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Pre-Practice Games 
Andy Coutts, MYSA Director of Education 
 
Players can consider these games with friends in the backyard or with teammates at the field before 
practice begins.  Coaches can promote these options and encourage players to take the initiative to play 
them on their own. 
 
 
 
 
 
 
Soccer Jarts 
Players pass their ball from a designated spot at 
one of several targets – hoops, circle of cones, etc.  
Award different points based on difficulty.   
 
Challenge Option:  
Lose a point if ball stops before you get to it. 
 
 
 
 
 
 
Edge of the World 
Players pass their ball from a designated spot at a line 
in an attempt to get closest without going over the 
line.  Winner can determine the next starting point and 
set of challenge restrictions. 
 
Challenge Options: 
1. Must use certain foot 
2. Must use certain part of foot 
3. Vary starting distance after each round. 
 
 
 
 
 

“It’s a great soccer environment when a coach has to break up a game to start practice.” 
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Rondo 
Any number of players form a tight circle with one player in the 
middle as a defender.  If a player lets the ball go out of the circle or 
makes a pass that is intercepted by the defender that player 
switches places with the defender.  
 
Challenge Option: 
Players must play 1-touch. 
 
 
 
 
 
Zelmo 
Players form a circle and try to keep the ball in the air, 1- or 2-touch.  A 
player causing the ball to hit the ground earns a letter towards spelling 
Z-E-L-M-O.  After receiving all five letters players should start a 2nd 
division game for those who get knocked out of the championship 
division. 
 
Challenge Options: 
1. Require exactly 1 or 2 touches each time a player receives. 
2. Play Zelmo No-Thigh, in which thigh touches are not allowed. 
 

 

Horseshoes 
Partners stand near opposite cones and play against 
another team of two.  One player serves a ball to their 
partner, who has 1-touch to receive the ball so it stops as 
close to the cone as possible.  Team that gets ball closest to 
the cone earns a point.  A ball touching the cone is a ringer 
and worth 5 points. 
 
Challenge Option: 
Served balls must reach partner in the air, or on only one bounce based on ability. 
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Nothing But Net 
Players shoot in the goal (no GK) from designated 
distances.  Ball must hit the net in the air to count.  After 
each successful shot the players retrieves the ball and 
moves back to the next distance.  Points increase for 
longer shots, and can deduct points for misses or shots 
that hit the ground before the net.  Players can compete 
with each other, or try to beat their own personal best. 
 
 
 
 
Soccer Golf 
Several targets are designated as golf holes (e.g. 
trash cans, trees, center circle).  Players each try to 
kick their ball to hit the target in the fewest number 
of shots.  Par can be determined and players can try 
to break par, or compete with each other for lowest 
score. 
 
 
 
Soccer Tennis 
Two players or teams play on opposite sides of a chalk line, 
line of cones, or a short net or other barrier (e.g. bench).  
Boundaries are marked.  Ball is served with a toss, volley, or 
chip depending on ability, and point is played out until ball 
dies or is played out of bounds. 
 
Challenge Options: 
1.  Ball can bounce once between each touch. 
2.  Three touches max per side. 
3.  Ball can only bounce as it comes over, then must stay in air. 
4. Each player has only 1 touch. 
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2v2 Heading Game 
Set up two goals about 6-10 yards apart with teams of two. 
Team with ball starts with a toss and then tries to score 
with their heads.  Defending team stands on own goal line 
and can only block the ball with their body, not hands.  
Goals must be below shoulder or waist to count.  Attacking 
team can head multiple times after the initial toss.  
Possession changes when ball hits the ground or is shot at 
the goal. 
 
 
 
 
 
Small Sided Game 
Set up two goals or targets in a space so that two players 
can play 1v1.  As more players arrive the number on each 
team and the space grow to accommodate them.  Players 
can determine specific rules and settle disputes. 
 
Variation: Each player sets out own goal on boundary and 
defends own goal while trying to score in any other. 
 
 
 


