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Junior Camps Full-Day Camp Plans

Day 3 Morning | Full-Day Camp Timetable

Session Length:
420 mins

Group Size:
1.8

Mastering the Game Focus: | Mastering the Game Focus Cont:
Swing On the Green
Around the Green Course Play

Suggested Theme Content

Games / Drills / Resource

15 Mins

15 Mins

40 Mins

40 Mins

10 Mins

45 Mins

15 Mins

© 2023 Powered by Orbis Golf

Introduction

Warm Up Games

Mastering the Game
« On the Green

Mastering the Game
« Around the Green

Mid-Morning Break

Mastering the Game
e Swing

End of Morning Recap

« Welcome and review Teams for the week and Team Scores

* Introduce the Warm Up game, play in teams and record scores for the Junior Camp Games on the Team
Scorecard

 Outline the safety instructions and class layout

* Introduce games, tasks and challenges

 Deliver one to one and group coaching

- Children rotate around the stations

« Use one of the Games in the Junior Camp Competition

 Qutline the safety instructions and class layout

* Introduce games, tasks and challenges

* Deliver one to one and group coaching

« Children rotate around the stations

« Use one of the Games in the Junior Camp Competition

« Time to rest, enjoy a drink and snack

Outline the safety instructions and class layout
Introduce games, tasks and challenges

Deliver one to one and group coaching

Children rotate around the stations

Use one of the Games in the Junior Camp Competition

- Recap the games, find out the children’s favourites and announce the points total for the morning

Team Register

Movement Obstacle Course (Junior
Camp Competition Game)

“PGA Pro” Says

Team Scorecard

Stick Shift 2

Putting Poison

Single, Double, Triple - Putting (Junior
Camp Competition Game)

Domino Race

Team Scorecard

Cone Crusher

Mouse Trap

Closest to the Line

Bullseye Junior Camp Competition
Game)

Team Scorecard

Happy Gilmore

Speed Swinger (Junior Camp
Competition Game)
Stepping Stones

Happy Shots

Team Scorecard

Team Scorecard
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Junior Camps Full-Day Camp Plans <

Day 3 Afternoon | Full-Day Camp Timetable

Session Length: Group Size: Mastering the Game Focus: | Mastering the Game Focus Cont:
420 mins 1:8 Swing On the Green
Around the Green Course Play

Suggested Theme Content Games / Drills / Resource

60 Mins Lunch « Enjoy lunch and provide indoor activity to complete Design a Golf Hole

20 Mins Warm Up Games * Introduce the Warm Up game and play in teams “PGA Pro” Says

 Qutline the safety instructions

150 Mins On Course Play * |Introduce the format e Scorecards
e« Team Foursomes  Let the children play in teams and record scores for as many holes completed e Team Scorecard
« Contribute this to the Junior Camp Competition
* Recap the games, find out the children’s favourites
 Give out the Achiever Award for the day
« Announce the points total
10 Mins End of Day Recap / End of Week . Team Scorecard

Presentation « Announce the winners for the week, present prizes

* Provide information on the Junior Monthly Program
« Thank everyone for coming
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Layout and Setup

JUN /on soLr
ACADEMY




Junior Camps Full-Day Camp Plans < = O
The graphic opposite provides an example image of how we suggest E

you layout your class so that the learning outcomes and activities \\‘ -------------- >

can be delivered in a safe, fun and engaging manner. We suggest Station 1: a ® A A
running the class as follows: Stick Shift 2

e Stations 1, 2, 3 and 4 are Game Stations. At these stations the
children play in pairs or play the games independently with
supervision from the coach E

 Children should rotate around the station and have approximately Station 2:

. R PR v
10 minutes to spend at each station. Each child should get an Putting Poison | A e > 1
opportunity at each station during the class ﬁ

e At the end of the session, the children can play one of the games
as a group to add a social element to the class

e Safety is your top priority when running your class, please

remember to; Station 3: 1

 Add your orange safety cones behind each station to identify Single, Double, Triple - Putting ﬂ\ .
to the children where they are required to stand when not

putting within a station

« Children not putting from within their station should placethe T

DUHEr ONthe GroUnd ﬁ ................................................................................................................................................................................................ O

* Only one golf ball is required for each junior

Station 4-: - av » o = P - @&
Domino Race .
N I
............................................................................................................... e UN 'R'GOL‘F‘
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© 2023 Powered by Orbis Golf




Junior Camps Full-Day Camp Plans <

1l
v

Around the Green Games - Layout and Setup

Edge of the Green

The graphic opposite provides an example image of how we suggest 5
you layout your class so that the learning outcomes and activities can - - .
be delivered in a safe, fun and engaging manner. We suggest running '
the class as follows:

Station 1:

e Stations 1, 2, 3 and 4 are Game Stations. At these stations the Cone Crusher

children play in pairs or play the games independently with
supervision from the coach
« Children should rotate around the station and have approximately B-7
minutes to spend at each station. Each child should get an

opportunity at each station during the class Station 2:
Mouse Trap

e At the end of the session, the children can play one of the games as a
group to add a social element to the class

e Safety is your top priority when running your class, please remember
to;

« Add your orange safety cones behind each station to identify to
the children where they are required to stand when not hitting
from within the hitting station

 Dividers should be used to identify to hitting stations

« Baskets should be placed to right to the side of the children and
behind the hitting area

« Children should never go in front of the hitting stations to collect
a golf ball or golf club

« Children should always exit the hitting stations from the rear by
crossing the orange safety cones

« Children should collect the golf balls in a group with all JuN/oR
equipment left at the stations C D GOLF

Station 3:
Closest to the Line

Station 4:
Bullseye

© 2023 Powered by Orbis Golf
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Swing Games - Layout and Setup

The graphic opposite provides an example image of how we suggest you

layout your class so that the learning outcomes and activities can be

delivered in a safe, fun and engaging manner. We suggest running the class s
as follows:

Station 1:

e Stations 1, 2, 3 and 4 are Game Stations. At these stations the children Happy Gilmore

play in pairs or play the games independently with supervision from the
coach

e Children should rotate around the station and have approximately 10
minutes to spend at each station. Each child should get an opportunity at
each station during the class

Station 2:
Speed Swinger

e At the end of the session, the children can play one of the games as a
group to add a social element to the class

e Safety is your top priority when running your class, please remember to;

 Add your orange safety cones behind each station to identify to the Station 3:
children where they are required to stand when not hitting from Stepping Stones
within the hitting station

 Dividers should be used to identify to hitting stations

. Baskets should be placed 10 right t0 the side of the ChIldren Gnd
behind the hitting area

« Children should never go in front of the hitting stations to collect a Station 4:
golf ball or golf club Happy Shots

« Children should always exit the hitting stations from the rear by
crossing the orange safety cones :

« Children should collect the golf balls in a group with all equipment

left at the stations J UN / OR GOLF
ACADEMY
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Course Play - Layout and Setup
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The graphic opposite provides an example image of how we suggest -
you manage your group on the course so that the course play activities
can be delivered in a safe, fun and engaging mannetr:

e Take a cone onto the course to indicate where the children have to

play from. Make sure you take a safety cone so that children are W*
aware of where they should be stood when not playing their shots

e Children should take it in turns to hit their shots and be praised for
standing safely and encouraging each other when it’s not their turn

e Safety is your top priority when running your class, please remember
to remind the group;
 Children should never go in front of the child hitting the shot
« Children should always be aware of other golfers on the course
» Children should make sure they leave equipment on the floor if
they are not using them l'
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Physical Literacy
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Junior Camps Full-Day Camp Plans Use in the Junior Camp Games

Movement Obstacle Course - Juwwor came &

S I ART Obstacle 1: In and Outs Obstacle 2: .
u ‘T Hurdles

How to Play

This game can be played individually or in teams

Split into even teams or nominate players 1-6 if playing individually
Player number 1 starts with their hand touching the start cone

On go, the stop watch is started and the child attempts the
obstacle course

The stopwatch is stopped when the child reaches the finish line
The winner is the child who gets round the obstacle fastest

Progression Ideas

The child gets an extra go to beat their time

Increase the difficulty of the movement stations

Increase the entire length of the course

Add penalty seconds if the child incorrectly completes an obstacle
Increase the difficulty of the 3 golf stations

Equipment Needed

- 2 x Orange SAFETY Alignment —

4 G ' Safety Cones Sticks e
o - Obstacle 5:

Obstacle 6:

: 7 x Numbered Colored
< g ; Cones A Cones .

. Obstacle 3:

FINISH

Obstacle 4:

JuN/oR coLr
© 2023 Powered by Orbis Golf ACAD E M Y

1 x Wedge & Hoops
1 x Putter ><'

Golf Balls @ Ladder @ ~  —————__



Junior Camps Full-Day Camp Plans

“PGA Pro” Says

How to Play

e This game is played individually and is similar to ‘Simon Says’
e Introduce the children to the golf course areas marked out with the
cones
e The coach starts every command with either “PGA Pro says.....run
to the green” or “run to the green”
e When a child follows the command without the “PGA Pro” saying
g g Out of Bounds it, they drop out of the game
o The S'tream — e The child who wins is the one left at the end after following what
: : the “PGA Pro” says

- Progression Ideas
’ p The Fairway

. The Bunker e Explore FMS skills during the game
: ® .« Ask the children if they know any Professional golfers and use their

name instead of “PGA Pro”

Equipment Needed

The Tee Markers

/ “PGA Pro says...run
EL
o to the lake!

(4

\ \,‘ | _

6 x White colored cones -

The Green

The Lake JUN/OR .o
© 2023 Powered by Orbis Golf ACAD E M Y
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On the Green
Game Cards

B B JunloR .o
© 2023 Powered by Orbis Golf ACADEMY




Junior Camps Full-Day Camp Plans
How to Play

| |
Stl c k S h Ift 2 « Each child is nominated an alignment stick and a colored cone. In
this example either blue or red

« The children take it in turns to hit a putt towards their alignment
stick
e The aim is to get the ball to stop within the length of the alignment
stick. If they are successful they get to move the alignment stick
one length further on
Finish Line « If the player is not successful in putting the ball inside the length of
the alignment stick they have to try again when it is their turn
e The winner is the player who gets their alignment stick past the
finish line
» Incorporate the Matchplay format of scoring by dictating that the
winner is the first player to reach the score “3 up”

Progression Ideas

» Increase or decrease the starting distance and the finish line
distance

e Add in a rule whereby the player has to move the alignment stick
back one distance if they are not successful

................................................ >
‘ CE— Learning Outcomes
. « The primary learning outcome is control of distance
: « Consistency of distance control
‘I v Equipment needed
l Orange Safety Cones SAFETY
l —
‘ 2 x Cones to mark out the
necessary hitting stations. ‘
L ® L B S
(_J
10 Feet 1 x Golf ball
(@ "t " e A A A A R A A A AR R AN R R AN R R A RN R R A AN R R A KR R A AR R A KR R A AR R A AR R A AR R A AR R A AR R A AR R A AR R A AR R A AR R A AR R A KR R A AR A AN R AR NN AR NEEEAENEEEENEEEEEEEESEEEEESEEEEES @ e e
30 Feet 2 x Alignment Sticks

JUN /OR corr TR

2 X White cones for the finish line -
© 2023 Powered by Orbis Golf ACAD E M Y and 2 Colored Cones




Junior Camps Full-Day Camp Plans
How to Play

P utti n g P o i S O n « Children take it in turns to hit their putts ”

« The aim is for the child to hole their putt to become the “poison
so that they can eliminate the other players from the game

» The player becomes poison if they hole their putt, and they then
get another turn to putt

* The player who is poison then attempts to hit the other player’s
ball in order to eliminate them

e The winner is the player who eliminates all other players

Progression Ideas

 Increase or decrease the starting distance

Learning Outcomes

« Short and middle distance putting skills
« Consistency of direction and distance control

Equipment needed

2 x Cones to mark out
the necessary hitting
stations.

Spare equipment that

may be required for the
group attendees. ><'

@ :-nrrrresreessmeeessseesaseessatesssseessasesssstessasesssseessstesssstesssseessseessssesssseessstesssstessssesssseessssessssesssssesssssessaseessseessasesssneessns ® 2 x Golf balls
15 Feet

JuN/oR coLr
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17 Junior Camps Full-Day Camp Plans Use in the Junior Camp Games ) < = >
How to Play

« Children take it in turns to choose which distance they want to
start from

 |f the player starts from the 10 foot line and they putt the ball inside
the 6 foot circle they score 1 point, 2 points if they hole the putt

« If the player starts from the 20 foot line they score double points; 2
points inside the 6 foot circle, 4 points if they hole the putt

« |f the player chooses to start from the 30 foot line they score triple
points; 3 points if they putt the ball into the 6 foot circle, 6 points if
they hole the putt

« The game continues until both players have hit 5 putts, one from
each color cone.

« The winner is the player who has the most points after 5 shots

Progression Ideas

« Change the distance between the cones
« Attempt the game on a sloped surface

Learning Outcomes

e Distance control
« Strategic thinking
e Understand risk and reward

Equipment needed

3 x Yellow cones -«
3 x Orange cones =
.............................................................................................................................. e

J UN /o Rcoir B
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Domino Race

v’ »

w
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How to Play

« Each player is nominated a line of colored cones and a starting
point

« Each player hits their first putt and attempts to hit the first colored
cone. If the player misses, they return to the start and tries again

« When a player successfully hits the cone, they pick the cone up
and bring it back to the start

» The player who wins is the one who hits every cone in order

Progression Ideas

« Change the distance between the starting cone and the target
cones

« Change the size of the targets

» Introduce a sloped surface when playing the game

 Introduce a rule where the player must return the cone after a
certain number of attempts

« Alternate the direction of each cone

Learning Outcomes

e A great game to explore the concept of distance control and
direction control

e This game will also explore skill development under pressure

Equipment needed

2 x Starting Cones .



Around the Green
Game Cards
Jun/onm

ACADEMY
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How to Play

o Allocate points for each of the targets. For example, 5 points for

C O n e C ru S h e r the holing out, 2 points for hitting a ball and 1 point for hitting a
cone

e Children take it in turns to hit their chip shot and attempt to hit one
of the targets

e |If the child is successful they collect their ball and the target they
hit and bring it back to the safety cones

¢ |f they miss they should just collect their ball and it’s the next
players turn

e Each player has 10 shots to hit as many targets as possible and
score as many points as possible for their team

N o At the end of the lesson see which team scored the most points
v for this game

Progression Ideas
e Add or remove targets
e Vary the size of the gaps between targets
P e Vary the starting point from around the green
" e Add penalty points if the children hit a particular cone (the red
cone, for example)
e Add a line behind the hole, which if the ball travels over then the
child has to put back one of the targets they have hit

. T
' Learning Outcomes
. e Controlling direction and distance on a chip shots
- e Working together to collect the targets and choose which targets
to aim for
-

C oy Equipment needed

Orange Safety Cones SAFETY
l / Cones to mark starting

position ‘

Cones for the targets K

<=
Tees and balls for the targets 7

JUN / ORcorr Golf Balls @
© 2023 Powered by Orbis Golf ACADEMY
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Mouse Trap

<*
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How to Play

e Children take it in turns to hit their chip shot towards the cones
that have been propped up with tees

e The aim of the game is to knock the cone so it traps the golf ball

e The children take it in turns to hit their shots

e The challenge is complete when the team manage to trap all the
balls using the cones available

Progression Ideas

e Vary the distance of the chip shot

e Add or reduced the number of traps

o Let the children roll the ball to trap it if chipping is too difficult

Learning Outcomes
e Ability to control distance on a chip shot
o Ability to control direction

Equipment needed

Cones to mark starting

position .

5 x Crush It cones and tees
for the mouse traps I

Spare equipment that
may be required for the

group attendees. ><'

Golf Balls
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How to Play

e Children take it in turns to hit their chip shot towards the string line

|
‘ I o SeSt to t h e I I n e e The child that chips the ball closest puts a ball marker down to
mark the team’s best shot so far

e When the coach calls to switch games they should make a note of
how close the best shot was to see which team was able to chip
the ball closest

Progression Ideas
e Vary the distance of the chip shot

e Let each child nominate which club the other has to use when
doing their shot

- 4 e Introduce a fringe in front of the player and the ball only counts if
the first bounce lands over the fringe

Learning Outcomes
e Ability to control distance on a chip shot

- . » How to react to winning or losing the round
&
Equipment needed
. Orange Safety Cones SAFETY
. Cones to mark starting
position ‘

String to mark the target line _\\%
Red cones to mark the end

zone -
Golf Balls

JuN/oR GoLF
© 2023 Powered by Orbis Golf ACAD E M Y




Junior Camps FU"'Day Camp Plans Use in the Junior Camp Games < = >

How to Play

e Allocate the target circles different points
B u I I Seye - JMM/@Q @4Mp gﬂMgg e Each child has 10 shots and tries to accumulate as many points
as possible based on where the ball finishes
e The winner is the player who gets the most points from their 10
shots

Progression Ildeas
e Change the size of the target circles
: e Vary the starting point from around the green
N e Introduce a rule that the ball must land over the fringe to count

e Add penalty points if the child is unsuccessful on getting the ball
onto the green or in the target circles

; Learning Outcomes
e Control of distance and direction when pitching

- < Equipment needed

. - Orange Safety Cones SAFETY
¢ 3 ;
Cones to mark out the ‘
ll necessary hitting station

L g
< 6 x Blue colored cones to -

mark the inner circle

8 x Yellow colored cones -
. N to mark the middle circle
INNEE CIrC e B YarA S R
B O, = 10 x Green colored cones -
Minimum 20 yards Middle Circle 10 Yards to mark the outer circle
e G 000
Outer Circle 12 Yards Golf Balls @

JuN/oR GoLF
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Junior Camps Full-Day Camp Plans

How to Play
e Children take it in turns to try to hit the ball, starting from the first

|
H a G I I m o re cone. They have to step in to hit the ball
p py e |If the child strikes the ball well they move back to the second cone
on their next turn
e The aim is to get to the last cone and strike the ball well

Progression Ideas
e Set a distance target that the children have to hit the ball past
e Set a direction target that the children have to hit the ball between

¢ [ncrease the number of cones the children have to start from in
) ' their run up to the ball

Equipment needed

SAFETY
C ..
. 2 x Cones
1 x Yellow Cone -

1 x Blue Cones

Golf Balls

JuN/oR GoLF
© 2023 Powered by Orbis Golf ACAD E M Y




Junior Camps Full-Day Camp Plans Use in the Junior Camp Games

How to Play

e Set 5 balls up on tees in a line within the hitting station

S peed SWi n g e r = .7%/’//@@ @4MP gﬂMgg . Iggr(cj?:gsggz ;]s;j t:phei’; gach ball without stopping, improving

« The child scores 1 point for hitting the ball high, 1 point for hitting it
far, and 1 point for hitting it straight
« The child that gets the most points from their 5 shots wins

Progression Ideas

» Pre-determine the distance the child has to hit the ball

e Add in more balls

« Add in target gates that the children have to hit the ball through to
score a point

N
v
Equipment needed
b Orange Safety Cones SAFETY
“ v,
J.
y ‘ Cones to mark out the
ﬂ necessary hitting stations ‘
l l Spare equipment that

may be required for the
group attendees. ><'
Golf Balls

JuN/oR GoLF
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Stepping Stones

<*

© 2023 Powered by Orbis Golf

JUN /oR GoLF
ACADEMY

How to Play
e Child number 1 starts and attempts to hit their shot onto the green

e |If the child hits it onto the green, then the child moves the white
cone to the first colored cone (stepping stone). If the child misses,
the cone stays where it is

e The next child attempts their shot and moves the cone if
successful

e The children complete the challenge if they manage to get the
white cone to the end before it is time to switch games

Progression Ideas

e Vary the size of the green

e Vary the distance between the tee box and the green

e Add Hazards to act as a penalty

e Add additional targets to increase the number of moves up the
stepping stones

Equipment needed

Spare equipment that

may be required for the
group attendees. ><'
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How to Play
e Let the children design a smiley face with 8 golf balls
H a S h Ots e The children take it in turns to hit their shots, they choose which
p py ball they want to hit and mustn’t move any of the other balls in the
process.

e The children complete the challenge if they can hit all the shots
one at a time, without moving any of the other balls

Progression Ideas
e Make the smiley face smaller

"""""""""""""""""""""""""""" e Add a rule that the player must stand in the same place to hit all
""""""" their shots

e Add a target to aim for, allocate points for hitting the target

Learning Outcomes
e |earn to control the direction the club is swinging

e Learn to control strike with variability of distance from the ball, and
direction of swing

Equipment needed

Spare equipment that

may be required for the
group attendees. ><'

JuN/oR GoLF
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