
Tom Watt 
Vancouver Canucks 

OFFENSIVE PLAY 

A. 	Breakouts  

1. Only stop behind the net with the puck when absolutely 
necessary. Move the puck out quickly. 	It is more 
important that the puck gets outside the blueline into 
the neutral zone and we lose possession, rather than 
trying to make the "perfect" play and lose possession 
inside our zone. Do more by doing less. 

2. Pass the puck out rather than stick handling the puck 
out. Everyone must "hustle" to their positions and be 
ready for the pass. 

3. Move to the puck, never turning your back on a teammate 
who is passing the puck. 

4. If you are standing still and you receive a pass, 
always give it immediately to someone who is moving. 
Don't begin to skate with the puck when deep in your 
zone. 

5. Passes through the middle from deep in your zone must 
be sure. If you look up the middle and don't pass it 
immediately, look for another play rather than trying 
to throw it through the centre a second time. 

6. 	A direct pass to the boards is better than shooting it 
around the boards. If you must "ring the boards" the 
pass must be hard. 

7. Against a press, use a hard pass away from the pressure 
reversing the flow. 

8. 	No diagonal boards to boards passes inside zone. 

9. Against defensemen who pinch, the wingers must stay 
high and block the pinch. As the puck comes around, 
get the puck out over the blue line any way you can. 
The centre will be turning to the puck as will the 
offside winger who will come across to the middle of 
the ice in the zone and then up and out. Wingers must 
not take puck back. 

10. If we set up, one defenseman will stay in front of the 
net, the centre will circle deep to either side, the 
wingers will move up and outside the zone or cut across 
the middle. The puck should come out the side the 
centre turns to. 
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B. Neutral Zone  

	

1. 	Counter quickly on turnovers. Forwards must keep 
skating, fill the lanes and expect the pass. 
Defensemen can't overhandle the,puck. Move it quickly 
to forwards going to the holes. 

a. Edmonton 
b. Soviets 
c. General rule 

	

2. 	Don't get too far ahead to play or call for a pass when 
covered thus forcing puck carrier to rush a pass. Try 
to take the pass flat. 

	

3. 	On all 2 on 2, 3 on 3 situations, use some crosses 
forcing defenders to either fight through or switch. 

	

4. 	All defensemen must not be afraid to move up and 
become involved in the attack. One defenseman is never 
to be more than half a zone behind the puck. If by 
moving up your create a 3 on 2 or 4 on 3 situation, you 
must go. 

	

5. 	When there is no chance to gain the opponent's zone 
with possession, you must shoot it in. When shooting 
it in, make sure the puck goes in hard, is kept away 
from the goaltenders and is shot to an area where a 
teammate is moving to regain possession. 

	

6. 	Attack the line wide. 
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C. 	Offensive Zone 

1. Puckcarrier attacks wide. Why? 

May beat the defender outside 
If taken, puck continues deep 
Opens up more room for other attackers. 

2. Second attacker without puck must go to the net. 

3. Puckcarrier must drive in front of 
behind and never throw "blind" pass 
could trap your teammates. 

4. Take all good opportunities to shoot. 
"pretty" pass for a shot on goal. It 
play to shoot at the net. 

net. Don't go 
in front which 

Avoid that last 
is never a bad 

5. On shots from the point, forwards should go to the net 
with their sticks on the ice for tip ins and rebounds. 

6. Point shots should be low. Make sure they get through 
and on the near post. 

7. When point man is on the boards with the puck, his 
partner must come to the middle of the ice so that he 
has a better shooting angle if he gets a pass. Also 
this is better defensive position to help partner.  
Don't stay at the far boards. 

8. Point man should not be afraid to move into slot off 
the blue line if they see an opportunity. However, if 
they don't get the pass, get back quickly to your 
position. 

9. When we have possession in the corner, look to the slot 
or in front of net for the free man. It is not 
necessary to stay in front of the net and take abuse. 
Make the play behind the net. Keep moving. You are 
easy to check when you stand still. 

10. All three forwards should never be in so deep when we 
have possession, that if the puck is turned over, one 
forward will not be in a position to come back. 

a.  
b.  
C. 



Wide Rim (Figure 10) 

. It may not always be possible to carry the puck into the 

attacking zone. 

In order to respect the principle of puck control (i.e., 

maintain possession) a wide rim tactic may be used (Figure 

10). 

The puck carrier skates to the centre red line either 

already in an outside lane or drifting towards an outside 

lane. 

. On reaching the centre red line, the puck carrier shoots 

the puck hard into the zone around the boards. 

It is essential that the puck be shot with enough speed to 

prevent the goaltender from being able to stop the puck 

behind the net. 

A second attacker anticipates the movement of the puck and 

breaks immediately for the boards on the far side in the 

vicinity of the hash marks in order to trap the puck. 

. A third attacker moves quickly into a position of support 

to assist the player retrieving the puck. 
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Figure 10 Wide Rim 
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Quiet Zones (Figure 8) 

In order to maintain possession of the puck in the offensive 

zone, the puck can be moved to specific areas of the ice which 

are considered non-threatening by the defenders. These areas 

exist in the corners and behind the net (Figure 10a). 

In an attempt to move towards the prime scoring area, the puck 

carrier may be cut off by a defender. Rather than throwing 

the puck blindly to the slot, the puck carrier dumps or 

reverses the puck into one of these quiet zones. 

. A teammate must anticipate this action and begin moving into 

the area to retrieve the puck. 

. The initial puck carrier must then cycle into the slot area in 

order to create a passing option with a good scoring position. 

The third offensive player is also a scoring threat by taking 

up a position for a possible pass from the initial puck 

carrier or the player retrieving the puck from the quiet zone. 

If the new puck carrier is also pressured before being able to 

make a high percentage pass, the same tactic can be repeated 

with another teammate moving into the quiet zone to retrieve 

the puck. 
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Figure 8 (a) 	Quiet Zones 

Figure 8 (b) 	Quiet Zones 

at 



Figure 8 (c) Quiet Zones 
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Figure 8 (d) Quiet Zones 
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