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WHERE TO START? *COMPETE LEVEL CHEMISTRY*
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THE GOAL: EFFICIENT&CONSITENT COMPETE LEVEL

. TOOLS

HUMAN FACTORS  Practices
Players-Staff Communication

ROADMAP ) _—
Different Situations

. *planification*

THE COMPLEXITY
*multifactors™®

o LIFE & HOCKEY

*likeness™

AS COACH AND PERSON ...... THE 3 STEPS | DID

My personal relationship with What is my dream
hockey

the world & world of competition

Planification
Decision making
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LIFE-EVOLUTION & HOCKEY... THE SAME FIGHT

LIFE HOCKEY

= FIGHT FOR A WOMAN *ATTACK* =  CONQUERE

= TALK, EXCHANGES WITH OTHERS *LANGUAGE* = COMMUNICATION — BODY LANGUAGE
= FAMILY, ETHNIC GROUP *SPECIES* = FRANCHISE , CLUB, TEAM

= ILLNESS - ADVERSITY *SELECTION* = WIN ABATTLE , MAKE THE TEAM

= TEACHER, BOSS, WIFE *HIERACHY* =  COACH

= EDUCATION - SCHOOL - RELIGIONS - CONDUCT *VALUES* = RULES-SYSTEM-PLANIFICATION

COMPETITION: THE LEVEL IS DIFFERENT
INBORN TRAIT, IMPOSED BY LIFE EVENTS OR THE SOCIETY

COMPETITION & COOPERATION & PLANIFICATION & COMMUNICATION
*Battle™ *Team™ *Roadmap* *Solutions to*

LIFE EXPERIENCES IMPACT

Competition and Cooperation are opposite BUT mixed together are efficient: *against* vs *with*

competition

toreach T

"Competition & Cooperation"

You may not agree if | say the world is
moving on the basis of these two terms

and a good PLAN
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3 BASIC HOCKEY SITUATIONS

(!> ! C!v

Possession 50/50 Oppo ~@“

Keep it Go get it

Giv ! : 5 way
Win it
200-400 BATTLES/G

ICE HOCKEY: A COOPERATIVE EFFORT TO FIGHT-RACE FOR THE PUCK OR
CONQUER-DEFEND-COMPRESS A TERRITORY

| ITISNOT ABOUT SYSTEM BUT HOW INTENSE&EFFECTIVE WE PLAY THE SYSTEM |

50-50 BATTLES: KEYFACTOR

THE SUM ADDING BATTLES PER PLAYERS, GAMES, SEASONS?

= 200-400 battles per game (x 50games RS)
= Team: 20’000 battles

= >15-20 battles per player/game

v FO

v 1on1

v Race for loose pucks

v QOverload in corners

v Hits
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COMPLEXITY OF THE LEARNING PROCESS

Performance
Consistency
. Create a Competitive advantage
Co-
® laboration
CO_ The changes have to be effective
adaptation
The species has to stabilize the changes
()
Co-
evolution

The species has to make changes

@ @& -
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PLANIFICATION
ENGAGEMENT WON Outcome - oriented

pyscho-physical ENERGY

Process
Performance - oriented
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4 FACES OF COMPETITORS: A PSYCHOLOGICAL STANDPOINT

Winner Performer
2. SELF-DEVELOPMENTAL ATTITUDE

Im pact the game = Winning is important BUT the primary focus is
on personal growth and on the enjoyment

Motivated by self-achievement, strive for doing their best
and to improve

Game breaker
*skill*

Game changer
*grit*

Yes ?
Game changer Team guy
No ?

4. LACK OF INTEREST TOWARD COMPETITION
3. ANXIETY-DRIVEN COMPETITION

; » Participation
= Are stressed in competition

= Social

= Need attention, talk, meeting, help-psychologist?

Perfectionist Passenger
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THE MEASUREMENT
PLAYERS & TEAM EVALUATION

I

]

I

Feeling, coach eye: not mesurable!

—

Data collecting & individualisation
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KEYPOINTS FOR THE COACH

Different Potential

What is the Starter

Example: N.Trisconi
Innate potential : good
Starter motivation: physical

TypO'Ogy of player Hypercompetitive player

Different kind of Talent

H()Ckev |
SMmart - lim

Read the game

ted

Improvement possible

Baby > 2 fears
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IMPACT OF THE SITUATION

Ex.-RS-PO-Call up

Fans, Crowd: pushing, singing
Money time, Energy, tough time
Turning point, opportunities

GM, Fans, Media

Business

COACH: HAVE TO ANTICIPATE
THE UPCOMING SITUATIONS

15
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COACHING STAFF & TOOLS

Set example

High intensity <> low volume

Consistency is 1°

ion
Co
erate

Engagement

‘ﬁ
Dlamflcat%on I
Lo~
__
EARN-GROW

Communication/Motivation

On-ice/off-ice

Bench

On-ice PRACTICE: Pushing-Challenging-Teaching

16
TOOLS TO INCREASE THE COMPETE LEVEL
+ Make them Competitive + Keywords: Physical * Players, Staff, Collaborators
+ High intensity » Keywords: Emotionnal + Feel Unigue and United
» Game situations oriented » Optimal Zone * Human vs Professional
17
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HIGH INTENSITY PRACTICES

Games Kwords: WE, Quick, Simple, Intense, Agressive, Space &Time

= Time and space

= Small games

= Time pressure KEEP IT 2” max, SHOOT IT right away-moving, PASSING: Quick up, no stickhandling

= Challenge the athlete, team

= \Voice, pushing: get comfortable being uncomfortable * headspeed* *legspeed* * handspeed*®

= Sometimes old school during practices.....punish the looser or reward the winner

>> Through a variety of experiments they demonstrated that most people hate to lose more than they like to win.
= CORRECTIONS: stop the drills

= 50-55 min average 50 MIN PRACJ‘-QJ;
a

= FEEDBACK: team or individual, consistency D-G

= INDIVIDUALISATION tactical g%

40%

speed D
20%

20%

18

s compete level 50 games & 100 on-ice practices s

Make Practice Competitive|
security margin - :
120% }..oooeeg S, L0 O, L L . B

under pressure
- stress

practice on-ice & off-ice
high Intensity

O

100%

standard emotional speech
Game motivation video
80% ................ .....................

19
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THE MOTIVATIONAL SPEECH
2 MAIN DRIVERS TO PERFORM

PHYSICAL: level Competition

EMOTIONAL: level Cooperation

= Psycho-physical state

= Keywords: physical state * body engagement*
Grit-Agressive-Battle- tenecious - urgent - Space/Time- Overskate
= Single player >> contamination to more and more P

= Qutcome-oriented : Win-at-all-cost

= Must be cultivated daily Work = consistency

= If not built progressivily = no consistency only short term effect

= Psycho-physical state

= Keywords : emotional state *heart spirit/soul engagement*®
Resilient-desperate-identity-ethic-inspiration-team/family

= Whole Team >> single must step in, trust, share, common goal
= Performance-oriented : performing +,the win?

= Emotionnal Speech, must touch deep inside the player

= Longterm: a good cooperation increase the win probability

Compete + Cooperate enpower the performance

v Give consistency in team performance

20

THE MOTIVATIONAL SPEECH

21
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THE COMMUNICATION

ATHLETES  C—
COACHING STAFF
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FUTURE PERSPECTIVES TO DEVELOP

tracking deplacement

1. NHL advanced stats \/
2. NHL tracking data \/
3. GPS wearable Practices \/
4. Performance orientated \/
5. Individualisation workout v/~

6. Brain research ?

7. Genetics ?

B MainEffectof Competitor ¢ Main Efect of Competitor
Medial Prfro Posterior Cingulate Cortex

23
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TAKE HOME MESSAGE: NO MAGIC - DAILY WORK

Molecular Formula compete level

1. no magic - miracle

2. Follow a stepped planification
3. work w the human material
4. be an pro-active chemister
5. the situation can be instable

sihuidlE
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TAKE HOME MESSAGE: NO MAGIC - DAILY WORK

“UNDER P
OCCASION, YOU |

- HEARD FRO

| ‘,_f‘ TRAIN somm
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