinh and colleagues' analysis of

an estimated 258,302 hockey injuries in players aged 5 to 24 (2006–2023) found 35.57%

involved the upper extremity, with the shoulder region the most common site (40.73%

of upper-extremity injuries). The fracture-specific study below points the same way — the

shoulder is the single most fractured site in the game at 27.0%. The acromioclavicular

joint — where the collarbone meets the shoulder blade — is the classic hockey shoulder injury,

from landing on the point of the shoulder or being driven into the boards.

What reduces risk: correctly fitted shoulder pads (see Equipment); learning how to take and

absorb a hit and how to approach the boards with your head up and hands in front (see Body

Contact and Battles); and general upper-back, rotator-cuff and scapular strength. Most of the risk

reduction here is skill and awareness, not gym work.

Wrist and hand

The same Dinh dataset puts the wrist at 19.55% and digits at 11.23% of upper-extremity

injuries, so roughly three in ten upper-body hockey injuries land on a wrist or a finger. That is the

case for taking this section seriously.

One number here is widely misquoted, so read it carefully. Reiad and colleagues' fracture

study (players aged 14 to 23, US emergency-department data 2006–2023) found the most

common fracture sites were the shoulder (27.0%), wrist (19.3%) and lower arm (11.3%) —

shoulder, not hand. You will see that 27.0% attached to the hand; it does not belong to the

hand, and it does not support anything in this section — it belongs to the shoulder section above.

What the fracture data does support here is that the wrist is the second most fractured site

in the game, at 19.3%, and that the same study found college-aged players sustaining hand

fractures at nearly three times the rate of high-school players (odds ratio 2.82). The wrist-and-

hand section stands on those two numbers and on the Dinh percentages, not on the 27.0%.

What reduces risk: gloves that actually cover the wrist gap (the space between glove cuff and

elbow pad is where slashes land), well-fitted elbow pads, and not putting a bare hand out to break

a fall.
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Concussion risk and body checking

The strongest evidence in hockey injury prevention is not about training at all — it is about rules.

The 2025 youth review reports that body checking is the most significant modifiable risk

factor, associated with a roughly threefold increase in concussion incidence, and that

policy interventions prohibiting body checking have produced 50–70% reductions in

injury rates.

Rule-set flag that genuinely changes your risk: body checking is legal in NHL and most

senior men's play; it is prohibited in most youth age groups below U13/U15 depending on

association, and in most adult recreational and beer leagues. 🇬🇧 Those age lines are North

American and do not transfer to Britain. Neither the IIHF book nor the England Ice Hockey

In-House Rules sets an age at which body checking becomes legal — the answer sits in your

competition's regulations, so ask your league rather than assuming USA Hockey's 12U line or

Hockey Canada's U13 is yours (UK and England Rules). Note too that under In-House Rule 100.1

the women's Adult category starts at the player's 14th birthday, so the IIHF women's rule

below binds British players younger than a North American reader would expect. Women's

hockey is not a blanket prohibition: IIHF Rule 101.1 provides that "in Women's Hockey

'bodychecking' is allowed when there is a clear intention of playing the puck or attempting to

'gain possession' of the puck" — what is penalised is the hit made for any other purpose. Know

which you are playing. The physical preparation and the risk profile are different.

What actually reduces injury risk in general

The best-evidenced intervention across team sports is a structured neuromuscular warm-up

programme — the FIFA 11+ being the most studied example.

The one attributable number is this: a 2025 systematic review and meta-analysis of

multicomponent exercise injury-prevention programmes in adolescent team athletes

aged 10–19 (Liu, Liu and Yin, Frontiers in Pediatrics, 16 randomised controlled trials) found total

injuries reduced by 35% (IRR 0.65, 95% CI 0.54–0.77), lower-extremity injuries by 33% (IRR

0.67), ankle injuries by 38% and overuse injuries by 39%. Note two things: that review is about

multicomponent programmes generally, not the FIFA 11+ specifically, and its population

is adolescent team athletes across sports, overwhelmingly not hockey players.

The wider "roughly 30–46% injury reduction" range often quoted for warm-up programmes

does have a single, identifiable source: Patel and Shah (2025), "The Impact of the FIFA

11+ Injury Prevention Program on Injury Incidence in Football Athletes: A Systematic Review of

Randomized Controlled Trials", Cureus 17(12):e100463, which reports that across the included

studies teams doing the FIFA 11+ showed "preventive effects ranging from approximately 30% to
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46%." Carry its qualifications: it is a narrative synthesis of five controlled trials, not a meta-

analysis and not a pooled estimate — the authors explicitly declined to pool "due to heterogeneity

in injury definitions, adherence reporting, and exposure-hour documentation" — and it is football,

not hockey. The 35% / IRR 0.65 figure above comes from a separate, larger meta-analytic source

and is the more precise of the two.

The finding that matters most is about compliance. In hamstring-injury prevention, high

adherence (≥75% of sessions) gave RR 0.36 (0.28–0.48), while low adherence gave RR

0.92 (0.68–1.23) — that is, essentially no benefit. Each 10% increase in adherence corresponded

to roughly 17% lower injury risk.

Translation: a mediocre injury-prevention routine you actually do beats an excellent one you do

twice. Almost all of these programmes were developed and tested in football, not hockey, so the

transfer is an inference rather than a hockey-specific finding — flagged as such.

Concussion

Read this section as written. It is the one part of this document with no nuance in it.

A concussion is a brain injury caused by force transmitted to the head — from a hit to the

head, a hit to the body that snaps the head, or a fall. The current international reference is the

consensus statement from the 6th International Conference on Concussion in Sport

(Amsterdam, October 2022), published in the British Journal of Sports Medicine in 2023.

You do not have to be knocked out

Loss of consciousness is not required for a concussion, and is not typical of one. The

great majority of concussions involve no loss of consciousness at all. Waiting to see whether

someone was "knocked out" before taking it seriously is the single most dangerous misconception

in amateur sport.

Red flags — call an ambulance

Read this before anything else in this section. The Concussion Recognition Tool 6

(CRT6), published alongside the Amsterdam consensus for exactly this purpose — for non-medical

people on a bench — lists a set of red flags that mean emergency services, immediately. Do

not wait, do not drive them yourself, do not "see how they are after the game":

These are the ten red flags CRT6 lists, in full. Learn them as a set:



Neck pain or tenderness

Seizure, "fits", or convulsion

Loss of vision or double vision

Loss of consciousness

Increased confusion or deteriorating conscious state — becoming less responsive,

drowsy

Weakness or numbness/tingling in more than one arm or leg

Repeated vomiting

Severe or increasing headache

Increasingly restless, agitated or combative

Visible deformity of the skull

Any one of these is an ambulance call. Do not attempt to move the athlete — other than as

required for airway support — unless you are trained to do so, and do not remove the

helmet or other equipment. CRT6 does not make this conditional on neck pain or on the player

being unconscious: "Assume a possible spinal cord injury in all cases of head injury." Wait

for whoever is trained. (For what to do at the scene of a suspected neck injury, see Body Contact

and Battles.)

Two of these overlap with the ordinary symptoms below, and the difference is the

whole point. An ordinary headache is a symptom. A severe headache, or one that is getting

worse, is a red flag. Ordinary confusion about the score is a symptom. Confusion that is

increasing, or a player becoming progressively drowsier or less responsive, is a red flag. Both

patterns are how an evolving bleed inside the skull presents. If a symptom is escalating

rather than steady, treat it as a red flag and call an ambulance.

The ordinary signs

Signs and symptoms that should make you suspect a concussion, where none of them is

severe and none is getting worse, include: headache, pressure in the head, dizziness, feeling

dazed, stunned or "not right", blurred vision, sensitivity to light or noise, nausea, balance

problems, slowed responses, confusion about the score or period, emotional or behavioural

change, and memory gaps around the incident.

Any of these still means the player comes off and does not return that day. And re-read the note

above: a headache or confusion that worsens stops being an ordinary sign and becomes an

emergency.

https://learn-ice-hockey.com/technique/body_contact_and_battles/
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CRT6 is free. Have it on your phone, and know where the red-flag list is on it before you need it.

The absolute rule

If a concussion is suspected, the player comes off immediately and does not return to

play that day. Not that shift, not that period, not that game. "Suspected", not "confirmed"

— you do not need certainty, and nobody at a rec-league rink is qualified to rule it out.

There is no version of this that involves the player deciding for themselves. Symptoms can be

delayed, judgement is one of the things a concussion impairs, and a concussed player will tell you

they are fine. If in doubt, sit them out.

Why returning early is dangerous

A brain that is still recovering is more vulnerable to a second injury, and repeat injury sustained

during recovery is associated with worse and more prolonged outcomes. That risk is the reason for

the same-day rule and the reason return is staged.

Return to play is a medical decision

The consensus framework uses a graded, stepwise return-to-sport progression: starting with

symptom-limited daily activity, progressing through light aerobic exercise, then sport-specific

exercise, then non-contact training drills, then — only after medical clearance — full-contact

practice, and finally return to game play. Each step depends on tolerating the previous one, and

any return of symptoms means stepping back.

This document is not going to give you the timings, and you should be suspicious of

any hockey resource that does. The progression must be managed by a qualified medical

professional who has assessed the actual player. Concussion recovery varies enormously between

individuals, and children and adolescents are managed more conservatively than adults.

What this document will tell you: come off, tell someone, do not drive yourself home, see a

doctor, and do not go back on the ice until a medical professional says you can. If you are a coach,

captain or parent, that decision is yours to enforce and not the player's to overrule.

The first hours afterwards

These are CRT6's own instructions, and none of them is conditional on how the player says they

feel. An athlete with a suspected concussion should not:

Be left alone initially — at least for the first 3 hours. Worsening of symptoms should

lead to immediate medical attention.



Be sent home by themselves. They need to be with a responsible adult.

Drink alcohol, use recreational drugs, or take drugs not prescribed by their

healthcare professional.

Drive a motor vehicle until cleared to do so by a healthcare professional. Note the

wording: not "until they feel well enough", and not just the drive home from the rink — until

a healthcare professional clears them.

This is the part most often skipped, because it happens after everyone has left the rink. Someone

has to own it: whoever drives the player home is also the person who stays with them.

Warm-Up

What a warm-up actually does

Raising muscle temperature increases the speed of contraction and relaxation, increases nerve

conduction speed and reduces muscle stiffness. Practically: you can produce force faster, you

move through range more easily, and you are less likely to ask a cold muscle for a maximal effort

it was not ready for. There is also a preparation-and-attention element — see Mental Game.

The structured-warm-up evidence above — a 35% reduction in total injuries (IRR 0.65) in

adolescent team athletes, mostly outside hockey — is the strongest argument for bothering.

Dynamic, not static, before you play

Static stretching means holding a stretch still for a period. Dynamic stretching means moving

actively through a range — leg swings, walking lunges, hip openers, arm circles.

The evidence favours dynamic work before performance:

A 2025 study in Sports found static stretching had "a detrimental effect when compared

to [dynamic stretching] and [no stretching]" for repeated-sprint performance. Effect

sizes ES = 0.31–2.26 on mean and total sprint time and ES = 0.89–1.86 on best sprint

time — i.e. a range running from small to very large, not uniformly large. The population is

ten male Division II soccer players, not hockey players, which is why the practical advice

below is hedged.

A 2025 review in Sports Medicine Open found passive static stretching effective for

increasing range of motion but noted it "may transiently reduce maximal isometric

strength."

file:///home/runner/work/learn-ice-hockey/learn-ice-hockey/site/.print/off-the-ice__mental_game.xhtml


Two honest qualifications. First, the size of the performance decrement is modest in most

studies and is associated mainly with long holds — a brief 10–15 second hold as part of a fuller

warm-up is unlikely to ruin your game. Second, pre-activity stretching is not an injury-

prevention strategy: a 2025 consensus-style paper in the Journal of Sport and Health Science

concluded that stretch training "does not serve as an all-encompassing injury prevention

strategy." Stretch for range of motion, at a separate time. Warm up with movement.

The off-ice warm-up most amateurs skip entirely

This is the single most commonly skipped thing in adult recreational hockey. Players

arrive fifteen minutes before puck drop, get dressed, and step onto the ice cold to do a hard

crossover lap.

Ten to fifteen minutes before you get dressed is enough:

1. Raise (3–4 min) — light jogging on the spot, skipping, or a fast walk around the concourse.

Get warm enough to notice it.

2. Mobilise (3–4 min) — leg swings front-to-back and side-to-side (the side-to-side ones are

your groin), walking lunges with a rotation, hip openers, deep squat holds, arm circles and

shoulder rolls, thoracic rotations.

3. Activate (2–3 min) — glute bridges, lateral band walks, a few bodyweight squats. This

wakes up the muscles that the stride depends on.

4. Potentiate (2–3 min) — a few short accelerations, jumps or hops, building to near-full effort.

This is the part that gets your nervous system ready to produce force fast, and it is the part

people leave out.

The structure above is a standard warm-up framework (commonly taught as RAMP), applied to

hockey. It is coaching craft in its specifics; the evidence supports structured warm-ups

in general rather than this exact ordering.

The on-ice warm-up

Most rec games give you three to five minutes. Spend it deliberately:

Skate first, shoot later. Two or three laps building from easy to brisk, including backwards,

crossovers both directions, and a few hard starts and stops. Your edges need waking up

more than your wrist shot does.

Then handle the puck — a few stickhandling reps and short passes to get your hands and

your feel for the puck going.



Then shoot, starting easy. Do not open with a full slap shot from the blue line; that is a cold

trunk producing a maximal rotation.

Give your goalie proper shots. Not the top corner from the slot on the first shot. Start

with easy shots from distance and work in. Your goalie is warming up too, and they are the

one player who cannot ease into the game. See Goaltender.

A few hard efforts. One or two five-second full-speed accelerations near the end so your

first shift is not your warm-up.

Fuelling and Hydration

Hockey has one property that makes fuelling matter more than the modest playing time suggests:

as the Vigh-Larsen review notes, glycogen depletion is pronounced "despite the relatively brief

playing time". A 2026 review of nutrition for elite male ice hockey in the International Journal of

Sport Nutrition and Exercise Metabolism states that carbohydrate, primarily muscle glycogen, is

the major fuel for training and match play, and that match performance has been shown to

be associated with pre-game muscle glycogen content.

Before the game

The timings in this section are standard sports-nutrition practice, not figures taken

from the review cited above. The review is the source for what the fuel is (carbohydrate, and

pre-game muscle glycogen being associated with match performance); the 3-to-4-hour and 1-to-

2-hour windows below are the conventional prescription you will get from most practitioners, and

they are approximate by design — individual tolerance varies enough that "what you have tested

and can digest" beats any clock. If you have access to a dietitian, take their numbers over these.

The main pre-game meal, 3 to 4 hours before, built around carbohydrate (rice, pasta,

potatoes, bread), with some protein and low fat and fibre — fat and fibre slow digestion and

are the usual culprits behind a heavy stomach.

A small carbohydrate top-up 1 to 2 hours before if needed: a banana, toast, a cereal

bar. Keep it small and familiar.

Never experiment on game day. Test any new food or drink at practice.

Start hydrated. In a study of para hockey players, 40% arrived at competition already

dehydrated by urine specific gravity. Drinking a glass of water an hour before is worth more

https://learn-ice-hockey.com/positions/goaltender/


than drinking a litre at the rink.

During the game

Ice hockey players sweat more than the cold rink suggests. The elite-hockey nutrition review

reports sweat losses of 2.02 ± 0.74 litres per hour. A 2025 study of 25 NCAA Division I

players compared measurements taken the mornings of and the mornings after games, and

found a total body water deficit of 0.63 litres (1.2%) still present the next morning — that is a

shortfall that survived the whole post-game evening, not the loss during the game itself, which will

have been larger.

Drink on the bench, every shift or two. Small, regular amounts rather than one big drink

between periods. (The measured sweat and body-water figures above are sourced; the little-

and-often pattern is the conventional practitioner recommendation, not something those

studies tested.)

Water is fine for most rec games. For long, hot or high-intensity games, a drink with

carbohydrate and sodium (a standard sports drink) has a real rationale: it replaces fluid,

adds fuel and replaces salt.

Between periods is your best window for a slightly larger drink and, in a long

tournament day, a small carbohydrate snack.

The late-evening rec game problem

This is the specific case most adult players face, and it is genuinely awkward. A 22:30

puck drop creates three problems at once:

1. You have not eaten for hours. Dinner at 18:30 and a 22:30 game means playing on

largely empty tanks. Eat a proper carbohydrate-containing meal 3 to 4 hours before,

and take a small, easily digested top-up an hour or so before if you feel empty.

2. You are already tired. You have worked all day. Accept that your ceiling is lower and

manage shift length accordingly — see Game Management.

3. You cannot sleep afterwards. You finish at midnight, adrenalised, dehydrated and hungry.

This is the real cost. Practical mitigations: rehydrate and eat something during and

immediately after the game rather than at 01:00; keep post-game screens and bright

light down; keep the post-game beer modest, since alcohol both dehydrates you further and

measurably degrades sleep quality; and give yourself a wind-down routine rather than going

straight from the rink to bed.

Be realistic: if you play at 22:30 on a work night, the sleep loss — not the training — is your main

recovery limiter, and it is worth planning the next morning around.

https://learn-ice-hockey.com/systems/game_management/


Recovery

Sleep is the highest-leverage thing on this list

Nothing else in this document has the effect size of sleep, and nothing else is as often ignored.

The evidence base is more mixed than sleep advocates suggest, but it points consistently in one

direction. A 2025 multidimensional review in the Journal of Clinical Medicine describes optimal

sleep duration and quality as a critical "regenerative window" for athletic performance. Work on

sleep extension finds that pre-emptive extra sleep improves alertness and vigilance during

subsequent sleep restriction. Research on sleep and injury has found shorter sleep duration

significantly associated with higher injury risk (OR 1.34, 95% CI 1.08–1.66) — though the

specific analysis quoted here was a preprint, so treat the precise number as provisional while the

direction of the finding is consistent with the wider literature.

What to actually do:

Aim for a consistent 7 to 9 hours — the general adult sleep recommendation, carried in

here rather than derived from any of the hockey studies cited above — with the emphasis on

consistent — a regular sleep and wake time is easier to sustain than a heroic occasional lie-

in.

Protect the night before a game more than the night after, if you have to choose.

Bank sleep before a heavy stretch (a tournament, a run of late games) rather than

trying to repay it afterwards.

A 20–30 minute nap is a legitimate tool on a day with an evening game.

Post-game nutrition

The goals are to replace fluid, replace glycogen and provide protein for repair.

Carbohydrate is the priority for refuelling, and one 2025 survey found athletes

systematically underestimate this, over-emphasising protein — only 1.8% of participants

correctly identified the carbohydrate content required for rapid glycogen resynthesis. The

respondents were 113 amateur Hungarian endurance athletes — runners and

triathletes, not hockey players — so read it as evidence that recreational athletes

generally get this wrong, not as a hockey-specific measurement.

Include protein in your post-game meal for repair and adaptation.

Replace fluid, using how you feel and the colour of your urine as a rough guide.



Timing matters less than total intake for most amateur players. The idea of a narrow

"anabolic window" of 30 minutes is far weaker than it was once presented; if your next

game or practice is more than a day away, getting a good meal in within a couple

of hours is entirely sufficient. Rapid refuelling matters most when you have another

game the same day or the next morning — a tournament weekend, not a Tuesday night

league.

Active recovery

Easy movement the day after — a walk, an easy spin on a bike, easy skating — is low-risk, feels

good, and has reasonable support for short-term restoration. One 2026 network meta-analysis

concluded active recovery "may be preferable for short-term restoration of explosive

performance." Do not make it hard enough to be a training session.

An honest audit of popular recovery methods

Sports science's recovery literature is large, noisy and full of small studies. Here is what the

evidence actually looks like, method by method.

Sleep — strong. Best supported, cheapest, most neglected. Everything below is a rounding error

next to it.

Nutrition and hydration — strong. Well-established mechanisms and direct relevance to a

sport that measurably depletes glycogen and loses two litres of sweat an hour.

Cold water immersion / ice baths — mixed, and with a genuine catch.

Multiple recent reviews find CWI reduces perceived soreness and improves some

markers: a 2025 systematic review of recovery modalities in soccer players (Vatne and

colleagues, Sports, 41 studies) found that cold-water immersion "consistently improved jump

performance and perceptions of fatigue, soreness, and overall well-being"; a 2026 soccer-

specific review found it "may enhance recovery of muscle strength, reduce muscle damage,

and alleviate soreness... but does not seem to impact sprint performance."

Other analyses are less impressed: a 2026 meta-analysis found effects "outcome-specific",

reducing subjective soreness while the apparent creatine-kinase benefit "was not robust

after adjustment for publication bias". The same analysis found a transient impairment of

explosive performance — countermovement jump was worse immediately after immersion

(g = −0.68 at 0 h) but the effect had gone by 24–48 hours, and the overall effect across time

points was not significant.



The catch: a 2026 network meta-analysis concluded that "passive recovery seems to be

more desirable than CWI when it comes to resistance training aimed at increasing

strength without disrupting adaptive responses," and a 2025 mechanistic study in

Medicine and Science in Sports and Exercise found post-exercise cooling "greatly reduces

muscle microvascular perfusion and blunts postprandial amino acid incorporation in muscle."

Practical verdict: reasonable after a game or a tournament when the goal is to feel

better and play again soon. Questionable after a strength session when the goal is to

adapt. It is a recovery tool, not a training tool, and the difference matters.

Compression garments — contested; graded weak here, but honestly so. A 2026 study

found compression garments "had no impact on repeated sprint performance or exercise-induced

leg soreness", concluding "the efficacy of compression garments for recovery remains

inconclusive." That study is twelve adolescent male footballers wearing one garment for

one 90-minute protocol, so it is thin ground for a grade — and the 2023 Driller and

Leabeater review cited elsewhere in this document places compression garments in its high tier

of positive evidence, alongside foam rolling, which this document reports approvingly in the next

paragraph. Take the disagreement at face value: a broad narrative review says the evidence

base is favourable, a recent controlled trial found nothing, and this document leans on the trial

because it is the more direct test. Harmless, comfortable, and genuinely unresolved.

Foam rolling and massage — modest, and mostly on how you feel. Foam rolling appears in

recovery reviews with reasonably positive evidence, and massage shows benefit for early

soreness relief. But be clear what the benefit is: short-term improvements in perceived

soreness and range of motion. Evidence that foam rolling improves subsequent

performance, or prevents injury, is weak. That is not nothing — feeling less sore makes you

likelier to train — but it is not tissue repair, and it does not "break up adhesions".

Static stretching as recovery — weak. There is little good evidence that post-exercise

stretching meaningfully reduces muscle soreness. Stretch because you want range of motion, not

because you think it undoes a hard game.

A general warning about this literature. Most recovery studies are small, short, hard to blind,

and measure surrogate outcomes (soreness scores, blood markers) rather than "did you play

better next week". Where two reviews of the same method disagree — which happens constantly

above — the honest reading is the effect is probably small.



In-Season versus Off-Season

The classic amateur pattern is to do nothing all summer, panic in September, train hard for six

weeks, get injured or bored, and then coast through the season. The classic slightly-more-serious

pattern is the mirror image: hammer the gym in-season until you are too sore to skate, then take

four months off. Both waste the year.

Off-season — build

Aim: the biggest changes. Aerobic base, maximum strength, power, and correcting mobility

deficits and asymmetries. Higher volume, more fatigue tolerated, because there is no game

on Thursday to be fresh for.

This is also the window for addressing a nagging issue properly with a

physiotherapist, rather than managing it around games.

Do not take the whole off-season off. Detraining is real; the strength and aerobic fitness

you built does not keep.

Keep skating occasionally if you can. Skating-specific conditioning does not transfer

perfectly from a bike.

Pre-season — sharpen

Shift the emphasis from base-building toward hockey-shaped intervals (the 30–45

seconds hard, 2–4 minutes easy pattern), power, and getting on the ice.

Reduce total volume so you arrive fresh rather than fried.

In-season — maintain, and prioritise being fresh

The mistake to avoid is training in-season as if it were the off-season. In-season the

games are the hard conditioning. Your gym work exists to preserve what you built, not to

add to it.

Two quality strength sessions a week is a reasonable maintenance dose, though the

evidence for the specific number is thinner than it is usually made to sound. A 2026 meta-

analysis found "low frequency (≤2 sessions per week) and a total of around 12

sessions appear to facilitate better athletic adaptations." Three caveats: it is 7

randomised trials and 199 male athletes; the authors rated the evidence quality as

low; and it is specifically about flywheel resistance training compared with traditional

resistance training, not about barbell training frequency in general. It supports "twice a week

is enough", not "twice a week is proven optimal". A 2026 study in elite young female

footballers found a 12-week in-season strength programme at moderate intensities improved



maximal strength "without altering resting levels of muscle damage or inflammatory

markers" — that is, you can lift in-season without wrecking yourself.

Keep intensity, cut volume. Fewer sets, still challenging loads. That is the standard

maintenance principle, and it fits the data above.

Do not lift heavy legs the day before a game. Put your hardest session as far from

game day as your schedule allows.

Keep some easy aerobic work. It is the cheapest thing to maintain and the first thing

people drop.

Shift Length: Where Conditioning Becomes Tactics

Everything above converges on one moment: the last ten seconds of a long shift.

Here is the chain. Your phosphocreatine store is largely spent in the first fifteen to twenty seconds

of hard skating. From there you are increasingly running on the glycolytic system, and the by-

products of that accumulate. Heart rate is at or near maximum. And critically — the thing that

degrades first is not your legs, it is your decision-making.

A tired player does not usually fall over. A tired player:

stops scanning, because scanning costs attention and attention is expensive when you are

gassed (see Scanning and Anticipation);

takes the easy pass instead of the right one;

stops skating back and starts gliding, which is how odd-man rushes happen;

reaches with the stick instead of moving the feet, which is how tripping and hooking

penalties happen;

and stays out for another twenty seconds, because deciding to change is itself a decision.

This is why conditioning is a hockey IQ issue and not just a fitness issue. Game

Management covers the tactical side — short shifts, changing on the right side of the puck, when

a long shift is unavoidable and how to survive one. The physical side is this: the fitter you are,

the longer your judgement lasts, and judgement is what you are actually paid in.

The practical rule that follows: change before you need to, not when you need to. A 40-

second shift at full quality beats a 70-second shift where the last 30 were passengers. If you find

yourself gliding, you needed to change fifteen seconds ago.

https://learn-ice-hockey.com/hockey-iq/scanning_and_anticipation/
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Training for the Adult Recreational Player

You have a job, possibly children, and one or two skates a week. Here is the realistic version.

The principles

1. Consistency beats intensity. Three sessions a week for a year beats six sessions a week

for six weeks followed by nothing. The adherence data in the injury-prevention section

makes this a measured finding, not a platitude.

2. Your games are your interval training. If you skate twice a week you are already getting

hockey-shaped anaerobic work. You do not need to add much more.

3. Therefore your off-ice time should mostly be the things games don't give you:

strength, aerobic base, and hip and groin resilience.

4. Skating technique is a better investment than fitness if you are new. An efficient

stride reduces the energy cost of everything.

The highest-value 90 minutes a week

Split as two sessions plus a bit. This is a reasoned allocation from the evidence above, not a

validated programme — treat it as a sensible default, and get form coaching on the lifts.

Session 1 — Strength (45 minutes)

5 min warm-up (raise, mobilise, activate)

A squat or hinge pattern — goblet squat, trap-bar deadlift or barbell squat. 3 sets of 5–8.

A single-leg pattern — split squat, step-up or lunge. 3 sets of 8 each leg. Skating is single-

leg; train it single-leg.

A push and a pull — press and row. 3 sets of 8 each.

Adductor work — Copenhagen adduction or a regressed version (short-lever, knee-

supported), plus a squeeze isometric. Start very conservatively; this exercise makes people

extremely sore if they dive in.

Anti-rotation core — Pallof press or a loaded carry. 3 sets.

Session 2 — Conditioning (30 minutes) Alternate week to week:

Week A — hockey intervals. 8 × 40 seconds hard on a bike or rower, 2–3 minutes easy

between. This is the game, off the ice.



Week B — easy aerobic. 30 minutes genuinely easy, conversational. This is the between-

shift recovery engine and the session people skip because it feels pointless. It is not

pointless.

The remaining 15 minutes — mobility and prehab, split into small doses

Hip and groin mobility, glute activation, and a few minutes of shoulder and upper-back work.

Three 5-minute doses across the week beat one 15-minute session, and you can do

them in front of the television.

What to cut if you only have 45 minutes

Keep Session 1 (strength) and do your conditioning in your games. Strength and adductor work

are the things your hockey does not provide. Aerobic fitness is the thing you will miss in the third

period, so if you can add anything, add a single easy 30-minute aerobic session — it is the lowest-

effort, highest-return addition available.

What not to do

Do not add a hard conditioning session the day before a game. You will play worse

and gain nothing.

Do not go from zero to a full programme in one week. The most common way an adult

amateur gets hurt is enthusiasm.

Do not neglect the warm-up because you are short of time. It is the highest-evidence

injury item here.

Youth Players

This section is deliberately brief, because youth physical development is a field with

qualified specialists in it and this document is not one of them. If you coach or parent a

young player, the single most useful thing in this section is the recommendation to work with

qualified coaches and, where relevant, medical professionals.

Youth training is not scaled-down adult training. Young athletes are growing, their skeletal

growth plates are vulnerable in ways adult bone is not, and the appropriate emphasis is on broad

athletic development — coordination, agility, balance, movement skill, speed — rather than on

maximising sport-specific fitness. A 2026 review notes that "growth-related weak points such as

physes and traction apophyses predispose to unique injury patterns" and that injury risk in youth



sport "is driven not by load alone but by the interaction between developmental biology and

sporting exposure."

Avoid early specialisation. The consensus recommendations in the youth sports medicine

literature are consistent:

Avoid specialising in a single sport before around age 12.

Avoid training more hours per week than the athlete's age in years, with a general

cap around 16 hours per week.

Play another sport in the off-season.

Note: the specific numeric recommendations above appear in a 2026 review in Sports Health

restating widely cited youth sports medicine guidance — but note the sport: the paper is "Early

Sport Specialization and Intense Training in Junior Tennis Players", and its tennis-specific

recommendations (tournament counts, weekly on-court hours) are not reproduced here. The three

figures quoted above are the general youth-sport ones it restates, not tennis-only numbers. They

are consensus recommendations rather than experimentally derived thresholds, and are flagged

as such.

Supporting evidence is consistent in direction: early specialisation has been associated with

increased odds of chronic injury in college students, and multi-sport participation in high

school with lower injury rates and greater career durability among NFL athletes. Burnout is

a real and documented risk, not just an injury one.

On the hip finding specifically: the cam morphology and impingement data earlier in this

document come from populations who played a great deal of hockey from a young age — and, in

the case of the 81% cam figure, from players who had already presented to a clinic with hip

and groin pain, so it overstates what a typical player's hip looks like. Even discounted for that, it

is a reason for variety in a young player's athletic diet, and a reason to take a young player's

persistent hip or groin pain seriously rather than treating it as growing pains.

Resistance training for youth is not inherently dangerous — supervised, well-coached,

technique-focused strength training is generally regarded as safe and beneficial for young

athletes. The risk lies in poor supervision and inappropriate loading, not in the concept. Get

qualified coaching.



Common Mistakes

Training only the aerobic system — long runs and nothing else — and then being blown

out by the first hard shift.

Training only the anaerobic system — all sprints, all lifting, no easy aerobic work — and

then disappearing in the third period. This is the more common error among competitive

amateurs.

Judging your fitness by a lab number. VO₂max showed no significant relationship with

repeated on-ice effort performance in the study cited above; train the quality, not the test.

Skipping the off-ice warm-up entirely, arriving fifteen minutes before puck drop, and

taking your first hard stride cold. The highest-evidence injury-prevention measure available,

ignored for want of ten minutes.

Static stretching hard immediately before playing, which has measured short-term

decrements in strength and repeated-sprint performance and does not prevent injury.

Ignoring the groin until it goes. Low adductor strength relative to abductor strength is a

documented hockey risk factor, and the stride trains the opposite muscles.

Assuming any single exercise is a guarantee. The Copenhagen adduction exercise

appears to build strength — on very-low-certainty evidence — and the pooled estimate

shows no significant reduction in groin injury prevalence on its own.

Self-treating persistent hip or groin pain with more stretching, for months, instead of

getting it assessed.

Playing on after a head knock because you weren't knocked out. Loss of

consciousness is not required for a concussion and is not typical of one.

Letting the player decide whether they're concussed. Judgement is one of the things a

concussion impairs.

Sending them home alone, or letting them drive. CRT6 says not left alone for at least

the first 3 hours, not sent home by themselves, and no driving until a healthcare

professional clears them — none of it conditional on how they say they feel.

Helping a downed player up after a head knock. Assume a possible spinal cord injury

in all cases of head injury: do not move them unless you are trained to, and do not remove

the helmet.

Training hard in-season and doing nothing in the off-season — or the reverse. Both

waste most of the year.

Lifting heavy legs the day before a game and wondering why your first step is gone.



Underestimating sweat loss because the rink is cold. Elite players have measured

sweat losses of around two litres an hour.

Not eating before a late game, then not eating or drinking after it, then not sleeping.

Buying recovery. Compression garments, ice baths and massage guns are, at best, small

effects. Sleep is free and larger than all of them combined.

Ice-bathing straight after a strength session, where the goal is adaptation and cooling

appears to blunt it.

Staying out for 75 seconds. Conditioning is what keeps your decision-making alive in the

last ten seconds of a shift; the cheapest way to protect it is to change earlier.

Key Takeaways

1. Hockey is anaerobic within a shift and aerobic across a game. Shifts of roughly 30–80

seconds at near-maximal heart rate, with longer passive recovery. Anaerobic power sets how

good your best shift is; aerobic fitness sets how similar your twentieth is to your first.

2. The reason aerobic fitness matters is rebuilding, not endurance. Restoring

phosphocreatine between shifts is an oxygen-dependent process. That is why a strong, unfit

player fades and a fit, weak player never had a first shift worth fading from.

3. Train five things: aerobic base, hockey-shaped intervals (30–45 seconds hard, 2–4 minutes

easy), lower-body strength and power, core and rotational strength, and hip and groin

mobility with strength through range.

4. Your groin is probably weak relative to your abductors, and that is a documented

hockey risk factor — a player with adductor strength below 80% of abductor strength was

found to be 17 times more likely to strain an adductor. Strengthen it deliberately, but know

that no single exercise is proven to prevent the injury, and that the pooled evidence on the

Copenhagen exercise was rated very low certainty in a review that has since been

retracted — leaving the strength claim currently unsupported for ice hockey specifically.

5. Learn all ten concussion red flags, and call an ambulance for any one of them:

neck pain or tenderness · seizure, fits or convulsion · loss of vision or double vision · loss of

consciousness · increased confusion or deteriorating conscious state · weakness or

numbness/tingling in more than one arm or leg · repeated vomiting · severe or increasing

headache · increasingly restless, agitated or combative · visible deformity of the skull. A

headache or confusion that is getting worse is a red flag, not an ordinary symptom.

Assume a possible spinal injury in any head injury: do not move them. Short of a red flag,

suspected concussion still means off the ice, no return that day, no driving, not



left alone for the first few hours, and a medical professional before you play again

— you do not need to lose consciousness to have one.

6. The warm-up is the highest-evidence injury measure you control, and compliance

beats programme design: high adherence cut injury risk by about 64% in the hamstring-

prevention research (RR 0.36) while low adherence gave essentially no benefit. Ten to fifteen

minutes off-ice — raise, mobilise, activate, potentiate — then skate before you shoot.

7. Sleep is the single highest-leverage recovery tool, and it is the main casualty of a

22:30 rec game. Plan around it, rehydrate and eat at the rink rather than at 01:00, and keep

the post-game beer modest.

8. Be sceptical of recovery products. Ice baths help you feel better and may blunt strength

adaptation; compression is inconclusive; foam rolling mostly changes how sore you feel.

Carbohydrate, fluid, protein and sleep are where the evidence is.

9. In-season, maintain; off-season, build. Two quality strength sessions a week maintains

what you built. Doing nothing all summer throws it away.

10. Conditioning is a decision-making asset. What fails at the end of a long shift is your

judgement before your legs — so change before you need to, not when you need to. For

youth, the rule is variety, not specialisation: no single-sport specialisation before about

age 12, weekly training hours below the athlete's age in years, qualified coaches rather than

adult programmes scaled down.



OFF THE ICE

Practice and Development

Rule set: Written to NHL rules. Where IIHF, USA Hockey or typical rec-league rules differ in a way

that changes how you play, it is flagged inline. Practice itself is not governed by rule — nothing in

this document changes between rule sets. What does change is how much ice you get, and that is

the constraint this document is really about. Playing in Britain? The IIHF flags are yours —

every level of UK hockey runs the IIHF book, amended locally; see UK and England Rules.

RELATED Getting Started Skating Puck Handling Passing and Receiving Shooting

Scanning and Anticipation Risk Management Puck Support and Spacing Time and Space

Conditioning and Recovery How to Watch Hockey Mental Game UK and England Rules

Overview

The rest of this guide describes what good hockey looks like. This document is about how you get

there. It covers what the research on skill acquisition actually supports (which is less than the

popular version claims), how improvement really behaves over months and years, what to

practise and in what order, which off-ice work transfers and which doesn't, and how to build a plan

that survives contact with an adult life.

Two warnings up front. First, a game is not practice. USA Hockey's own puck-possession study

found that the maximum average time any player possessed the puck in a single game — across

everything it measured, from the 2002 Olympic Winter Games down to 12-and-Under national

championship play — was a minute and twelve seconds. That maximum comes from the study's

women's Olympic per-game averages, not the men's gold-medal game, which was lower at

1:01.4. If you play once a week, you are getting roughly a minute of puck contact a week. Second,

almost every confident claim you will hear about how to get better is coaching craft,

not established fact. This document tries to keep those two categories apart and to say plainly

which is which.

https://learn-ice-hockey.com/
https://learn-ice-hockey.com/foundation/uk_rules/
https://learn-ice-hockey.com/getting-started/getting_started/
https://learn-ice-hockey.com/technique/skating/
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https://learn-ice-hockey.com/technique/shooting/
https://learn-ice-hockey.com/hockey-iq/scanning_and_anticipation/
https://learn-ice-hockey.com/hockey-iq/risk_management/
https://learn-ice-hockey.com/hockey-iq/puck_support_and_spacing/
https://learn-ice-hockey.com/hockey-iq/time_and_space/
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Deliberate Practice vs Repetition

The difference

You can do something a thousand times and improve once. Repetition is doing the thing again.

Deliberate practice is doing the thing again differently, because you found out what was wrong

with the last one.

The framework comes from the psychologist K. Anders Ericsson, whose work identified a specific

and demanding kind of training. Its defining features are:

1. A well-defined task with a specific goal. Not "work on my shot." "Hit the far post from

the top of the circle, on my forehand, off a pass, ten times in a row."

2. Immediate feedback. You must find out this rep whether it worked and, ideally, why.

Without feedback you're rehearsing your errors.

3. Operating at the edge of your ability. Just beyond what you can currently do reliably. If

you're succeeding every time, you're performing, not practising.

4. Correction and repetition. Change one thing, try again, keep what works.

5. Design and instruction. Ericsson's original account assumes tasks set by a teacher who

can see faults you can't.

That last point is the one amateurs skip and the one that costs most. You cannot see your own

skating stride. A coach, a training partner, or a phone on a tripod can.

What the evidence actually supports — and what it doesn't

The "10,000 hours rule" is a popularisation, not a research finding. The figure comes from

Malcolm Gladwell's reading of Ericsson's 1993 study of violinists, in which the best group had

accumulated roughly that many hours of practice on average by around age 20. It was a group

mean, not a threshold, not a guarantee, and not a target. Ericsson himself publicly rejected the

way the number was used, on the grounds that Gladwell did not distinguish deliberate practice

from merely spending time in the activity — a distinction that is the whole point of the theory.

And the 1993 study itself did not replicate. Macnamara and Maitra (Royal Society Open

Science, 2019) ran a direct replication with 39 violinists against the original's 30, this time double-

blind. They report: "We did not replicate Ericsson et al.'s major result of 'complete correspondence

between the skill level of the groups and their average accumulation of practice time alone with

the violin'." Read their actual result carefully, because it is a null, not a reversal: they

report "no statistically significant differences in accumulated practice alone to age 18 between the

best and good violinists". The descriptive observation they add is narrower than it is usually retold



— "the majority of the best violinists had accumulated less practice alone than the average

amount of the good violinists" — which is a statement about a majority against an average, not a

finding that the best practised less. And the effect shrank: "Ericsson et al.'s comparison of practice

alone between the best and good violinists combined as a single group and the less accomplished

violinists explained 48% of the variance in performance. Our comparison of practice alone among

the three groups explained 26% of the variance, which is similar to 23%, the meta-analytic

average amount of performance variance explained by deliberate practice in the music domain."

Their conclusion is that deliberate practice "explains substantially less variance in performance

among expert violinists than reported in the original study."

That is worth sitting with. The founding study of the whole 10,000-hours idea, re-run more

carefully, does not show what it was said to show. This does not mean practice is unimportant —

26% of variance is still a lot for one factor. It means the specific claim that accumulated hours

rank people is the part that failed.

Deliberate practice explains real but limited variance. A meta-analysis by Macnamara,

Moreau and Hambrick (2016), covering 63 effect sizes across sports, found that deliberate

practice accounted for 18% of the variance in sports performance (95% confidence interval

12–25%), leaving 82% unexplained. Broken down by skill level, it explained 19% among sub-elite

athletes, 29% in mixed samples, and a statistically non-significant 1% among elite athletes —

though that elite estimate rests on only six effect sizes and 228 people, so treat it as a signal, not

a settled number. An earlier meta-analysis by the same group across domains (2014) put the

overall figure at 12%: 26% for games, 21% for music, 18% for sports, 4% for education, and under

1% for professions.

Two more findings from the 2016 paper worth knowing:

Team sports and individual sports came out roughly the same (17% and 19%), as did

open-skill and closed-skill sports (17% and 19%). Hockey is not a special case in either

direction.

Higher-skilled athletes did not, on average, start their sport earlier in childhood

than lower-skilled athletes. The "you had to start at four" story is not supported by this data.

The dispute is live, and it matters which side you take practical advice from. Ericsson

published a direct reply arguing the meta-analysis had defined deliberate practice so broadly that

it swept in "virtually any type of sport-specific activity, such as group activities, watching games

on television, and even play and competitions" — which, if true, would drag the estimate down.

The two camps do not agree on how much practice explains, and it would be too neat to say they

do. What they disagree about is mostly what counts as practice: Macnamara's group counts

broadly and gets a small number, Ericsson counts narrowly and gets a large one. Neither position,



though, gives you a reason to value an unstructured hour — so for a player planning a session the

practical upshot is the same either way: the structure of the hours is what does the work.

Take that as the reading that survives the dispute, not as a settled point of agreement between

the parties to it.

What this means for you

Do not conclude "practice doesn't matter." Conclude these three things instead:

Nothing guarantees an outcome. Some of the remaining 82% is genetics, some is

coaching, some is the age you started, some is measurement error, and some is luck.

Practise because it reliably moves you forward, not because it will make you a specific thing.

The type of practice beats the amount. An honest 20 minutes with a goal and feedback

beats two hours of unfocused shooting. That is the reading both sides of the variance

argument are consistent with — but neither side has tested it as a head-to-head claim about

session design, so treat it as a reasonable inference rather than a measured finding or a

formal consensus.

Effort in the absence of feedback is close to worthless. If you cannot tell whether a

rep was good, fix that before you add reps.

One popular idea that is contested, not settled

You will be told to practise randomly rather than in blocks — that instead of taking fifty wrist

shots then fifty snap shots, you should interleave them, because the extra difficulty produces

better long-term retention even though it makes you look worse in the session. This is the

contextual interference effect, and it is one of the most widely repeated pieces of coaching

science.

It holds up well in laboratory tasks. It holds up much less well in real physical education

and sport settings. A 2024 critical systematic review and multilevel meta-analysis by Ammar

and colleagues in Educational Psychology Review examined 36 studies and 183 pooled

performance outcomes and found that only 20% of outcomes agreed with the predicted

contextual-interference pattern. There was no significant overall difference between blocked

and random practice for improvement during the acquisition phase, and although random practice

did come out ahead on the change from post-test to retention, the authors judged the difference

"not large enough" to produce a greater long-term gain overall. Their conclusion was that there is

"very limited evidence supporting the recommendation to employ high CI practices" in physical

education and sport. That paper has itself drawn a published commentary disputing it, so the

argument is live.



What to do with that, practically:

Don't treat interleaving as a law. Anyone telling you blocked practice is useless is

overstating the evidence considerably.

Blocked practice has an obvious job: getting a brand-new movement pattern roughly

right, where you need consecutive attempts to feel a correction.

Varied practice has an obvious job too: making a skill usable in the messy,

unpredictable conditions of a game, which is a specificity argument rather than a contextual-

interference one and doesn't depend on this literature at all.

A sensible default: blocked when learning something new, varied and random once it

roughly works. That is coaching craft, and it is consistent with the evidence without over-

claiming from it.

One popular idea to drop entirely

"Learning styles" do not hold up. The idea that you are a "visual learner" or a "kinaesthetic

learner" and should be taught accordingly was examined in a major review by Pashler, McDaniel,

Rohrer and Bjork (2008) — a review of classroom education, not of sport or motor skill; no

hockey-specific test of the idea exists — which found "virtually no evidence" for the pattern the

theory requires and concluded there is "no adequate evidence base to justify incorporating

learning-styles assessments into general educational practice." If a coach explains something in a

way you don't get, ask for a different explanation because that explanation was unclear — not

because you belong to a category.

How Skills Actually Develop

Improvement is not a line

It is a staircase with long flat sections and the occasional step down. Most players' mental model

is a smooth upward curve, and that model makes them quit at exactly the wrong moment.

The classic textbook picture — the smooth "power law of practice" — is itself partly an artefact of

averaging. Heathcote, Brown and Mewhort (2000) argued in a paper pointedly titled The power

law repealed that individual learning curves are better described by an exponential function, and

that the familiar smooth shape emerges from averaging across people rather than describing any

one of them. Nobody's real learning curve looks like the diagram. (That paper is reported

here at the level of its central claim only — no figures or effect sizes are quoted from it.)



Plateaus are normal, and some are useful

A plateau usually means one of four things:

Consolidation. The skill is becoming automatic and stops feeling like it's changing. This one

resolves on its own.

You've hit the ceiling of the current technique. You've optimised a flawed movement

as far as it goes. The only way up is a rebuild, which will feel like going backwards (see

below).

You've stopped operating at the edge. You're now practising what you can already do,

because that's more enjoyable. This is the most common cause and the easiest to fix.

A hidden limiter. Very often it is skating. A shot that won't improve is frequently a balance

problem, not a hands problem.

Diagnose before you grind. Adding volume to a plateau caused by the second or fourth reason is

wasted effort and an injury risk.

New techniques feel worse before they feel better

This is the single most useful thing in this document.

When you change a movement pattern — a wider stride, a different hand position on the stick,

receiving with your feet moving instead of stopped — your performance drops immediately

and stays down for a while. You have thrown away a well-grooved, mediocre motor programme

and replaced it with a raw one. For a period, you are worse than you were.

This is not a sign the change is wrong. It is what learning a change looks like.

Research on the learning-versus-performance distinction underwrites this directly.

Soderstrom and Bjork's 2015 review in Perspectives on Psychological Science set out the evidence

that how well you perform during practice is an unreliable index of how much you have actually

learned: performance can improve while learning doesn't, and learning can occur with no visible

performance gain. They also note that people routinely misread their in-session performance as a

good predictor of long-term retention. In plain terms: the session that feels worst is often the

one that taught you most, and the session that felt great may have taught you

nothing.

Why players abandon changes right before they'd have worked

The sequence is always the same:

1. A coach changes something. Week one is awful.



2. Week two is slightly less awful, but still worse than the old way.

3. There's a game. Under pressure, the old pattern reappears, because it's still the faster one

to retrieve.

4. The player concludes the change "doesn't work for me" and reverts — usually somewhere

between week two and week five, which is typically just before the new pattern would have

started to outperform the old one.

Three defences against this:

Decide the change is permanent before you start, and set a review date far enough

out — a couple of months, not a couple of skates.

Separate practice from performance. Use the new technique in every drill and every

stick-and-puck; allow yourself to fall back on the old one in games for the first few weeks.

Trying to change technique mid-game is how you end up doing neither well.

Judge on a retention test, not on how it felt. Try the skill cold at the start of a session a

week later. That is closer to a measure of learning than anything you feel mid-session.

Focus your attention outside your body

A widely repeated motor-learning finding is the external focus of attention effect, reviewed by

Gabriele Wulf in Attentional focus and motor learning: a review of 15 years (2013). Broadly: cueing

yourself about the effect of a movement in the environment produces better learning than cueing

yourself about your own body parts.

Applied to hockey, that means "drive the puck through the far post" rather than "rotate my

wrists," and "push the ice away sideways" rather than "extend my leg." Coaches give internal

cues constantly because they are easier to say; translating them into external ones in your own

head costs nothing.

But do not file this under settled science, which is how it is almost always presented. In

2024 McKay and colleagues published a robust Bayesian meta-analysis and systematic review of

the same literature in Psychological Bulletin and found "moderate to strong evidence of

publication bias for all analyses." Corrected for that bias, the estimated effects were

negligible — g = 0.01 for performance, 0.15 for retention, 0.09 for transfer — with Bayes factors

favouring the null in every analysis. Their conclusion, in their own words, was that "focus of

attention appears to have a variety of effects that we cannot account for, and, on average, those

effects are small to nil."

The practical reading: external cues are free, harmless and a reasonable default, but if an

internal cue is the only way you can feel a correction, use it. See Mental Game, which

file:///home/runner/work/learn-ice-hockey/learn-ice-hockey/site/.print/off-the-ice__mental_game.xhtml


covers the same dispute for in-game self-talk. (Wulf 2013 is cited here for its central argument

only, with no effect size attached to it.)

What to Practise, in Priority Order

This ordering is a coaching choice, not a rule of hockey. It is the order recommended here

for a typical amateur skater. A realistic alternative is fix what is actively costing you: if you are a

competent skater who cannot receive a pass, the drill you need is not edge work. A third

alternative is position-led: a goaltender's priority list is different again (see Goaltender). Find out

what your own coach prioritises and why.

1. Skating — because it multiplies everything else

Skating is the only skill used on every second of every shift. Every other skill is performed while

skating and is capped by it. A wrist shot with your feet stopped and a wrist shot in stride are

different actions. Improve your skating and your passing, shooting, checking and defending all

improve with it, because you're doing them from a more stable platform with more time.

Specifically, the highest-leverage items for most amateurs are knee bend, outside edges,

stopping both ways, and backward crossovers. Full technique is in Skating.

2. Puck handling with your head up

The skill is not moving the puck. The skill is moving the puck while looking at something

else. A player who can stickhandle beautifully with their eyes down is, in a game, a player who

cannot stickhandle — because they cannot see the check coming, the open teammate, or the ice

ahead.

Everything you do in this category should be done with your eyes off the puck. Full technique in

Puck Handling.

3. Passing and receiving

Receiving is the more neglected half and the more valuable one. Most turnovers at

amateur level are not bad passes; they are good passes that bounced off a rigid stick blade. A

pass received cleanly and moved in one touch is the single most destructive thing an amateur

team can do to a defence, because it moves the puck faster than defenders can shift.

https://learn-ice-hockey.com/positions/goaltender/
https://learn-ice-hockey.com/technique/skating/
https://learn-ice-hockey.com/technique/puck_handling/


Practise: soft hands (giving with the puck), receiving on your backhand, receiving with your feet

moving, and one-touch redirection. Full technique in Passing and Receiving.

4. Shooting

Shooting matters — but it is fourth, and it is fourth for most players by a wide margin. You will

shoot perhaps five times a game: the USA Hockey study above recorded 4.22 to 5.44 shots per

game per player across the levels it measured, elite and youth alike, with five of the six levels

above 5. You will skate for the whole game.

When you do practise it, practise the parts you actually use: shooting off a pass, shooting in

stride, shooting quickly rather than hard, and changing the release point. Full technique in

Shooting.

The honest point

Most players practise shooting most because it is fun, and skating least because it is

hard, boring and public. Shooting gives instant, satisfying feedback: the puck goes in or it

doesn't, and nobody watches you do it badly. Edge work is uncomfortable, makes your legs burn,

and makes you look like a beginner in front of your teammates.

This is exactly backwards. The ranking of enjoyment is almost the inverse of the ranking of value.

You do not have to fix that entirely — practice you don't do is worth nothing, so some fun is

functional — but you should notice it, and you should deliberately front-load the unpleasant work

into the start of a session while you still have the will to do it.

Off-Ice Practice That Genuinely Transfers

The governing principle is specificity: practice transfers to the extent that it reproduces the

demands of the real task — not just the movement, but the information you use to guide it. This is

the core of what Pinder, Davids, Renshaw and Araújo (2011) called representative learning

design: a training task should preserve the informational constraints of the performance

environment, or you learn to perform a task that doesn't exist.

Judge every off-ice tool against that. Below is an honest ranking. Note that this is reasoning from

the specificity principle plus coaching consensus — direct experimental evidence that any

specific off-ice hockey drill improves on-ice performance is thin, and where evidence

exists it is noted.

https://learn-ice-hockey.com/technique/passing_and_receiving/
https://learn-ice-hockey.com/technique/shooting/


Stickhandling with a ball or puck — transfers well

Your hands do very nearly the same thing off ice as on. This is the highest-value off-ice practice

there is, it costs nothing, and it can be done in a kitchen.

Use a slide board, smooth floor, tile or shooting pad, not carpet.

A ball rolls and bounces; a puck slides. Balls are better than nothing and good for soft

hands; a weighted or slick training puck on a smooth surface is closer to the real thing. Use

both.

Enforce the head-up rule ruthlessly. Put the television on, or a piece of paper on the wall

with numbers to call out. Fifteen minutes head-up beats an hour head-down, and the hour

head-down is actively harmful (see the next section).

Shooting into a net off a shooting pad — transfers reasonably well

Release mechanics, weight transfer and hand path all carry over. The pad matters: shooting off

concrete wrecks the blade and teaches you to chop at the puck.

Its limits are real, though. You cannot practise shooting in stride, off a live pass, under

pressure, or with a goalie reading you. A shooting pad trains the mechanics of the shot and

nothing about when to take it. Treat it as a mechanics tool, and get the decision-making part on

ice.

Also useful: shooting-pad surfaces have more friction than ice, so the puck is slightly harder to

move. That is fine — it just means your on-ice shot will feel easier, not that your pad numbers

mean anything.

Wall passing and rebounders — transfers well, and it's underrated

A wall, a kickboard or a passing rebounder gives you hundreds of receptions in ten minutes

with instant feedback, which is exactly the shape of deliberate practice. Given that receiving is

the most neglected skill in amateur hockey, the return is very high for the effort.

The limit: a wall returns a flat, predictable, on-your-forehand pass. Real passes arrive bouncing,

behind you, in your feet, and on your backhand. Vary your angle and distance, and force yourself

to receive on the backhand half the time.

Slide boards — transfers moderately, for one specific thing

A slide board trains the lateral push and the recovery of the leg back underneath you, plus

the adductor and abductor loading that a hockey stride demands and running does not. That's a

genuine and specific match.



What it cannot give you is edges, glide, or balance on a quarter-inch of steel. It is a strength-and-

pattern tool that supports skating; it is not skating practice.

Synthetic ice — transfers well for edge work, with caveats

Synthetic panels are the closest off-ice surface to the real thing, and edge work, crossovers, tight

turns and transitions all carry over.

Be honest about the differences: synthetic ice has more friction than real ice, so each push

takes more effort and the glide is shorter, and it dulls steel considerably faster. That means (a)

your timing on the ice will feel different — usually easier, and (b) you need to budget for

sharpening or use a dedicated pair of skates. Panel quality varies enormously; a cheap surface is a

different sport.

Roller and inline hockey — good for hands and reads, contested for

skating

What transfers well is not controversial: puck control in tight space, passing, vision and

small-area decision-making. Inline is typically played four-a-side on a smaller surface, which forces

close-quarters handling and quick decisions — the same argument made below for small-area

games. Conditioning carries over too.

What transfers badly, or not at all, is the skating. Wheels grip in a way blades don't, there is

no true edge, and — the big one — you cannot hockey stop. Inline players stop with drags, T-

stops and turns. Coaching opinion genuinely splits here: one coaching source describes the

transition to ice as needing a rebuild of stopping and turning "from scratch," while a rec-hockey

source argues roller play does not damage ice mechanics at all and cites players who did both.

This is unresolved and both positions are opinion rather than evidence. The safe reading:

play roller for the hands, the head and the fun, but do not count it as skating practice, and expect

your first ice session back to feel wrong.

Off-ice conditioning — supports, does not substitute

Strength, sprinting and single-leg work make you a better athlete on the ice, and one controlled

study (Novák and colleagues, 2019, Journal of Sports Science and Medicine) found that off-ice

agility training did transfer to on-ice agility — but that on-ice training was probably

more effective, particularly for reactive agility, where you have to respond to something. The

authors recommended doing both.

Read that study's size before you lean on it. It is 14 players, aged 14.8 ± 0.45 years, all

from the same team at a single Czech academy, split into two groups of seven in a four-week



crossover. That is the entire experimental evidence base for this section — and this document is

written for adult amateurs, not for post-pubescent academy juniors on nine years of training

history. A fourteen-player result from one youth team is a reasonable straw in the wind about the

direction of transfer; it is not a finding you should treat as settled, and it is certainly not measured

on people your age. The recommendation to do both stands mainly because it is the obviously

sensible thing to do, not because it has been demonstrated. See Conditioning and Recovery.

Off-Ice Practice That Transfers Less Than People Think

The correlation trap

A 2024 study in Frontiers in Sports and Active Living (Rice and colleagues) found that a wide

range of off-ice fitness tests — sprint speed, jump power, single-leg strength, VO₂max, agility —

correlated significantly with on-ice performance measures in young male players, while handgrip

strength, curl-ups, trunk flexibility and height did not.

That is genuinely useful for testing. It is not a training prescription, and it is very commonly

misread as one. Fast people on land are fast on the ice; it does not follow that making yourself

faster on land makes you faster on the ice, and the study cannot tell you that. It also used eleven

players aged 9 to 11, which is a very small sample. Be careful with anyone who cites off-ice

testing correlations as proof that their off-ice programme works.

Things that transfer less than advertised

Agility ladders for "quick feet." A ladder trains rapid, small, vertical steps on the balls of

the feet. A skating stride is a long lateral push through an edge. The movements barely

overlap. Ladders have some general coordination and warm-up value; they are not skating

practice, and the transfer argument for them is weak on specificity grounds.

Balance boards for "edge control." They train standing balance on a stationary base.

Edge control is pressure management through a moving blade under load, while

accelerating. Related, not the same.

Static cone weaves and dry-land dangles. You get very good at the drill. There is no

defender, no time pressure and no consequence, which are the three things that make

stickhandling hard in a game.

Stationary shooting from one spot at an empty net, forever. You build a shot you can

only take when nobody is there. Vary the spot, add movement, shoot off a pass, shoot on a

two-count.
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Watching highlights. Enjoyable, and not the same as structured video review (below).

Highlights show you outcomes; review shows you decisions.

Wrist rollers, stick weights and grip trainers. Marginal at best. Shot power in hockey

comes from the legs, the torso and the flex of the stick, not from forearm strength.

The unlearning problem — the serious caution

Some off-ice practice is worse than useless because it builds a habit you will later have to

remove, and removing a habit is much harder than building one.

The three that matter:

Head-down stickhandling. By far the biggest one. Thousands of head-down reps at home

make the head-down pattern the automatic one. In a game, under pressure, automatic

patterns are what surface. You will then need months to undo it — and, per the section

above on relearning, your handling will get worse while you do.

Practising slowly and comfortably. Skills are speed-specific to a real degree. If you only

ever handle the puck at 60% pace with no pressure, that is the pace at which you own the

skill. Include reps that are faster than you can control cleanly.

Grooving a compensation. If your shot is powered by a bad weight transfer and you take

10,000 shots on a pad, you now have a very durable bad weight transfer. Get the

technique checked before you add volume. This is the strongest practical argument for

a few coaching sessions early rather than late.

The largest version of this problem is a change of position, where the habits working

against you were correct in your old job and are automatic under pressure. Switching Positions

catalogues them switch by switch.

A simple filter before you adopt any off-ice drill: if I do this five thousand times, what habit will I

own? If the answer is a habit you'd have to break, don't do it — change the drill so the answer is

different.

Small-Area Games

Why they are the best use of ice time

A small-area game is a live game played in a restricted space — a zone, a corner, between the

blue lines, cross-ice — usually with fewer players, often with added constraints. USA Hockey builds

https://learn-ice-hockey.com/positions/switching_positions/


much of its development material around them, describing them as "an excellent option to help

create competition while improving a player's skills in game-like situations."

The volume argument is stark. From USA Hockey's puck-possession study:

2002 Olympic men's gold-medal game: an average of 19:37 of ice time, 25.6 shifts,

1:01.4 of puck possession, 40.3 puck touches, 19 passes attempted and 5.3 shots per

player.

12-and-Under national championship (45-minute game): 16:02 of ice time, 21 shifts,

38.4 seconds of puck possession, 31.8 puck touches.

Across every level measured, the maximum average possession time in a single game

was 1:12 — and that figure is the women's Olympic per-game average (18:36.8 of ice

time, 26.27 shifts, 48.86 puck touches), not a men's number. The men's per-game average

was 1:07.05.

If a full game gives the best players in the world one minute with the puck, a full-ice drill where

you queue for ninety seconds to take one rep gives you almost nothing. Shrink the space and cut

the numbers, and puck contacts per player go up several-fold.

What they train that drills cannot

A drill removes the opponent, or makes the opponent's behaviour known in advance. That is

exactly the information you need to learn to read. In representative-learning-design terms, a drill

without a live defender has removed the informational constraint that the skill exists to solve.

Small-area games are the only practice format that trains all of these together:

Reading a live, unpredictable opponent and choosing between options under real time

pressure.

Timing your support rather than just knowing where to stand — see Puck Support and

Spacing.

Manufacturing and exploiting separation in a space that keeps taking it away — see

Time and Space.

Deception, which only exists when there's someone to deceive.

Puck protection under genuine contact — see Body Contact and Battles.

Scanning, because the picture changes constantly — see Scanning and Anticipation.

Compete level, which is a trainable habit and only trains when there's something to win.
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Being honest about the evidence

Development bodies are enthusiastic; the research is supportive but weak, and it's mostly not

about hockey.

A 2021 systematic review and meta-analysis (Clemente and colleagues, Frontiers in

Psychology) found a significant beneficial effect of small-sided game training on

technical execution in young team-sport players (effect size 0.59) — but only six studies

qualified, five of them soccer, and none of the six measured tactical or decision-

making outcomes at all.

An umbrella review the same year (Clemente, Afonso and Sarmento, PLOS ONE) assessed

twelve reviews of small-sided games and rated seven as low quality and five as

critically low quality, with heavy soccer concentration and little work on psychological

variables.

So: the claim that small-area games build decision-making is highly plausible, near-

universally believed by coaches, consistent with the theory, and under-tested. Use

them. Don't cite research you don't have.

Making them work

Constrain deliberately. One-touch only; no passes above the dots; must complete three

passes before scoring; the puck must go below the goal line first. Each constraint forces a

specific behaviour without a coach shouting it.

Keep the numbers low. 2-on-2 and 3-on-3 give far more touches than 4-on-4.

Play them at the end of practice as competition, or the middle as teaching — but

keep the shifts short (30–45 seconds) or the quality collapses.

Rec and beer-league note: most rec teams get one ice slot with no practice at all. If that's

you, ask whether your rink runs stick-and-puck or drop-in small-area sessions; they are

usually the cheapest and highest-value ice you can buy. (Getting Started explains what stick-

and-puck, drop-in and shinny each usually mean, what gear each requires, and what to ask

at the desk.)

Making the Most of Team Practice

Two players do the same 60-minute practice and one of them gets three times as much from it.

The difference is almost entirely habits, not talent.

https://learn-ice-hockey.com/getting-started/getting_started/


Before it starts

Get on the ice early. Ten extra minutes of edge work or shooting, twice a week, is more

focused skill work than the practice itself will contain.

Know what you're working on today. One thing. Written down if necessary. Without it

you will default to doing whatever the drill asks and improving nothing.

During the drill

Ask what the drill is for if it isn't obvious. If you don't know the purpose, you will practise

the shape of the drill and miss the point. A breakout drill is not about skating the pattern; it's

about the timing of the support and the quality of the first pass.

Do it at game intensity. This is the big one. Half-speed reps build half-speed skills, and the

gap between practice pace and game pace is where players discover their technique doesn't

survive. If a drill is too fast to do cleanly at full speed, that is the drill working correctly.

Take the hard side. Weak-side stops, backhand receptions, your bad-hand corner. Nobody

is watching as closely as you think, and the strong side does not need the reps.

Compete in the compete drills. Battle drills, 1-on-1s and small-area games are the only

place your compete level gets trained. A player who never battles in practice will not battle

in a game; the habit isn't there to summon.

Don't cheat the rep. Curling early, leaving before the pass, coasting the last three strides,

taking the shot from four feet closer than the drill intends. Every cheat is a rep of the thing

you'll do in a game.

While you're queuing

Half of a typical team practice is standing in a line. That time is not neutral — it is either wasted or

used.

Watch the rep in front of you and name what you'd do differently. This is free mental

repetition and it's the closest thing to video review you get in real time.

Keep your feet moving. Standing still for 45 minutes in cold air is how you pull something

on your next hard rep, and it wastes conditioning time. See Conditioning and Recovery.

Don't lean on your stick. It's a habit that follows you onto the ice in games, where it

means your stick isn't on the ice ready to receive.

Head up. Practices have loose pucks flying.

Rehearse. Picture your next rep, specifically — see Mental Game.
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Afterwards

Stay on for five minutes and do the one thing that went badly, slowly, with no pressure.

Write one line about what you learned. Memory for practice detail is worse than you think

by the next morning.

Practising Decision-Making, Not Just Skills

The key insight

A skill executed at the wrong moment is worthless — often worse than worthless. A

perfect stretch pass into a covered lane is a turnover. A beautiful toe drag at your own blue line is

a two-on-one against. The highest-skilled player on most rec teams is not the most effective one,

and this is why.

Skill is a capability. Hockey is a series of selections between capabilities under time pressure.

Those are separate things, and almost nobody trains the second one.

Why standard drills don't train it

Most drills have exactly one correct answer, known in advance. You skate the pattern, you make

the pass to the spot the coach is standing, you shoot. The read has been removed to make the

skill practisable — which is legitimate, but it means the drill trains execution only. Practise nothing

but drills and you build a player with good hands and no idea when to use them.

How to train reads

Always have an opponent, even a token one. A passive defender who is allowed to take

away one option is enough to turn an execution drill into a decision drill.

Add a constraint that forces a scan. Rule: you must shoulder-check before every

reception. Rule: you cannot pass to the player who passed to you. Both force your head up

and your options open. See Scanning and Anticipation.

Shrink the space and shorten the clock. Time pressure is the variable that separates a

decision you can make from one you can make in a game.

Play small-area games (above). They are the decision-making gym.

Practise the decision to do nothing. Amateurs default to action — dump it, force it,

shoot it into shins. Rehearse holding the puck for one more beat, or making the boring

lateral pass. See Risk Management.
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Decide in advance, off the ice. Work out what you will do in the recurring situations

before you're in them: puck on your backhand on the wall with a forechecker closing;

receiving at the blue line with a defender stepping up. Pre-decided options are retrieved far

faster than options generated live.

The read-and-react rehearsal

A cheap and effective off-ice drill: find a game clip, play it, and pause at the instant a player

receives the puck. Say out loud what you would do and why. Then play on and see what

happened. Do this twenty times and you're training the same perceptual skill the game demands,

at a speed you can actually think at. Full method in How to Watch Hockey.

Video and Self-Review

Video is the cheapest source of the thing deliberate practice most requires and amateurs most

lack: accurate, external feedback. You cannot see your own stride, your own head position, or

the four times you had a passing option and never looked.

Film one period from a fixed high position — a phone on a tripod in the stands beats a

parent tracking the puck, because you need to see the ice, not the play.

Watch it with one specific question, and only one. "How many times did I shoulder-check

before receiving?" "Where were my feet when I received the puck?" "Did I stop, or did I curl?"

A general watch produces a general shrug.

Count something. A number gives you a baseline you can beat next month. Impressions

don't.

Watch your shifts without the puck. Measured at 5-on-5, that's about 96% of your ice

time — Playing Without the Puck owns that figure, states the 5-on-5 basis it is measured on,

and sources it — and it's where most of your improvement is available.

Expect it to be unpleasant. Everyone looks slower on video than they feel. That gap is

precisely the useful information.

If you can't film yourself, watch elite players positionally rather than watching the puck — pick one

player at your position and follow only them for a full shift. How to Watch Hockey covers the

method in detail.
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Building a Realistic Weekly Plan

These plans are coaching craft — an example structure, not a prescription. The

evidence base does not support any specific weekly template. What it supports is the general

principle: focused, feedback-rich, edge-of-ability work beats volume. Adapt freely.

If you skate once or twice a week (most adult players)

Be realistic. Your ice time is a game, your game gives you about a minute of puck possession, and

your total structured practice for the week is therefore roughly zero unless you create it off the ice.

A workable week, around 3–4 hours total:

When What Why

3 × 15 min,

weekday evenings

Head-up stickhandling on a pad or

smooth floor

Highest transfer per minute

of anything off-ice; fits in a

normal evening

2 × 10 min Wall passing / rebounder, half of

it backhand

Receiving is the most neglected high-

value skill

1 × 20 min Shooting off a pad into a net — quantity

low, quality high, vary the release point

Mechanics only; the decisions come

on ice

2 × 30–40 min Strength and mobility, emphasis on

single-leg work, hips and adductors

Supports the stride; the main

injury protection (Conditioning

and Recovery)

10 min before

every skate

Edge work — inside and outside

edges, both directions, before the puck

comes out

The only way most adults ever get

dedicated skating time

Game day One process goal, chosen in advance Turns a game from entertainment into

a rep

1 × 20 min

per week

Video or clip review with one question The feedback that makes everything

else deliberate practice

Add, if you can find it: one stick-and-puck or drop-in session a month spent entirely on skating

with no puck, and one power-skating session a season. Both are unglamorous and both

outperform everything else on the list.
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If you have three to five sessions a week

You now have enough ice to specialise. A sane split:

One skills session — technique work, low volume, high attention, ideally with a coach or a

partner who will tell you the truth.

One small-area-game session — decisions, compete, volume of touches.

One team practice — systems, and the habits in the section above.

One or two games.

Two strength sessions, kept away from the hardest ice days.

The principle: at most one thing per week should be a genuine technique rebuild.

Rebuilds are cognitively expensive and they temporarily degrade performance. Trying to rebuild

your stride, your shot and your passing in the same month means all three get worse at once and

you quit.

The realism check

If your plan requires more than about four hours a week and you have a job and a family, it is not

a plan, it is a fantasy, and abandoning it in week three will feel like a failure of character rather

than of arithmetic. Build the plan you will actually do in your worst week, not your best

one. Fifteen minutes of head-up stickhandling four times a week, sustained for a year, beats an

ambitious programme sustained for a fortnight.

Tracking Progress

Process measures beat outcome measures

The scoresheet is a terrible measure of your development. Goals, assists and plus/minus depend

heavily on your linemates, your opposition, your ice time and luck, and in a short amateur season

the noise swamps the signal entirely. A player can improve substantially and score less.

Process measures are things you control and can count:

Shoulder checks before receiving the puck, per shift (count from video).

First-pass completion out of your own zone.

Receptions moved on in one touch.

Times you got beaten wide, per game.



Battles won along the wall.

Whether you can stop both ways at full speed — a straight yes/no that most players cannot

answer honestly.

Time to complete a fixed edge-work pattern, measured monthly.

Pick one or two at a time, measure monthly, and write them down. More than two and you'll

measure none of them.

Test learning, not performance

Per Soderstrom and Bjork's learning-versus-performance distinction: how the session felt is not

evidence. A skill that goes well while you are warmed up, focused and in the groove may not be

there next week.

The honest test is a cold retention test: at the start of a session a week or more later, with no

warm-up on that specific skill, can you still do it? That is closer to a measure of what you actually

learned. Applying the skill in a different context than you trained it — a transfer test — is better

still.

Other signals that you're improving when the scoresheet isn't

The game feels slower. This is the most reliable subjective marker of improvement in

hockey, and it means your reads are getting faster, not the game.

You're less tired at the same output. Usually a skating-efficiency gain.

You are getting the puck more. Teammates pass to players who receive cleanly. A rise in

passes received is a genuine signal of skill.

Your mistakes are getting more advanced. Being caught over-committing on a pinch is

a better error than not knowing there was a pinch available.

Adult Beginners

You can learn this as an adult. Plenty of people start in their thirties, forties and fifties and end up

genuinely competent. But the honest version has both columns.

This section assumes you have already found a session to go to. If you have not, Getting

Started is the document for that — adult learn-to-skate and learn-to-play routes, what to sign up

for, and what happens in your first hour at the rink.

https://learn-ice-hockey.com/getting-started/getting_started/
https://learn-ice-hockey.com/getting-started/getting_started/


A note on timelines before you read any further. You will see confident figures for how long

adult beginners take — including in the "Realistic timelines" section below. Every one of them

comes from coaching providers and retailers, not from research. There is no measured

evidence for any adult-beginner timeframe. Read them as experienced guesses with enormous

individual variation, and do not measure yourself against them.

What is genuinely harder

Skating. This is the real one. Balance on a narrow blade is a fundamental motor pattern

that children acquire easily and adults acquire slowly. Expect it to take longer than anything

else and to be the thing that limits you for a couple of years.

Fear of falling, and its consequences. Adults fall from higher, weigh more, and have jobs

on Monday. That fear makes you stand up straight and lock your legs — and standing tall is

the root cause of most skating faults (Skating). The fear is thus not just uncomfortable; it is

technically the problem.

Hours. A ten-year-old gets four sessions a week for a decade. You get one or two, with

cancellations.

Recovery. You will need more of it and you'll get less. See Conditioning and Recovery.

Ego. Being visibly the worst player on the ice is much harder at 40 than at 10, and it makes

adults avoid exactly the practice they need.

What is genuinely easier

Understanding systems. An adult can read Defensive Zone Coverage once and

understand it. It takes a child years to absorb the same material through repetition.

Positioning is a legitimate shortcut to being useful before your skills arrive — a well-

positioned poor skater beats a badly-positioned good one more often than anyone admits.

Self-direction. You can choose what to work on, book your own ice, hire a coach, and read.

Nobody is deciding your development for you.

Patience and perspective. You can tolerate a six-week technique dip because you

understand why it's happening. Most twelve-year-olds cannot.

Money. Power skating, a coach for three sessions, better-fitting protective gear — all of

these buy real progress and are available to adults (Equipment).

Watching hockey intelligently. You can learn a great deal from television that a child

watching the puck cannot.
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Practical first steps

Learn to fall, deliberately, in full gear. Coaching guidance is consistent on this and the

reasoning is sound: removing the fear is what lets you bend your knees, and bending your

knees is the whole game. Full protective equipment makes a fall a non-event.

Bend more than feels natural. Almost every adult skating fault is a straight-legs fault.

Get gear that fits. Ill-fitting skates make skating harder in a way that is invisible to you and

obvious to a fitter.

Two shorter sessions a week beat one long one. Distributed practice is one of the

better-supported principles in the learning literature.

One skill per month. Not five.

Realistic timelines — with a caveat

Published adult-beginner timeframes come from coaching providers and retailers rather than from

research, and should be read as experienced guesses rather than measurements. One such source

(Better Hockey) offers: roughly 6–10 hours of ice time to go from clinging to the boards to

confident forward skating; 3–6 months from zero to genuinely playing in a beginner league; and

one to two seasons to comfortable, confident hockey. Those figures are plausible and consistent

with what most learn-to-play programmes claim, but no published research measures any of

them and individual variation is enormous.

The more useful framing: months for the basics, years for the rest, and the curve is a

staircase.

Avoiding Injury While Developing

Development stops entirely when you're hurt, and the most common way amateurs get hurt is not

contact — it's a sudden jump in load.

Progress load gradually. The classic pattern is a player who does nothing for four months,

buys a plan, and does five sessions in week one. Increase volume or intensity, not both at

once, and not by much in any given week.

Beware the return from a layoff. Coming back after a summer off, an injury, or a house

move, your tissues are deconditioned while your skills and your competitiveness are not. You

will feel able to play at your old intensity before you are able to tolerate it. This is where

groin and hip adductor problems — the classic hockey overuse complaint — tend to appear.



Warm up properly before hard skating, especially in cold rinks and especially before a

game where your first shift is at full pace. Standing in a queue for 45 minutes and then

sprinting is a specific risk, which is another reason to keep your feet moving in drills.

Treat technique rebuilds as load. New movement patterns use unfamiliar tissue in

unfamiliar ranges. Introduce them at low volume.

The soreness-versus-pain heuristic — treat it as a rule of thumb, not a clinical

test. The version widely taught is that soreness which improves as you warm up is usually

fine, while pain that worsens as you go is not. It traces to no clinical guideline, and it is

not a substitute for assessment: plenty of genuine injuries warm up and feel better, and

plenty of harmless stiffness does not. Use it only as a prompt to stop and think, and see a

physiotherapist for anything sharp, swollen, unilateral, or lasting more than a couple of

weeks. A week off now is cheaper than a season.

Sleep and protein are not optional extras. They are the mechanism by which practice

becomes skill and load becomes fitness.

Full detail, including specific hip and adductor work, is in Conditioning and Recovery.

Common Mistakes

Counting hours instead of auditing them. "I skate three times a week" tells you nothing

about whether you improved. Ask what you worked on and how you knew whether it worked.

Practising without feedback. Reps with no correction just make your current technique

more permanent, including its faults.

Only practising what you're good at, because it's more enjoyable and because you look

better doing it. The reps you need are the ones that make you look bad.

Practising shooting most and skating least — the exact inverse of the value ordering.

Stickhandling with your head down at home, thousands of times, and then wondering

why your head goes down in games.

Abandoning a technique change in week three, right at the bottom of the dip, and

concluding it "doesn't work for me."

Judging a session by how it felt. In-session performance is a poor index of learning; the

session that felt awful may be the one that stuck.

Doing drills at 70% and being surprised that the skill vanishes at game pace.
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Treating games as practice. A full game gives even elite players about a minute with the

puck.

Practising skills without decisions. Perfect hands with no read produces a player who is

dangerous mostly to their own team.

Rebuilding three things at once, so that everything gets worse simultaneously and you

quit.

Building a plan for your best week. It will not survive a bad one, and you'll blame

yourself rather than the plan.

Measuring yourself on the scoresheet, which is mostly noise over an amateur season.

Spiking training load after a layoff, which is how the groin goes.

Buying the tool instead of doing the work. A rebounder in a garage improves nothing.

Key Takeaways

1. Structure beats volume. The research argues about how much deliberate practice

explains — 18% of the variance in sports performance in the largest sports meta-analysis,

and a statistically non-significant 1% among elite athletes, though that elite figure rests

on just six effect sizes and 228 people and should be treated as a signal rather

than a number — but every side of that argument agrees that how you practise matters far

more than how long.

2. The 10,000-hour rule was never a research finding — and the study underneath it did

not replicate. It was a group average of violinists by age 20, popularised as a threshold.

Ericsson himself rejected the framing, and a 2019 double-blind replication failed to

reproduce the original's central result, with the replication finding no significant

difference in accumulated practice between the best and the good violinists.

3. A rep without feedback is not practice. Specific goal, immediate feedback, edge of your

ability, correct, repeat. If you can't tell whether a rep was good, fix that before adding reps.

4. Improvement is a staircase, and new techniques feel worse before they feel

better. Performance during practice is an unreliable index of learning. Most players quit a

change just before it would have paid.

5. Skating first, hands second, passing and receiving third, shooting fourth — and

notice that this is almost the exact reverse of the order in which those are fun. Front-load the

unpleasant work.

6. Receiving is the most neglected high-value skill in amateur hockey, and ten minutes

against a wall is one of the best-value practices that exists.



7. Head up or don't bother. Head-down stickhandling reps build a habit you will spend

months unlearning. It is the clearest example of practice that is worse than no practice.

8. Small-area games are the highest-value use of ice. A full game gives even Olympians

about a minute of puck possession; shrinking the space multiplies touches and is the only

format that trains reads, timing, deception and compete together.

9. Train decisions, not just skills. A skill executed at the wrong moment is worthless. Add a

defender, add a constraint, shrink the clock.

10. Measure process, not outcome, and test cold. Count shoulder-checks and completed

first passes, not points — and judge a skill by whether it's still there next week, not by how it

felt today.



OFF THE ICE

The Mental Game

Rule set: Written to NHL rules. Where IIHF, USA Hockey or typical rec-league rules differ in a way

that changes how you play, it is flagged inline. Almost nothing in this document is governed by a

rule; the two places where the rulebook does bite — arguing with officials and losing your temper on

the bench — are quoted directly from the NHL Official Rules 2025-2026. Playing in Britain? The

IIHF flags are yours — every level of UK hockey runs the IIHF book, amended locally; see UK and

England Rules.

If you are in crisis right now, do not read the rest of this document — go straight to §13,

When to seek real help, which has the emergency and crisis-line numbers.

RELATED Scanning and Anticipation Goaltender Team Play and Culture Practice and Development

Conditioning and Recovery Body Contact and Battles Risk Management Shooting

UK and England Rules

Overview

This document is about the part of hockey that happens between your ears: resetting after a

mistake, playing when you are nervous, staying confident through a bad run, and being useful to

your team on a night when nothing works. It is written for a player, not for a coach or a therapist,

and every technique in it is something you can do on a Tuesday night beer-league bench.

It is deliberately conservative about what it claims. Sports psychology has real findings and it also

has a large amount of confident-sounding folklore, and the two are hard to tell apart from the

outside. Where the research supports something, this document says so and names the work.

Where the evidence is thin or contested, it says that too. Where an idea is coaching craft —

widely taught, sensible, untested — it is labelled as coaching craft and you should treat it as a

suggestion rather than a finding.
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How claims are labelled in this document

Three phrases are used consistently, and they mean specific things.

"The research supports this." There is published, peer-reviewed work — usually a meta-

analysis or a well-replicated finding — behind the claim. The named study is in the Sources

section.

"The evidence here is thin" or "contested." The idea is popular, and it may well be true,

but the studies are few, small, mostly done outside sport, or the field disagrees. Use it, but

don't build your season on it.

"This is coaching craft." It is what experienced coaches and players do. Nobody has

tested it properly. That is not a reason to ignore it — most of hockey is coaching craft — but

it is a reason not to present it to a teammate as a scientific fact.

No statistics in this document are invented. Where a number appears, it comes from a

named study and is cited.

1. Why the mental side is not optional

Hockey is unusually unforgiving of a wandering mind

Three features of the game make attention more load-bearing here than in most sports.

It is fast and it never stops. There is no set piece, no serve, no huddle. Between whistles the

situation changes completely every two or three seconds, and there is no moment where the

game waits for you to catch up. If you spend four seconds thinking about the pass you just

missed, you have missed roughly two more decisions.

Your mistakes are public and immediate. A misread in football might cost a yard. A blown

coverage in hockey is a puck in your net thirty seconds later, with your name attached to it in

front of everyone in the building including your own bench. There is nowhere to hide, and the

feedback arrives before you have finished processing the error.

You are tired when it matters. A shift is short — the measured range in the research literature

is roughly 30 to 80 seconds, with a well-managed shift nearer 30 to 45 (Vigh-Larsen and Mohr's

2024 physiology review; see Conditioning and Recovery for the full numbers) — precisely because

you cannot maintain the required output for longer. But the last ten seconds of a shift, when your

legs are gone, is also when your decision-making gets tested hardest. Mental discipline is what
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stands in for judgment when you are too tired to think clearly. See Conditioning and Recovery for

the physical side of that.

The honest version of "it's all mental"

You will hear that the gap between your best game and your worst game is entirely mental. That is

an overstatement, and stating it as fact does the idea a disservice. Here is the defensible version.

Your physical capacities — top speed, shot velocity, edge quality, strength — are close to fixed

over the span of a week. They improve over months of training and they degrade with fatigue and

injury, but they do not swing much between Saturday and Sunday. Your attention, your decision

speed, your willingness to take a hit to make a play, and your composure after a turnover can

swing enormously between Saturday and Sunday. So when you play badly on a night when you are

healthy and rested, the explanation is more likely to be in the second list than the first. That is a

reasonable inference, not a measured finding, and it is why mental skills are worth training.

What the mental side cannot do. It will not make you faster, it will not fix a bad first step, and

it will not turn a wrist shot with no weight transfer into a good one. Anyone selling mental training

as a substitute for skill work is selling you something. The mental game closes the gap between

your worst performance and your best. It does not raise your best.

2. The shift reset

This is the single most valuable mental skill in hockey, and the one most worth practising

deliberately.

The problem

You make a mistake. You lose a battle on the wall, you fan on a one-timer, you get beaten wide.

The play does not stop. Within two seconds the puck is somewhere else and you have a new job. If

you are still holding the last two seconds, you are not doing the new job.

Then the shift ends and you sit down, and this is where the real cost lands. Rumination on the

bench is not a neutral activity. The mechanism here is a theory, not a measured finding,

and none of it was tested on hockey players — treat it as a plausible account: attentional

control theory, stated primarily by Eysenck, Derakshan, Santos and Calvo (Emotion, 2007), holds

that "adverse effects of anxiety on processing efficiency depend on two central executive

functions involving attentional control: inhibition and shifting." In plainer words, anxiety consumes
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the central executive's capacity, specifically degrading the inhibition function (blocking task-

irrelevant material) and the shifting function (moving attention where it needs to go). A brain busy

re-running a turnover has less capacity available for the things the bench is for — watching what

the opposition's defence pair does under pressure, hearing the coach's adjustment, tracking who

you are coming out against. So one bad shift becomes two.

The reset itself

The technique below is coaching craft in its specific form — no study has tested this exact four-

step sequence — but each component has independent support and the whole thing is close to

universally taught. Build it as a fixed sequence so it runs without deliberation.

One: a physical trigger. A single, specific, repeatable movement. Tap both shin pads with your

stick. Squeeze the top of the shaft hard once and release. Adjust your right glove. It does not

matter what it is; it matters that it is always the same thing and that it is physical. The point is to

give the reset a definite start, so that resetting is an action you perform rather than a mood you

wait for.

Two: one breath out, long. Not a deep breath in — a long breath out. Slow exhalation is the

part that increases cardiac vagal activity, which is the physiological signature of coming down

from a spike. The research supports the physiological effect: Laborde and colleagues'

systematic review and meta-analysis (Neuroscience & Biobehavioral Reviews, 2022), pooling 223

studies, found that voluntary slow breathing increases vagally-mediated heart rate variability —

during the breathing, immediately after a single session, and after multi-session interventions.

Note what that does and does not cover: it is HRV in general populations, not state anxiety, and

not athletes specifically. The anxiety claim sits a tier lower — the evidence here is thinner

than the physiology: the athlete-specific studies cited below are individual trials, not a meta-

analysis. And the evidence for a direct performance benefit is thin — reviews are explicit

that no definitive data establish that breathing techniques improve sport performance itself. So

use it to change how you feel, not because it will make your next pass better.

Three: a cue word. One or two words, said internally, that point at what you are about to do —

not at what you just did, and not at how you should feel. "Next." "Feet." "Inside." "Wall." The

research supports self-talk in general: the standard meta-analysis (Hatzigeorgiadis and

colleagues, 2011, covering 32 studies and 62 effect sizes) found a positive moderate overall

effect, ES = 0.48.

Two of its moderator findings matter for how you use this, and the first is routinely misreported.

It supports a matching hypothesis, not blanket instructional superiority.

Instructional self-talk beat motivational self-talk only for tasks with relatively fine motor



demands. The paper reports that advantage for fine tasks only; it reports no corresponding

advantage for gross motor tasks, and it does not report which way that comparison leaned.

So the honest statement is that instructional superiority is unestablished for gross tasks, not

that motivational self-talk wins there. Self-talk interventions overall also worked better on

fine tasks than gross ones. So match the cue to the job: instructional for the precise

things — a shot placement, a faceoff hand position, a saucer pass through a lane — and

motivational for the gross, effortful things — a hard forecheck, a puck battle, the last

twenty seconds of a shift. "Get the stick on the ice" is an instructional cue attached to a

gross-motor task, and the meta-analysis does not show it beating "come on, work."

The effect was larger for novel tasks than for well-learned ones. Neither kind of cue

will do much for a skill you have already automated.

Four: name your next action, not your last one. Before your skates hit the ice again, you

should be able to say what you are doing on this shift in one concrete sentence: "First forechecker,

take the D's inside shoulder." "Get above the puck." "Hard on the wall, don't get beaten to the

middle." This is the whole reset in one move; the previous three exist to make it possible.

Do not try to suppress the thought

The instinctive move — deciding not to think about the mistake — tends to be counterproductive.

Deliberately suppressing a thought is effortful, the effort itself consumes attentional capacity, and

the thought often rebounds. The acceptance-based alternative is to notice it, let it be there, and

move your attention to the next action anyway. This is the core of the Mindfulness-Acceptance-

Commitment (MAC) approach.

The evidence for MAC is partial, and the part that supports "acceptance" specifically is

the weakest part — which is worth stating plainly, because MAC is usually sold as a package. A

robust Bayesian meta-analysis of eleven controlled trials (Int J Sport Exerc Psychol, 2023)

found:

Mindfulness: g = 0.64 (95% CI 0.00–0.91), with strong evidence. MAC does what it

says on developing mindfulness.

Sport performance: g = 0.37 (95% CI 0.00–0.79), with moderate evidence. A small

effect, and the authors put it no higher than "might be effective."

Experiential acceptance: g = 0.36 (95% CI 0.00–0.92), with only anecdotal

evidence.

Note the confidence intervals: every one of them has a lower bound of 0.00. The point

estimates are the headline; the intervals say that on eleven trials none of these effects is

separated from zero.



Psychological flexibility: not supported. The authors' own conclusion is that "Currently

available trials, however, do not provide sufficient evidence supporting the MAC protocol's

effectiveness in developing psychological flexibility, experiential acceptance, and promoting

well-being among athletes."

So: the acceptance stance below is worth using, and it is better than suppression, but file it

under "the evidence here is thin" rather than "the research supports this." A systematic

review in the British Journal of Sports Medicine has separately examined mindfulness-based

programmes for elite athlete mental health, which is a different question again.

The practical translation: "I made a bad read, and I am now going to win this wall battle" works

better than "stop thinking about the bad read."

What to do on the bench

You have three jobs on the bench and none of them is post-mortem.

1. Recover. Get your breathing down. See Conditioning and Recovery.

2. Watch. The bench is the best seat in the rink for reading the game — which defenceman

panics under a forecheck, whether their centre is cheating for offence, which of their

forwards has stopped backchecking.

3. Plan one thing. Decide the single thing you are doing on your next shift, in the concrete

form above.

Analysis of the mistake is a post-game job. It is genuinely valuable then, and it is genuinely

harmful during. If you cannot let something go, park it explicitly: "I'll look at that after." Some

players keep a short note on their phone in the room afterwards. That is coaching craft, but it is

cheap and it works for a lot of people because it converts an intrusive thought into a scheduled

task.

3. Playing to a process rather than an outcome

The distinction

An outcome goal is about a result you do not fully control: score tonight, win, get a point, don't

get scored on. A process goal is about an action you fully control: keep the gap through the

neutral zone that Defending the Rush sets out — two to three stick lengths, tightening to a
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stick and a half at the red line — get your first touch away from pressure, shoot within half a

second of receiving in the slot, finish every check.

You cannot control whether the puck goes in. Between the moment the puck leaves your blade

and the moment it hits the goalie's chest, there is a screen you did not place, a deflection you did

not cause, and a save that is somebody else's skill. You can control your route to the puck, your

gap, your first touch, your shot selection and whether your feet are moving.

Why outcome focus makes you more inconsistent

Three proposed mechanisms. The first is plain reasoning, the second has a reasonable evidence

base, and the third — flagged in place — has recently been undermined.

Outcomes are noisy, so outcome-based confidence is noisy. If your self-assessment is "did I

score," then a night where you generated four good looks and hit two posts registers as a failure,

and your confidence takes damage it has not earned. Process-based self-assessment is stable

because the input is stable.

Outcome focus invites self-monitoring, and self-monitoring breaks automated skills.

The research supports this: the leading account of choking under pressure is the self-focus or

explicit-monitoring theory — pressure raises self-consciousness about executing correctly, which

pushes attention onto processes that normally run outside working memory, turning a fluent skill

into a slow, deliberate one. The primary experimental support is Beilock and Carr (Journal of

Experimental Psychology: General, 2001), who showed that choking occurred in golf putting — a

proceduralised skill — but not in a non-proceduralised arithmetic task, and that it was eliminated

by self-consciousness training while dual-task training did nothing. They describe their results as

supporting "explicit monitoring theories of choking and the popular but infrequently tested belief

that attending to proceduralized skills hurts performance." Note their own phrase, infrequently

tested: this is a well-regarded account with a real experiment behind it, not a large replicated

literature. Worrying about the result makes you watch yourself shoot, and watching yourself shoot

is how you shoot badly.

Outcome focus points your attention inward, and inward is the wrong direction. This

one is contested, and it recently became much more contested. The claim is that an

external focus of attention — on the intended effect of the movement — produces better motor

performance and learning than an internal focus on the body part doing it. It rests on a large

body of work reviewed by Gabriele Wulf, and on a 2021 meta-analysis in Psychological Bulletin

(Chua and colleagues) that supported it. Note what that meta-analysis pooled: 73 performance

studies and 40 learning studies drawn from clinical and non-clinical populations and

from children as well as adults, with health status, age group and skill level tested as



moderators and none of them found to moderate the effect. So it is not an athlete-specific result,

and the breadth of the pool is part of why its precision looks better than the underlying hockey-

relevant evidence really is.

But in 2024 McKay and colleagues published a robust Bayesian re-analysis of the same literature,

also in Psychological Bulletin, and found "moderate to strong evidence of publication bias

for all analyses." Once they corrected for that bias, the estimated effects collapsed to near zero

— g = 0.01 for performance, 0.15 for retention, 0.09 for transfer — with the Bayes factors

favouring the null in every case. Their conclusion was that focus of attention has varied effects

that "on average" are "small to nil."

How to treat this. External cueing is free, it costs you nothing to phrase a cue as "drive the ice

away" rather than "extend your leg", and there is no evidence it hurts. But it belongs in the

contested tier, not the top one, and you should stop hearing it presented as settled. If an internal

cue is the only way you can feel a correction, use the internal cue.

Wording your cues externally

Same instruction, two wordings. The right-hand column is the one conventionally recommended —

with the caveat above that the evidence for it is weaker than it is usually presented as being.

Internal (worse) External (better)

"Snap the wrists" "Rip it off the bar-down corner"

"Bend your knees" "Get your chest over your toes" — or better, "drive the ice away"

"Follow through high" "Finish the stick at the far post"

"Push with the outside edge" "Push the ice sideways"

"Soften your hands" "Cushion it like an egg"

The pattern: point the cue at the puck, the ice, the target or the opponent, not at your own limbs.

Building your own process list

Pick three process goals for the season, no more, and make them specific to your role.

These examples are system-dependent, not rules of hockey. They are written for the

house default used throughout this guide: a low zone collapse (zone) defensive-zone

coverage with a 2-1-2 forecheck. Under a man-to-man defensive-zone coverage the centre



is not automatically the low forward — they follow their check, including up to the point — and

the winger's job becomes "stay attached to my man" rather than "hold the high slot." Under a 1-

2-2 forecheck the winger's entry job is containment on the wall rather than arriving at the net

front. Ask your coach which system you play and rewrite these accordingly.

Defenceman: maintain gap through the neutral zone; first touch on retrievals goes to the

wall, not the middle; get shots through from the point rather than looking for the perfect

lane.

Winger (low zone collapse / 2-1-2): arrive at the net front on every entry; support the

wall battle rather than waiting at the blue line; first pass out of your own zone is up the

boards.

Centre (low zone collapse): be the lowest forward in your own zone; win the puck-side

draw or tie it up; get above the puck on every turnover.

Score yourself on those three after the game — but do not throw the scoresheet away

entirely, and the reason is in the research below.

What the evidence actually says — and it is not "process goals only". Two studies bear on

this directly.

Process goals do have measured support. Kingston and Hardy (1997, The Sport Psychologist

11:277–293) ran two goal-setting training programmes on 37 club golfers, one process-oriented

and one performance-oriented, and measured them at three competitions. They report significant

Group × Test interactions (p < .05) for self-efficacy, cognitive anxiety control and

concentration, which they say "provide further evidence for the positive impact of process goals

in competitive situations." Note the comparison, because it is narrower than the claim it is often

recruited for: this is process against performance goals, not process against outcome goals.

The study that did test the full trichotomy points somewhere more interesting. Filby,

Maynard and Graydon (1999, Journal of Applied Sport Psychology 11:230–246) split 40

participants into five ability-matched groups on a soccer task — four using different

combinations of outcome, performance and process goals, one control — over a five-week training

period and then a competition. Group differences were significant (p < .05) in both. Their

conclusion: "The superior performance of the groups using multiple-goal strategies provided

evidence to support the efficacy of maintaining a balance between the use of outcome,

performance, and process goals." Their opening premise is worth reading as well — sport

psychologists have pushed athletes toward "only self-referenced performance and process goals",

while studies of successful performers find they "do in fact make effective use of outcome goals."



So the practical position, adjusted to fit that: process goals are the ones to score yourself

on, because they are stable, controllable and usable, and because they are what improves under

training. But the evidence does not support deleting outcome goals — it supports keeping them in

the mix and not letting them be the thing you judge a night by. Both studies are small (37 golfers,

40 participants on a wall-volley task), neither is in hockey, and neither measures a season.

One citation nearby that does not support any of this: Kyllo and Landers' meta-analysis of

goal setting in sport and exercise (1995, Journal of Sport and Exercise Psychology 17:117–137) is

the standard reference — 36 studies, an overall benefit of goal setting of 0.34 of a standard

deviation — but the moderators it headlines are goal difficulty (moderate goals did best),

absolute versus relative goals, and time frame (combined short- and long-term goals did

best). It does not report a process-versus-outcome comparison at all. Do not cite it for

one.

4. Confidence

Where it actually comes from

The most useful model is Albert Bandura's four sources of self-efficacy, and its ranking matters

more than the list.

1. Mastery experiences — by a distance the strongest source. Having actually done the

thing. Not having imagined it, not having been told you could; having done it.

2. Vicarious experience. Watching someone comparable do it. Weaker than direct

experience, but genuinely useful when you are very unsure of yourself — which is exactly

when a demonstration from a teammate at your level beats one from the best player on the

ice.

3. Verbal persuasion. Being told. Weakest of the three, and note the asymmetry Bandura's

work identifies: discouragement lowers self-efficacy more effectively than

encouragement raises it. Which is why one dismissive comment from a coach outweighs

five compliments, and why what you say to a struggling teammate matters less than what

you avoid saying.

4. Physiological state — and specifically how you interpret it, not the state itself. Your

heart rate before a big game does not determine your confidence; whether you read it as

"I'm ready" or "I'm falling apart" does. This is the hook for the reframing technique in section

5.



The practical consequence is blunt: confidence is downstream of preparation and evidence.

Self-talk helps (ES = 0.48, moderate), but self-talk with no bank of mastery experiences behind it

is a thin layer over nothing. If you want to feel confident taking a puck off the wall under pressure,

the reliable route is to have taken two hundred pucks off the wall under pressure in practice. See

Practice and Development.

How confidence collapses

Confidence rarely erodes evenly. What usually happens is that it collapses in one narrow area and

then leaks outward. You fan on a shot, so you stop shooting. You stop shooting, so you handle the

puck less in the offensive zone. You handle it less, so your touch goes. Now you are not just a

player who missed a shot; you are a player who is bad at hockey.

Two things make this worse. Fatigue — a tired brain rates everything more negatively. And

comparison — watching the player who took your spot in the lineup is a reliable way to feel worse

without learning anything.

The hockey version: the scoring slump

This is the classic, and it is worth spelling out because the trap is invisible from inside it.

A forward stops scoring. The response feels obvious: be more careful, wait for a better look, don't

waste chances. So they shoot less. Shooting less means fewer chances, fewer rebounds, fewer

deflections and fewer of the ugly goals that break slumps. It also means the sample gets smaller,

so the drought lasts longer in games even if the underlying rate has not changed. And it means

they are now carrying the puck into contact looking for the perfect play instead of releasing it,

which produces turnovers, which further damages confidence.

The direction of this loop is coaching craft rather than a measured finding — no

published study establishes that slumping players shoot less, and there is no honest number to

attach to it. But the reasoning is sound, the pattern is universally described by coaches and sport

psychologists working with hockey players, and the prescription follows either way.

Rebuilding after a bad run

Shoot more, not less. Set a process target — five shot attempts a game, whatever suits your

role — and hit it regardless of whether anything goes in. You are deliberately rebuilding the

sample. See Shooting.

Change the unit of success. If "goal" is the only success available to you, you will get almost

none of them. Add units you can actually collect: a puck retrieved with pressure on you, a clean
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zone entry, a shift that ends in the offensive zone, a battle won on the wall. This is the same move

as section 3, applied under duress.

Contribute in the other currencies. A forward who is not scoring can be the best forechecker

on the team tonight, can be first back, can win draws, can be physical. This is genuinely valuable

to your team, and it also rebuilds mastery experiences in areas where the feedback is immediate

— which is the fastest route back, given Bandura's ranking.

Rebuild the evidence bank. Confidence responds to evidence, so manufacture some. In

practice, do reps of the exact thing you have lost — not general shooting, the specific release you

fanned on — until you have twenty good ones. That is mastery experience in the technical sense

and it is the strongest lever you have.

Do not add more analysis. The instinct when nothing works is to think harder about it. Given

the self-focus account of choking, that is precisely the wrong direction: more explicit monitoring of

a skill you have already automated makes it worse. Do the technical work in practice, and play on

instinct in games.

5. Nerves and arousal

What the inverted-U actually says — and what it does not

You will be told, confidently, that performance follows an inverted U against arousal: too little and

you are flat, too much and you fall apart, somewhere in the middle is your peak. The picture is

useful. The way it is usually presented is not accurate, and it is worth being precise about why.

Where it comes from. Yerkes and Dodson published in 1908. The subjects were mice — a

Japanese species nicknamed the "dancing mouse" — being trained on a discrimination task with

electric shock. The paper was cited roughly ten times in the following fifty years, and several of

those citations were already calling it a law.

What the original actually distinguishes, and almost nobody repeats. The relationship

depends on task difficulty. Simple, well-learned tasks tend to improve roughly linearly

with arousal. Only complex or unfamiliar tasks show the inverted U. The widely reproduced

textbook curve is a later, Hebbian version that drops this distinction, and it is described in the

literature as frequently miscited.



What is genuinely contested. The correlation is real enough. The causal mechanism has not

been established. Flow theory and reversal theory both offer competing accounts. And the

sharpest criticism for our purposes is that the same physiological state gets interpreted

completely differently by different athletes, so a single universal curve is too generalised to be

actionable.

What this means for you on a hockey bench. Do not think "there is an optimal arousal level

and I should be in the middle." Think instead:

Your optimal state is individual, and it may not be calm. This is the core of Yuri

Hanin's Individual Zones of Optimal Functioning (IZOF) model, developed over roughly

four decades of research, which replaces the universal curve with individually determined

optimal emotion zones. Some players genuinely play best furious. Some play best serene.

Find yours empirically — see below.

It also depends on what you are about to do. Simple, physical, automated tasks

tolerate high arousal well. A hard forecheck, a shot block, a puck battle: crank it up. Fine,

complex, novel tasks do not. A shootout attempt, a first-time power-play look you installed

on Tuesday, a delicate saucer pass through a lane: you want to be lower.

The catastrophe model — the version that best matches how hockey

actually falls apart

The catastrophe model — Fazey and Hardy (1988), The Inverted-U Hypothesis: A Catastrophe

for Sport Psychology, British Association of Sports Sciences Monograph No. 1 — is a better

description of a bad period than the inverted U. The evidence for it is thin, though, and it is

routinely overstated. The study usually cited is Hardy and Parfitt (1991), British Journal of

Psychology 82:163–178, which manipulated cognitive anxiety and physiological arousal

independently and found the pattern the model predicts. Its sample was eight basketball

players. By this document's own rule — the top tier is reserved for a meta-analysis or a well-

replicated finding — eight participants does not qualify. Use the model as a useful mental picture

of how a period falls apart, not as an established mechanism.

Two claims matter.

Under high cognitive anxiety — worry, specifically, as distinct from physical arousal —

performance does not decline gently past the optimum. It falls off a cliff. In the high-

anxiety condition, maximum performance was higher, minimum performance was lower, and the

drops were far larger. That is the period where your team concedes three in six minutes.



Recovery requires more than backing off slightly. The model involves hysteresis: once you

have gone over the edge, getting back does not happen by returning to the arousal level you were

at when you fell. You have to come down well below it. Practically, this is the argument for the

thirty-second timeout — under NHL Rule 87.1, each team is permitted one thirty-second

timeout per game — and for a coach deliberately shortening the bench, changing lines, or having

the goalie freeze a puck. It is also the argument for you personally taking a full, deliberate reset

rather than "calming down a bit."

Nerves versus anxiety

These are not the same thing and conflating them is unhelpful.

Nerves are the physiological ramp-up before something that matters: heart rate up, breathing

quick, hands unsettled, stomach hollow, needing the toilet. They arrive roughly on schedule, they

are proportionate, and they subside once play starts — usually inside the first shift. They are the

body preparing to work hard. They are a good sign, and top players describe them across every

sport.

Anxiety in the performance sense is the cognitive component: worry, catastrophising, rehearsing

failure, "what if I'm terrible tonight." It does not subside at puck drop. It is what the catastrophe

model treats as the dangerous variable, and it is what attentional control theory says eats your

capacity to inhibit distraction and shift focus.

Two consequences. Nerves need managing, not eliminating — a player with no nerves before

a big game is often flat. Anxiety needs addressing. And persistent anxiety — the kind that is

there on Wednesday about Saturday, or that has stopped being about hockey — is section 13.

Practical regulation

Reframe the arousal rather than fighting it. The research supports this and it is one of

the more robust findings here: arousal reappraisal — being told that the physical signs of

stress are your body mobilising resources to help you, not evidence that you are failing —

improves performance and produces a healthier physiological stress profile. Jamieson and

colleagues have shown this repeatedly, though largely in academic-testing contexts rather than

sport, so the transfer to a rink is an inference. It also fits Bandura's fourth source exactly: it is the

interpretation of the physiological state that moves self-efficacy, not the state.

The move is small and concrete. Standing on the blue line for the anthem with your heart going:

"That's my body getting ready" rather than "I'm nervous." Same sensation, different label.



Breathe out longer than you breathe in. A workable pattern is in for four, out for six, six to

ten cycles. The long exhale is the active ingredient. As noted above, the anxiety-reduction and

vagal effects are supported; a direct performance effect is not established.

Use the warm-up to set your level, in either direction. Most players think of a warm-up as

raising arousal. It works in both directions and you should know which one you need. If you are

flat: short hard bursts, quick feet, loud communication, hard shots. If you are over the top: longer

smooth skating, easy passes, deliberately slow breathing, less talking.

Learn your own zone empirically. This is the practical form of IZOF and it takes about eight

games. After each one, note in two lines how you felt beforehand — flat, edgy, calm, angry,

distracted — and how you actually played. Patterns show up fast, and they are often surprising.

Some players discover they play best mildly irritated. Some discover their "focused and calm"

nights are their worst.

6. The pre-game routine

What a routine is for

A routine exists to make your state consistent, so that the only variable left is the game. If you

arrive in a different frame of mind every week, your performance will vary for reasons that have

nothing to do with the opposition.

The honest evidence position: routines work; what nobody can tell you is which bits of

them are doing the work. Those are two different claims, and they are very easy to run

together.

The research supports the effect. Rupprecht, Tran and Gröpel's meta-analysis (International

Review of Sport and Exercise Psychology, published online 2021, in print 2024), pooling 112

effect sizes, found significant positive effects of pre-performance routines on sport

performance: SMC = 0.31 (95% CI 0.18–0.44) in pre–post designs, and a moderate-to-large

Hedges' g = 0.64 (95% CI 0.45–0.83) in experimental designs under low pressure, with a

comparable g = 0.70 under pressure — though that last one carries a much wider interval, 95%

CI 0.24–1.16, so the pressurised estimate is far less precise than the other two. On skill level, be

careful how you read what the paper says: the effects were "not moderated by the type of

PPR, age, gender, skill level, or intervention characteristics." That is a null moderator

result — no difference was detected — not a positive demonstration that novices and elite

athletes benefit equally. It is a reason not to assume routines are only for experts, not evidence



that they work identically for everyone. The main effect is a genuine finding and you should build

a routine on the strength of it.

What is genuinely unsettled is the anatomy. Cotterill's earlier 2010 review in the same

journal concluded that understanding of routines "falls somewhat short of that required to

recommend with confidence," and the mechanism question — which psychological components

matter, and how a routine should be taught — is still open. So: build one, and do not believe

anyone who tells you exactly which elements are essential.

Routine versus superstition — one test

They look identical from outside. The test is simple: if you cannot do it, does it wreck you?

A routine is a sequence of actions you perform because of what they do — a warm-up that raises

your body temperature, breathing that settles you, imagery that primes the patterns. If the room

is different or you arrive late, you compress it and you are fine.

A superstition is an action you perform because of what you believe will happen if you don't. Same

socks, same tape job, same order of dressing, tapping the goalie's pads a fixed number of times.

Harmless in itself — but you have made your composure dependent on something outside your

control, and one day the sock will be in the wash.

The practical rule: keep the routine, prune anything that would break you if it were

unavailable. If you play away from home, in a rink with a different room layout, on an unusual

schedule, your routine must still run.

A workable timeline

Times are relative to puck drop. The specific numbers are coaching craft; adapt them to your

league and your travel.

The night before

Kit packed and checked. Skates sharpened if needed. See Equipment.

Sleep. This has a stronger evidence base behind it than anything else in this section — see

Conditioning and Recovery.

No tactical cramming. Reviewing systems at 11pm the night before does not install them.

Three hours out

Last full meal.

If you use imagery, this is a good slot for the longer version.
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Sixty to ninety minutes out — arrival

Arrive at the same point in the timeline every week if you can. Rushing is the single most

common self-inflicted arousal problem.

Dress in the same order. Not superstition — one less decision.

Twenty to thirty minutes out — off-ice warm-up

Raise body temperature. Dynamic movement, not static stretching.

Hands: puck on a stick, passing off a wall, stickhandling.

This is where you deliberately set your arousal up or down per section 5.

On-ice warm-up

Skate to actual game speed at least twice — a warm-up entirely at 60% teaches your body

that tonight is a 60% night.

Goalies: track pucks properly from the first shot. See Goaltender.

The last sixty seconds

Two or three slow exhales.

One thought about the game, and make it a process cue. Not "we need this one." Something

like "first pass up the wall" or "gap early."

Between periods

Same principle, compressed: recover, one adjustment, one process cue.

Do not spend the intermission on the referee.

Imagery, if you use it

The research supports imagery, and the best-supported framework for making it work is the

PETTLEP model (Holmes and Collins, 2001), which has been examined in systematic reviews and

has now had twenty years of development. The framework's core insight is that imagery works

better the more closely it matches the real thing: do it in your kit, in a realistic posture, in real

time rather than slow motion, from your own eyes rather than a television angle, including how

the movement feels and not just how it looks, and with the emotion of a real game attached.

Keep it short and specific — two or three minutes on situations you will actually face tonight.

"Winning a puck off the left wall against a hard forecheck" is useful. "Scoring a hat-trick" is

daydreaming.

https://learn-ice-hockey.com/positions/goaltender/


7. Focus and attention

Four kinds of focus, and hockey needs all of them

Robert Nideffer's model, which remains the standard framework, splits attention along two

dimensions: width (broad versus narrow) and direction (external versus internal). That gives four

styles, and hockey demands all four within a single shift.

Focus What it is When you need it in hockey

Broad-

external

Taking in the whole

environment

Scanning before you receive the puck; reading the rush as a

defender; the moment you step over the boards

Narrow-

external

Locking onto one

specific external cue

Receiving a pass; picking the far corner; watching your man's

chest in a battle

Broad-

internal

Analysing, planning,

tactical thinking

On the bench; at a whistle; between periods

Narrow-

internal

Single cue word, feel

of a movement

The last half-second before a faceoff or a shot

The skill is not being focused. The skill is switching. A defender who stays narrow-external

on the puck carrier through a three-on-two has stopped seeing the trailer. A forward who stays

broad-external as the pass arrives will not catch it. The transitions are the game.

Attentional cues

A cue is a very short instruction you give yourself to force the right focus at the right moment.

Rules for making them work, following the research above:

Short. One or two words. Anything longer arrives too late.

External, as a default. Point at the ice, the puck, the target or the opponent rather than at

your own body. Wulf's work argues this strongly; McKay and colleagues' 2024 bias-corrected

re-analysis argues it barely matters (see section 3). It is free, so do it — but don't treat an

internal cue as an error.

Match the cue to the task. For fine, precise actions — placing a shot, a faceoff grip, a

delicate pass — use an instructional cue: "far post", "stick down". For gross, effortful

actions — a forecheck, a battle, a shift block — a motivational cue is at least as good: "go",



"work". This is what the self-talk meta-analysis actually found; instructional superiority holds

only for fine tasks.

Tied to a trigger, so you do not have to remember to use it: over the boards, at a whistle,

as the puck goes behind your net.

You cannot hold high focus for sixty minutes and nobody does. What good players have is reliable

trigger points — moments where focus snaps back up — rather than continuous concentration.

Puck-watching is a focus failure, not a laziness failure

Puck-watching is standing still, eyes locked on the puck, with an unmarked opponent behind you.

It is the defensive error named most often at every level below professional — a coaching

observation rather than a counted ranking — and it is almost always diagnosed as a want-to

problem. It is not. It is an attentional one, and understanding that is what lets you fix it.

The puck is the brightest object in the environment. It moves fast, it is the thing everyone is

shouting about, and it is where the danger appears to be. Your attention system is doing exactly

what it evolved to do by locking onto it. The failure is that hockey requires you to voluntarily

override that pull several times a shift and check the space you cannot see.

This maps directly onto the model above: puck-watching is getting stuck in narrow-external

when the situation requires broad-external. And note that anxiety makes it worse — attentional

control theory holds that anxiety specifically degrades the shifting function, which is exactly the

function you need to break your gaze off the puck. A nervous player puck-watches more.

The fix is a trained habit of shoulder checks tied to specific triggers, not an instruction to

"concentrate." That habit, and how to build it, is the subject of Scanning and Anticipation, which

you should read alongside this section. See also Playing Without the Puck.

8. Fear

This section is written seriously because fear is common in hockey and almost never discussed,

and the culture of the sport makes admitting to it difficult. No prevalence figure is given here,

because there is no published estimate — and you should distrust the ones you hear,

including the common claim that "something like half" of an adult rec dressing room has a version

of it. What is safe to say is the qualitative version: coaches and players describe it constantly, and

it is not rare. If you are afraid of something on the ice, you are not unusual, you are not soft, and it
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is not a character defect. It is a normal response to a fast game with hard surfaces, and it is

workable.

Four fears, four different problems

Fear of contact — of being hit, or of hitting. Very common in players who came to hockey late, in

players returning after time away, and in anyone who has just moved up a level. Note that in most

adult rec and beer leagues body checking is not permitted at all, but body contact — battles, pins,

incidental collisions — is unavoidable in every version of the game.

Fear of injury — usually specific and usually earned. Someone who has had a bad shoulder is not

afraid of hockey; they are afraid of that shoulder. It is often at its worst on the first few returns

after an injury has actually healed.

Fear of the puck — flinching on shot blocks, turning away from a point shot, closing your eyes on

a deflection, or simply not wanting to be in the slot when the puck is coming there. Common in

skaters, and its goalie version is its own topic.

Fear of making a mistake — the most damaging of the four, and the least visible, because it

does not look like fear at all. It looks like a careful, quiet, tidy player who never does anything

wrong.

Why fear of mistakes is self-defeating

The loop is worth understanding because it is completely counter-intuitive from inside it.

You are afraid of making a mistake, so you play safe. Playing safe means chipping the puck out

rather than making a play, refusing the pass in a tight spot, hanging back rather than pinching,

taking the extra half-second to be sure. Now: hesitation is itself a mistake, and it is the

mistake hockey punishes hardest. The extra half-second is exactly how long a forechecker

needs to arrive. The refused pass leaves your teammate with no options. The safe chip goes

straight back into your zone. So the passive player makes more turnovers, not fewer, and each

one confirms the fear.

There is a second cost that shows up over months rather than shifts. A player playing not to lose

the puck stops attempting the plays that would improve them, so their development stalls, and

their gap to the rest of the team widens, which feeds the fear again.

The prescription is not "be brave." It is to convert the vague fear of "making a mistake" into a

specific process target you can succeed at — see section 3 — and to accept a defined error rate as



the price of playing properly. Coaches worth playing for want mistakes of commission, not

omission. If yours does not, that is useful information about your coach, not about you.

Working on physical fear: graded exposure

The general approach that works for fear — in and out of sport — is graded exposure: repeated,

controlled, progressively harder contact with the feared thing, at a level where you stay in control,

until it stops producing the response. The clinical evidence base for graded exposure in anxiety

generally is strong; its specific application to hockey contact fear is coaching craft and is

not cited to a study anywhere in this document. It does map onto the progression-based

checking curricula that Hockey Canada and USA Hockey both teach, and both of those can be

quoted directly. Hockey Canada's Checking Resource Guide is explicit that "checking is a 4-step

progression that begins the first time a young player steps on the ice" — Step 1 positioning and

angling, Step 2 stick checks, Step 3 contact confidence and body contact, Step 4 body

checking — and that "body checking is the fourth and final step of a four step teaching

progression." USA Hockey's Introduction To Body Contact uses the same shape as a pyramid,

with angling as the "1st line of Body Play", stick checks second, body blocks third and body

checks fourth, and adds an age-group progression that only introduces body checking at 12-and-

Under. That is the same logic as graded exposure — start where you stay in control, and move up

only when the level below is boring — but note what it is: a governing body's teaching sequence

for a skill, not a tested treatment for fear.

For contact. Work up in deliberate steps rather than throwing yourself into a scrimmage.

Stationary leaning and pushing against a partner. Then angling and steering along the boards at

half speed. Then competitive one-on-one wall battles. Then the same at game pace. Each level

should feel manageable before you move up, and you should stay at each one long enough to be

bored by it. Details of the technique itself are in Body Contact and Battles.

Technique reduces fear more than courage does. A large part of fear of contact is a well-

founded fear of being hurt because you do not know how to take a hit. Learning to see it coming,

get your weight low, keep your feet moving, and — going into the wall — get your skates

parallel to the boards and take it on the forearm and hip genuinely lowers the risk. (Note

the distinction, because getting it backwards is dangerous: you turn your shoulder toward the

checker, never into the boards — USA Hockey's manual says never to hit the boards with the point

of your shoulder. Full treatment in Body Contact and Battles, which owns this.) The fear then drops

for a good reason.

For the puck. Same principle, escalating: tennis balls, then pucks at reduced speed, then real

shots from distance, then closer. Practise shot blocking properly, and note that "properly" is close

to the opposite of what instinct suggests: square to the shooter, on your feet, close,
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presenting your shin pads, hands tucked with the backs of the gloves out — never

sideways, never sliding, never lifting a leg, because all three expose the parts of you that have no

armour and turn you away from the puck. Body Contact and Battles owns the technique and the

equally important list of when not to block. A player who has never been taught to block a shot is

right to be afraid of blocking one.

Check your equipment. This is unglamorous and it resolves a meaningful share of physical fear.

Ill-fitting or inadequate protection makes you flinch, correctly. Someone who flinches at point shots

while wearing thin shin pads is not being irrational. See Equipment.

Fear as information

One caveat, and it matters. Not all fear should be overridden. Fear that says "this specific situation

is genuinely dangerous" — a player who is out of control, a hit from behind toward the boards,

going into a corner with your head down while someone is arriving — is doing its job. The goal is

not to switch fear off. It is to stop it operating in situations that are actually safe. See Risk

Management.

Coming back from injury

The physical timeline and the psychological timeline are not the same, and the psychological one

is longer. It is entirely normal to be cleared to play and still be protecting the injury three weeks

later. Two things help: staged return through the same graded progression above rather than

straight into a game, and knowing that the first genuine contact on the healed area is the moment

that resolves most of it. Note also the IOC consensus statement's finding that mental health

symptoms and physical health are not separable — symptoms increase injury risk and delay

recovery — so a lingering fear is not merely uncomfortable, it is a physical risk factor.

9. Goaltender psychology

Goaltending has a reasonable claim to being the most psychologically demanding position in team

sport, and writing on goalkeepers across sports consistently identifies it as a distinct psychological

problem rather than a variation on the outfield one.

A source warning specific to this section. Everything below is materially less well sourced

than the rest of this document. The hockey-specific references behind it are an applied-practice

blog post (the Association for Applied Sport Psychology), a commercial goalie-coaching site,
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and an unpublished doctoral dissertation (the University of North Dakota record gives

Document Type "Dissertation", degree "Doctor of Philosophy", 2022). There is no meta-analysis.

There is one peer-reviewed review in the neighbourhood, and it is worth citing precisely because

of what it found. De Castro, de Castro and Coutts (2021) ran a scoping review of psychological

interventions applied with football goalkeepers: they screened 178 articles and found nine

that qualified, most of them about the penalty kick, and — the striking part — only one study in

which psychological techniques were actually applied to goalkeepers, and it detected

no improvement. Their conclusion is that goalkeepers "may benefit" from position-specific

psychological techniques, reasoning by analogy from other sports rather than from goalkeeper

evidence.

So the honest position is not "nobody has looked" but something more useful: somebody has

looked, in the better-researched sport, and found almost nothing there. That is a football

finding and this is a hockey document, which makes the gap wider still. Read this section as

structured coaching craft with a plausible rationale, not as research findings, and discount

the confident phrasing accordingly.

If you play out, read this section anyway — most of it is about how to treat your goalie.

Why the position is different

Your mistakes are the scoreboard. A forward's bad giveaway may cost nothing. A

defenceman's blown coverage may be saved by the goalie. The goalie has nobody behind them.

Every error converts directly into a goal, and the goal is announced, replayed and recorded

against your name.

The failure is public, still, and prolonged. After a goal, play stops. Everyone looks at you. You

stand there in silence for thirty to sixty seconds with no task, which is the psychologically worst

possible arrangement — full attention on the error and no action available to reset with.

Rate of work is nothing like the rest of the team. You can be entirely uninvolved for eleven

minutes and then be required to make an elite reaction save. Skaters have continuous work to

occupy attention; you have to manufacture engagement across long empty stretches and then

produce peak output instantly.

You are structurally isolated. You train separately, you often warm up separately, and you

frequently have no positional peer on the roster except the person competing with you for the net.

Blame lands on you by default. The applied goalkeeper writing cited for this section is explicit

about the disproportionate share of blame goalkeepers absorb for team defeats, and the guilt and



self-criticism that come with being the last line — though, per the warning above, that is

practitioner description rather than measurement.

The short memory

The one non-negotiable goaltending skill. It is trainable and it is a routine, not a personality trait.

Build a fixed post-goal routine and run it every single time, including on goals that were

not your fault. If you only run it after bad goals, it becomes a marker of failure. Suggested shape,

and this is coaching craft in its specifics:

1. Get the puck out of the net yourself, or don't — but pick one and always do it.

2. Skate a short, deliberate loop out to the top of the crease or to the corner. Move. Movement

gives the reset a physical form and breaks the frozen posture.

3. Water bottle, one long exhale, wipe the mask.

4. One factual sentence about the goal — "screen, didn't find it" — and then stop. No

evaluation, no blame, no "that was terrible."

5. Return to the crease, tap both posts, cue word, set for the faceoff.

Steps 4 and 5 are the whole thing. The single sentence is what stops your brain from re-running

the goal all period; giving it one clean description satisfies the urge to process. Everything else is

scaffolding.

The better-supported components here — controlled breathing to reduce state anxiety, a short

self-talk cue, an acceptance rather than suppression stance toward the thought — are the same

ones from earlier in this document, and carry the same caveats: the acceptance evidence is thin,

and a cue word for a gross, effortful reset need not be instructional. The goalie-specific packaging

is craft.

Confidence and the goalie

Bandura's ranking applies with particular force. Goalie confidence is built on saves made, and it

is why a goalie coming off a bad night should face a high volume of makeable shots in the next

practice before facing hard ones. Manufacturing mastery experiences is the fastest route back,

and volume matters more than difficulty.

A related and useful reframe, again from applied practice rather than from a study: high-volume

nights are often easier for goalies, not harder, because engagement is continuous and rhythm

builds. The dangerous game is fifteen shots with a soft one in the second period.



How a team should treat its goalie

Most teams get this wrong in one of two directions.

Do not pile on. Obvious, and yet: visible frustration from a defenceman after a goal — the head

shake, the stick slam, the skate-away — is read by the goalie as blame whether or not it was

meant that way. Given the emotional contagion findings in section 11, that gesture does not stay

between the two of you either.

Do not over-console either. Skating over after every goal to tell your goalie it wasn't their fault

marks each goal as an event requiring management, which is precisely what the short-memory

routine is trying to avoid. The best default is normal: a tap on the pads on the way past, one word,

and back to your job. Treat the goal as unremarkable and it becomes easier for them to.

Break the isolation off the ice. The isolation is structural, so it takes deliberate effort to

counter. Include the goalie in the room, in the pre-game, and in the social side. Costs nothing.

Talk to them during play. The goalie is the best-placed communicator on the ice and giving

them a job in the flow of the game keeps them engaged through quiet spells. See On-Ice

Communication.

For the technical and positional side, see Goaltender.

10. Coaches, benchings and criticism

Separate the message from the delivery

The most useful habit here is to treat feedback as two separate things: the content — is this true

and can I use it? — and the delivery — was it fair, kind, well-timed, public?

These are independent. Bad delivery does not make content false. A coach who shouts "you're

standing still!" across the bench has delivered it badly and may be entirely right. Discarding the

message because you resent the messenger costs you the information.

The reverse also holds and matters more than people admit. Pleasant delivery does not

make content correct. Plenty of coaching advice is confidently wrong, and plenty of it is a coaching

preference presented as a rule of hockey — the failure mode this guide warns against throughout.

"Wingers never go below the goal line" is a system choice, not a law. Ask which system, and ask

why.
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What the research says about how it is delivered. Coaching style does have measurable

effects. Controlling coaching behaviours — public criticism, punitive responses, pressure — are

associated with greater psychological need frustration, lower engagement, and more

oppositional defiance and anger; autonomy-supportive coaching, which involves choice and

collaboration, is associated with better motivation and resilience. Be precise about what was

measured: the Delrue et al. vignette study cited below measured anticipated need satisfaction

and frustration, engagement, oppositional defiance and anger — it did not measure stress.

Burnout is a well-attested outcome in this literature generally but is not from that paper either.

The direction of the effect is not in doubt; the specific outcome you attribute to it should match

the study you are leaning on. One further idea is worth knowing but has no source behind it:

that a closer coach-athlete bond can amplify the harm from a controlling style, because the

athlete complies without internally accepting the demand. None of the coaching references

below states it — so treat "he's hard on us but we love him is not automatically protective" as a

reasonable caution rather than a finding.

And there is a line. Demanding is not the same as abusive. Criticism of your play is coaching.

Personal degradation, humiliation in front of the group as a routine method, or anything that

leaves you dreading the rink is not, and it is not something to absorb quietly. Escalate it — to a

club official, a league, or a governing body.

When you are not playing

Start with an observation — and it is an observation, not a measured finding, because

there is no study behind it: most players believe they deserve more ice time than they

get. Whether or not the proportion is "most", it cannot be true of everyone simultaneously. Your

self-assessment is running on a biased sample — you remember your good shifts vividly, you have

never watched yourself play, and you cannot see the ones you were beaten on because you were

behind the play. This is not a claim that your coach is right. It is a claim that you are not a reliable

judge of your own case, and neither is anyone else about theirs.

Given that, here is what actually helps.

Ask for specifics, and ask at the right time. Not on the bench, not immediately after the

game, not in front of the group. A day or two later, in private, with a specific question: "What do I

need to do to get on the second power play?" A vague question — "why am I not playing more?"

— gets a vague answer and reads as a complaint. A specific one is hard to dodge and gives you

something to work on.

Then actually work on the answer, and make it visible. If the answer is "you're getting beaten

back," the coach needs to see you backchecking hard in practice, not just in the two shifts you



get.

Be excellent in the minutes you do get. A player who is conspicuously good in four minutes

gets six. A player who sulks through four minutes gets two. This is coaching craft, but it is close to

universal.

Stay physically ready. A cold player who goes over the boards after eight minutes on the bench

and immediately gets beaten has confirmed the coach's decision. Keep moving, keep your legs

alive, stay warm.

Recognise the limits of your control. Some benchings are political, some coaches have

favourites, and some rosters are simply deeper than your current level. If you have asked the

specific question, done the work, and nothing has changed over a real stretch of time, the problem

may not be solvable from where you are sitting, and moving teams is a legitimate answer rather

than an admission of failure.

Frustration has a price on the scoreboard

Two rules are worth knowing precisely, because losing your temper is expensive in a literal sense.

NHL Rule 39 — Abuse of Officials covers this in detail. A minor penalty is assessed for "any

player who challenges or disputes the ruling of an official," for abusive language or gestures

directed at any official, and — the one players routinely forget — for "any player or players who

bang the boards with their sticks or other objects at any time, or who, in any manner show

disrespect for an official's decision." Banging the glass in protest gets the same treatment, and

persisting escalates to a misconduct.

NHL Rule 75 — Unsportsmanlike Conduct covers the same energy directed at anyone other

than an official: a minor for obscene, profane or abusive language or gestures "directed at any

person," and a minor for "any player who throws any object onto the ice from the players' or

penalty bench."

The practical point is not that you should be nice. It is that your frustration, expressed, hands the

other team a power play, and the goal they score off it will be attributed to a bad call rather than

to you. IIHF and USA Hockey rules cover the same conduct in comparable terms.



11. Team dynamics, and your contribution to them

Your emotional state is not private

The evidence here is real but a tier below the label used elsewhere in this document:

the source is Tamminen and colleagues' scoping review (International Review of Sport and

Exercise Psychology, 2022), which maps a literature rather than pooling effects — there is no

meta-analysis behind this claim. What that literature describes: emotions and behaviours spread

between athletes, coaches' emotional expressions are associated with players' emotional

experiences and with team performance, and interpersonal emotion regulation between

teammates affects anxiety and results. The effect is moderated by things like the closeness of the

group and the status of the person expressing the emotion — which means a senior player's body

language carries further than a fourth-liner's. Treat the direction as well documented and the size

as unquantified.

For you, the practical consequence is direct: when you slump on the bench, throw your head

back, or bang your stick, you are not privately processing a bad shift. You are

broadcasting. Your linemates read it, in about half a second, as one of three things — the coach

is wrong, my linemate let me down, or this game is gone. None of those helps them on the next

shift.

This is not an argument for fake enthusiasm, which nobody believes anyway. It is an argument for

a neutral floor: whatever you are feeling, your visible baseline is upright posture, eyes on the

ice, engaged. Feel what you feel; don't project it.

Being a good teammate on a bad night

The nights when you are playing badly are when your contribution to the group is most in play,

because it is the easiest time to become a net negative.

Say the thing that helps, which is usually about the next shift. "Get above me next time

and I'll hit you" is useful. "You've got to be there" is not.

Absorb, don't transmit. If a teammate makes an error, the useful response is nothing, or one

word of support. The head shake costs you more than the error did.

Take responsibility out loud, once, and then stop. "That's on me" from the player who

turned it over ends the conversation and keeps the group moving. Repeated self-flagellation

makes everyone manage your feelings instead of playing.



Understand that your bad night is not the most important thing happening. There are

seventeen other people who came to play. Your job on a night when you have nothing is to not

make it their problem.

The wider subject — roles, standards, how groups set their own norms — is Team Play and Culture.

12. Motivation over a season

Improvement is not linear, and expecting it to be is what breaks people

The typical pattern is a fast early climb — everything is new, so everything improves — followed

by long flat stretches punctuated by sudden jumps. Those flat stretches are the normal shape of

learning, not evidence of failure, but they arrive exactly when the initial enthusiasm has worn off.

Two things help you sit through them.

Understand what a plateau usually is. Often you are consolidating: the skill is becoming

automatic, which does not feel like progress but is what makes it usable under pressure. Often you

are also being asked to do more with the same skill — the same skating in tighter space against

better players — so your measured output is flat while your actual capability has risen. And

sometimes it is a genuine ceiling on your current technique, which needs a change of method

rather than more repetitions of the same one. See Practice and Development.

Measure something that moves. Wins, points and ice time are lagging, noisy indicators that

can sit still for months. Process markers move weekly. This is section 3 applied across a season.

About "10,000 hours"

This one is genuinely misrepresented and worth correcting, because it does real damage

to how players think about their own progress. The popular version — that 10,000 hours of

practice is what separates experts from everyone else — overstates the research substantially.

Macnamara, Moreau and Hambrick's sport-specific meta-analysis (2016) found that deliberate

practice accounted for 18% of the variance in sports performance, leaving roughly four-

fifths to starting age, physical attributes, coaching quality, the standard of players around you,

genetics, injury history, and how you spend the hours.

For the motivational point, that cuts both ways on purpose. Practice is not pointless — 18% is a

large effect for a single factor and it is the one you control. But hours alone are not the

mechanism, so two players with identical ice time can improve at wildly different rates. The full

file:///home/runner/work/learn-ice-hockey/learn-ice-hockey/site/.print/off-the-ice__team_play_and_culture.xhtml
file:///home/runner/work/learn-ice-hockey/learn-ice-hockey/site/.print/off-the-ice__practice_and_development.xhtml


argument, including the disputed 1%-among-elites figure and Ericsson's reply to the meta-

analysis, is in Practice and Development; it is not repeated here.

The grind

Mid-season, in a long league, with early mornings and cold rinks, motivation stops being about

ambition and becomes about habit.

Rely on structure, not feeling. Turning up because it is Tuesday is more reliable than

turning up because you feel like it.

Have an off-season. Playing hockey twelve months a year is a good way to stop wanting

to. Deliberate breaks are a recovery tool, not a lapse.

Keep one thing you are actively working on. A player with a current technical project

has something to be interested in on a night when the game is bad. A player just playing

games has only the results, which are outside their control.

Watch the drift from wanting to play to feeling obliged to play. That drift is the early

signature of burnout, and burnout is one of the outcomes the coaching-climate research

links to controlling environments. If it persists, it is worth taking seriously — see the next

section.

13. When to seek real help

This document is about performance. It is not a substitute for care, and some of what looks like a

mental-game problem is not one.

The IOC's 2019 consensus statement on mental health in elite athletes — the standard

reference in this area — makes several points that matter here. Mental health symptoms and

disorders are common among athletes and can impair performance. For depression and anxiety

specifically, prevalence in elite athletes is broadly comparable to the general population —

worth saying plainly because both the opposite claims circulate. That comparability does not

generalise to every condition: the statement flags eating disorders and disordered eating as

more common in athletes, particularly in weight-sensitive, aesthetic and endurance sports.

Hockey is not usually a weight-making sport, but making a roster weight or a body-composition

target happens, and the exception matters. Mental health cannot be separated from

physical health: symptoms increase the risk of physical injury and delay recovery from it. And

the statement is explicit about the need to distinguish between the character traits typical of

committed competitors and genuine psychological maladaptation requiring treatment.
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Signs it is time to talk to a qualified professional rather than reading more about

mental skills:

Anxiety that is present well before game day, or that does not settle once play starts.

Low mood, loss of interest, or hopelessness that persists for weeks.

Sleep that is consistently disrupted, or appetite that has changed markedly.

Dread of going to the rink, in someone who used to enjoy it.

Performance problems that have spread into work, study, relationships or family life — this is

the clearest signal in the list, because a genuine hockey problem stays in the rink.

Using alcohol or anything else to manage how you feel about playing.

Any thought of harming yourself or of suicide. This one is not a threshold to weigh up.

If you are thinking about harming yourself or about suicide, stop reading this

document and get help now.

Immediate danger — call your local emergency number. 999 in the UK and Ireland,

112 across the EU, 911 in the US and Canada. Or go to your nearest emergency

department.

UK: Samaritans, free, 24 hours a day, 365 days a year — call 116 123. Text SHOUT to

85258. (Do not rely on email. Samaritans' own contact page states that they are

"gradually closing our email service in the UK in 2026, over several months" —

checked 27 July 2026, and no closing date is published on that page. Phone or text instead;

those are unaffected.)

Ireland: Samaritans 116 123, free, 24 hours; Text HELLO to 50808.

US: 988 Suicide and Crisis Lifeline — call, text or chat, 24/7.

Canada: 9-8-8 Suicide Crisis Helpline — call or text, 24/7, English and French. (This

replaced Talk Suicide Canada on 30 November 2023; it is delivered by CAMH.) In Quebec

you can also text 535353 or call 1-866-277-3553 (1-866-APPELLE), 24/7.

Elsewhere in Europe: 116 123 is the reserved emotional-support number in many

countries.

Anywhere: findahelpline.com lists a crisis line by country.

Numbers change — these were verified against the providers' own sites on 27 July 2026. Check

your own country's current crisis line — but call someone tonight, not after the season.

What to do for anything less acute than that. Speak to your GP or family doctor, or to a

qualified clinical or sport psychologist — in many countries sport psychologists are regulated and



you can check registration. Most national federations and many leagues now have mental health

pathways; the IOC statement's whole thrust is that these should exist and be usable. Note that a

sport psychologist and a clinical psychologist are not the same profession, and if the problem has

left the rink you probably want the latter.

None of this means you are failing at hockey. It means you have a problem that hockey

advice is not the right tool for.

Common Mistakes

Treating the mental game as something you either have or don't. Almost everything

in this document is a trainable routine, not a personality trait. Composure is a sequence of

actions, not a temperament.

Analysing a mistake during the game. Analysis is a post-game activity. Doing it on the

bench costs you the information you should be gathering there, and by the self-focus

account of choking, thinking harder about an automated skill degrades it.

Trying to suppress the bad thought instead of accepting it and moving on.

Suppression takes effort, and the effort is the resource you needed for the next shift.

Judging yourself on outcomes you don't control. Two posts and four good looks is a

good game. If your self-assessment says otherwise, your self-assessment is measuring the

wrong thing.

Shooting less during a scoring slump. The one hockey-specific trap that is worth

memorising — though that players actually do shoot less in a slump is coaching

craft, not a measured finding, with no published study behind it. The arithmetic behind

the advice stands either way: fewer attempts means fewer chances for the ugly goal that

ends it, and a smaller sample that makes the drought last longer in games.

Believing the textbook inverted-U. The relationship depends on task complexity, the

optimal level is individual, and for simple well-learned tasks arousal is closer to linearly

helpful. Learn your own zone empirically instead.

Trying to be calm before every game. Some players play best angry, some best serene.

Copying a teammate's pre-game state is copying the wrong thing.

Confusing a routine with a superstition. If missing it would wreck you, it is a

superstition, and you have made your composure depend on something you don't control.

Mismatching the cue to the task. Instructional cues ("far post") are for fine, precise

actions; motivational ones ("go", "work") are at least as good for gross, effortful ones. The



self-talk meta-analysis supports a matching hypothesis, not blanket instructional superiority.

Treating external-focus cueing as settled science. "Chest over your toes" is a

reasonable default over "bend your knees", but the bias-corrected re-analysis of that

literature found the effect close to zero. Use whichever wording actually makes you feel the

correction.

Puck-watching and calling it a work-rate problem. It is an attention problem, it gets

worse when you are anxious, and it is fixed with triggered shoulder checks rather than with

effort.

Playing safe to avoid mistakes. Hesitation is the mistake hockey punishes hardest.

Passive play produces more turnovers, not fewer.

Over-consoling your goalie. Skating over after every goal marks each one as an event

requiring management. A tap on the pads and back to work is better.

Arguing with officials. Under NHL Rule 39, disputing a ruling, abusive gestures, or banging

your stick on the boards in protest are all minor penalties. Your frustration becomes their

power play.

Assuming you deserve more ice time than you get. That players commonly believe

this is an observation with no source behind it — but whatever the true proportion, it

cannot be right of everyone at once, and you are not a reliable judge of your own case. Ask a

specific question in private, then do the work the answer implies.

Treating flat stretches as failure. Improvement is non-linear and plateaus are usually

consolidation. Also: deliberate practice explains roughly 18% of the variance in sport

performance, so hours alone were never the whole story.

Managing a clinical problem with performance techniques. If it has spread beyond

the rink, breathing exercises are the wrong tool — and if there is any thought of harming

yourself, none of this document is the right tool. See §13, When to seek real help for the

signals and the crisis numbers.

Key Takeaways

1. The mental game closes the gap between your worst performance and your best;

it does not raise your best. Your physical capacities barely move between Saturday and

Sunday. Your attention and composure move enormously. That is where the variance lives.

2. Build a four-step shift reset and run it every time: physical trigger, one long

exhale, a cue word, then name your next action. The last step is the whole point. The



four-step sequence itself is coaching craft — no study has tested this exact

ordering — but each of its components has independent support, which is why it is worth

running. Match the cue to the task — instructional for precise actions, motivational for

effortful ones.

3. Ruminating on the bench costs you the next shift too. Recover, watch, plan one thing.

Analysis of the mistake is a post-game job, and doing it during the game costs you the

information the bench is for.

4. Judge yourself on process, not outcome — but keep the outcome goal on the list.

You cannot control whether the puck goes in; you can control your gap, your route, your first

touch and your feet. Pick three process goals for your role — and check which system your

team plays before you write them, because the role changes with the system. The one study

that tested outcome, performance and process goals against each other (Filby et al., 1999)

found the combinations won, not process alone.

5. Confidence comes from mastery experiences above all — having actually done the

thing. Self-talk works, at a moderate effect size (ES = 0.48), but it is a multiplier on

evidence rather than a substitute for it. In a slump, shoot more: shooting less shrinks the

sample and removes the ugly goals that end droughts.

6. The textbook inverted-U is not what the research says. Complex tasks show the

curve; simple well-learned ones benefit more linearly from arousal. Your optimal state is

individual — track it over eight games and find out what yours actually is.

7. Nerves are the body preparing; anxiety is the worry. Manage the first, address the

second. Reframing arousal as readiness rather than as failure has real evidence behind it

and costs nothing.

8. Build a pre-game routine — the meta-analytic evidence for routines is genuinely

positive (SMC = 0.31 pre–post, g = 0.64 in experimental designs, for novices and elites

alike). What nobody can tell you is which elements matter, so prune anything that would

wreck you if it were unavailable.

9. Fear of making a mistake produces passive play, and passive play produces more

mistakes. Hesitation is the error hockey punishes hardest. Physical fears respond to graded

exposure and to better technique — and better technique lowers the actual risk, so the fear

drops for a good reason.

10. Your emotional state is not private, and neither is your goalie's. Hold a neutral floor

on the bench; give your goalie a fixed post-goal routine and a team that treats goals as

unremarkable. And if it has spread beyond the rink, it is not a hockey problem — that

warrants a qualified professional, and seeking one is not a failure of toughness. One signal

is not a threshold to weigh up at all: any thought of harming yourself or of suicide



means get help now, tonight. The full list of signals and the crisis numbers are in §13,

When to seek real help.



OFF THE ICE

Team Play and Culture

Rule set: Written to NHL rules. Where IIHF, USA Hockey or typical rec-league rules differ in a way

that changes how you play, it is flagged inline. Playing in Britain? The IIHF flags are yours —

every level of UK hockey runs the IIHF book, amended locally; see UK and England Rules.

RELATED Getting Started Game Management On-Ice Communication Mental Game

Practice and Development Playing Without The Puck Risk Management UK and England Rules

Overview

Every other document here is about what you do with a puck. This one is about being someone a

team wants on the ice with them — and about the conventions nobody explains to a new player,

because everybody else learned them by osmosis and has forgotten they were ever learned at all.

A warning about what kind of document this is. The rules sections here are verified against

the NHL, IIHF and USA Hockey rulebooks and cited by rule number. Almost everything else is

convention — practice that is widespread, unwritten, unenforceable, and genuinely different

between countries, levels and even individual rinks. Where something is convention rather than

rule, it is labelled as convention. Do not repeat any of the convention material to a referee as

though it were in a book. It isn't.

Why This Matters Practically, Not Sentimentally

Skip the poster slogans. There is a mechanical reason culture shows up in the score.

Hockey is played five skaters at a time out of a roster of twenty in the NHL — eighteen skaters

and two goaltenders (Rule 5.1) — and typically twelve to twenty in rec and beer leagues, in shifts

of roughly 30 to 80 seconds (Conditioning and Recovery owns that figure; a well-managed one

is nearer 30 to 45), with substitutions happening during live play. That structure has two

consequences that no other major team sport shares to the same degree:
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You are constantly playing with people you did not choose and cannot see. A

defenceman starting a breakout has to release the puck to a spot before the winger arrives

at it. That pass is a prediction. It is only a good prediction if you know what that particular

winger does. See Passing and Receiving and Puck Support and Spacing.

Every shift is an act of delegation. When you leave the ice, five different people inherit

your job. When you go to the corner, someone else has to take the slot you vacated.

So "trust" in hockey is not a feeling. It is a prediction accuracy problem. And distrust has a

specific, visible symptom: players stop leaving their own assignment to cover someone

else's, because they no longer believe the cover will be returned.

What that looks like on the ice:

The weak-side winger stops dropping into the high slot when the centre goes to the

corner, because last time they did it, the centre didn't come back and the winger got blamed

for the goal. Under the house-default low zone collapse, that rotation is the whole coverage.

Without it you concede slot shots. See Defensive Zone Coverage.

Defencemen stop pinching, because they don't believe the third forward will rotate back

to cover the blue line. A team that never pinches never sustains offensive-zone pressure.

See Offensive Zone Play.

Nobody talks. Calling "man on" or "reverse" requires a small act of exposure — you might

be wrong. On a bench where being wrong gets you mocked, players go quiet, and silence is

the single most expensive communication failure there is. See On-Ice Communication.

Shifts get longer. Players who don't trust the next line to hold on stay out an extra twenty

seconds, arrive at the bench exhausted, and are still tired when they go back over the

boards.

None of that requires anybody to dislike anybody. It just requires uncertainty. A team that trusts

each other plays a structurally different, more aggressive, higher-support game than a

team of equal skill that doesn't.

The Bench

The bench is where most of a game happens to you. Most new players treat it as a rest area. It is a

working position.
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Where to sit and why

Convention, not rule — but a near-universal one. Nothing in any rulebook says where you

sit; the NHL rulebook specifies only the bench itself.

Sit in line order. Forwards sit grouped by line, defencemen usually at one end (commonly the

end nearest the door the defence uses). Your centre and two wingers are the people either side of

you.

The convention exists because:

The change happens as a unit. All three forwards go over the boards from adjacent

positions and arrive at the play together rather than trickling on.

You can talk to the people you play with between shifts, which is the only time you can

have an actual conversation.

The coach can address one line without shouting down the length of a bench. NHL

benches are specified at twenty-four feet long with seating for at least fourteen (NHL Rule

3.1) — that is a long way to shout.

If you are new and don't know where to sit, ask. Sitting in someone's spot is a trivial offence;

guessing silently and being in the wrong place for a change is not.

Staying alert

Three things you should be doing every second you are on the bench:

1. Watch the puck and the clock. You need to know the game situation before you step on

— score, time, whether you're on a penalty kill, whether the faceoff is coming in your own

end. See Game Management.

2. Watch your matchup. Who is on the ice for them? Are they changing? Who came off their

bench last? This is the raw material of a change on the fly.

3. Watch your own line's shift when you're not on it. You are learning your teammates'

tendencies for free.

Do not sit on the boards. This one is a rule. NHL Rule 75.2(iv) makes it a minor penalty for

unsportsmanlike conduct for "any player who sits on the boards (skate(s) exposed) during play,"

after one warning per team per game. It is also how you get a skate blade in someone's face.

Do not stand up and reach onto the ice. Playing the puck from the bench, or interfering with

it, is a penalty, and it is one of those things that only ever happens to people who weren't paying

attention.
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Being ready at the door

Benches have two doors, and by NHL Rule 3.1 they must be uniform in size and location for both

teams and must swing inward so they cannot be left protruding onto the ice. In practice, most

benches operate one door as the "on" door and one as the "off" door, though which is which varies

by rink and by team — find out at your first game, don't guess.

When your line is next up:

Get to the door before you need to. Standing, gloves on, stick in hand, weight forward.

Know who you are replacing. Not "a forward" — a specific person. This is what prevents

too many men.

Watch that player, not the puck, in the last few seconds. You are waiting for them to

break for the bench.

The mechanics of a change on the fly

This is the part that is genuinely rules-governed, and getting it wrong is a two-minute bench

minor.

NHL Rule 74.1 (Too Many Men on the Ice) is the governing text: players may be changed at

any time during play "provided that the player or players leaving the ice shall be within five feet

(5') of his players' bench and out of the play before the change is made." If your replacement

steps on before you are inside that five-foot window, the bench minor is available to the officials.

Note the second condition as well as the first — out of the play, not merely close to the bench.

What that means for you, in order:

1. The call comes. Either from the ice ("change!") or from the bench. See the bench and line-

change call list in On-Ice Communication.

2. The player coming off skates directly to the bench — no coasting, no last look at the

puck. The five-foot rule punishes hesitation.

3. The player going on waits at the door, watching their man arrive, and steps on as they

arrive, not before.

4. Announce it. "I've got Sam", "I'm coming", "last man". Too-many-men penalties are almost

always two people believing the same spot is theirs.

When not to change is more important than how. Never change when the opposition has the

puck in your zone, when you are the last defender back, or after your own team has iced the puck.

On an icing, NHL Rule 82.1 forbids the offending team from making any substitution
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before the ensuing faceoff — the tired five stay out for a defensive-zone draw. The same rule

applies to a team in violation of Rule 63.8 (delaying the game).

Rule 82.1 does allow three exceptions, and they are worth knowing because players assume

the ban is absolute:

1. To replace a goaltender who had been substituted for an extra attacker — so a

team that iced it with the net empty can put its goalie back.

2. To replace an injured player.

3. When a penalty has been assessed that affects the on-ice strength of either team.

The rule also fixes the timing precisely: "the determination of players on ice will be made

when the puck leaves the offending player's stick." Whoever was out there at that instant is

who stays out. That's covered in depth in Game Management.

Goaltenders are different. Under NHL Rule 71.1 (Premature Substitution), when the goaltender

leaves for an extra attacker the skater cannot enter the ice until the goalie is within five feet of the

bench — but the sanction is a stoppage and a faceoff, not a penalty, unless the situation falls

outside that rule.

Gate and door etiquette

Conventions, not rules, and they vary by rink:

Whoever is nearest the door works it. In most beer leagues there is no dedicated door

operator, so the player sitting closest opens and closes it. If that's you, that's your job for the

shift, and it means you are watching the ice rather than your phone.

Hold the door for the player coming off, then close it. An open door during play is a

hazard and, in some rinks, a delay-of-game conversation with the referee.

Don't block the door. Standing in the gateway "getting ready" while someone is trying to

come off is the single most common bench annoyance in amateur hockey.

Sticks off the floor at the door. Someone will step on yours and snap it, and it will be

your fault.

Changes at stoppages

Different mechanism entirely. At a whistle, NHL Rule 82.2 gives the visiting team up to five

seconds to change; the referee then raises their hand to close the visitors' window and open

the home team's, and the home team gets up to eight seconds, ended by the referee lowering

their hand. This is why home ice means "last change" — the home coach sees the away line first
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and can answer it. (The right itself is granted by Rule 82.1, not 82.2, and it comes with an

exception — "except in cases following an icing, which does not result in the delay of the game" —

which costs the home team its last change after an icing it committed, not after the visitors'. See

Rules Primer.)

Rule-set difference that changes the matchup game. USA Hockey Rule 204(a) gives

five seconds to each team — "the visiting team shall have five seconds to complete any

player substitutions. After the visiting player substitutions, the home team shall have 5 seconds"

— not the NHL's 5/8 split. The home team still changes second, so it still has the last change, but

it gets three fewer seconds to do it in than an NHL bench does. If you are used to watching the

NHL, a USA Hockey home bench has to be quicker off the mark.

Most rec leagues do not run this procedure formally at all; if yours doesn't, your only matchup tool

is the change on the fly. See Game Management.

Being a Good Linemate

Know their tendencies, and adapt to them

Everything below is convention and craft, not rule.

Every player has a small set of things they reliably do. Your job is to learn your linemates' set and

pass to the player who exists, not the player you wish you had.

Specific things worth knowing about each linemate:

Where do they want the puck? Skates, or out in front? Forehand or backhand side? A

player who takes everything on their forehand needs the puck led differently from one who

catches it in their feet and protects it.

Do they hold or move it? A holder needs you to get open twice. A mover needs you

moving already.

Do they go to the net or stop at the top of the circle? This changes whether your rim

from the corner should be hard around the boards or soft to the net-front area.

How fast do they actually skate? Not how fast they think they skate. A pass into space is

only good if they get there.
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Which way do they turn under pressure? Almost everyone has a preferred escape

direction.

On the backcheck, do they take the middle or their man? This decides what you have

to take.

The adaptation runs from you to them, not the other way. This is the whole point and it is

where most players get it wrong. You cannot make a linemate change their game mid-season. You

can change what you give them tomorrow. If you find yourself explaining, repeatedly, that they

should have been somewhere else, you have chosen the impossible half of the problem.

Talk before the shift, not after

The bench, between shifts, is the highest-value communication window in hockey — you are

stationary, the whistle isn't blowing, and the opposition can't hear you.

Useful things to say in ten seconds:

"On the breakout I'm coming low, not to the wall."

"Their D-man is stepping up at the line every time — I'll chip it behind him."

"If I've got it in the corner, get to the net, I'm not passing it back out."

"Their number 8 is quick, I'll take him back."

Useless things to say: anything evaluative. "You need to be sharper" is not information.

The value of consistency

A predictable teammate is worth more than a brilliant unpredictable one, and this follows

directly from the mechanics described at the top of this document. If passing is prediction, then

variance is the enemy. A winger who is in the same place on every breakout lets the defenceman

release the puck early, under pressure, without looking. A winger who is somewhere different

every time forces the defenceman to look up first — and looking up first is how you get hit and

turn the puck over.

The practical version: decide what you do, and then do it every time. If you support the wall

on the breakout, always support the wall. If you change your mind, say so on the bench first.



Line and Defence-Pair Chemistry

What it actually is

Chemistry gets talked about mystically. Stripped down, it is two things:

1. Complementary tendencies. The pieces fit. A puck-carrying centre and a winger who gets

open beats two of either. A defenceman who wants to activate and one who is happy to stay

home covers both jobs; two activators leave the blue line empty.

2. Shared assumptions. All three players believe the same thing about what happens next.

When the puck goes into the far corner, everyone already knows who is first in, who

supports, and who stays high — without anyone deciding. F1, F2 and F3 are roles defined

by order of arrival, not by position, and a line with chemistry sorts those roles out

silently and instantly. See Forechecking Systems.

It is mostly not friendship. Plenty of effective NHL lines are made of players who don't

socialise, and plenty of best friends can't play together. Friendship helps with the communication

that builds shared assumptions, which is a real but indirect contribution.

How it develops

Repetition. Chemistry is learned tendencies, and tendencies are learned by watching. This

is why coaches keep lines together through a rough patch, and why constant "line blender"

juggling has a cost even when each individual pairing looks sensible on paper.

Talking about specific, recurring situations — the breakout, the forecheck entry, the

net-front assignment — rather than about hockey in general.

Watching your own shifts back, if your league films games.

Why some pairings don't work

Duplicated tendencies. Three players who all want to carry the puck through the neutral

zone; two defencemen who both want to jump into the rush.

Mismatched pace. A player who plays north fast paired with a player who wants to slow it

down and cycle will spend the whole shift a half-second out of phase.

Incompatible risk appetite. One player forcing low-percentage plays through the middle

while their partner is trying to manage the game conservatively is a recipe for both being

angry. See Risk Management.

On defence pairs specifically, handedness matters, but less than people claim, and it is about the

first pass out rather than the shot from the point — see the treatment in Game Management.

https://learn-ice-hockey.com/systems/forechecking_systems/
https://learn-ice-hockey.com/hockey-iq/risk_management/
https://learn-ice-hockey.com/systems/game_management/


If a pairing isn't working, that is information, not a verdict on anyone's character. Say it

to the coach that way.

The Dressing Room

All convention. It varies enormously — a junior team, a men's league team and a mixed-ability

drop-in have different norms, and a rink in Helsinki has different norms from one in Toronto.

If this is your first time in one, Getting Started walks through the practical mechanics of a first

session — when to arrive, what to bring, how a drill line works — and points back here for the

conventions themselves.

Arriving on time

"On time" in hockey means dressed and ready before the stated time, not arriving at it.

The widespread convention is to arrive 45 to 60 minutes before a game and 20 to 30

minutes before a practice, because you need to get boots off, gear on, tape done, and be on

the ice at the first second of a rented, expensive, immovable ice slot.

There is no rule anywhere that says this. There is simply a coach who will notice, and a bench that

will notice sooner.

If you are going to be late or absent, tell someone — the ice time is paid for and rosters may be

tight. Repeated silent no-shows are the fastest way to become unwelcome at any level.

The dressing order

Most teams have assigned or habitual stalls. Common patterns: goalies at the end, defence

together, forwards by line, veterans in the corners. Some teams deliberately mix so cliques don't

form.

Rules of thumb if you are new: take a spot nobody has claimed, ideally near the door, and ask

if it's someone's. If the room is small, keep your bag under the bench and your gear on your hooks

— sprawling into your neighbour's stall is the room's version of a bad change.

Noise and music

Music is normal, and there is normally one person whose job it is by long habit. Don't take

over the speaker in your first month.
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The volume and mood convention varies wildly by level. Loud and joking is standard

in beer league. Many competitive teams go quiet for the last ten minutes before the ice.

Goalies often want to be left alone to get their head right in the last stretch before

warm-up. This is one of the most consistent conventions in hockey and one of the most

consistently violated by new players trying to be friendly. See Mental Game.

A new player's first few sessions

Say hello to the room when you walk in. One sentence. It costs nothing and its absence

is noticed.

Listen more than you talk. The first three weeks are for finding out how this team does

things.

Don't critique anything. Not the systems, not the line combinations, not the goalie's

rebound control, however right you are.

Learn names fast. You cannot make the calls in On-Ice Communication without them, and

"hey!" doesn't identify anybody.

Unwritten Conventions of the Game Itself

Everything in this section is convention, not rule, unless explicitly cited. These practices

differ between North America and Europe, between age groups, between competitive and

recreational levels, and between individual leagues. Treat this as a description of what is common,

not a code you can hold anyone to.

The handshake line

Widely observed after almost every game in youth and much of recreational hockey. In the NHL it

is essentially a playoff custom — the handshake line follows the conclusion of a playoff series,

and it is not something that happens after ordinary regular-season games at all. "Less consistent

in the regular season" would overstate it; the practice is simply not part of the NHL regular

season.

The interesting verified fact is that it is explicitly not a rule — it is a "common practice." The

USA Hockey Casebook addresses the question directly: asked whether the referee may prohibit

teams from proceeding through the handshake line after an unusually rough game, the answer

given is yes, because "the Referee is charged with the general supervision of the game" and "it is
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well within their authority to prohibit this common practice ... in the event that they feel a problem

may arise" (USA Hockey Casebook 2025-29, Officials, Situation 2, rule reference 502(a)).

Practical version: shake everyone's hand, say "good game," mean it or at least sound like it, and

keep moving. If you lost badly or there was an incident, this is exactly when doing it well matters.

Not running up the score

There is no rule against scoring goals in either the NHL or USA Hockey rulebooks — neither

contains a mercy or running-clock provision of any kind. Many local youth and recreational leagues

do have running-clock or mercy rules at a set goal differential, and one of the larger ones

publishes its version: the CARHA Hockey Official Rule Book (Section Seven, item 16) provides

that "a mercy rule will be in effect in which the game will go to running time if there is a five (5) or

more goal spread with 10 minutes remaining in regulation time", with no reverting to stop time,

and with penalty lengths stretched to 3, 7 and 12 minutes to compensate for the faster clock. That

is one association's rule, not a general one — the threshold and the trigger vary wherever these

exist. Check your own league's rules.

The convention, where a game is out of hand, is a set of self-imposed restraints rather than

deliberately playing badly:

Roll all four lines evenly and give the least-used players more shifts.

Stop forechecking hard in their end; play the neutral zone instead.

Work on things — complete passes, cycle, defencemen keeping the puck in — rather than

hunting chances.

Don't celebrate goals demonstratively.

Don't pull anybody's stick or take needless hits.

The point is not to insult the other team by visibly easing off — that is worse. The point is

to stop trying to increase the margin.

The goalie's crease

Convention: during a stoppage, you don't skate through, stand in, or shoot pucks at the opposing

goaltender's crease. Goalies clear the crease of snow and treat that space as theirs, and standing

in it after a whistle is the standard way to start something.

Rule: the crease conventions are not in the rulebook. What is in the rulebook is goaltender

interference during play — NHL Rule 69.1, which states that "an attacking player's position,

whether inside or outside the crease, should not, by itself, determine whether a goal should be



allowed or disallowed," and disallows goals only where the attacker impairs the goalie's ability to

move freely or defend the goal, or initiates deliberate contact. Screening the goalie from

outside the crease, without contact, is normally legal — though note the rule says

"positioning or contact", so positioning alone can void a goal if it impairs the goalie. So the crease

is protected by custom after the whistle and by a much narrower rule during play.

Helping an injured player

Conventions: stop playing when someone is down and not getting up, wave for the bench or the

officials, and if it's a head or neck injury, do not move them — kneel next to them and wait for

whoever is trained.

Where this connects to the rulebook (NHL Rule 8.1):

Play is not stopped for an injured player until their own team has secured control of the puck

— unless the officials judge the injury obviously serious, in which case they may stop it

immediately.

But there is a second limb people forget, and it cuts the other way. If the injured

player's team already has control of the puck at the moment of injury, "play shall be stopped

immediately unless his team is in a scoring position." So a team attacking on a two-on-

one with a teammate down behind the play gets to finish the rush; a team cycling

harmlessly in the corner does not.

An injured player must leave via the players' bench, not any other exit. Using another exit

is a bench minor.

Once a player is attended to on the ice by the trainer or medical staff, they must be

substituted for immediately and cannot return until play has resumed.

Tapping the pads and boards. Tapping a goalie's pads after a good save, or a teammate's shins

after a blocked shot, is the standard nonverbal "well done" — it exists because you can't hear

anything through a helmet at speed. Tapping sticks on the boards from the bench is the bench's

applause, for a goal, a good shift, or a teammate leaving the ice injured. One caution: NHL Rule

39.2(iii) makes it a minor penalty to bang the boards with sticks "in any manner show disrespect

for an official's decision" — the same physical action is applause or a penalty depending on what it

is aimed at, though the rule explicitly allows officials discretion when boards are banged to get

their attention for a genuine reason such as a serious injury.

How much of this varies

A lot.



Fighting-adjacent conventions barely exist outside North American professional

and junior hockey. Under IIHF rules the sanctions are discretionary rather than automatic

— Rule 46.1 says willing combatants "shall be penalized accordingly by the Referee(s) and

may be ejected from the game. Further Supplementary Discipline may be imposed" — but

ejection and suspension are the realistic expectation there, and under collegiate rules too, so

the elaborate "code" around it — consent to fight, not fighting a tired opponent, respecting a

declined fight — has almost no purchase in European or international play.

Celebration norms differ by country and level. Elaborate celebrations are read very

differently in a European league than in a North American beer league.

Post-game customs differ. Some teams have a beer in the room, some go straight home,

some have a formal handshake with the opposing coach.

When in doubt, watch what your own team's most respected players do, and copy

that. That is genuinely how everyone learns this.

Talking to Officials

This one is rules-governed, and the rules are stricter than most players realise.

What the rulebook actually says

Only the captain may raise a rule interpretation, and only when invited. NHL Rule 6.1:

"One Captain shall be appointed by each team, and he alone shall have the privilege of discussing

with the Referee any questions relating to interpretation of rules which may arise during the

progress of a game." The same rule then narrows it further: "Only the Captain, when invited to

do so by the Referee, shall have the privilege of discussing any point relating to the

interpretation of rules."

An alternate captain has that privilege only when the captain is not on the ice. NHL Rule

6.2: "If the Captain is not on the ice, an Alternate Captain on the ice shall be accorded the

privileges of the Captain." A team may carry one captain and up to two alternates, or no captain

and up to three alternates. Goaltenders may not be captain or alternate captain under Rule

6.1, which bundles them in with the coaching staff: "No playing Coach or playing Manager or

goalkeeper shall be permitted to act as Captain or Alternate Captain." IIHF Rule 6.1 is all but

identical — it differs by one word, reading "playing Team Manager" where the NHL reads "playing

Manager". USA Hockey does not — Rule 202(a) bars a goalkeeper only from exercising the



privileges of captain, not from holding the position. The difference is set out below under Captains

and Leadership.

The Bill Durnan origin story — half of it checks out, and it is not the half people repeat.

The tale is that the rule was made because Montreal goaltender Bill Durnan kept leaving his

crease to argue with officials. Three parts of that are now verifiable. Durnan really was captain:

Hockey-Reference lists the 1947-48 Canadiens' captains as "Toe Blake, Bill Durnan", and

NHL.com's staff historian Dave Stubbs records that Dick Irvin Sr. gave him the C for "the latter half

of the 1947-48 season upon the career-ending injury suffered by Toe Blake." Durnan confirmed the

behaviour in his own words — and note where those words come from, because Stubbs is relaying

them rather than reporting them: the quotation is from hockey historian Stan Fischler's 1994

book Heroes and History, which Stubbs cites by name. "I looked a little stupid if there was a

bad call against us — me with all those pads and the big stick, chasing after the referee and then

running to the bench to hear Irvin." And the rule's date is attested from the period rulebook —

Stubbs writes that "the NHL decreed in its 1948-49 rules, a regulation that remains in force, that

'No goalkeeper shall be entitled to exercise the privileges of Captain or Alternate Captain on the

ice.'" Note that this makes it a 1948-49 rule; the usual telling puts it a season early.

What remains undocumented is the causal claim itself — that Durnan is why the rule exists.

No authority says so. The Hockey Hall of Fame's Durnan biography does not mention the captaincy

at all. The NHL's own historical rule-change record has no 1948-49 entry whatsoever, and nowhere

connects goaltenders to the captaincy. Most tellingly, Stubbs's article is entirely about Durnan,

reports the rule in the same breath, and still declines to link them. Treat the "Durnan rule" as

plausible but undocumented folklore — and note the rule's own wording, which lumps goalies

together with playing coaches and managers, is at least as consistent with a general tidying-up as

with one goaltender's temper.

Complaining about a penalty is not a rule interpretation. Rule 6.1 is unusually blunt: "A

complaint about a penalty is NOT a matter 'relating to the interpretation of the rules' and a minor

penalty shall be imposed against any Captain, Alternate Captain or any other player making such

a complaint."

Coming off the bench to argue is an automatic minor. Rule 6.1 again: "Any Captain,

Alternate Captain or any player who comes off the bench and makes any protest or intervention

with the officials for any purpose shall be assessed a minor penalty for unsportsmanlike conduct

under Rule 39 – Abuse of Officials." This is repeated in Rule 39.2(iv).

Other codes are close but not identical — and the differences bite on exactly the point

that matters.



IIHF Rule 6.1 shares most of the NHL's wording, including the complaint-about-a-penalty line and

the automatic minor for coming off the bench to protest. But on the central question it is not the

same:

There is no "only when invited to do so by the Referee". That clause is an NHL

addition. The IIHF text is: "If both the Captain and Alternate Captain are on the ice, only the

Captain is allowed to talk to the Referee about a point of interpretation." The restriction is

about who talks, not about waiting to be asked. (IIHF does use the word "invited" — but only

in the next sentence, about coming off the bench: a captain or alternate who leaves the

bench "uninvited by the Referee" is penalised.)

IIHF permits one captain and no more than two alternates, with no co-captains, and

unlike the NHL there is no option to run three alternates and no captain.

A team cannot change its captain or alternates during a game, and if the captain is

ejected or injured, an alternate must assume the duties.

USA Hockey Rule 202(a) is looser again: each team designates a captain and up to two

alternates, and "only one of these designated players shall have the privilege of discussing with

the Referee any questions relating to interpretation of rules." So under USA Hockey the privilege

attaches to one designated player rather than specifically to the captain-when-on-the-ice. Rec

leagues frequently run without any letters at all.

What gets you a penalty

NHL Rule 39.2 assesses a minor penalty for unsportsmanlike conduct to:

any player who challenges or disputes the ruling of an official (39.2(i)) — note that

this is the plain act of disputing, with no requirement of rudeness;

any identifiable player using obscene, profane or abusive language or gestures at any on- or

off-ice official (39.2(ii));

players who bang the boards with sticks or otherwise show disrespect for a decision

(39.2(iii));

any player coming off the bench to question a ruling (39.2(iv));

banging the glass in protest of an off-ice official's ruling (39.2(v)).

And the escalation is explicit: persisting after the minor gets you a misconduct (Rule 39.4(iii)),

and persisting after that gets you a game misconduct (Rule 39.5(i)). Rule 39.4(ix) states the

ladder in one line: "participants displaying this type of behaviour are assessed a minor penalty,

then a misconduct penalty and then a game misconduct penalty if they persist."



What actually works

During play: nothing. Say nothing. There is no version of this that helps.

At a stoppage, if you are the captain: ask a question, don't make a statement.

"Can you tell me what you had on that one?" gets an answer. "That was a terrible call" gets

you two minutes under 39.2(i).

Calm and quiet beats loud and right. Referees at every level respond to tone before

content.

Ask once. The rulebook's whole structure punishes persistence, and so does every official's

patience.

Do it through the letter. If you have no letter, tell your captain and let them handle it.

That is what the letter is for.

Arguing has essentially never reversed a call. Officials in the NHL cannot rescind a called

penalty on the basis of a protest — the only reversal mechanism is video review, and there is no

rulebook route by which complaining causes it. In amateur hockey there is even less recourse.

What arguing reliably does is get you a second penalty and make the next fifty-fifty call go the

other way.

Handling Teammates Who Are Struggling

Convention and judgement, not rule. The overlap with Mental Game is deliberate — that

document covers what to do when the struggling player is you.

The goalie who let in a soft one

Goaltending is the position where one error is instantly visible, permanently on the scoreboard,

and impossible to hide. Every goalie knows exactly how bad the goal was without being told.

What helps:

Say something short and move on. "Next one." A tap on the pads. That's it.

Clear the puck. Win the next faceoff. Play a simple shift. The single best support you

can give a goalie is a period of boring, structured hockey where nothing comes from the slot.

Tell them what you're doing in front of them — "I've got the net front," "shot coming,

I'm screening, going left." Information restores their sense of control.

What makes it worse:
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Analysing the goal. Even sympathetically. Especially sympathetically.

Overcompensating by suddenly collapsing five players to the crease. It tells the goalie you

don't trust them and it concedes exactly the screened, deflected chances that produce

another soft goal.

Silence from the whole bench after the goal, which reads as blame whether or not it is.

The player having a bad night

Keep giving them the puck. Cutting a struggling player out of the play is the most

common and most damaging reaction. It confirms what they already fear and guarantees

the night stays bad.

Give them an easy one first. A short pass they cannot miss. Confidence is rebuilt with

completed simple actions, not with a chance to redeem themselves on a hard one.

Praise effort, not outcome — "great backcheck", "good stick there." Outcome praise after

a bad night sounds like pity.

Say the thing that lowers the stakes. "It's Tuesday, mate." In a rec league, this is

genuinely the right intervention.

What makes it worse: "just relax," public coaching from the bench, replaying the turnover, and

— worst — a teammate visibly rolling their eyes. See the next section.

Handling Conflict

Visible frustration is a tactical error

You will at some point be furious with a teammate mid-shift. The mistake is not the feeling. The

mistake is showing it, and the argument against it isn't etiquette — it's competitive.

Throwing your head back, slapping your stick on the ice, or gesturing at where the pass should

have gone does four things, all bad:

1. It tells the opposition exactly where your weakness is. A bench that sees your

defence pair arguing will attack that pair. This is free information you are giving away.

2. It demoralises your own bench. Everyone can see it. The next player who makes a

mistake now knows what happens to them.



3. It stops you playing. The two seconds you spend gesturing are two seconds you are not

backchecking, and the goal usually comes from that.

4. It makes the teammate worse. A player who is worried about your reaction plays slower

and passes it away sooner.

The rule for yourself: react to your own errors visibly at most, and to teammates'

errors never. Even that has limits — see Mental Game.

Deal with it after, not during

During the game: nothing. No conversation in a hockey game has ever improved

anybody's next shift.

After the game, once you have both calmed down — not in the car park at full volume,

and preferably not in a full dressing room.

Talk about the specific play, once. "On the D-to-D at the blue line I'm expecting it flat —

it kept getting chipped and I was reaching." Not: "you never look up."

Frame it as what you will do differently, because that's the only half you control. Most

conflicts of this kind are actually mismatched assumptions, and naming the assumption fixes

it.

If it's genuinely not resolvable between you, take it to the coach or captain —

quietly, as a problem to solve, not as a complaint.

The escalation you must not make is retaliating on the ice, or shorting a teammate you're

annoyed with by not passing to them. Both are visible to everyone and both convert a private

irritation into a team problem.

Captains and Leadership Without a Letter

What a captain actually does

The formal duties are small and precise. Under NHL rules the captain is the only player entitled to

discuss a rule interpretation with the referee, when invited (Rule 6.1); makes the formal complaint

that triggers a stick measurement, alongside an alternate captain (Rule 10.5); designates which of

two simultaneously expiring minor penalties releases its player first (Rule 16.2); and selects the

penalty-shot taker whenever the shot was not awarded to a specifically fouled player (Rule 24.3).

Beyond that short list, the letter confers almost nothing the rulebook recognises.

file:///home/runner/work/learn-ice-hockey/learn-ice-hockey/site/.print/off-the-ice__mental_game.xhtml


The real job is off the sheet:

Set the standard for what a normal shift looks like. Not the best shift — the normal

one. Teams calibrate to their captain's floor, not their ceiling.

Be the interface with the coach and, where relevant, with the league or club.

Own the officials conversation so nobody else has to, and so nobody else takes the

penalty for trying.

Notice who isn't talking. The player quietly having a terrible season is the captain's

problem before it's the coach's.

Note the goaltender restriction, and note that the three codes word it differently:

NHL Rule 6.1 and IIHF Rule 6.1 both bar a goaltender from being captain or alternate

captain at all. IIHF: "No playing Coach or playing Team Manager or goalkeeper shall be

permitted to act as Captain or Alternate Captain."

USA Hockey Rule 202(a) is narrower. It says "No goalkeepers shall be entitled to

exercise the privileges of Captain" — it bars the goalie from doing the job of talking to the

referee, not from wearing the letter. A USA Hockey team may designate its goalie as

captain; someone else just has to do the talking.

Either way, a goalie who is the obvious leader of a team ends up leading without the referee-

facing part of the role — the situation the next section describes.

Most leadership has no letter

This is the important part. On any team, the letters go to at most four people, and the behaviour

that determines a team's culture is distributed across everyone. In practice, the people who most

shape a room are:

The player who is always the first one dressed and the last one off the ice. Nobody

announces this. Everybody notices it.

The player who talks on the ice. The organising principle in On-Ice Communication is that

the player who can see it makes the call — which means the loudest useful voice on your

team may well be your least experienced player, and that is correct.

The player who welcomes new people. One person doing this changes a room.

The player who doesn't sulk after a bad shift. Emotional weather is contagious in both

directions.

The player who does the unglamorous thing — blocks the shot, takes the defensive-

zone draw, kills the last minute — without being asked and without mentioning it afterwards.
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None of those require skill, seniority, or permission. If you want to lead a hockey team, the

entry requirement is to be reliable in public.

Rec and Beer League Specifically

Most adults reading this play here, and the culture is genuinely different from organised

competitive hockey.

The range on one bench

A single beer-league bench routinely contains a former junior player, someone who learned to

skate at thirty-five, and everything between. This is unlike almost any other sport's amateur

scene, and it means:

Adjust the pass to the receiver. A hard, flat pass to someone who can't receive it is not a

good pass. It is a turnover you caused.

Cover more ice than your job description if you can. If you are the strongest skater on

your line, you are the one who backchecks.

Don't coach from the bench. Nobody paid league fees to be taught by a teammate. If

someone asks, help; otherwise don't.

Playing against much weaker or stronger opponents

Against weaker teams: roll lines evenly, stop forechecking, make five passes before

shooting, let your least experienced players take the offensive-zone shifts. See "not running

up the score" above.

Against stronger teams: simplify. Get pucks deep, keep the shifts short, take away the

middle, and treat it as a chance to work on structure. Trying to trade rushes with a much

better team is how a 4-1 becomes 9-1. See Game Management.

Either way, keep your stick down and your hits soft. The mismatch is exactly when

injuries happen.

Non-contact league etiquette

Most adult recreational hockey is played in a non-check category, and the rule is clearer than

most players think. USA Hockey Rule 604(a) prohibits body checking in the 12-and-under youth

classifications and below, all girls' and women's classifications, and all non-check adult
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classifications; body checking there is a minor penalty (604(c)), a major plus game misconduct if

it recklessly endangers an opponent (604(d)), and potentially a match penalty (604(e)).

The nuance that causes most of the arguments: "non-check" does not mean "no contact."

USA Hockey's own text states that "Competitive Contact hockey does not mean 'no contact'" and

explicitly permits angling, physical engagement (two players legally leaning into each other

while both play the puck), and collisions where players maintain legally established position.

What is prohibited is "overt hip, shoulder, forearm or torso action" used to separate an opponent

from the puck with no effort to play it (Rule 604 Note 1). The concept of "finishing the check" is

described as unacceptable in the USA Hockey standard of play, on the basis that it is intended

to punish rather than gain possession.

So: you may take and hold your ice, you may angle someone off, you may lean while both of you

chase a puck. You may not step into someone. And the convention on top of the rule is simply that

the physical intensity is set by the least willing player in the battle, not the most. See

Body Contact and Battles.

Everyone has work in the morning

The single most useful sentence in adult hockey. It underwrites most of the culture:

An 11pm game is not worth an injury. Nobody is getting a contract.

No slashing back, no crosscheck in the back, no retaliation. The retaliation is what

escalates, every time.

Sticks down, blades on the ice, no follow-through above the waist.

Let the ref referee. They are usually a teenager or a volunteer and are on their fourth

game of the night.

Be somebody people are pleased to see on the ice. Rec-league rosters are filled by

word of mouth; this is also, incidentally, the entire economics of getting invited back.

Being New to a Team

Reliability beats skill, and it isn't close. A team fills its roster with the people it can count on.

Skill decides your line; reliability decides whether you are on the team next season.

If this is your first team rather than a new one, Getting Started covers what comes before

this list — registration, tiers, fees, and what a season actually commits you to.
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The practical checklist:

1. Turn up, on time, every time. Dressed and ready before the stated time.

2. Reply to messages. Team organisers in amateur hockey are volunteers chasing people for

availability. Being the person who answers within the hour makes you disproportionately

popular.

3. Pay your fees before you're asked.

4. Ask what the systems are in your first week: what forecheck, what defensive-zone

coverage, who calls the breakout. Then play them, even if you think a different one is better.

See Forechecking Systems and Defensive Zone Coverage.

5. Ask which door is on and which is off, and where you should sit.

6. Play simple for the first few games. Get pucks deep, complete passes, finish your shifts.

Teams form their impression of you fast, and "safe" is a better first impression than "flashy

and occasionally catastrophic."

7. Learn names. Then use them on the ice.

8. Say yes to the post-game. At least sometimes. Half of a hockey team's shared

assumptions get built there.

9. Don't apologise constantly. A new player narrating every mistake becomes exhausting;

make the mistake, reset, next shift.

10. Don't compare it to your old team. Ever.

Coaches

What coaches actually notice

This is convention and coaching-experience material rather than a measured finding, so treat it as

informed opinion: coaches watch effort and positioning far more than skill. Skill is largely

fixed within a season and is obvious in the first ten minutes. Positioning and effort are the things a

coach can change, so they are what a coach is scanning for.

Concretely, what gets noticed:

Whether you backcheck all the way, or coast in at the top of the circles.

Where you are when the puck is on the other side of the ice — the single most

revealing tell of whether a player understands the system. See Playing Without The Puck.
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Shift length. A player who consistently changes at forty seconds is easier to deploy than a

more skilled player who stays out for ninety.

Whether your head is up on the bench.

Whether the bad shift changes your next shift.

Getting useful feedback

Coaches are usually bad at giving unsolicited individual feedback, not because they don't have it,

but because there are eighteen of you and one of them.

Ask at a good time — after practice, not during a game, not in the two minutes after a

loss.

Ask a narrow question. "What do you want from the weak-side winger on the defensive-

zone collapse?" gets you an answer you can use. "How am I doing?" gets you "yeah, good."

Ask about a specific shift. "Third period, the shift where they scored — where should I

have been?"

Ask what would move you up. "What would I need to do differently to play more

minutes?" is direct, and most coaches respect it.

Then do it, visibly, and don't mention that you're doing it.

Asking good questions

About systems, ask "what" and "when", not "why not something else." "When their

D steps up at the line, do you want me to chip it or hold?" is a question. "Wouldn't a 1-2-2

work better here?" is a challenge, whether or not you meant it as one.

Ask in front of the group when the answer helps everyone — most system confusions

are shared.

Ask privately when the answer is about you.

Accept the answer. You can disagree; you still play the system. A player who plays a

system they dislike properly gets listened to later. A player who freelances doesn't.

Common Mistakes

Treating the bench as a rest. You should arrive at the door knowing the score, the clock,

who you're replacing, and who you'll be matched against.



Changing late. The five-foot rule (NHL Rule 74.1) punishes hesitation; the player who looks

back at the puck one more time is the reason for the bench minor.

Two players thinking the same spot is theirs. Almost every too-many-men penalty is a

communication failure at the door, not a rules misunderstanding.

Sitting on the boards. It's a minor penalty after one team warning (NHL Rule 75.2(iv)) and

it's dangerous.

Helping a downed player up. The instinct is to reach for them. With a head or neck injury

it is the most damaging thing you can do — do not move them, kneel beside them, keep

them still, and wait for whoever is trained.

Arguing a call. It has essentially never worked, and NHL Rule 39.2(i) makes disputing a

ruling a minor penalty in itself — no swearing required.

A non-captain talking to the referee. Under NHL Rule 6.1 the privilege belongs to the

captain, only when invited, and complaining about a penalty is explicitly not covered at all.

Note that the "only when invited" wording is NHL-specific and has no IIHF equivalent.

Coming off the bench to protest. Automatic minor under Rules 6.1 and 39.2(iv), every

time.

Expecting linemates to adapt to you. You can change what you give them tomorrow;

you cannot change their game mid-season.

Visible frustration at a teammate. It tells the opposition where to attack, demoralises

the bench, and takes you out of the play for two seconds — which is how long a goal takes.

Analysing the soft goal with the goalie. They know. Say "next one" and win a faceoff.

Cutting a struggling teammate out of the play. It confirms their worst read of the

situation and guarantees the night stays bad.

Coaching your teammates from the bench in a rec league. Nobody paid league fees

for that.

Assuming "non-check" means "no contact." Angling, leaning and legally established

position are all permitted (USA Hockey Rule 604 and the Competitive Contact definition);

stepping into someone is not.

Being new and having opinions. Listen for three weeks. Then have them.

Treating any of the conventions in this document as rules. They differ by country,

level and rink, and none of them are enforceable.



Key Takeaways

1. Trust is a prediction problem, not a feeling. Hockey requires you to pass to where

someone will be and to leave your assignment to cover theirs. Teams that can't predict each

other stop covering, and that shows up on the scoreboard.

2. The bench is a working position. Sit in line order, watch the play and your matchup,

know exactly who you're replacing, and be at the door before you need to be.

3. The five-foot rule governs every change on the fly. NHL Rule 74.1: the player leaving

must be within five feet of the bench and out of the play before the substitute steps on.

Announce your change out loud — too many men is a communication failure, not a rules

failure. After your own icing you cannot change at all, subject to Rule 82.1's three exceptions

(goalie back in for the extra attacker, injury, or a penalty that changes on-ice strength).

4. Adapt to your linemates; they will not adapt to you — and a predictable teammate

beats a brilliant unpredictable one. Consistency is what lets a defenceman release the

puck without looking up, which is what stops the turnover.

5. Chemistry is complementary tendencies plus shared assumptions — not

friendship. It comes from repetition, which is why constant line juggling has a real cost.

6. Only the captain may raise a rule interpretation with an NHL referee, and only

when invited (NHL Rule 6.1). A complaint about a penalty is explicitly not a rule

interpretation, and coming off the bench to argue is an automatic minor under Rule 39.2(iv).

The "when invited" clause is NHL-specific — IIHF Rule 6.1 restricts who talks but does

not require an invitation, and USA Hockey attaches the privilege to any one of the three

designated players.

7. Simply disputing a ruling is a minor penalty (NHL Rule 39.2(i)), and persistence

escalates to a misconduct and then a game misconduct. Arguing has essentially never

reversed a call.

8. When a teammate is struggling, keep giving them the puck, and never show

frustration at a teammate on the ice. Cutting someone out is the most damaging

reaction available; visible frustration advertises your weak point to the opposition and costs

you two seconds of backcheck. Deal with it after the game, about one specific play, once.

9. Most leadership on a team has no letter on the jersey. Being first dressed, talking on

the ice, welcoming new players and not sulking after a bad shift require no seniority and no

permission — and the fastest way to be accepted on a new team is reliability, not skill.

10. When someone is down and not getting up, stop playing, wave for the bench and

the officials — and if it is a head or neck injury, do not move them. Kneel next to

them, keep them still and calm, and wait for whoever is trained. Assume a possible spinal



injury in any head injury. This is the one convention on the list where getting it wrong has

permanent consequences — see Body Contact and Battles and Conditioning and Recovery.

11. "Non-check" does not mean "no contact." Angling, physical engagement and holding

established position are legal (USA Hockey Rule 604); overt hip, shoulder or forearm action

to separate a player from the puck is not. And almost everything in this document

except the cited rules is convention — watch what the most respected players on your

own team do, and copy that.
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OFF THE ICE

How to Watch Hockey

Rule set: Written to NHL rules. Where IIHF, USA Hockey or typical rec-league rules differ in a way

that changes how you play, it is flagged inline. Playing in Britain? The IIHF flags are yours —

every level of UK hockey runs the IIHF book, amended locally; see UK and England Rules.

RELATED Forechecking Systems Defensive Zone Coverage Neutral Zone Systems Special Teams

Game Management Zone Entries Breakouts Faceoffs Scanning and Anticipation

Practice and Development Center Winger Defender Goaltender UK and England Rules

Overview

Watching hockey is the cheapest training you will ever do. It costs no ice time, no equipment and

no gas in your legs, and it is the only way to see hundreds of solutions to problems you will face

on Sunday night. But it only works if you watch differently from a spectator.

A spectator watches the puck. Everything that decides a hockey game happens away from it —

the second forechecker choosing which escape route to seal, the weak-side winger deciding

whether to cover the point or collapse, the defenceman's gap closing or not closing thirty feet

before the puck arrives. If your eyes follow the puck, you will finish a three-hour broadcast having

learned nothing you did not already know.

This document teaches you how to watch a game and actually see the structure. It is also the

guide to hockey statistics here, because reading a box score badly is its own way of not seeing the

game.

Part 1: The Core Instruction — Stop Watching the Puck

Why your eyes are trained wrong

Broadcast hockey is produced for entertainment, not for education. The main camera is a tight-ish

follow shot that keeps the puck roughly centred, which means the frame contains the puck carrier,
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the nearest defender, and perhaps two other players. The other six are off screen. Directors cut to

replays during the exact moments — the seconds after a whistle, the seconds after a shot — when

the tactical information is richest.

None of that is a criticism of broadcasters. It is simply a statement that the broadcast is

optimised to show you the puck, and the puck is the least informative object on the

ice. The puck tells you what happened. The players away from it tell you why.

You cannot fix this by trying harder to concentrate. Puck-following is a reflex — the eye is drawn to

the fastest-moving high-contrast object in the frame. You fix it by giving your eyes a different job.

The four exercises

Do these one at a time. Each is deliberately narrow. The point is not to enjoy the game; the point

is to build a habit that later runs in the background while you do enjoy it.

Exercise 1 — Watch one player for a complete shift.

Pick a player. Watch only them from the moment their skate hits the ice to the moment they sit

down. Do not look at the puck. The measured range for a shift is roughly 30 to 80 seconds

(measured by Lignell et al. 2018, Brocherie et al. 2018 and Bracko et al. 1998; Vigh-Larsen and

Mohr's 2024 physiology review collects the band rather than having measured it — see

Conditioning and Recovery), with a well-managed one nearer 30 to 45, so this is a short exercise

repeated many times.

What you are looking for:

What they do in the two seconds after their team loses the puck. This single

moment separates good players from everyone else. Do they stop and watch, or do they

immediately turn and skate to a place that will matter?

How often their head turns. Good players scan constantly — but "constantly" is less often

than you would guess. Hockey coaching resources commonly suggest a shoulder check

every one to two seconds off the puck as a target; the one study that has counted

contradicts that. Berg et al. (2025) coded 2,545 puck receptions by 88 SHL and SDHL

professionals and found a mean of 1.48 scans in the last five seconds before receiving

— one scan per 3.4 seconds — with no scan at all before 39% of receptions. So set your

expectations at roughly a look every three or four seconds, and note that even professionals

frequently take none. What separates them is not volume: scanning first was worth 78.8%

action success against 70.1%. See Scanning and Anticipation.
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Whether they ever stop moving. Most amateur players glide for around a third of their

shift. Professionals almost never coast except deliberately, to change pace.

How they get off the ice. Do they change on the correct side of the rink, at a moment

when the change is safe?

Exercise 2 — Watch the defencemen only.

Watch the two defencemen of one team. Ignore all six forwards and the puck. This is the fastest

way to learn defensive structure because defencemen are almost never near the puck, so

everything they do is positional.

What you are looking for:

Gap — the distance a defender keeps between themselves and an attacker coming at them.

Watch how it closes as the attacker crosses centre, and whether it is a stick-length or three

car lengths. See Defending the Rush.

Which one goes to the puck and which one goes to the net. Every defensive pair has

this conversation on every puck retrieval, silently.

Pinching — a defenceman stepping down from the offensive blue line to keep a puck in the

zone. Note that this is a different play from stepping up, which is challenging an attacker in

the neutral zone. Watch how often they pinch, and what has to be true before they do.

Where they are on the power play compared with even strength.

Exercise 3 — Watch the weak side.

The strong side is the side of the ice the puck is on; the weak side is the other side.

Deliberately watch the half of the ice the puck is not on. On a broadcast you will lose it off frame

constantly — that is the exercise. Every time the camera pans away from the weak side, hold in

your head what was happening there.

What you are looking for:

The weak-side winger in the defensive zone. Are they high near the point, low near the

net, or somewhere in between? This one player tells you almost everything about which

coverage the team plays.

The weak-side defenceman. How far off the post are they? Are they facing the puck or

facing their check?

The backdoor. The far post is where a huge share of goals are scored, and nobody watches

it until the puck is already there.
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Exercise 4 — Watch the five seconds before a goal, not the goal.

When a goal is scored, ignore the celebration and wait for the replay. Then answer one question:

what happened five seconds earlier that made this possible?

Almost always it is one of a small number of things — a lost battle on the wall, a failed clear, a

defenceman caught flat-footed, a forward who did not get back, a bad line change, a screen. The

shot itself is usually the least interesting part. If you can name the cause of a goal rather than the

finish, you have started watching the game properly.

The same exercise works in reverse for chances that were stopped. Ask what the defending team

did in the five seconds before the save that meant the shot came from where it did.

Making these stick

Do one exercise per period, not per game. Trying to watch everything means watching

nothing.

Say it out loud, or write one line. "Their weak-side winger stayed high all night" is a

finding. Vague impressions evaporate.

Expect it to be boring at first. Watching a fourth-line winger for forty seconds feels like

nothing is happening. Nothing is happening — that is the point. Positional hockey is mostly

quiet, and the quiet is what you need to learn.

Part 2: Seeing the Systems

Once your eyes leave the puck, you can start reading what the teams are actually doing. Almost

all of it is visible from a seat, and none of it needs coaching access.

A caution before the recipes. Every system below is a coaching choice, not a rule of hockey.

Teams change them by score, by period, by opponent and by which players are on the ice — a

team that traps with a two-goal lead may forecheck aggressively when tied. Read a team over a

full period before deciding what they run, and expect the answer to change. See Game

Management.

Which forecheck are they running? Count the forwards going deep.

Forechecking is the pressure a team applies in the opponent's defensive zone when the

opponent has the puck. The naming convention is a count of how many forwards go below the top
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of the faceoff circles.

Sit and count, over five or six sequences:

What you see Likely system

One forward pressures, two hang back near the

blue line

1-2-2 — conservative, hunting a turnover in the

neutral zone

Two forwards go deep, third stays high,

defencemen at the line

2-1-2 — the aggressive default

One deep, three across the neutral zone 1-3-1, often a trap posture

Three forwards below the circles 3-2 or a full-pressure forecheck, usually late and

chasing a goal

Remember that F1, F2 and F3 are roles defined by order of arrival, not by position.

Whichever forward gets to the puck first is F1, even if that is the left winger. Do not try to work out

the system by watching which named position goes where. Count bodies and count depth. See

Forechecking Systems.

A second tell: watch what F1 does when they arrive. If F1 takes a straight line at the puck

carrier's body, the team is hunting turnovers. If F1 angles across to take away one side and steer

the carrier towards the boards, the team is playing containment and waiting for F2 to seal.

Which defensive-zone coverage do they play? Watch the winger.

This is the single most reliable read in hockey, and it takes about ninety seconds of watching.

The question: when the puck goes into the corner in their own end, does the defending

winger follow their man down into the corner?

If the winger stays high — up on the opposing point, at the blue line — and never

follows a body below the hash marks — they play a zone system, most commonly a

low zone collapse. (Be precise about "high" here: it means on the point, not down at the

faceoff dot. Those are about 44 feet apart, and confusing them is how people misread the

system.) In a collapse the low three players (usually both defencemen and the centre) sink

towards the net and defend the space in front of it, while the wingers guard the points and

the high slot. Nobody is "assigned" to an opponent; you defend the area you are standing in.

This is the house default assumed throughout. It is also widely described as the most

common system in amateur hockey, on the reasoning that it is the easiest to teach — but
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that is coaching consensus, not a measured prevalence; no survey of amateur

defensive-zone systems has been published.

If the winger follows their man everywhere, including into the corner and behind

the net — they play man-to-man.

If the winger follows their man only until the man leaves the winger's area, then

hands them off and picks up whoever arrives — they play a hybrid, sometimes called

man-on, zone-off, or a collapsing man system.

Second confirming tell: watch the strong-side defenceman when the puck is behind their

own net. In a collapse, they will hold the net-front and let the puck carrier come out. In man-to-

man, they will pursue behind the goal line. See Defensive Zone Coverage.

Are they trapping? Watch where they stand when they have nothing to

do.

A trap is a neutral-zone system that surrenders the opponent's own end and instead builds a wall

across the middle of the ice, forcing the attacking team to either dump the puck in without

possession or turn it over trying to carry it through.

The tells:

A line of three across the neutral zone, usually around their own blue line or the far side

of centre — a 1-3-1, one forward pressuring, three across, one defenceman deepest.

Nobody chases into the corners in the offensive zone. A single forechecker goes, applies

token pressure, and retreats.

The defending team's players stop in the neutral zone rather than skating at

anyone. Trapping teams look passive, and they are meant to.

The puck carrier is repeatedly steered towards the boards in the neutral zone and

never gets to the middle lane.

An honest note: the pure 1-3-1 neutral-zone trap is far less common now than its reputation

suggests, and most modern teams use trap elements — a 1-2-2 with a heavy middle-lane

emphasis — rather than a full trap. Watch for the behaviour rather than trying to match a

diagram. See Neutral Zone Systems.

What is their power-play formation? Count the players at the point.

The point is the area just inside the blue line. The half-wall is the boards roughly level with the

faceoff dot. The bumper is the player in the middle of the ice between the half-walls, roughly in

the high slot.
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Count the players standing near the blue line once the power play is set up:

One at the point — a 1-3-1. One point, two half-walls, one bumper between them, one at

the net front. Most first units are described as running four forwards and one defenceman,

and the 1-3-1 is routinely called the dominant modern formation — coaching-material

consensus, not a measured prevalence; no published count of NHL power-play

deployments exists, the same caveat that attaches to the low-zone-collapse claim above.

Three high — an umbrella: one in the middle at the point and two on the flanks below him,

forming an arc rather than a flat line, with two low. How far the flanks drop varies — barely,

in the classic version with both defencemen out wide; all the way to the tops of the circles in

the modern one. A true umbrella has no bumper; that middle high player is at the top of

the umbrella, not in the slot. See Special Teams.

Four players loaded onto one side of the ice — an overload, working the puck along

one wall.

For the penalty kill, count how the four killers are shaped:

Two high and two low, in a rectangle — a box. The two high players are the forwards,

the two low are the defencemen. A box has no single top player.

A single player at the top, two in the middle, one low — a diamond. Teams switch to

a diamond against a 1-3-1 specifically because a box leaves the bumper unmarked in the

middle of the ice.

Three killers in a tight triangle near the net plus one player chasing the puck — a

wedge+1.

See Special Teams.

Part 3: What to Watch at Each Part of the Game

Breakouts — watch the three supports, not the puck retriever

A breakout is the organised attempt to move the puck out of your own zone. When a

defenceman goes back for the puck, immediately look away from them and find the other four

skaters.

Where is the strong-side winger? On the wall between the hash marks and the goal

line is the classic outlet spot — that is the correct position, and it is below the hash marks,

https://learn-ice-hockey.com/systems/special_teams/
https://learn-ice-hockey.com/systems/special_teams/


not level with them. Higher, near the blue line, means either a flat/spread or stretch

structure, or a winger who never made the trip down from point coverage; the pass to a

winger at the blue line is long, flat and arrives in their back. Right down behind the goal line,

or in the corner, usually means the breakout is already broken. See Breakouts.

Where is the centre? The centre is the swing option, usually curling low-to-high through

the middle. If the centre is standing still, the breakout has one fewer option than it should.

Is the weak-side winger heading up ice early? That is a stretch — trading support for

speed.

Does the second defenceman offer a D-to-D pass? Watch whether they present a

target on the far side or stay glued to the net.

Then watch what the retriever chooses: a rim (a hard puck sent onward around the boards), a

reverse (a puck sent back against the flow), a D-to-D, a direct pass to the wall, or a skate-out.

Ask which forechecker made that choice necessary. See Breakouts.

Entries at the blue line — the most under-watched thirty feet in hockey

This is where games are decided and almost nobody watches it. Public tracking work by Eric Tulsky

and colleagues, presented at the 2013 MIT Sloan Sports Analytics Conference, found that at 5-on-

5 carrying the puck into the offensive zone is worth roughly twice as much offence as

dumping it in — see Zone Entries, which owns the per-entry figures, and note there that "shots"

in that study means unblocked attempts rather than shots on goal.

So when the puck approaches the blue line, watch:

Did they carry it in, dump it in, or turn it over? Keep a mental tally for one period. You

will be surprised how many entries fail entirely.

Where is the defender's gap? A defender standing on their own blue line as the carrier

arrives has already lost; a defender who met them at centre with a stick-length gap has

usually won.

On a dump-in, how many attackers actually chase? A dump with one chaser is a

change of possession dressed up as a play.

Offside requires both skates to have completely crossed the blue line before the puck

completely crosses it. One skate on or behind the line keeps you onside, and a skate lifted in

the air over the neutral zone still counts as onside — in the NHL and IIHF; under USA

Hockey Rule 630(a) skate contact is required, so the lifted skate is offside. Watch

how attacking wingers deliberately drag a trailing skate.

See Zone Entries.
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Faceoff alignments — read them before the drop

There are around 56 faceoffs in an average NHL game — Faceoffs owns that figure and the

computation behind it — so this happens constantly. Look at the four non-centres on each team

before the puck drops.

The wingers' body angle tells you the plan. A winger squared to the boards is expecting

the puck there. A winger cheating towards the middle is expecting a tie-up and a scrum.

The defencemen's depth tells you the risk appetite. A defenceman up near the top of

the circle in the offensive zone is planning to shoot; one back at the blue line is planning to

defend the counterattack.

In the defensive zone, watch which winger is on the boards side. That is the player

who has to beat the opposing defenceman to a puck that gets back to the point.

One rules detail worth knowing while you watch: faceoff ejections are caused by moving before

the drop, improper stick placement, or encroachment by a teammate — a winger creeping into

the circle gets the centre thrown out of the draw. A second violation by the same team on the

same draw is a bench minor in the NHL — an individual minor under USA Hockey Rule 613(d), and

under IIHF rules there is no ejection at all, only a team warning. That is the first violation (IIHF Rule

76.6); a second by the same team on the same draw is a bench minor for delay of game (IIHF

Rule 76.7), so it is not free. Closing your hand on the puck is a minor penalty, not a faceoff

violation. See Faceoffs.

Line changes — the most common source of goals nobody notices

Watch the benches, not the ice, for one full stretch of play. Line changes are where structure

collapses.

Rules that shape what you are watching, from NHL Official Rules 2025-2026, Rule 82:

Following a stoppage the visiting team must place its line-up first, and only then

may the home team change. In practice this gives the home coach the last change and

therefore control of matchups. Watch a home coach hold a line at the bench door until the

away team commits.

After an icing, only the team that iced it is barred from changing. Rule 82.1's first

paragraph is often quoted short — the home team may substitute "except in cases following

an icing" — which makes it sound as though nobody changes after any icing. The full

sentence is "The home team may then make any desired substitution, except in cases

following an icing, which does not result in the delay of the game," and the rule tells

you later exactly who the exception catches: a team in violation of Rule 63.8 (Delaying
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the Game) or Rule 81 (Icing), which is also what Rule 81.4 says. So the offending bench is

frozen and the other one changes freely — including the home bench, which keeps last

change after a visitor's icing. Watch for it: the team that iced it stands still while the other

team pours fresh legs over the boards. See Faceoffs.

The procedure in Rule 82.2 has a step people miss. (i) The referee gives the visiting team up

to five seconds to change. (ii) The referee then raises their hand — that signal both

closes the visitors' window and starts the home team's. (iii) The home team gets up to

eight seconds. (iv) The referee lowers their hand and no further changes are allowed. If

you are watching for the last change, the raised hand is the moment to look at the home

bench. One thing to watch for after an icing: the right to last change comes from Rule 82.1,

which grants it "except in cases following an icing, which does not result in the delay of the

game" — an exception that catches only the team that iced the puck, so if the home side

iced it there is nothing to see at the raised hand.

A team that ices the puck cannot change lines and cannot use a timeout. Watch a tired

line trapped in their own end after an icing — a very large number of goals come from

exactly this.

On the fly, watch for:

Changing while the puck is in your own end — the classic mistake, and the one that

produces odd-man rushes.

Whether the player coming off gets to the bench before the player going on

leaves it. Too many men is almost always a communication failure, not a counting failure.

See On-Ice Communication.

Which forward stays out when only two change. Usually the one deepest in the zone

stays, and the two nearest the bench go.

The moments after a shot — where rebounds are decided

The half-second after a shot is the highest-value moment in the game and the one broadcasts

most often cut away from. Force yourself to keep watching the live play rather than the replay.

Where is the net-front attacker? Are they stopping at the top of the crease with their

stick on the ice, or drifting past?

Does the shooter follow their shot? Point shots that are not followed by a forward

arriving are free clears for the defending team.

Which team reacts to the rebound first? Rebound goals go to whoever moved before

the puck landed.
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What does the weak-side defenceman do? Their job is the backdoor, and the discipline

to not go to the puck is a learned skill.

On a save, does the goaltender freeze, direct it to the corner, or leave it in the

slot? Directing rebounds is a deliberate skill, not luck. See Goaltender.

Part 4: Live Versus Television

They teach different things. Use both, and know which one you are using.

Live is far better for structure

You see all ten skaters at once. This is the whole advantage and it is enormous. Every tactical

read in Part 2 is easy live and hard on TV, because systems are patterns made of five players and

TV shows you two.

Live also gives you:

Real speed and real distance. Television flattens both. The first time you see live hockey

at a good level, the thing that shocks you is how fast a two-line pass arrives and how little

time anyone has on the puck. See Time and Space.

Sound. You can hear which passes are hard, which shots are one-timed, whether players are

actually talking, and how physical a battle really was.

Benches and warm-ups. You can watch line combinations, who talks to whom, and how a

team sets up its power play in warm-ups.

Sit as high as you can. This is not a consolation prize for cheap seats; a high seat is genuinely

the better seat for learning. From high up the ice becomes a diagram and you can see spacing,

layers and the shape of a forecheck. From the front row you see speed and skill and almost no

structure. If you have a choice between the tenth row and the top row, take the top row

when you are there to learn and the tenth row when you are there for fun.

Best of all, if the rink allows it, is a seat high behind the net rather than at centre ice — that

view compresses the neutral zone and makes gaps, layers and defensive depth extremely visible.

Television is far better for detail

Replays. You get to see the five seconds before the goal again, from another angle, which is

exactly Exercise 4.
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Slow motion. The only realistic way to study hand position on a shot, a goaltender's push-

off, or the exact moment a defender's hips turn.

Pause and rewind. The single most useful button in hockey education. Pause the frame at

the moment a pass is released and ask what the passer could see.

Camera angles. Overhead and end-zone cameras occasionally give you something close to

the live view.

Commentary and telestration — sometimes genuinely instructive, sometimes not; treat it

as one opinion.

The weakness of TV is structural and permanent: the main camera cannot show you five players

at once and stay watchable. Some leagues and services offer wider tactical or "all-22"-style feeds

borrowed from the football idea of a camera that keeps all twenty-two players in frame. In hockey

this is usually called an overhead, tactical or coaching feed, and availability varies enormously by

league and season. If you can get one, it is worth more than any other single resource.

The practical answer

Watch live for systems, watch TV for technique, and if you attend live games, spend at least one

full period high up watching nothing but the five players of one team.

Part 5: Watching Your Own Team and Yourself

Watching professionals teaches you what good looks like. Watching yourself teaches you what you

look like, and the gap between the two is almost always larger than you think.

Getting the footage

You do not need a rig. A phone on a tripod at the top of the stands, wide enough to see the whole

ice, is better than a close-up shot of the puck. Frame the whole sheet, or at least a full zone

plus the neutral zone. Zooming in destroys the value.

If someone films your team, ask for the widest angle available, not the "highlights". Highlights are

the least useful footage in existence for player development.

The protocol for reviewing your own shifts

1. Watch the whole shift, not the moment you touched the puck. You will be tempted to

skip to your touches. They are a far smaller slice than they feel: NHL tracking puts a player's



puck possession at roughly 3–4% of 5-on-5 ice time, so on a forty-second shift your

touches are somewhere between one and two seconds. The other thirty-eight-plus are where

the improvement is. (Playing Without the Puck owns this figure and gives the study and its

limits.)

2. Watch each shift twice — once following yourself, once following the play — and compare.

The question is whether you were in the place the play needed you to be.

3. Ask three questions per shift, and write the answers down:

Where was I when we lost the puck, and where did I go in the next two

seconds?

Did I ever stop skating?

Was I an option? Could the puck carrier actually have passed to me — was there a

clean lane, was my stick on the ice, was I moving to a place the pass could reach? See

Puck Support and Spacing.

4. Count something. Counting beats impressions. Count your touches, your completed

passes, your times entering the offensive zone with the puck, your times back below the

puck on the backcheck. Track the same count over three games.

5. Pick exactly one thing to change for the next game. One. A review that produces six

things to fix produces none.

The discipline of watching yourself away from the puck

This is uncomfortable, which is why almost nobody does it. Watching your own play with the puck

is enjoyable — you get to relive the good pass. Watching yourself standing still on the weak side

while a goal goes in is not.

Do it anyway, and do it specifically:

Watch the three seconds after every one of your passes. Did you move afterwards, or

admire it? Passing and standing still is the most common habit in amateur hockey.

Watch yourself on every goal against while you were on the ice. Not to assign blame

— to find out whether you were where your team's system says you should be.

Watch your changes. Are you leaving the ice at safe moments, and are your shifts the

length you think they are? Time three of them. Most players' shifts are ten to twenty seconds

longer than they believe.

Watch your head. Count your shoulder checks in a shift. Most amateur players scan far

less than they think, and it shows up on video immediately.

https://learn-ice-hockey.com/hockey-iq/playing_without_the_puck/
https://learn-ice-hockey.com/hockey-iq/puck_support_and_spacing/


Watching your own team as a team

Work out your own team's systems using Part 2 and check your answer with your

coach. If your read and your coach's answer differ, you have learned something valuable

about how clearly the system has been communicated.

Watch how the team behaves in the last five minutes of a one-goal game compared

with the first period. If nothing changes, that is a finding. See Game Management.

Watch the opposition's next opponent if you can. Scouting a team you are about to play

is the most immediately practical watching you will ever do — and the two tells to look for

are which forecheck they run and whether their wingers follow into the corner.

Part 6: Learning by Watching a Position

Pick the position you play and spend a whole period on it. Then pick a different one, because

understanding what the player next to you is being asked to do is what makes you easy to play

with.

Watching a centre

The centre works more of the ice than anyone — all three zones, the full width — and is the

connective tissue of every system. (The familiar "covers more ice than anyone" is coaching craft

— and only half of it is untested. No study separates centres from wingers on skating

distance, but the forwards-versus-defence comparison has been measured and it goes the other

way: Lignell et al. (2018) found defencemen covered 29% more skating in total and were on the

ice 47% longer, with forwards doing 54% more high-intensity skating per minute. Defencemen

also take more shifts and more ice time. Center owns this and carries the citation.)

Watch for:

Low support in the defensive zone. In a low zone collapse the centre is the low forward,

working between the net front and the corners. Watch how they never fully commit to either.

The curl on the breakout. Watch the centre swing low, receive with speed, and where

they look before they get the puck.

Faceoff technique, and then what they do in the second after the draw — the follow-up is a

bigger part of a centre's faceoff value than the draw itself.

The backcheck. A centre is usually the first forward back. Watch which lane they take — a

good centre backchecks through the middle of the ice, not along the boards.
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See Center.

Watching a winger

The winger's job is the most system-dependent on the ice, which makes them the best diagnostic

tool.

Watch for:

How high they stay in the defensive zone, which as above tells you the team's

coverage.

Their position on the wall in the breakout, and whether they present a stick target or

wait passively.

What they do after they dump the puck in — do they become F1, or do they let the

centre chase?

Whether they support the puck or drift wide. Wide wingers look like they are in

position and are actually unavailable for a pass.

See Winger.

Watching a defenceman

Almost everything a defenceman does is positional and happens before the puck arrives.

Watch for:

Gap control on every rush. Watch the moment they stop skating backwards and start

closing.

Stick position. An active stick in the passing lane takes away options without any contact

at all.

How they take away time and space on a retrieval — do they check over their shoulder

before they arrive at the puck?

The decision to pinch or retreat. Watch what they check first: usually the position of

their own centre and whether a teammate is high enough to cover.

Net-front play. Body position, stick on the opponent's stick, eyes on the puck rather than

the player.

See Defender.
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Watching a goaltender

Goaltending is the hardest position to watch because the interesting part happens before the shot.

Watch for:

Depth. How far out of the crease do they start, and how does that change with the distance

of the shooter?

Tracking. Their head should be still and their eyes locked on the puck — you can see this

clearly on replays.

Movement type. Shuffles for small adjustments, T-pushes for larger ones, and whether

they are set and stopped when the shot is released. A goalie moving at the moment of

release is beaten far more often than a goalie who is set.

Rebound control. Do pucks come back into the slot, or get directed to the corners or

frozen?

Puck-handling behind the net. In the NHL, the KHL and IIHF play, the trapezoid

(goalkeeper's restricted area, NHL Rule 27.8) limits where a goalie may play the puck behind

the goal line; the only exception is a goalie who maintains skate contact with the crease.

Most rec, beer-league and youth associations do not use the trapezoid, so if you play in one

of those, a puck-handling goalie has far more freedom than the one you are watching on TV.

🇬🇧 In England and Wales, treat this as unsettled. The IIHF book carries the rule (Rule

27.7, not the NHL's 27.8), but England Ice Hockey's Rules & Regulations 22.3 say the

restricted area is "not currently enforced" and the 2025-26 In-House Rules do not mention it

— though their Introduction says "unless otherwise stated, all rules will be enforced in line

with the IIHF Rule Book", which points the other way. Assume it binds, ask your league, and

look behind the net to see whether the lines are painted at all. Treat an unmarked sheet as a

hint rather than a ruling: IIHF 27.7 turns on "the position of the puck", not on the markings.

See Goaltender.

Part 7: Statistics Literacy

Numbers are a way of watching hockey when you cannot be at the rink. They are also the fastest

way to be confidently wrong, because almost every hockey statistic measures something slightly

different from what its name implies.
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A blunt warning before any of this. Public hockey analytics is a contested and evolving

field, not settled science. Different sites compute the same metric differently, models are rebuilt

every few years, the underlying event data contains real errors — arena scorekeepers have

historically differed in how they record shots and hits — and reasonable analysts disagree about

what most of it means. Treat every number below as evidence, never as a verdict, and check the

definition used by whichever site you are reading, because it will not always match the one here.

The basic statistics

Goals. Credited to the player who propelled the puck into the opponent's goal. Per NHL Official

Rules 2025-2026, Rule 78.2, only one point can be credited to any one player on a goal.

Assists. Per Rule 78.3, an assist is credited to the player or players — maximum two — who

touch the puck prior to the goal scorer, provided no defender plays or has control of the puck in

between.

Good for: identifying who is involved in offence.

Limits: the two-assist maximum is arbitrary, so the pass that actually broke the defence

often goes uncredited. Assists are also awarded by the in-arena scorer, and there is a human

judgement in every one. Rule 78.1 makes that decision final "notwithstanding the report of

the Referee or any other game official", and obvious errors "should be corrected promptly" —

but note the exception the rule carries: changes should not be made to the official scoring

summary after the referee has signed the game report "except by the League's Chief

Statistician." So "final" is not quite final; there is one route to a later correction.

Points. Goals plus assists. The default measure of offensive production.

Limits: takes no account of ice time, linemates, power-play usage, or anything defensive. A

player getting five extra minutes a night with better teammates will out-point a better

player.

Plus/minus. A player's on-ice goal differential. On an even-strength or shorthanded goal, every

skater on the ice for the scoring team gets a plus and every skater on the ice for the conceding

team gets a minus. Power-play goals award no plus or minus to either team. Empty-net

goals are treated as even strength unless the scoring team is on the power play, and penalty-shot

goals are excluded. It was used earlier by the Montreal Canadiens for internal evaluation before

the league adopted it. The adoption date is contested: the Wikipedia article cited below gives

1959-60, but 1967-68 is at least as widely quoted, and no primary NHL source settles it — treat

the date as unresolved rather than quoting either figure with confidence.



Why it is so widely criticised: it weights every goal equally regardless of situation; it depends

heavily on your teammates, your goaltender and your opposition; it ignores power-play play

entirely while counting shorthanded play; it is enormously affected by shooting and save

percentage luck; and it does not distinguish a player who was the cause of a goal from one

who was on the ice for it. A fourth-liner on a great team can post a better plus/minus than a

first-line player carrying a bad one.

Use it for: essentially nothing on its own. If you want on-ice goal differential, use a rate-

based, situation-filtered version rather than the raw season total.

Penalty minutes (PIM). Total minutes of penalties assessed.

Limits: conflates two completely different things — undisciplined stick fouls that cost your

team, and fighting majors that may not. A high PIM total tells you almost nothing without

knowing the composition. See Risk Management.

Time on ice (TOI). Total minutes played, usually split by strength state (even strength, power

play, shorthanded).

Good for: it is arguably the most honest single number in hockey, because it is the coach's

own revealed opinion of the player. Rising TOI means trust.

Essential as a denominator. Comparing raw totals between a player getting 20 minutes and

one getting 11 is meaningless. Convert to per-60-minutes rates.

Faceoff percentage. Draws won divided by draws taken.

Good for: comparing centres against each other on a single, well-defined task.

Limits: the spread is much narrower than people assume — at team level it is under nine

percentage points from the league's best faceoff club to its worst, and much wider between

individual centres. Faceoffs owns both distributions and the computations behind them, and

explains why the two are not comparable. Faceoff wins are also credited crudely — a "win"

that goes to a spot where nobody is standing is recorded identically to one that starts a

breakout. Zone and situation matter enormously; winning defensive-zone draws shorthanded

is a different job from winning offensive-zone draws on the power play.

Shooting percentage. Goals divided by shots on goal. Across the NHL in 2025-26, teams scored

on about 11.1% of their shots on goal in all situations, from roughly 27.8 shots on goal and

3.08 goals per team per game.

Good for: identifying finishing ability over very large samples.
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Limits: extremely noisy over short samples. A player who scores on 25% of their shots over

twenty games is not a 25% shooter; they are a normal shooter having a good month.

Individual shooting talent is real but takes several hundred shots to establish.

Save percentage (SV%). Saves divided by shots on goal faced, conventionally written as a

decimal in North America — .920 means the goalie stopped 92.0% of shots — and as a true

percentage in IIHF competition.

Good for: a much better goaltending measure than goals against average, because it

accounts for workload.

Limits: treats every shot as equal. A point shot through no traffic and a backdoor tap-in

count the same. This is the flaw that expected-goals models exist to fix.

Goals against average (GAA). Goals allowed per 60 minutes of play: goals against multiplied by

60, divided by minutes played. Overtime goals and time count; empty-net and shootout goals do

not.

Limits: heavily dependent on the team in front of the goalie. A goalie on a defensively strong

team will post a good GAA while facing easy shots. Save percentage is generally considered

the better of the two, and expected-goals-based measures are better again.

Possession statistics: Corsi and Fenwick

Corsi counts all shot attempts: shots on goal, plus shots that missed the net, plus blocked

shots. Fenwick counts unblocked shot attempts: shots on goal plus missed shots, excluding

blocks.

They are normally reported as differentials or as percentages:

CF = Corsi For (your team's attempts while you are on the ice). CA = Corsi Against.

CF% = CF ÷ (CF + CA). A CF% of 55% means that while you were on the ice, 55% of all shot

attempts by either team belonged to your team. 50% is exactly break-even. Most players sit

between about 40% and 60%, and above roughly 55% is often called elite.

FF% is the same calculation using unblocked attempts.

The names are historical accidents rather than acronyms. Corsi was named by the analyst Tim

Barnes, writing as "Vic Ferrari", after Buffalo Sabres goaltending coach Jim Corsi. Fenwick was

named after Matt Fenwick, a Calgary Flames blogger who proposed excluding blocked shots in

2007 on the argument that a blocked shot is either not a genuine chance or is on average a worse

one — and that blocking shots is itself a defensive skill.



Why they became popular: they are a proxy for possession. You cannot attempt shots

without the puck, so a team consistently out-attempting opponents is usually spending more

time in the offensive zone. Crucially, shot attempts accumulate roughly eighteen times

faster than goals — that ratio is an approximation from recent league scoring and attempt

rates rather than a published constant, and the widely repeated "twenty times" is a rounding

of it — so they stabilise into a meaningful signal over a handful of games where goals take

most of a season. In the 2000s and 2010s, shot-attempt differential was shown to predict

future results better than past goal differential did over short samples.

Limits: every attempt counts the same, so a harmless point shot equals a slot chance; they

are heavily distorted by score effects (see below) and by zone starts; they are strongly

influenced by teammates, so a weak player alongside strong linemates inherits their

numbers; and they systematically undervalue elite finishers, whose value comes partly from

converting attempts at a higher rate than average. They are a team measurement being

attributed to individuals.

Treat Corsi and Fenwick as what they are: a rough measure of territorial control, superseded for

most purposes by expected goals, but still useful because they are simple, transparent and

available everywhere.

Expected goals (xG)

An expected goals model assigns a probability of becoming a goal to each unblocked shot

attempt, based on the characteristics of that attempt. Summing those probabilities gives an

expected goal total: "this team generated 2.7 expected goals" means their chances would, on

average, produce 2.7 goals.

The word "unblocked" is load-bearing, and it is the part most explanations of xG leave

out. MoneyPuck's glossary defines xGoals as "The chance of an unblocked shot attempt being a

goal," and states plainly that "blocked shot attempts are valued at 0 xGoals." So xG is built

on the Fenwick event set, not the Corsi one: shots on goal plus misses, with blocks excluded

rather than downweighted. That matters for the argument in the next paragraph — xG does not

fix Corsi's flaw by pricing every attempt correctly, it fixes it by pricing the unblocked ones and

discarding the blocked ones entirely. Other providers may treat blocks differently; check the

glossary.

Typical model inputs include distance from the net, angle, shot type, whether it was a rebound,

whether it came off the rush, the previous event and how long ago it happened, and the strength

state. MoneyPuck's public model, for example, uses around fifteen such variables and was trained

on hundreds of thousands of historical NHL shots using gradient boosting; other public models use

logistic regression or other machine-learning methods.



Why it improved on raw shot counts: it fixes Corsi's central flaw for the attempts it counts. A

shot from the slot and a shot from the point are no longer the same event. This gives you a

shot-quality-aware measure that still accumulates fast enough to be useful over a small

number of games. The trade is that blocked attempts, which Corsi does count, drop out of

xG altogether.

How models differ: substantially, and this matters. Providers use different event definitions,

different input variables, different algorithms and different training data, so two sites will

give different xG values for the same game. There is no standard xG. Some models

adjust for shot flurries and rebounds; some incorporate pre-shot passing or player tracking

data; most public models still work from the league's event data alone, which does not know

where the goalie was, where the defenders were, or whether the shooter was screened.

Other limits: single-game xG is volatile and should not be read as a verdict on who deserved

to win. Player-level over- or under-performance against xG is noisy and model-dependent.

And the input data itself is imperfect — recorded shot locations have known biases.

Rule of thumb: use xG over Corsi, use several games rather than one, and never quote an xG

figure without knowing which model produced it.

Context statistics — why raw numbers mislead

Three contexts change what a number means. Ignore them and you will misjudge players

constantly.

Zone starts. The proportion of a player's shifts that begin with a faceoff in the offensive,

defensive or neutral zone — usually reported as offensive zone start percentage. Coaches

deliberately start skilled offensive players in the offensive zone and defensive specialists in their

own end, so a player buried with defensive-zone starts will have worse possession numbers than

an identical player who is not.

Two important caveats. First, the effect is real but smaller than early analysis assumed, because a

large share of shifts do not start with a faceoff at all. The arithmetic is easy to run and hard

to argue with: five skaters on the ice for sixty minutes is 18,000 skater-seconds per team per

game, which at a mean shift of 47 seconds is roughly 380 skater-shifts a side. There are only

about 56 draws in a game. So even if a team changed all five skaters at every single faceoff —

which no team does — at least a quarter of all shifts would still have begun in open play, and the

true figure is well above that. (The arithmetic uses two figures owned elsewhere: Faceoffs for

draws per game, Playing Without the Puck for mean shift length, which is measured 5-on-5. No

published count of on-the-fly change frequency exists; the floor above is arithmetic, not a

citation.) Second, the specific thing zone-start percentage measures is a third of the
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draws, not a majority of them. Faceoffs owns the zone split and the computation behind it:

end-zone draws are the large majority of all faceoffs, but offensive-zone draws — the thing

"sheltered usage" actually refers to — are only about a third of the total. A coach loading a player

with offensive-zone starts is therefore redistributing within that third, spread across a whole

bench, which is why the effect on any one player's season numbers is modest.

Quality of competition (QoC) and quality of teammates (QoT). Weighted averages of the

opponents (or teammates) a player shares the ice with — as Evolving Hockey describes it, each

metric is a weighted average of a player's teammates' or opponents' metric, weighted by the

share of time spent with or against them.

Limits: over a full season, quality of competition compresses heavily, because everyone

plays everyone and the range between the toughest and easiest schedules is narrow. QoC is

more useful over short samples and in playoff series where matching is aggressive. Quality

of teammates is usually the bigger effect and the one people forget.

Score effects. Teams behave differently depending on the score. A trailing team takes more risk

and generates more shot attempts; a leading team retreats into a defensive shell and concedes

them. This is a large, well-documented distortion: a team that spends a season leading will look

worse by shot attempts than it really is, and vice versa. This is why analysts use score-adjusted

metrics, which weight events differently depending on the score state — Evolving Hockey, for

instance, publishes weights that differ by score state and by home or away, using the score-

adjustment method developed by Micah Blake McCurdy. (Evolving Hockey publishes the

tables; the method is McCurdy's, and its own glossary says so.)

If you are reading raw, unadjusted possession numbers from games with lopsided scores, you are

largely reading the scoreboard back to yourself. See Game Management.

Goaltending: save percentage versus goals saved above expected

Save percentage treats every shot as identical. Goals saved above expected (GSAx) does

not.

GSAx is expected goals against minus actual goals allowed. MoneyPuck's definition: "Expected

Goals against minus the actual number of goals the goalie has let in. A positive number means the

goalie is stopping more goals than an average goalie would." A GSAx of +8 over a season means

the goalie prevented roughly eight more goals than a league-average goalie facing that exact set

of shots would have.

Why it is much better: it separates the goalie from the team in front of them. A goalie facing

thirty low-danger point shots a night and a goalie facing twenty slot chances can post

https://learn-ice-hockey.com/systems/faceoffs/
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identical save percentages while performing very differently. GSAx asks the only fair

question: given the shots you actually faced, did you do better or worse than average?

Related measures: expected save percentage — the save percentage an average goalie

would post against the shots this goalie faced — makes the same comparison in percentage

form. An older measure, goals saved above average (GSAA), compares against a league-

average save percentage without adjusting for shot quality, and is a weaker version of the

same idea.

Limits: GSAx inherits every weakness of the underlying xG model. Public models generally

do not know about screens, deflections that were not recorded as such, or the goalie's

position, all of which matter enormously in goaltending specifically. It also needs a large

sample; goaltending is the noisiest position in hockey and a season is not a long time.

Use GSAx over save percentage, and use save percentage over goals against average, but do not

treat any of them as final.

PDO — the luck detector

PDO is a team's or player's on-ice shooting percentage plus on-ice save percentage. The

NHL publishes it as SPSV%. It is expressed either on a 100 scale (multiply the sum by 100) or as a

decimal around 1.000, depending on the site.

The name is not an acronym: it comes from the online handle of Brian King, the analyst who first

proposed it.

The logic is that the two components sum, across the league, to almost exactly 100, and that

neither on-ice shooting percentage nor on-ice save percentage is very repeatable at the individual

level. So PDO regresses hard towards 100. The standard reading is that a team or player

above about 102 is probably not as good as their results look, and one below about 98 is probably

better.

Good for: one thing only — a sanity check. If a team is winning while getting outplayed by

every possession and xG measure, look at PDO. If it is 103, you have your explanation and

you can expect the results to fall off.

Limits: it is not purely luck. Elite finishers do genuinely sustain higher on-ice shooting

percentages, and an elite goaltender genuinely sustains a higher save percentage, so a

team with both can run above 100 for years. Calling PDO "luck" is a useful simplification, not

a truth. It also says nothing about why — it is a flag to investigate, not a conclusion.



A checklist for reading any hockey statistic

Before you believe a number, ask:

1. What is the denominator? Per game, per 60 minutes, or a raw total? Raw totals mostly

measure ice time.

2. Which strength state? All situations, or 5-on-5 only? Power-play production hides inside

"all situations" totals.

3. How big is the sample? Goals, shooting percentage and save percentage need enormous

samples. Shot attempts need fewer.

4. Who was on the ice with them? Quality of teammates is usually the largest hidden

variable.

5. What was the score? Score effects distort every possession measure.

6. Whose model is it? For anything expected-goals-based, the provider matters.

7. Does it pass the eye test, and if not, which one is wrong? Sometimes the number.

Sometimes you. The interesting cases are the ones where they disagree — that

disagreement is where you learn something.

Part 8: Where to Find Good Analysis

Specific sites appear, change hands, go behind paywalls and disappear regularly, so learn the

categories rather than memorising a link list. Anything named here may have changed,

moved or shut down since this was written — verify before relying on it.

Public analytics sites. Free or cheap sites publishing possession, expected goals and

goaltending numbers, usually with a glossary that tells you exactly how each metric is computed.

Natural Stat Trick, MoneyPuck, Evolving Hockey and Hockey Reference are long-running examples.

Always read the glossary first — the definitions differ between sites and knowing which one

you are reading is the whole skill.

Coaching video breakdowns. Coaches and analysts who take clips and draw on them,

explaining what each player was doing and why. This is the fastest way to convert watching into

understanding, because someone is pointing at the thing you would not have noticed. The

Coaches Site, Ice Hockey Systems and How To Hockey are established examples of coaching

resources in this space; there is also a large amount of good short-form breakdown content

published by individual coaches and analysts.



Wide-angle and all-22-style footage. Any feed that keeps all ten skaters in frame. Some

leagues sell tactical camera angles; some teams' developmental and junior affiliates stream from

a single fixed high camera, which is accidentally perfect for this purpose. Your own team's game

film, shot wide from the top of the stands, is in this category and is more valuable to you than any

professional footage.

Original research. Conference papers and public research blogs — the MIT Sloan Sports

Analytics Conference has published a good deal of hockey work, including the zone-entry research

cited earlier. Read these when you want to know why a metric exists rather than what its current

value is.

Your own coach. Underrated and free. Ask "what forecheck are we running and when do we

change it?" and "in the d-zone, do you want my winger following into the corner?" Those two

questions resolve more confusion than any amount of watching.

How to judge a source. Good ones publish their definitions, say what their model does not

know, and disagree with each other in public. Be sceptical of anyone who presents a single

number as a final judgement on a player, and of anyone who dismisses all analytics on the

grounds that the eye test is sufficient. Both errors come from the same place — wanting the

answer to be simpler than it is.

Part 9: A Practical Weekly Routine

One hour a week, spent deliberately, will do more for your hockey brain than five hours of ordinary

spectating. Here is a realistic split.

20 minutes — one period of professional hockey, one exercise. Pick one exercise from Part

1 and do only that. Rotate weekly: week 1 one player, week 2 defencemen only, week 3 weak

side, week 4 the five seconds before each goal. Watch live if you can, and sit high.

15 minutes — your own footage. Three or four of your own shifts, each watched twice, with the

three questions from Part 5 written down. If you have no footage of yourself, get some — a phone

at the top of the stands is enough, and asking a parent or a spare player to film one period is not a

big favour.

10 minutes — one systems read. Take one team, professional or your next opponent, and

answer two questions in writing: which forecheck do they run, and do their wingers follow into the

corner? That is it. Two answers, ten minutes.



10 minutes — one statistic, properly understood. Pick a single metric from Part 7 and look

up its definition on the site that publishes it. Then look at its actual values for a handful of players

you know well and ask whether the numbers match what you have seen. You will learn more from

the disagreements than the agreements.

5 minutes — write down one thing to try. The whole hour is wasted if it does not change what

you do on the ice. One sentence: "This week I stop and look over my shoulder before every

retrieval." Take it to practice. See Practice and Development.

If you only have half an hour, cut the professional hockey and keep the footage of yourself.

Watching yourself is uncomfortable and it is also where the improvement is.

Common Mistakes

Watching the puck and calling it studying. Three hours of following the puck teaches

you nothing you did not know at the start. If your eyes did not do a specific job, you were a

spectator.

Trying to watch everything at once. Attempting to track systems, one player, the weak

side and the statistics simultaneously means you retain none of it. One exercise per period.

Only watching the highlights. Highlight reels are the least educational hockey footage

that exists. They show you finishes, which are the last and least transferable link in a chain.

Watching only players who play like you already play. You learn most from watching a

player whose game you do not understand.

Sitting as close to the ice as possible. Great for atmosphere, poor for learning. Height

beats proximity when the goal is structure.

Assuming what a professional team does is what your team wants. Almost every

"always do X" you see on TV is "in this team's system, in this score state, do X." Find out

what your team wants.

Skipping to your own touches on video. Your touches are roughly 3–4% of your 5-on-5

ice time (the basis the tracking data reports), not a tenth of it — see Playing Without the

Puck, which owns the figure. The other ninety-six per cent is the part that is actually holding

you back.

Quoting a statistic without knowing its definition. Every site computes things slightly

differently, and half of all hockey statistics arguments are two people using the same word

for different numbers.
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Treating plus/minus as a measure of defensive ability. It is not, it never was, and it

does not even include power-play goals against.

Reading a single game's expected goals as a verdict. One game of xG is noise wearing

a lab coat. Use several games and know whose model it is.

Believing an unusually good stretch is a new level. If shooting or save percentage

jumped and possession numbers did not, check PDO before you draw a conclusion.

Treating analytics as either gospel or garbage. It is an evolving, contested field of

imperfect measurements that are still much better than guessing.

Key Takeaways

1. Stop watching the puck. Everything tactical happens away from it, and the broadcast

camera is actively training you to miss it. Give your eyes a specific job instead.

2. One exercise per period. Watch one player for a full shift, or the defencemen only, or the

weak side, or the five seconds before each goal — never all four at once.

3. The winger tells you the coverage. If the defending winger follows their man into the

corner, it is man-to-man; if they stay high near the point, it is a zone or low zone collapse.

Count the forwards going deep to identify the forecheck; count the players at the point to

identify the power play.

4. Watch live for systems and TV for technique — and when you are live to learn, sit as

high as you can, ideally high behind a net. From up there the ice becomes a diagram.

5. The blue line is the most under-watched place in hockey. Tracked public research

found that carrying the puck into the zone produced roughly twice the unblocked shot

attempts and goals of dumping it in.

6. Watch your whole shift, not your touches. Your touches are seconds of it; where you

were when your team lost the puck is the part that decides whether you get more ice time.

7. Time on ice is the most honest statistic in hockey, because it is your coach's own

opinion of you, written down every night.

8. Corsi and Fenwick measure territory, not quality; expected goals prices quality —

but xG is built on unblocked attempts only (blocks are worth zero), and it has no standard

definition, so two sites will disagree about the same game.

9. For goaltenders, GSAx beats save percentage beats goals against average,

because it is the only one that accounts for how hard the shots actually were. And PDO

regresses to 100 — if a team is winning while being outplayed on every other measure,

check it, but treat it as a flag rather than a verdict.



10. Every number needs its context — denominator, strength state, sample size,

teammates, score state, and whose model. Without those, a hockey statistic is a rumour with

decimal places. An hour a week spent deliberately beats five hours of spectating,

and it only counts if it ends with one specific thing you are going to try at practice.


