


The demand for sports analytics is exploding, with a 22.9% annual growth rate*

Our Al-powered sensors make NHL-level
performance analytics accessible for

amateur hockey players, parents and coaches
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DRIVE

Our portable ‘Smart Arena’ installs in 15 minutes - delivering NHL-grade
analytics for less than the price of a new stick.

Precision meets affordability: Track speed, agility, conditioning, hockey skills, and live-game performance
with 10x more accuracy than camera systems—at 1/5 the cost of pro solutions.
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Portable ‘Smart Arena’ AI processed analy’ucs

is simple to operate

Players wear sensors
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Transforming amateur potential into peak performance - through precise,
data-powered training, development, and recruitment insights

Player Event Summary Age/skill benchmarks
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DRIVE

Hockey specific analytics covering three main pillars:

Strength, Conditioning & Endurance
Deeper insights into players fitness levels and how they are physically
equipped to perform, helping tailor off-ice training for on-ice impact. = = ; - =
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Performance Summary

A simplified dashboard for players to get basic information right
away, including Game Impact, Technical and Fitness overviews.

Gain / loss indicator

Displays the measurement and highlights whether a
gain or loss from the player's previous tracked event

Percentile ranking vs benchmark

Track metrics over time, compare to benchmarks (red lines

for high / low) and set and track targets (white line). Chart
has color coded games vs. practices, 2 yr. or 2 mo. Views.

on Offence

= 48.5% time while on offence

Technical

Top Speed

N 30.8 km/h

Pace

N 23.7% time skating 20 km/h+
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= 51.5% time while on defence

Speed Bursts

= 12 speed bursts over 20 km/h

Acceleration

N 4.3 m/sec. Velocity
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= NaNx body weight, total exertion
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Benchmark: U15 Competitive Male Global

Progress Tracking Selectable benchmark comparisons

Users can select benchmark comparisons based on ages.
We update benchmarks monthly as new data is collected.

New report available for players and coaches, access to all past
events of the player regardless of team. Access control in place to
ensure logged in user can only see what they have access to.

Chart to track over time

Track metrics over time, compare to benchmarks (red lines for high / low) and set and
track targets (white line). Chart has color coded games vs. practices, 2 yr. or 2 mo. Views.

e
Last event, gain / loss over time
Users last event score shows by default, and the % gain Acceleration 35 m/s
or loss over the previous 1, 3, 6 and 12-months time. Force Last 20240022
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Technical Skill Breakdowns | RV HAEKEY Eiaa:
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A detailed breakdown and dive into on-ice skating skills, showing
strengths, weaknesses and how to improve

Anguiar Skating

Angular Skating

Breakout, Regraup, Offensive Rush, Generating Speed, Evasive Play, Forecheck, Pressuring the Puck

Endurance Linear Skating Skating in a curve. In offensive play, this is most often demonstrated in the defensive zone where a forward is

swinging either behind the net as on a power play breakout or when forwards switch lanes .. (read more)

11.7% Time in Game Skating Angular

Scorecard

Each players peak ability is captured during tracked combines and/or

practices, and the level in which each player applies and uses the same (r_-] v o E—
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skills are captured during tracked games. The chart highlights the players Turm Agy

abilities compared to top performers in the selected benchmark.
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Strength & Conditioning Chart data selection and filters

Interactive charts, view by fitness metric (strength, conditioning,
endurance, exertion) and filter by score distributions

A mobile-responsive, simplified dashboard for players to get basic
information right away.

Benchmark: U15 Competitive Male Global
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o 0 Active Load measures a players endurance by summing up all the force output of all force events done during a game or practice. This total force is expressed as a multiple of the players body weight, providing a comprehensive assessment of the workload a
I e a m S O r't e y p O S I't I O n player handled and their ability to sustain high-intensity efforts over an extended period.

Users sorted automatically best to worst, and .
by position (available in team view only)
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How it works - Force & load analysis from live play

Capture crucial force and load metrics live during gameplay, provide real insights into player athleticism
from actual game scenarios. Sensors monitor acceleration, deceleration, and directional movements—both
linear and lateral—delivering detailed data superior to conventional off-ice testing.

Force Events ldentified
Classify type & identify key metrics

——» Acceleration
Single-leg strength

Deacceleration —» Linear
Dual-leg strength Left
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Benchmark comparisons
(team top rating)

#6 Pat Hartt ¢

293-LE Time-on-lce

— Force Output (Strength)

The maximum weight a player can handle, measured as a
multiple of their body weight (g-force). This is experienced
during high-speed turns and rapid movements on the ice,
combining both the sideways (centripetal) and accelerating
/ stopping (tangential) forces exerted by the player.

19 Force Events fmin.

206  Active Load /min.

1.99x 95% 10.1%
2.14x 58% 13.6%
Force Output Force Capacity at Work

Events

678x
833x High
Med
Low

Active Load

Min

— Force Capacity (Conditioning)

Force Capacity is a measure of a player's conditioning,
showing how well they can maintain their peak strength
over time. It is calculated by identifying all force events done
during a game or practice and dividing the highest force
they can produce by their average force.
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Linear Skating skatingin a straignt ine Accel — 1.5s Burst auick short speed bursts from still, moving

Game Situations: Key Performance Metrics (while Linear): Game Situations: Key Performance Metrics:
Forecheck / Backcheck - Top Speed - Puck Pursuit, Retrievals - Distance & Speed Gained in 1.5 sec.
- Support on Rush, Net Drive - Time at Top Speed - (ReaRUmE - Top/ Avg Acceleration Force

- Zone Entry/Exits - Peak Acceleration - Faceoffs, Creating Space - Repetition Count

- Break-A-Way - Fwd. / Back, with / without Puck - Breakout from Boards - With Puck vs. Without Puck

AﬂgUlar Skat|ng Skating in a curved line, more than 10° angles Accel — 3.0s Sprlnt Sprinting to full speed from still, moving,

Game Situations: Key Performance Metrics (while Angular): Game Situations: KeyRerformanceietrics:
- Breakout / Regroup “Top Speed - Breakout / Regroup - Distance & Speed Gained in 3.0 sec.
- Offensive Rush - Time at Top Speed - Offensive Rush s lion Tees
- Evasive Play - Peak Acceleration - Evasive Play -Rehetiton Couut
- Pressuring the Puck - Fwd. / Back, with / without Puck - Pressuring the Puck st Bugius ltioutBuck
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Opponent Performance Comparison

(when tracked)

Game Impact

Zone time metrics, on offence and defence, outlining team vs. opponent metrics
and how individual players impact team performance when they are on-ice

Shift Impact

Interactive tool to see time-on-ice / shift length and
highlight how that impacts various player performance
metrics throughout the game




Evaluations, skill testing, benchmarking

Drive Hockey provides detailed data to breakdown player performance and
benchmark their skills. Quickly identify areas to work on and use data-
driven reports to supplement and support player development programs : |
across all skill levels. a 1IN

Game, Practice, Combines

Collect performance data during games, practices or controlled skill-testing
combines with team and individual player level reports.




Our solution ticks all the boxes, where others miss the mark. We produce
more valuable insights at lower processing costs than competitors
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We have quickly become the industry standard for on-ice testing,
combines, evaluations, and showcase events
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lm “Drive Hockey ... the potential for such an enormous leap forward in hockey teams’ data analysis is simply too great to ignore.”
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N “This technology not only enhances the experience of the Combines but also provides participants with invaluable feedback that they can
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DRIVE

Contact us for a full demo, purchase, rental or service inquiries

drivehockey.com
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