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Mission statement:

Create an oversupply of suitably equipped players who can compete at all levels in the senior club. All junior players are given the opportunity to grow in a playing and coaching environment that supports the individual’s playing aspirations, no matter what that might be.

This will be achieved through: 

a) An understanding that development is multifaceted, incorporating technical proficiency, skill, decision-making, physical fitness and emotional maturity
b) A consistent application of the gameplay model across all age groups through our coaching
c) An enjoyable and focussed game-based coaching and playing philosophy to deliver the principles of the gameplay model
d) Appropriately qualified coaches driving excellence and enjoyment with the equipment and training space required
e) Encouraging players aged 13 and above to train and play with the senior club sides

Gameplay Model (aka Playing Philosophy)

A description of our interpretation of the game of hockey to create a set of common language and connected principles from U8 to U18. Each principle has three key themes that guide the player’s understanding of the principle. 
SCORE GOALS
· Occupy key positions in D
· Create opportunities
· Beat the keeper
WIN THE BALL BACK
· Shadow the ball carrier
· Disrupt the carry
· Take the ball
APPLY PRESSURE ON RECEIVE
· 1.5 jobs
· Compete for the receive
· Apply secondary pressure
 
DENY SPACE
· Protect the line to goal
· Reduce the size of the pitch
· Create false space
READ THE SITUATION 
· Forward, first, fast
· Change the picture
· Create windows
 
ENTER THE CIRCLE
· Face forward on the ball
· Create space and time for the ball carrier
· Make connections
 















Definition of Themes: 

Forward, first, fast – The ball is progressed up the pitch at pace, towards the opponent’s goal
Change the picture – The ball is moved away from congestion to exploit space in another part of the pitch
Create windows – The opposition’s shape is manipulated to create new channels to pass or carry into

Face forward on the ball – the ball carrier faces towards the opposition’s goal so that they can see potential ball progressions
Create space and time for the ball carrier – the team positions themselves in a way that disconnects/disrupts the opposition’s defensive shape
Make connections – teammates are able to see the ball carrier and can make intelligent leads based off of the ball carrier’s cues and the leads of their teammates

Occupy key positions in the D – the players recognise key areas of the D (ugly zone, t-point, shoulder) and stand in them
Create opportunities – the ball carrier can manipulate themselves and the defenders to get shots away on goal 
Beat the keeper – the shot selection is appropriate to beat the keeper, not just hitting and hoping

Protect the line to goal – The direct carry/pass to our goal is covered
Reduce the size of the pitch – Force the opposition to play in a congested space
Create false space – Manipulate the opposition to play into areas where we want to win the ball back

1.5 jobs – the defender can see both the opposition ball carrier and their designated player. Defenders angle their bodies to close down space and passing lines at the same time. 
Compete for the receive – force the opposition to receive under pressure and disrupt their forward momentum
Apply secondary pressure – if beaten, cycle back in behind our defenders to create another layer of defence. Force the opposition to have to try to eliminate you multiple times

Shadow the ball carrier – Angle the body to protect the inside of the pitch. Channel the attackers towards the sideline
Disrupt the carry – Get a stick in to keep the ball carrier’s eyes down
Take the ball – Tackle the ball carrier to win back possession 

GK Gameplay Model

PREPARE
· Aware of opposition
· Organise teammates
· Proactive mentality 
 








PREVENT
· Make the save
· Rebounds
· Clear the ball
 
POSITION
· Active 
· Ready position
· Going to ground
 









Definitions of GK Themes: 

Aware of opposition – Know where your opponents are on the pitch and identify areas of threat
Organise teammates – Communicate with teammates to position them to best stop opponents going forward
Proactive mentality – Be vigilant and willing to step to danger or make intercepts

Active – Step towards the ball to close down the shooting angle, don’t just wait on your goal line
Ready position – Head still, weight forward on toes, palms facing forwards
Going to ground – Recognise the cues to go to ground versus staying on feet

Make the save – Stop the ball from going in the goal
Rebounds – Be alive to secondary shots on goal
Clear the ball – Complete the save by getting the ball away from danger 








Stages of Detail

Layered in increasing detail over three development stages to ensure thorough understanding of the principles, which will act as a framework for decision-making during matches. All sessions, regardless of age, must be built around the principles of enjoyment and fulfilment to maximise player retention and engagement. 

Expectations (a) are based on what the average player should be experiencing at each stage.

Delivery (b) outlines how the average session should be structured.

i) U8-U12 (Sampling Stage)
a. Players are introduced to core skills and the gameplay models to establish physical literacy and a base of understanding
b. Delivered via deliberate play, supplemented with small groups breakouts.
i. Deliberate play = “physical activities that are intrinsically motivating, provide immediate gratification and are specifically designed to maximise enjoyment” (Jean Cote et al., [2007]. Practice and play in the development of sport expertise. Handbook of Sport Psychology [3rd Edition], [pp 185-86]) 

ii. Small group breakouts = groups of up to 10 players per coach taken out of the main game-based activity. Tight focus on technical and motor skill development. No longer than 15 minutes per session, per breakout group. Breakout groups are rotated during the session to ensure all participants have access to the small-group technical coaching as well as the game-based main activity. 


ii) U14-U16 (Specialising Stage)
a. Players are able to use their understanding to explore the key principles of the gameplay models in depth
b. Delivered via a combination of deliberate play and deliberate practice

iii) U18 (Investment Stage)
a. Players are able to make decisions on the fly, adapting to different match scenarios according to the shared principles of the gameplay models. 
b. Delivered via deliberate practice
i. Deliberate practice = “a well-defined task with an appropriate difficulty level for the 
particular individual is completed with access to informative feedback, and opportunities for repetition and correction of errors.” (Anders Ericsson [2003] Development of elite performance and deliberate practice: An update on from the perspective of the expert performance approach. Expert performance in sports [pp 49-84])
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