
TOWN CAMP 
SOCCER!

Templates, sessions, and games 

#towncampssoccer#towncampssoccer



What makes a 
great Town Camp 
soccer session?



Sports-Based Youth 
Development

We believe that a caring coach is a crucial ingredient when it comes to positive youth development. Coach-Mentors 
create a space that is safe for creativity and expression on the soccer field. Through non-competitive play, students 
are freed from the fear of failure and the pressure to win. Although coaching a future professional soccer player would 
be amazing, our focus is building community, fun, and improvement. 

To remind us of this, we can use the acronym ELM*. E is for Effort: We emphasize effort over outcome. L stands for 
Learning: Learning new skills, learning how to be good teammates, learning to win and lose. And M is for Mistakes are 
OK. When students feel safe, they try new things. When they try new things, mistakes are inevitable. Mistakes are 
KEY for learning and growth. 

*adapted from Positive Coaching Alliance



Play -> Practice -> Play
A growing trend in US Soccer for 
younger age groups, the 
play-practice-play format is a great 
way to keep kids having fun and 
engaged while also continually 
learning how to play the game! 

How to run a session

Town Camp Soccer Practice Format

Opening 
Circle 
(5%)

Coaches and players circle up to address goals and 
themes for practice. This is a great opportunity to 
address sportsmanship, leadership, and play some fun 
energizer, ice breaker, and team building games. 

Play
(30%)

After the intro, players can jump straight into most 
everybody’s favorite part of practice, the match! Players 
get a chance to expend energy, have a blast, and 
compete right from the start!

Practice
(30%)

After players have played a bit, they are primed to focus 
on the practice portion. This is chance for coaches to 
play one of the games included in the Town Camp 
Curriculum. Example: Players can focus 
dribbling/dynamic movement by playing sharks and 
minnows!

Play
(30%)

Players get a chance to use their new skills in another 
soccer game. Normal rules!

Closing 
Circle
(5%)

Finish each practice by giving a players a chance to 
reflect. Bring everyone into a circle and allow for campers 
to share out things like “what they learned”, “shoutouts 
for other players, “favorite part of the practice”, etc! 

Note: (X%) = percentage of practice dedicated to topic



Games (By category)



Tag Games / 
Energizers



# of Players: 4+ Equipment: 1 ball per player Space: Boundary 
marked for tag

Start: All players but 
1 or 2 have a ball 
inside the grid.

Players without the 
balls try to 2 finger 
tap (tag)  players 
with the ball

.
Players with soccer 
balls are trying to 
avoid getting 
tagged.  

Play: 

If a player is tagged, they must hold the spot 
on their body where they got tagged with 
one hand. If they get tagged a second time, 
they have to hold that spot with the other 
hand. A third tag means they have to go to 
the coach (or “doctor”)  at the “hospital” so 
they can enter the game again. 

•As the coach, you can choose the “medicine” to 
re-enter the game: for ex: a high five, encouraging 
words to a teammate, 3 push ups, 20 toe taps

Finish:
The game ends after 
a couple min. Then 
switch the tagger

Doctor, Doctor!



# of Players: 4+ Equipment: 1 ball per player Space: 
rectangular grid

Start:

All players but 
“shark” have a 
ball. Shark 
starts in the 
middle of the 
grid while 
“minnows” line 
up in one safe 
zone. 

Play: 

On “Swim!” players try to get from one safe zone to 
another while avoiding the shark. When tagged, 
players turn into “seaweed” that try to tag the rest of 
the players. As seaweed, players stay rooted to the 
ground where they get tagged. They can pivot on one 
foot when trying to tag other players, but CANNOT 
move.

(sharks can either 2 finger tap to tag or touch a 
minnows soccer ball to tag)

Finish:

End the game 
when there are 
a couple 
minnows left to 
become sharks 
for the next 
round.

Sharks & Minnows                                                                Dribbling/Dynamic Movement



# of Players: 4+ Equipment: N/A Space: Square grid 

Set up:

No set up required

Game is to be played in a 
grid with a maximum size of 
15yd. x 15 yd. 

Play: 
● Everyone is it! All players begin with “Bones” 

that give them the ability to move.
● Coach instructs players to tag a certain body 

part (back, hip, knee, shoulder, etc) using 
only one hand to avoid pushing.

● Everyone tries to tag each other, when you 
tag someone shout “No Bones” which makes 
you lose your bones and have to take a knee 
or sit down.

● Remain down until a teammate tags you 
(anywhere, not specific to body part) and 
says “Bones,” which gives you the ability to 
get up and run around again.

● Play multiple rounds of Bones, No Bones; 
each round have players tag a different body 
part and thus Adjust their Play by having to 
dodge and maneuver the space differently. 

Finish:
● Round ends when everyone 

except 1 person loses their 
“bones”

● Coaching point: After every 
two rounds, bring the group in 
for a quick huddle and ask 
players to demonstrate or 
explain the strategy they are 
using to avoid being tagged. 

Bones, No Bones (SSUSA)                                                                                        Tag



Shooting / 
Passing



# of Players: 8+ (split 
up into 2 teams) 

Equipment: 1 ball per player / 1 goal to for 
players to shoot on (can be made out of cones 
or between two small goals)

Space: 2 single file lines set up next 
two each other 20 yards from the goal. 
(optional: mark line a certain distance 
from the goal that players must shoot 
from behind)

Start:

Team A: Player 1 in front 
of the line starts in with a 
ball, all other team one 
players are behind them, 
also with a ball.

Team B: Player 1 for 
team B starts in the goal. 
The rest of their 
teammates are back in 
the line next to team A, all 
with balls.
 

Play: 
The Game starts when player 1 from team A 
dribbles out and takes a shot on goal. Whether they 
make or miss or the shot, that player then 
immediately becomes the goalie.

After player 1 from team B receives the shot from 
team A, they get that ball and get back into their 
shooting line.

After player 1 from team A takes their shot, the first 
player in line for team B can now dribble and shoot. 
Whether they make or miss, they become the goalie!

Players from each team can get “knocked out” if they 
both miss their shot, and get scored on when they 
become goalie. Players that are out stand behind the 
goal.

Finish:
• The game ends once one team has 
knocked out all of the other teams 
players!

Notes:
•NOTES: The number 1 rule is 
“After you shoot, you come the 
goalie!”

•Remind players that they only 
play goalie for one shot, and 
then they get back in line.

•If you make your shot, but get 
scored on, you are still in the 
game!

Shooters Wild                                                                         Shooting



# of Players: 4+ Equipment: 1 ball per player Space: Boundary marked for tag

Start:

1-2 Players: start as “Zappers” 
have vest, do not have a ball, 
start outside the boundary.

The rest: have a ball and start 
inside the boundary.

Zappers try and zap (or freeze) 
everyone else by 2 finger 
tapping players on the shoulder 
OR tapping their ball.

Players are “zapped” if they go 
out of the grid.

Play: 

If a player is 
tagged/zapped, they use 
their hands to hold the 
ball over their heads and 
stand with feet spread 
apart.

Other players can 
unfreeze a zapped 
player by dribbling the 
ball through the frozen 
player's legs.

Finish:

Play for 30, 60, or 90 seconds then rotate 
“zappers”

Sometimes “zappers” are able to freeze 
everyone, sometimes not. Either way is 
fine.

Tips:
You can increase the number of zappers 
to make it more challenging for the players 
with the balls.

You can increase the size of the grid to 
make it more challenging for the “zappers”

Zapped                                                                             tag/dribbling



Dribbling / 
Dynamic 
Movment



# of Players: 4+ Equipment: 1 ball per player Space: Boundary marked 
for tag

Start:
1 Player: “IT” - Does not have a ball

The “IT” player’s job is to kick 
everyone else’s ball out of the grid. 

VS.

Everyone Else: Has a ball

These players are dribbling to avoid 
getting their ball kicked out of the grid 
(They lose their ball if it gets kicked 
out, or they dribble it out). 

Play: 

When the game starts, the IT player 
tries to kick everyone’s balls out of the 
grid. 

If a player's ball is kicked out of the grid, 
they then join the “IT” team, and try to 
kick other players' balls out. 

Finish:

The game ends when 
everyone’s ball is kicked 
out of the grid.

A “winner” can be the last 
player left dribbling their 
ball in the grid

Knock Out



# of Players: 4+ Equipment: 1 team, conesr Space: Boundary 
marked for tag

Start:
 Divide your team 
into groups of four 
to six with each 
team standing in a 
single-file line. 
Place a cone 
about 15-20 yards 
in front of each 
line.

Play: 
The first player in each line 
runs/dribbles out to their cone 
and performs a specific activity 
such as jumping jacks, spins, a 
dance move, toe taps etc. Once 
the activity is completed, the 
player runs/dribbles back and 
tags the hand of the next runner. 
The first team to complete the 
relay and sit down in a straight 
line wins. 

Finish: After each 
round, change the 
activity players do. 
You can also instruct 
them to dribble only 
with their left foot, 
only with the bottom 
of the foot etc

Relay Races                                                        Dribbling/Dynamic movement



# of Players: 4+ Equipment: 1 ball per player Space: Make a 
circle with cones

Start:
Make circle with 
cones. As with 
musical chairs, set 
up one less cone 
than there are 
players. One player, 
“The Big Wind,” 
stands in the center 
of the circle. 
Everyone else 
stands next to a 
cone with their ball

Play: 
The Big Wind in the center circle raises both 
arms and spins around, while saying, “The Big 
Wind Blows for ___________ .“ The blank 
should be filled with a true statement about 
himself or herself, such as, “The Big Wind 
blows for everyone who has a brother.” Any of 
the players who share this characteristic, 
including the Big Wind, must run and find a new 
cone to stand next to. The Big Wind can also 
simply shout “Hurricane!” and all players must 
change spots. No moving player is allowed to 
stand by the same cone or a cone directly 
adjacent to his or her previous one

Finish:
Whoever does not 
make it to a cone, 
becomes the next 
Big Wind.

Play for as long as 
you like! For 
everyone to get a 
chance to be the Big 
Wind or until 
engagement 
lessens. 

Big Wind Blows                                                  Dribbling / Dynamic Movement



# of Players: 4+ Equipment: 1 ball per player Space: Boundary marked for tag

Start: 

All players have 
a ball and start 
on 1 side of the 
grid.

Play: 

When the coach says “red 
light,” players must stop ball 
and put foot on top of ball. 
When coach says “yellow 
light,” players must dribble 
very slowly. When coach 
says “green light,” players 
dribble fast. Coach controls 
this game with the frequency 
of “light” changes and variety 
of changes.

Finish:

Once players catch on to this game, 
add other color lights and affix 
different actions to them (i.e. purple 
light = hop back and forth over ball, 
orange light = run around the ball, 
black light = dance, blue light = hide 
behind the ball etc.).  

A “winner” can be the first player to get to 
the other side. You can have players start 
again if their ball is not stopped when you 
say “red light”

Red Light, Green Light                                        warmup/dribbling



Game Related 



# of Players: 4+ Equipment: 1 ball per player, 4 goals 
(sets of cones)

Space: Square grid 

Set up:

In a large square 
grid, place goals 
centered on each 
side.

Give each player a 
soccer ball. 

Play: 
Free flowing activity, no teams.

Players dribble around the grid, 
avoiding collisions, and shooting 
on goals. 

Coaches can act as goalies, 
defenders, or help to keep balls in 
play. 

Add obstacles into the grid, like 
cones or hurdles, to avoid.

Have players flick the ball up to 
score on volleys or headers. 

Finish:

First to 7 goals win

Coaching points: Remind 
players to keep their heads up 
to avoid collisions and to 
maintain physical distancing.

Players should be changing 
directions frequently, dribbling 
the ball for 10+ touches before 
shooting. 

4 Goals! (SSUSA)                                                                         Comprehensive Game



# of Players: 4+ Equipment: 20+ cones, 1 ball for 
each player

Space: Square grid 

Set up:

In a large square grid, set up 10 
or more “gates” of cones placed 
2-3 ft. apart. 

Give each player a soccer ball. 

Play: 
Players dribble through as many 
gates as they can for 90 
seconds.

Players earn a point for every 
gate they pass through.

Set targets for points scored in 
90 seconds, for example 20 
points is bronze, 25 is silver, 30 
is gold.

Finish:
First to collect 3 gold wins.

Progressions: Limit touches to 
right or left foot only, bottom of 
the foot, etc.

Through the Gates (SSUSA)                                                                               Dribbling



Town Camp Soccer 
Supporters


