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/

Mission
Keeping competitive sport at the heart of schools and providing more young people with
the opportunity to compete and achieve their personal best.

Vision
By 2020 the School Games will be continuing to make a clear and meaningful difference
to the lives of even more children and young people.

Characteristics
The School Games will focus on ensuring it is relevant to more children and young people
and their lives today allowing more of them to achieve their potential. In driving this
forward the School Games will seek to:

i engender a sense of competence;

1 promote enjoyment; and

i avoid negative or bad experience and promote a positive one

L3 Outcomes for Young People
Through any county event (L3) experience, young people will leave having had:

i a high quality experience that meets their needs and matches their competency
level;

i a positive experience that promotes their wellbeing and enjoyment;

i an experience that is relevant to them and their lives and supports them back in
their school/educational establishment environment

School Games Model

The Bucks and Milton Keynes School Games consists of a year long programme of Level
intra-house (level 1) and inter-house (level 2) school sport events for young people
leading to the School Games County Final (Level 3). The following school games model
has been applied to most sports within the framework.

INTEP—HU@SE COUNTY FINAL
Individuals and
teams are selected
to represent their
school in local
inerschool
competitions

INTYA-H@USE

Sporting
competition for all

The county will
stage multisport
School Games

festivals as a
culmination of year
round level 2 schoo
sport competitions

students in a schoo
through intraschool
competition
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STAND ALONE/OPEN ENTYY EVENTS

Stand Alone County Events (SA)
Events that are taking place throughout the academic year have the opportunity to be
badged as school games events and come under the school games umbrella. This will
enable a greater number of young people to participate in the school games to increase
the awareness of both the individual events and the school games. The following events

are badged as school games events:

Event Age Date Venue
Boys Handball u13 15th January 2019 Stoke Mandeville Stadium
Boys Handball uis 22nd January 2019 Stoke Mandeville Stadium

Badminton Year 3&4/5&6 | 5th February 2019 Stoke Mandeville Stadium
Girls Handball uis 5th March 2019 Stoke Mandeville Stadium
Basketball Year 3&4 12th March 2019 Sir Thomas Fremantle
Basketball Year 5&6 19th March 2019 Sir Thomas Fremantle

Open Entry (OE)

There are several open entry competitions which would mean a team can directly enter
into a L3 event without having to qualify through the L1-L2 competition pathway. Below is
a list of open entry events for this years school games competition calendar, most of these
events are also stand alone.

Event Age Date Venue
Dodgeball Year 7&8 21st March 2019 tbe
Gymnastics Year 3&4/5&6 29th April 2019 Kingston Gymnastics Center
Rugby Megafest Year 5&6 20th June 2019 Aylesbury Rugby Club
Softball Year 7&8 tbc Farnham Park
Touch Rugby Year 7&8 4th July 2019 Aylesbury Rugby Club
Triathlon KS3/KS4 2nd May 2019 Stoke Mandeville Stadium
Triathlon Year 5&6 thc Stoke Mandeville Stadium
Page | 4
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Inclusive Events (1)

All of our School Games competitions are inclusive. This means that if a young person is
on your schools SEN register then they can take part in any competition that is for their
age group of the year below. Below is a list of the events that we mark to be specifically
inclusive however not limited to.

Event Age Date Venue
Athletics Quadkids Year 5&6 4th\]u|y 2019 Stoke Mandeville Stadium
Cycling Year 5&6 4" July 2019 Meadowcroft Playing Fields
Swimming Year 5&6 4th July 2019 Stoke Mandeville Stadium

Participation Events (P)

Those events badged as 'participation’ is a chance for schools to think about fielding a team of
those who may never have had the opportunity to attend a inter-house or county event. For some
of these events there will be no competition and awards will be given out based on the School

Games Values rather than 1%, 2™ and 3"

Event Age Date Venue
Badminton Year 3&4/5&6 5th February 2019 Stoke Mandeville Stadium
Cycling Year 5&6 4" July 2019 Meadowcroft Playing Fields
Dodgeball Year 5&6 4th July 2019 Stoke Mandeville Stadium
Dodgeball Year 7&8 21st March 2019 tbc
Golf Year 3&4 4th July 2019 Meadowcroft Playing Fields
Gymnastics Year 3&4/5&6 29th April 2019 Kingston Gymnastics Center
Handball Year 5&6 21st May 2019 tbe
Rugby Megafest Year 5&6 20th June 2019 Aylesbury Rugby Club
Squash Year 5/6 4th July 2019 Aylesbury Tennis Club
Triathlon KS3/KS4 2nd May 2019 Stoke Mandeville Stadium
Triathlon Year 5&6 tbc Stoke Mandeville Stadium
Page | 5
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e Making a safe, fun and enjoyable day for all
)

,// ATHLETES

Every athlete should:

i Compete in line with the school games values;

1 Co-operate with teachers, coaches, volunteers, team mates and opponents.
Be on time and do not leave without permission;

1 Respect the referee, umpire and officials' decisions and the rules of the
game;

i Treat all people fairly and with respect regardless of race, background,
religious beliefs or gender;

i Be a good sport, Recognise good play whether it is from your team or the
opposition.

Q

SPECTATORS AND TEAM LEADERS
Should:

1 Recognise the value and importance of teachers and volunteer coaches
and officials. They give their time and resources to provide school sport
opportunities and deserve support;

1 Set an example to young people by encouraging athletes to play according
to the rules and respect the official's decision;

1 Demonstrate appropriate social behaviour by not using foul language or
harassing players, coaches, teachers or officials;

 Applaud good performance and effort by your team and the opponents.

Failure to follow this code of conduct could result in you and your team
being asked to leave a School Games competition.

Page | 6 Leap"
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Sport Format Gender | Age Type
Athletics Quadkids Year 5&6 (+7 MLD) | |
) Year 3&4 p
Badminton Racket Pack - Year 586
Year 3&4
Basketball 5v5 - Year 586 SA
. Primary
B
. . . Year 5&6
Cricket Kwik Cricket - Yoar 5&6 SA
. . Primary
Curling New Age Kurling - Secondary
Cycling | Go-Ride IEMiXed Year 586 (+7 MLD) [ I/P
Year 5/6 OE
Dodgeball Schools Dodgeball Year 788 OE/SA/P
Football 6 a-side Year 546
Year 7
Golf | Tri Golf MIXEAN Year 384 P
. Year 3/4
Gymnastics Key Steps - Year 5/6 OE/SA/P
Ui13
. uUi5
Handball National Schools U13 SA
uUis
Hockey | Quicksticks MiXed Year 384 |
High 5 Year 5&6
Netbal 7 a-side Year 7
Rounders | PGS Year 9 |
Ruab Megafest Year 5&6 OE/SA/P
gby Touch Year 7&8 OE/SA/P
Softball Slow Pitch - Year 9810 OE/SA
Squash | [Mixed | Year 586 P
Swimming | Year 5&6 (+7 MLD) | |
Table Tennis | Year 9 |
Year 5&6
Year 7&8
Triathlon Relay Year 7&8 OE/SA
Year 9&10
Year 9&10
Mini Red Year 3&4
Tennis Mini Orange Year 5&6
Festival Year 7-9
Page | 7
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Athletics

Format | Quadkids

Team Format

No. of Teams | 16
Team Numbers | 16 - 8 boys and 8 girls
Age | Year 5&6 (+7 MLD teams can be included as part of inclusive pathway)
Gender | Mixed

Competition Format

There are four events which take place in a rotational sequence:
1. 75m sprint
2. 600m run
3. vortex howler throw
4. standing long jump

Scoring 1 Each athlete competes in all four events.

i1 The time or distance for each event is measured against a standard points scoring
table and the better the performance the higher the points scored.

i1 The points from each event are added together to give the aggregate points or
QuadKids score for that athlete.

i If an athlete misses an event or in the case of a race does not finish they score zero
points.

i1 If an athlete completes an event but records a time or distance below the lower end of
the points scale, they receive the minimum 10 point score for that event. The program
does this automatically.

i If an athlete records a time or distance above the upper end of the points scale, they
will be given the maximum 100 points.

Team Winners 1 The team that has the overall highest points total is the winner. This is calculated
using the scores of the top four girls and top four boys in each team.
Individual Winners The boy and girl who have the highest total points scored over the four events
For an individual competition where two athletes are tied on equal points and a winner
is required the athlete with the highest points score in their weakest event will be the
winner.

= =
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‘ Format \ Smash Festival

Team Format

No. of Teams

8

Team Numbers

8, 4 boys and 4 girls

Age

Year3& 4

Gender

Mixed

Competition Format

Court Size

1/3 badminton court for each station

Duration

4 minutes per station; 2 minutes to practice; 1 minute changeover

1 Teams will rotate around eight of the following eight skill challenges

Criss-cross Rally
Hole in One
Rapid Retrieve
Target Practice
Hoop Rally
Shadow Rally
All Change

. Shuttle Cricket

ONokWNE

A full outline of the challenges can be provided by your SGO.

Scoring

—a —a

Each team will have a score card which they will take to each station.
Each skill station has a different scoring system based on the activity

Team Winners

The team with the highest number of points collected from each station will be the
winners.

If this does not produce a winner the team with the highest score from both teams
lowest scoring station will be the winner.

Once the smash festival has been completed we will be running a festival called the Tink Tournament
which will be an opportunity for your team to play in a singles tournament

**please note this will not be a competition and will be used as an introductory session

Page | 9
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Badminton

Format | Flo Tournament

Team Format

No. of Teams | 8
Team Numbers | 6, 3 boys and 3 girls
Age Year5&6
Gender | Mixed

Competition Format

Court Size | Half court for singles/Full court for doubles
Duration | Maximum of 5 minutes per game
1 The selected players shall be arranged in order by their singles strength.
i1 Each match consists of 5 games with each player playing 2 games:
o 1st Game: Singles (No.1 ranked player in the team)
0 2nd Game: (the 2 players not selected for a singles game)
o 3rd Game: Singles (No. 2 or 3 ranked player chosen for singles)
0 4th Game: Doubles (first singles player and either one of non-singles
players)
o 5th Game: Doubles (second singles player and the other non-singles
player)

i Start serving from the right hand side. After this, if your own score is an odd
number, serve from the left. If it is an even number serve from the right.

1 A player keeps serving until they lose the point. The serve then goes over to
the other player. In doubles the serve goes to the player standing on either
the left or right depending on whether their own score is odd or even as
mentioned above.

1 Insingles the serve should land past the service line. In doubles the serve
should go diagonally and land past the service line.

Scoring Each player can score off every serve
A point will be awarded for each rally won

The team with the most matches won will be the winner
If this does not produce a winner, the following rules apply
1. If 2 teams are tied, the winner of the match between them;
2. If 3 or more teams are tied, the team with greater games difference
3. If 3 or more teams are still tied, then the team with greater points difference

Team Winners

= =9 = =
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Basketball

Format | 5v5
Team Format

No. of Teams | 8
Team Numbers | 12, at least 5 boys and 5 girls
Age | Year3 &4
Gender | Mixed

Competition Format

Ball Size | 5
Court Size | 1/3 of a basketball court

Duration | 15 minutes in total (6 minute halves; 1 minute half time; 2 minute change over)
**please note that times may be subject to change dependant on team numbers

1 The "A" team will play the first half of a game and "B" team the second half. (There
must be a least 2 boys and 2 girls per team)

1 Each game is started by a jump ball in the centre circle and begins when the ball is

tapped in by one of the jumpers.

Players may be substituted at any time on a dead ball

After a basket, the opponents will be given the ball to make a throw in from any point

behind the baseline. The opposing team must return to their half.

The person who scores the goal then becomes the goal catcher.

A Size 5 ball shall be used.

No contact.

A ball can not be stoeln from above a players head

One step while holding ball.

One dribble — a dribble is a continuous bouncing action.

= =4

E R ]

Violations
i If any violation is committed, the non-offending team should take a throw in from the
side line.

i1 Violations Include:
o Deliberately kicking the ball or striking it with a fist.
o Knocking the ball out of the side lines.
o Dribbling with two hands on the ball at once or letting the ball come to rest

on two hands then continuing to dribble (double dribble).

0 Running with the ball (travelling).

Fouls
1 A personal foul involves personal contact with an opponent, if this occurs it is side line
ball to the opposing team.

i Continuous fouling will result in the player being substituted.

Page | 11 Leap’
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// Scoring

Team Winners

A team must make 3 consecutive passes before they score
To score a team must pass into the goal- catcher who is standing on the spot. The
team must complete three consecutive passes prior to passing to the goal catcher.
2 points are awarded per basket
The team with the most games won will be the winner
If there is a tie between two teams the winner will be decided by the following:

0 Head to head result

o Goal difference

o Points scores

= =
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Basketball

Format | 5v5
Team Format

No. of Teams | 8
Team Numbers | 12, at least 5 boys and 5 girls
Age | Year5&6
Gender | Mixed

Competition Format

Ball Size | 5
Court Size | Cross court (half a sports hall)

Basket Height | Full height baskets

Duration | 15 minutes in total (6 minute halves; 1 minute half time; 2 minute change over)
**please note that times may be subject to change dependant on team numbers

1 Girls will play the first half of a game and boys the second half.
1 Each game is started by a jump ball in the centre circle and begins when the ball is
tapped in by one of the jumpers.

1 Players may be substituted at any time on a dead ball
i1 After a basket, the opponents will be given the ball to make a throw in from any point
behind the baseline. The opposing team must return to their half.
1 A Size 5 ball shall be used.
1 No contact.
1 One step while holding ball.
I One dribble — a dribble is a continuous bouncing action.
Violations
i If any violation is committed, the non-offending team should take a throw in from the

side line.
i1 Violations Include:
o Deliberately kicking the ball or striking it with a fist.
o Knocking the ball out of the side lines.
o Dribbling with two hands on the ball at once or letting the ball come to rest
on two hands then continuing to dribble (double dribble).
0 Running with the ball (travelling).

1 A personal foul involves personal contact with an opponent, if this occurs it is side line
ball to the opposing team.

i Continuous fouling will result in the player being substituted.

Scoring A team must make 3 consecutive passes before they score
To score a team must make a basket

2 points are awarded per basket

—a —a _a
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Team Winners

1  The team with the most games won will be the winner

i1 If there is a tie between two teams the winner will be decided by the following:

0 Head to head result
o Goal difference
o Points scores

Page | 14
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Boccia

Format \ Boccia 12's

Team Format

No. of Teams

8

Team Numbers

4 with 3 playing at any one time

Age | Primary and Secondary
Gender @ Mixed
Disability | HI, VI, SLD, PD

Competition Format

All players must be seated during a game

Games consist of two ends - one end consists of all balls being propelled out onto the

court

1 Red side always starts the first end by propelling the jack into court. The captain
chooses the player on their side to play the jack. The jack ball must cross the V’ line
to be in play.

i1 The player who propels the jack ball also plays their team’s first coloured ball. A player
from the opposing side then propels their first coloured ball.

1 The side not closest to the jack must play until they either manage to get closer to the
jack, or run out of balls. The side with remaining balls then propels them.

1 The end is completed when all balls from both sides have been played.

9 Blue team then starts the second end

= =4

Scoring

1 Each end is scored by awarding one point for every ball of the same colour that is
closer to the jack than the nearest opposing coloured ball

Team Winners

i  After both ends have been completed the winning side is the team with the higher
accumulative score from both ends.

9 If there is a tie after two ends, the jack is placed on the cross and each team throws
one ball. The nearest ball to the jack wins the match.

Page | 15
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Format | Kwik Cricket

Team Format

No. of Teams | 8
Team Numbers | 10 with 8 playing at any one time
Age | Year5& 6
Gender | Boys 7 Girls

Competition Format

Pitch Size | Two sets of wickets, 16 yards apart

1 There will be two separate events
1. Year 5&6 Boys
2. Year 5&6 Girls

The Start
1 The two teams toss a coin to decide which team has the choice of either batting or
fielding first.

The Game
1 Throughout the Tournament each game shall consist of one innings per team, each
innings to be 8 overs long.

Batting & Scoring

1 The batting side shall be divided into pairs, each pair batting for 2 overs, with a new
pair starting at the end of the second, fourth and sixth overs.
Each team starts batting with a score of 200 runs.
Each time a batter is out, 5 runs are deducted and the other batter of the pair faces
the next ball.
A batter may be out bowled, caught, run out, stumped, hit wicket.
There is no LBW law unless the batter deliberately blocks the ball with a leg or foot.
Runs will be scored in the normal way, as will byes.
2 runs will be awarded to the batting team for each wide ball and no-ball bowled, but
no extra ball will be allocated, except in the final over of each innings when, in addition
to the 2 runs, an extra ball will be bowled. See glossary overleaf for details.
i1 Atthe end of the first 2 overs, the first pair of batters retires and is replaced by the

second pair until all 4 pairs have batted for 2 overs each.

1 The second team then bats for its 8 overs.

E
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Scoring

Team Winners

Page | 17

Bowling and Fielding
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Each player on the fielding side must bowl 1 over.
Bowling will take place from one end only.
Bowling should be over arm where possible.

o At locall district competition overarm bowling should be encouraged with
the first ball of each over overarm every time. If no amount of coaching and
encouragement can achieve overarm bowling, even from a base start, then
the rest of the over can be bowled underarm.

o At County/ National Finals underarm bowling is unacceptable and the
‘double bounce’ rule should be applied i.e. if the ball bounces more than
ONCE, or rolls along the ground before it reaches the popping crease.

Players on the fielding side DO NOT need to rotate fielding positions.

With the exception of the wicketkeeper no fielder may field within 10 yards of the
wicket, measured from the middle stump except behind the wicket on the off-side. A
fielder may move into the restricted area to field a ball provided he/she was outside
the area when the stroke was made.

Runs will be scored in the normal way, as will byes.

2 runs will be awarded to the batting team for each wide ball and no-ball bowled,
but no extra ball will be allocated, except in the final over of each innings when, in
addition to the 2 runs, an extra ball will be bowled.

The team with the higher score wins.
If there is a tie between two teams the winner will be decided by the following:
1. the team taking more wickets
2. each player bowls 1 ball at the wickets (no batter), with the team scoring
the higher number of strikes.

Leap’
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Curling

‘ Format ‘ New Age Kurling ‘

Team Format

No. of Teams | 8
Team Numbers | 5 with 4 playing at any one time
Age | Primary and Secondary
Gender @ Mixed
Disability | HI, VI, SLD, PD

Competition Format

1 Each game consists of four ends. An end is completed when all eight stones have
been played.

1 The individual/team going first in the first end should be determined by a toss of a
cain.

i1 Each player delivers stones corresponding to their team colour, red or blue, towards
the target at the opposite end of the court.

i1 Stones can be propelled using any part of the body or using a pusher, providing
that the player is behind the delivery line on releasing the stone.

Scoring 1 Ateam scores one point for each stone that is closer to the centre than any
opposition stone

i1 At the completion of four/six ends, the points scored on each end are added
together.

Team Winners The individual/team with the highest total score wins.
For league competitions score three points for a win and one point each for a draw.
If teams are tied stones difference will be used to separate teams, e.g. if a team

wins 9-4 the stones difference for that game will be +/- 5.

= =8 =
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~ Cycling

Format | Entry level - Go Ride Mountain Biking

Team Format

No. of Teams | 8
Team Numbers | 6 - 3 boys and 3 girls
Age | Year 5 & 6 (+7 MLD teams can be included as part of inclusive pathway)
Gender | Mixed

Competition Format

1 Boys and girls compete separately

1 Each participant will wear a numbered bib in their team colour for identification.

1 The competition comprises 2 phases and will include Sprint and Endurance Race
elements.

Sprints — approx. 80 metres length
i1 Line up all riders. 3 girls waves then 3 boys waves, with fastest at the front.
i1 Finishers return bike to start line.
i1 Each wave races once

Skills required: starting, riding at speed in a straight line in close proximity to other
riders, possibly changing gear, braking and exiting course to stop safely.

Endurance — over a 3 minute low skill level MTB course
1 Races consist of heats, followed by minor and major finals for girls and boys
separately.

Skills required: starting, riding at speed in a straight line in close proximity to other
riders, changing gear, possibly brief climbing and descending, overtaking riders,
cornering, braking and exiting course to stop safely.

1 A Non-Scoring Team Relay race will run if time permits.

Scoring 1 Riders gain points according to finish positions
i Points for each rider are added towards the team score
i British Cycling may award individual medals for placings in the Endurance race.
Team Winners 1 The team with the highest number of points at the end of all races wins

Page | 19 Leap‘
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Format

OPEN ENTRY

)

UKDODGEBALL

ASSOCIATION

Schools Dodgeball

Team Format

No. of Teams
Team Numbers
Age

Gender

8

8 with 6 playing at any one time, 3 boys and 3 girls
Year 5&6

Mixed

Competition Format

Court Size
Duration

Scoring

Team Winners

Page | 20

Double badminton court

2 minutes per match; 5 matches per game
1 Round robin format will be used if possible however in the event of a high number

of team entries a league format may be used instead.

One match consists of 5 games

Three dodgeballs are used and positioned in the centre zone at the start of each

game.

1 At game’s start, 3 players from each team run to gain possession of the balls. Balls
must be passed to the back line before the first attempts are made.

1 When you catch a throw from an opposing player, they are out and one of your
players comes back in.

91 A successful catch enables a player who is already out to return to the game, this
must always be the first player who was out and they must return behind the return
line.

i1 If a player is hit by a throw and a teammate catches that same ball before it hits any
other surface then they have saved the first player hit from being out.

1 A player may use a ball in their possession to block a thrown ball — they must
ensure they keep full control of the ball they are holding.

1 The leading team (the team with the most players on court) has five seconds from
the referee’s call to throw the majority of the balls in their possession — the leading
team can always hold on to one ball.

i  Substitutions can be made between the 2-minute games

1 Head shots do not count.

f
f

Players are out when..
1 A player is out if a direct throw from an opposing team player hits them below head
height. (If a throw hits a player in the face they are still in)
i if athrow hits a player on the back or top of the head when they are not facing play
or ducking down, they are out.
9 If their throw is caught by a member of the opposing team.

1 Teams receive two points for a game won, One point for a game drawn and 0
points for a game lost. In the event of a tie a one minute overtime period is played.

i1 You can win a game by either eliminating all the opposing players or having more
players on your team at the end of two minutes.

1 The team with the highest number of points at the end of all matches are the
winners

Leap’
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Dodgeball

Format | Schools Dodgeball
OPEN ENTRY

Team Format

No. of Teams | 8
Team Numbers | 8 with 6 playing at any one time
Age | Year 7&8
Gender | Boys & Girls

Competition Format

Court Size | 44ft x 20ft with 2ft center zone
Duration | 2 minutes per match; 5 matches per game
1 The competition consists of 2 separate events
1. Year 7 & 8 boys
2. Year 7 & 8girls
1 Round robin format will be used if possible however in the event of a high number
of team entries a league format may be used instead.

One match consists of 5 games

Three dodgeballs are used and positioned in the centre zone at the start of each

game.

1 Atgame’s start, 3 players from each team run to gain possession of the balls. Balls
must be passed to the back line before the first attempts are made.

1 When you catch a throw from an opposing player, they are out and one of your
players comes back in.

1 A successful catch enables a player who is already out to return to the game, this
must always be the first player who was out and they must return behind the return
line.

1 If a player is hit by a throw and a teammate catches that same ball before it hits any
other surface then they have saved the first player hit from being out.

1 A player may use a ball in their possession to block a thrown ball — they must
ensure they keep full control of the ball they are holding.

1 The leading team (the team with the most players on court) has five seconds from

the referee’s call to throw the majority of the balls in their possession — the leading

team can always hold on to one ball.

Substitutions can be made between the 2-minute games

Head shots do not count.

= =9
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Players are out when..
1 A player is out if a direct throw from an opposing team player hits them below head
height. (If a throw hits a player in the face they are still in)
i if athrow hits a player on the back or top of the head when they are not facing play
or ducking down, they are out.

9 If their throw is caught by a member of the opposing team.
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Scoring

Team Winners

Page | 22
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Teams receive two points for a game won, One point for a game drawn and 0
points for a game lost. In the event of a tie a one minute overtime period is played.

You can win a game by either eliminating all the opposing players or having more
players on your team at the end of two minutes.

The team with the highest number of points at the end of all matches are the
winners

Leap’
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Football

Format | 6v6
Team Format

No. of Teams | 8
Team Numbers | 9 with 6 playing at any one time plus 1 goalkeeper
Age Year5&6
Gender | Girls

Competition Format

Pitch Size | 60ft x 40ft
Duration | 7-12 minutes 1-way
please note times are subject to change dependant on number of team entries
i The principle of a round robin format or appropriately sized pools leading to a
knockout in the later stages will be followed, depending on the number of teams
entered.

Start & Restart

1 A kick-off is taken at the centre of the playing area to start the game and after a
goal has been scored. Opponents must be 5 yards away from the ball and in their
own half of the field.

1 A dropped ball to restart the match, after play has been temporarily stopped inside
the penalty area, takes place on the penalty area line parallel to the goal line at the
point nearest to where the ball was located when the play stopped.

1 No goal can be scored direct from a dropped ball.

1 There is no offside

Free Kick

1  Afree kick is awarded to the opposing team if the goalkeeper:

1 Takes more than 6 seconds to release the ball from his/her hands

1 Touches the ball again with his/her hands after it has been released from his/her
possession and has not touched any other player

1 Touches the ball with his/her hands after it has been deliberately kicked to him/her
by a team mate

1 Touches the ball with his/her hands after he/she has received it directly from a
throw in taken by a team mate For all these offences, the free kick should be taken
from the penalty area line, parallel with the goal line, at the nearest point to the
offence.

i For all free kicks opponents must be 5 yards from the ball

Penalties
91 All players except the defending goalkeeper and kicker must be outside the penalty
area and at least 5 yards from the penalty mark.

9 The ball must be kicked forward.
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Scoring

Team Winners
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Throw In
1 The role of the referee is to also allow young players to learn the game. This may
involve letting players take throw-ins again, if incorrect technique is used.
The referee should ensure the same player attempts a second time, with guidance and help
from the match official.

Goal Kick
1 Opponents must retreat to their own half until the ball is in play.
1 The defending team does not have to wait for the opposition to retreat and has the
option to restart the game before should they choose to.
1 The ball is in play when it is kicked directly out the penalty area.

Corner Kick
1 The opposing players must remain at least 5yards from the ball until it is in play.
1 The kicker may not touch the ball again until it has touched another player. If he/she
does, a free kick is awarded against them.

Substitutions
1 Three substitutes shall be permitted at any time during the game, with the referee’s
permission.

i Players may re-enter the game and all substitutes must have a period of play.

i Teams will receive 4 points for a win, 2 points for a draw, 1 point for a 0-0 draw and
no points for a loss.

1  The team with the highest number of points at the end of all matches will be the
winners.
1 Inthe event of a tie between two teams the winner will be decided by the following:
o The team with the best goal difference.
o If goal difference is equal the team scoring the most goals.
o Kicks from the penalty mark will take place

Leap’

Getting more people active for life



S
W Football

Format | 6v6

Team Format

No. of Teams | 8
Team Numbers | 9 with 6 playing at any one time plus 1 goalkeeper
Age | Year 7
Gender | Girls

Competition Format

Pitch Size | 60ft x 40ft

Duration | 7-12 minutes 1-way
please note times are subject to change dependant on number of team entries

i The principle of a round robin format or appropriately sized pools leading to a
knockout in the later stages will be followed, depending on the number of teams
entered.

Start & Restart
1 A Kkick-off is taken at the centre of the playing area to start the game and after a
goal has been scored. Opponents must be 5 yards away from the ball and in their
own half of the field.
1 A dropped ball to restart the match, after play has been temporarily stopped inside
the penalty area, takes place on the penalty area line parallel to the goal line at the
point nearest to where the ball was located when the play stopped.

1 No goal can be scored direct from a dropped ball.
1 There is no offside
Free Kick

1 Afree kick is awarded to the opposing team if the goalkeeper:

1 Takes more than 6 seconds to release the ball from his/her hands

1 Touches the ball again with his/her hands after it has been released from his/her
possession and has not touched any other player

1 Touches the ball with his/her hands after it has been deliberately kicked to him/her
by a team mate

1 Touches the ball with his/her hands after he/she has received it directly from a
throw in taken by a team mate For all these offences, the free kick should be taken
from the penalty area line, parallel with the goal line, at the nearest point to the
offence.

i For all free kicks opponents must be 5 yards from the ball

Penalties
91 All players except the defending goalkeeper and kicker must be outside the penalty
area and at least 5 yards from the penalty mark.

1 The ball must be kicked forward.
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Scoring

Team Winners
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Throw In
1 The role of the referee is to also allow young players to learn the game. This may
involve letting players take throw-ins again, if incorrect technique is used.
The referee should ensure the same player attempts a second time, with guidance and help
from the match official.

Goal Kick
1 Opponents must retreat to their own half until the ball is in play.
1 The defending team does not have to wait for the opposition to retreat and has the
option to restart the game before should they choose to.
1 The ball is in play when it is kicked directly out the penalty area.

Corner Kick
1 The opposing players must remain at least Syards from the ball until it is in play.
1 The kicker may not touch the ball again until it has touched another player. If he/she
does, a free kick is awarded against them.

Substitutions
1 Three substitutes shall be permitted at any time during the game, with the referee’s
permission.

i Players may re-enter the game and all substitutes must have a period of play.

I Teams will receive 4 points for a win, 2 points for a draw, 1 point for a 0-0 draw and
no points for a loss.

1 The team with the highest number of points at the end of all matches will be the
winners.
1 Inthe event of a tie between two teams the winner will be decided by the following:
0 The team with the best goal difference.
o If goal difference is equal the team scoring the most goals.
o Kicks from the penalty mark will take place

Leap’
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Golf

Format | Tri-Golf

Team Format

No. of Teams | 16
Team Numbers | 10 - 5 boys and 5 girls
Age | Year3 &4
Gender | Mixed

Competition Format
Duration | 5 minutes per skill station

1 Teams rotate around 8 skill challenges
Bullseye

Dominoes

Drive for show, putt for dough
Finders keepers

Grand National

Tunnel ball

Zone ball

Down the middle

ONoOkWNE

**descriptions of each station can be found here

Scoring 9 Individuals will be awarded 1,5 or 10 points at each station
i Scores from each individual will be added together to give the team score
Team Winners The team with the highest score after completing all stations is the winner

If there is a tie between two teams...
0 a station will be set up for the teams to have a play off

=a =
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// Gymnastics

Format Key Steps

OPEN ENTRY
Team Format

No. of Teams | 8
Team Numbers | 6, 3 for floor routines and 3 for body management routines
Age | Year 3/4 and 5/6
Gender | Mixed

Competition Format

Space Required | 1m x 6m floor area

1 Competition will consist of 3 main elements
1. Floor routine - choose 3 team members who are able to do basic
gymnastics skills
2. Body Management Routine- choose 3 team members who have good co-
ordination, good core stability and show good flexibility
3. Vaulting - all 6 team members will perform
For the floor routine teams will be:
Judged one at a time
The routine needs to be learned and must be performed in the correct order with no
prompting. Use picture resources for them for them to study at home or in lessons.
1 A skipping rope will be required for body management (this should ideally be double
the length from hip to foot.)

=a =& =9

Compulsory Skills for Floor Routine

Stand arms at sides & step forward lifting arms upwards
Forward Roll to stand

Three travelling steps (these can be skips, steps)
Arabesque (balance with back leg extended)

% Jump Turn (legs together and straight)
Backward roll onto knees

Front support & press up

Turn through side support to back support

Roll back to shoulder stand, then roll to stand
Turn and Cartwheel

=4 =8 =4 -0-0-8_-9_-9_-9_-°

Compulsory Skills for Body Management Routine

Single bounce skips with rope x 5 (legs together)

Tucked dish with one leg extended out and then swap once.

Sit in pike and lift bottom off leaning forwards (Towards half lever)
Towards japana (straddle lowering chest towards floor)

Join feet lie back and roll over into arch on front (arms in front and legs together
and straight)

Front support lower to floor

Splits forwards, side and forwards (other leg in front)

Shoulder flexibility (cat stretch)

Stand and broad jump, forwards and upwards.

Present

=A =4 =8 -8 =4

E R E EE ]
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Scoring

Vaulting
Pupils will be allowed 2 attempts at the vault of their choice and the best one will count, if
the pupil approaches the vault and does not touch it they will be given a 3" attempt.

With vaulting box and springboard (Step 2 — Vault ‘A’)

Run and take off from one foot to jump onto springboard with two feet and immediately jump
to squat onto vaulting box placed lengthways. Stand, walk to end of apparatus and perform
straight or tucked jump to land on floor mat with two feet, hold landing shape for 2 seconds
and then stand and lift arms up to present

OR

With vaulting table and no springboard (Step 2 — Vault ‘B’)

Run and take off from one foot to jump onto floor with two feet and immediately jump to
squat onto vaulting table placed lengthways. Stand, walk to end of apparatus and perform
straight or tucked jump to land on floor mat with two feet, hold landing shape for 2 seconds
and then stand and lift arms up to present

**please note that if you have never used a springboard with your students during school
lessons they will be unable to use the springboard at this competition due to health and
safety. See registration form.

I Teams are judged as individuals so the team will receive a mark out of a possible 30
points based on each performer being judged out of 10 points.

i This score is based on the performance of their skills e.g. ability to perform the skill,
stretch before & after skills, straight legs & pointed toes, height in jumps, how long
they hold the skill for etc.

1 The team with the highest score combined after each element will be the winner.

All participants should wear their PE kit to take part in this competition

Leap’
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HANDBALL
Handball

Format @ Primary Festival
Team Format

No. of Teams | 16
Team Numbers | 5
Age  Year 5/6
Gender | Boys & Girls

Competition Format

Court size | Half a handball court

Duration | 8 minutes 1-way for the games
**please note times may be subject to change dependant on team entries

9 This event will run in two stages:
1. Skills and coaching session
2. Mixed team games - during this session all teams will be mixed and will
play coached games
1 The skill session in the morning will consist of stations that teams will rotate around
1. These stations are still tbc
1 During the games we will be mixing teams up so that you are not playing as your
school. The games will be coached and will follow these rules:
1 The two teams compete against each other, passing the ball amongst themselves,
with the aim of shooting at the opponents’ goal to score.
No body contact is allowed.
Players can only stand stationary with the ball for three seconds.
Players can only move while carrying the ball for three steps.
Only the goalkeeper should play in the D. A defender entering the D results in a
penalty while an attacker entering the D the goalkeeper wins the ball.

E ]

Team Winners | This is not a competition and there will be no winners
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Format

Team Format

No. of Teams
Team Numbers
Age

Gender

ENGLAND
HANDBALL

National Schools

8

12 with 6 playing at any one time plus 1 goalkeeper
U13 & U15
Boys & Girls

Competition Format

Duration

Scoring

Team Winners

8 minutes 1-way, with 2 minute change over
**please note times may be subject to change dependant on team entries

1

E R EEE]

= =2 =8 =8 -4 =9

This competition will consist of 3 separate events:

1. U13 Boys
2. U15 Boys
3. U15Girls

The principle of a round robin format or appropriately sized pools leading to a
knockout in the later stages will be followed, depending on the number of teams
entered.

Teams of 7 consists of 6 outfield players and 1 goalkeeper

Only the goalkeeper is allowed in the ‘D’.

If an attacker enters the ‘D’ the goalkeeper restarts play.

If a defender enters the D a penalty is awarded to the attacking team.

The 9m line is considered the foul line and any foul committed within the 6m to 9m
areas will be reset on the 9m, dashed line. The defenders will be told to start back
to the 6m line to ensure they are 3m away from the spot of the foul throw.

No pass backs to the goal keeper

Although a form of contact is allowed, any aggressive contact will be penalised.
An attacking player cannot charge through a defending player

Only 3 seconds allowed when holding the ball .

Free throws are taken from the position of infringement, after waiting for a whistle.
Defending players must be 3m away, and you can score directly from a free throw
but without jumping.

A penalty throw is taken from the 7m line (official court). One foot must remain on
the floor at all times. The keeper can stand anywhere behind the 4m line and can
move before the throw is taken.

Teams are not allowed to individually mark a single opposition player. If one player
man marks then the rest of the team must implement a man-to-man defence.
Teams must defend in 2 lines: Clarification — Teams are not allowed all their players
around the goalkeeper area in a 6:0 defence.

Teams will be awarded 3 points for a win, 2 points for a draw and 1 point for a loss

The team with the highest number of points at the end of all matches will be the
winners
In the event of a tie between two teams the winner will be decided by the following:
0 Head to head result
0 Goal difference
0 Penalties

**The winning team from the L3 county round will then go on to represent the County at the Regional

round. Dates and Venue TBC.
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Hockey

Format | Quicksticks
Team Format

No. of Teams | 10
Team Numbers | 6 with 4 playing at any one time - 2 boys and 2 girls
Age | Year 3&4 / 5&6
Gender | Mixed

Competition Format

Pltch Size | 1/8 hockey pitch
Goal Size | Quicksticks goals/Samba Goals
Duration | Games will be played in thirds of 5-7 minutes.
**please note times may be subject to change dependant on team entries
1 Festival will be played in a round robin format.
I Quicksticks is played with four people on each team
1 no_goalkeeper for year 3&4

Starting and re-starting
9 It starts with one team being given a centre pass (taken from the centre of the pitch)
which can be passed in any direction, once the umpire has blown a whistle.

1 Acentre pass is also taken at the start of each period of the game.

1 When a centre pass is taken at the start or re-start of the game, each team must be
positioned in their own half of the pitch and the opposing players must be a
minimum of 3m from the ball until the ball is played.

Free Pass

1 Afree-pass is given when an offence occurs. For all free-passes, the ball must be
taken from where the offence took place. Until the free-pass is taken, all players
from the opposing team must be 3m away from the ball.

Scoring 1 A goalis scored when the ball has been struck or deflected off a player’s stick rom
within the shooting area (circle), and it crosses completely over the goal-line
between the goalposts and under the cross-bar.

1 A penalty goal will be awarded if a defending player deliberately stops a ball from
crossing the goal-line with their feet or body.
1 Teams will be awarded 3 points for a win, 2 points for a draw and 1 point for a loss

Team Winners 1 The team with the highest number of points at the end of all matches will be the
winners
1 Inthe event of a tie between two teams the winner will be decided by the following:
1. Head to head result
2. Goal difference
3. Penalties
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Netball

Format

Team Format

No. of Teams
Team Numbers
Age

Gender

NETBAN

High 5

8

Minimum of 7, maximum of 9 - only 3 boys per team
Year5& 6

Mixed

Competition Format

Court Size
Post Height
Ball Size
Duration
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Full netball court
oft

4
15 minute matches; 6 minutes each way; 1 minute half time; 2 minute change over
**please note times may be subject to change dependant on team entries
The Players
I The court is divided into thirds and players are allowed in the following areas:
1 GS & GA Their own shooting third, shooting circle and centre third but not end third.
1 C All thirds but not in the shooting circles.
1 GD & GK Their opponents shooting third, shooting circle and centre third but not

end third.
Rotation
i1 England Netball rotation sheets should be completed before taking part in matches
or festivals

1 All teams must rotate players at half time and full time for each game
Those teams who do not rotate accordingly will forfeit the game

Start of play
I Team captains toss a coin to determine who takes the first Centre Pass.
I Subsequent centre passes must be taken alternately.
i1 Play is started by a pass from the C, who stands with both feet in the centre circle.
i1 Atthe start of play, the GS, GA, GD and GK may be anywhere in the goal third,
which is part of the playing area.

1 The opposing C shall be in the centre third and free to move.

1 When the umpire blows the whistle, the Centre must pass the ball within 4 seconds
and obey the Footwork Rule.

1 The ball must be caught or touched in the centre third.

1 Everyone must observe the 1m Distance Rule.

Leap’
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1

a player may receive the ball with one foot grounded or may jump to catch and land
on one foot. While that landing foot remains on the ground the other foot may be
moved in any direction and any number of times, pivoting on the landing foot if
desired. Hopping is not allowed.

A player may receive the ball while both feet are grounded, or may jump to catch
and land on both feet simultaneously. The player may then choose to move either
foot, and the remaining foot shall then be considered to be the landing foot.
Penalty: Free Pass

Playing the ball

1

1

A player must:
o Pass or shoot within 4 seconds

0 Obey the footwork rule

A player must not:
o Deliberately kick the ball
Bounce the ball more than once
Hand or roll the ball to another player
Place their hands on a ball held by an opponent
Throw the ball while sitting/lying on the ground
Use the goalpost as a support in receiving a ball going out of court to gain
balance
Throw the ball over a complete third without it being touched or caught by
another player in that third.
o Regain possession of the ball, having dropped or thrown it, before it has
been touched by another player

O O O0OO0Oo

o

Defending, obstruction and contact

il
il
)l
)l

Scoring 1

Team Winners 1
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Players must be at least 1m away from the person with the ball.

Defending the ball in a player’s hand by outstretching the arms is not permitted.
One jump to intercept a throw or shot is permitted, provided the player is at least 1m
away.

Arms may only be raised as part of the vertical jump in an attempt to intercept the
ball.

Jumping up and down in front of a player is not permitted

Teams will be awarded 5 points for a win, 3 points for a draw and 1 point for a loss

The team with the highest number of points at the end of all matches will be the

winners

In the event of a tie between two teams the winner will be decided by the following:
o Goals for vs goals against i.e. goal difference
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Team Format

Format

No. of Teams
Team Numbers
Age

Gender

7 a-side

8

England
netball

10 with 7 playing at any one time

Year 7

Girls

Competition Format

Court Size
Post Height

Ball Size
Duration

Scoring

Team Winners
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Full netball court

10ft
5

15 minute matches; 6 minutes each way; 1 minute half time; 2 minute change over
**please note times may be subject to change dependant on team entries

f
f
1

= =

Play is started with a centre pass which must be caught or touched in the centre
third.

A player must pass or shoot within three seconds and obey the footwork rule.

A ball is out of court when it, or a player touching it, touches the ground or an object
outside the court. The line counts as part of the court. If the ball hits the post and
bounces back into court, it is still in play.

The throw-in is taken at the point where the ball crossed the line. Any player
allowed in that part of the court may take the throw-in and must stand outside the
court with both feet behind the line.

Obstruction

Player with ball: the nearer foot of the defender must be 0.9m (3ft) feet from the
landing foot of the player with the ball, or the spot where the first foot had landed if
one has been lifted. The defender may jump to intercept or defend the ball from this
0.9m (3ft) feet distance.

Player without ball: the defender may be close, but not touching, providing that no
effort is made to intercept or defend the ball and there is no interference with the
opponents throwing or shooting action

A player is offside if she/he enters any area of the court in which she/he is not
allowed.

Teams will be awarded 5 points for a win, 3 points for a draw and 1 point for a loss
The team with the highest number of points at the end of all matches will be the
winners

In the event of a tie between two teams the winner will be decided by the following:
o Goals for vs goals against i.e. goal difference
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Rounders

Format | 9 a-side
Team Format

No. of Teams | 8
Team Numbers | 11 with 9 playing at any one time
Age | Year 9
Gender | Girls

Competition Format

Duration | An inning will last 20 good balls

1 One team bats while the other team fields and bowls (2 innings in total)

1 The bowler bowls the ball to the batter who hits the ball anywhere on the Rounders
pitch.

I The batter then runs to as many posts as possible before the fielders return the ball
to touch the post the batter is heading for.

i If the batter hits the ball backwards then they must wait at first post until the ball
returns to the forward area.

A batter is out when..
1 The fielding team catch the ball hit by the batter before it touches the ground or

1 By the fielding team touching the post the batter is heading to with the ball before
the batter reaches it.

A team is out when..
T There is no-one left to bat

Scoring i  If the batter reaches the 2nd or 3rd post in one hit, the batting team scores %2
Rounder. If the batter reaches 4th post in one hit, the batting team scores a
Rounder.

1 Teams will be awarded 3 points for a win, 2 points for a draw and 1 point for a loss

Team Winners 1 The team with the highest number of points at the end of all matches will be the
winners
1 Inthe event of a tie between two teams the winner will be decided by the following:
0 Head to head result
o Points difference
o Points scored

Page | 36 L ea p’

Getting more people active for life



SANES
4

Rugby

o

ENGLAND
RUGBY

Format | Megafest

OPEN ENTRY
Team Format

No. of Teams | 24

Team Numbers | Max squad of 12 with 7 playing at any one time, minimum of 3 girls
Age  Year 5/6
Gender | Boys & Girls

Competition Format

Court size | Half a rugby pitch

Duration | 10 minutes 1-way for the games
**please note times may be subject to change dependant on team entries
The principle of a round robin format or appropriately sized pools will be followed,
depending on the number of teams entered.

1 When playing Tag Rugby all players wear a tag belt, which has two ribbons (tags),
attached to it with Velcro.

i1  The belt is worn around the waist and on the outside of the clothing. Shirts should be
tucked in.

1 The tags are positioned on either side of the hips and teams are distinguished by the
colour of the tags they wear.

1 The object of the Game is to score a try by placing the ball with downward pressure on
or behind the opponents’ ‘goal line’.

1 The ‘Tackle’ (Tag)

1  Only the player with the ball can be ‘tackled’ (tagged), and a tag is simply the removal
by a defender of one of the two ribbons from the ball carrier. Ball carriers can run or
dodge potential taggers but cannot fend them off or guard or shield their tags in any
way.

i1  The defender then holds the tag above their head and shouts “tag” for all to hear.
Defenders are not allowed to snatch the ball from the player’s hands.

1 Once tagged the player in possession of the ball must attempt to stop as soon as
possible and pass the ball within 3 seconds of being tagged. Even at full pace the ball
carrier will be expected to stop in 3 strides.

i1 Players are only allowed one step to score a try after being tagged.

Note: players can pass in the act of stopping.

1 Immediately after the pass has been made the defender must then present the tag
back to the tackled player. The defender can take no further part in the game until
they have returned the tag.

1 No player can take any further part in the games without both tags properly in place on
their belt.

i1  There should be no tags on the floor at any time.

Offside
1 Once atag has been made all defenders must make an effort to get back on their side

of the ball and not deliberately stand offside blocking the pass or waiting for the
interception. Offside is penalised by awarding a free pass to the non-offending team.
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// Kicking
1  There will be no kicking allowed and no conversions.
Restarts
i1 There will be no scrums, a free pass will restart for all infringements including:
1 Knock-on, forward pass.
91  All other restarts will take the form of a free pass. At a free pass the opposition must

be 7m back.

Substitutions

T
f

Team Winners g
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Roll on substitutions can be made.
No ‘handoffs’ or ‘spinning’ are permitted in the game of tag rugby

This is not a competition and there will be no winners
We will be awarding fair play awards to those teams who display the school games
values throughout the festival.
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RUGBY
Rugby

Format | Touch
OPEN ENTRY

Team Format

No. of Teams | 16
Team Numbers | 12 with 6 playing at any one time
Age | Year7&8
Gender | Girls

Competition Format

Pitch Size | 60 x 40

Duration | 6 minute halves; 1 minute half time
**please note times may be subject to change dependant on team entries

Passing
1 The ball must be passed backwards or directly sideways at all times. A forward
pass results in a penalty to the other team.
1 Atouch and pass, when a touched player passes the ball after the touch, results in
a penalty.

The Touch

i Atouch can be made on any part of the body, ball, clothing or hair. Minimum force
is to be used at all times. The team in possession is entitled to six touches.

Rollball

i Restarts play from a touch, the player on the mark and facing their opponents’
defending line rolls the ball backwards between their feet a distance of not more
than one metre.

i This player may not pick the ball up. The player picking it up is the dummy half.

The Dummy Half:
I The dummy half is the player who picks up a rollball but may not score.

Offside
1 An attacking player is offside when forward of another attacking player who either
has possession or who last had possession of the ball.
1 A defending player is offside when not retreating 5 metres for a rollball or 10 metres
for a penalty or restart of play.
1 Defending players cannot move forward until the dummy half has touched the ball.

The Tap

i The tap restarts play from a penalty, the ball being placed on the ground at the
mark, where the touch was made, releasing it from both hands and tapping it with
either foot a distance of not more than one metre before picking it up cleanly.

1  Any player from the attacking team may take the tap.
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1 A change of possession occurs when
o The ball is dropped to ground.
The dummy half is touched while in possession.
The sixth touch occurs.
The dummy half places the ball on or over the scoreline.
A rollball is performed incorrectly.
A tap is performed incorrectly.
The player in possession steps on or over the touchline
At a change of possession play is restarted with a Rollball.

OO O0OO0OO0OO0Oo

Penalty
1 When a player/team is penalised the opposition restarts play with a tap taken at the
mark, the defending team retiring ten metres from the mark. Play restarts with a tap
when the following infringements occur:
o Forward pass.

Touch and pass.

Performing a rollball prior to a touch being made.

Performing a rollball off the mark.

Using more than the minimum force to affect a touch.

Defenders offside at the rollball (5 metres).

Defenders offside at the tap (10 metres).

Incorrect substitution

Falsely claiming a touch

Misconduct

Playing more than the allowable number of players

Deliberately delaying play

Obstruction - defending players must not obstruct/interfere with attacking

players supporting the ball carrier.

OO0 O0O0OO0OO0OO0OO0OO0OO0OO0OOo

Substitutions
1 Teams may interchange players at any time but substitutes may not enter the pitch
until the replaced player comes off and must start in an on-side position.
1 The only exception is following a touchdown, when players may change over
without having to wait for the substituted player to leave the pitch.

Defence dropping 10m
i1 The defending team will have to retreat 10 metres, in a straight line, from the team
with the ball at the start of the game and after a penalty (tap ball).
i1 If the defending team concedes a penalty, the referee will insist they are back the
full 10 metres and will call the players back until satisfied.

Scoring i A point is awarded when a player places the ball on or over the score line before
being touched.

Team Winners 1 The team with the highest number of points at the end of all matches will be the
winners
1 Inthe event of a tie between two teams the winner will be decided by the following:
0 Head to head result
o Points difference
o Points scored
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,/ Softball

Format

OPEN ENTRY
Team Format

No. of Teams
Team Numbers
Age

Gender

Baseball - &
Softball/<

Pl Al/éd I every park.

Slow Pitch

8

12 with 10 playing at any one time at leas 3 are girls
Year 9 & 10

Mixed

Competition Format

Duration

Scoring

Team Winners
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Inning complete when all players from each team have batted
Games can have as many innings as time allows

= =

1 The game is played on a diamond shaped infield with bases set 65 feet apart at
right angles to one another.

9 Fielders spread themselves about on the playing area, covering all of the bases and
the outfield area too.

1  The batter stands next to the home plate and the ball should be pitched underarm
in an arc that reaches the batter between knee and shoulder height as it passes
over home plate.

1 A pitch that passes through this area with the batter swinging or is swung at and

missed or swung at and hit into foul territory is a strike.

A pitch that misses this area without being swung at is a ball.

Three strikes and the batter is out. Four balls and the batter advanced to first base.

If the ball is hit into the playing area (between first and third bases), then the batter

must run towards first base.

If a fielder catches the ball before it has landed, then the batter is out.

The fielding team must retrieve the ball and throw it to a fielder on a base towards

which the batter or another runner is advancing.

9 If the ball is caught by the fielder who is in contact with the base before the batter or
runner arrives, then the player attempting to reach that base is out.

1 A player may also be out if they are tagged with the ball, whilst not in contact with a
base.

1 Arunis scored by the batting team, when a batter reaches first base, advances to
other bases, not necessarily in one play, and back to home base where they started

= =4 =4

= =4

out from.

1 Arunis scored when the batter touches bases one to four consecutively — not
necessarily all in one go

1 The team who has scored the most runs at the end of a match will win.

I Teams will be awarded 3 points for a win, 2 points for a draw and 1 point for a loss

1 The team with the highest number of points at the end of all matches will be the
winners

1 Inthe event of a tie between two teams the winner will be decided by the following:

0 Head to head result
0 Runs conceded

Leap’
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Format

Team Format

No. of Teams
Team Numbers
Age

Gender

8

4 - 2 boys and 2 girls
Year5& 6

Mixed

Competition Format
The event is divided into 2 stages.

Scoring

Team Winners

Page | 42

Stage 1- Rebound/Racket School

School groups work together in a series of solo, pair and team rebound & racket
skills/confidence building activities.

Stage 2- Round Robin

Participants are placed in mixed school groups of 8 based on ability.
Each participant will play a timed match against every player in their group- 7 matches per

person.

The Serve/start of the game)

1

f
f
1

=a =8 =9
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Spin the racket to decide who serves first. The server selects to serve from the right
or left service box.

A serve should hit the front wall directly, above the service line.

The first bounce should land on the opposite side of the court.

The server can choose to stand in the service box or just in front of the service
box/short line).

The serve can be started with a ball toss or a bounce on the court floor.

Only 1 serve *

The rally continues with alternating returns. After the service the ball can hit any
wall first but must reach the front wall.

If the server wins the rally, the server continues to serve but alternates between left
and right sides.

Winning the point, wins/keeps the serve. The incoming server selects which side of
the court to start serving from.

A point is awarded for every rally won.

The point is lost if the ball hits the tin / out boundary line or bounces twice.*
2 non-playing students take on the role of referee and marker.

The servers score is called first followed by the returners.

When time is called, the marker shouts, ‘Last Rally!’

Every point will be counted toward an overall team total.

Team with the highest number of points is the winner

In the event of a team tie, the winning team will be decided by head to heads and
point difference.

Leap’
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/ Swimming

Format

Aquasplash Festival

Team Format

No. of Teams
Team Numbers
Age

Gender

Competition Format

Scoring

Team Winners
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8 - 4 boys and 4 girls
Year 5 & 6 (+7 MLD)

9 The festival consists of 10 events:

Boys 25m Freestyle
Girls 25m Freestyle
Boys 25m Breaststroke
Girls 25m Breaststroke
Boys 25m Backstroke
Girls 25m Backstroke
Boys 4 x 25m Medley Relay
Girls 4 x 25m Medley Relay
The Medley may include a length of fly - the decision will be made by
the competition lead on the day

9. Boys 4 x 25m Freestyle Relay

10. Girls 4 x 25m Freestyle Relay
Each swimmer will compete in a Backstroke, Breaststroke and Freestyle 25m race
and also a relay.
Swimmers are numbered 1-4 for each race so for example the first race will
comprise of the No.1 boy from each team.
Rules such as two handed touches and simultaneous leg kick in breaststroke
should be followed, however it must be recognised that some swimmers will be
physically unable to achieve these.
Races may start from a dive - the decision will be made by the competition
lead on the day.

ONoghWNE

Individuals will be awarded 1 point for first, 2 points for 2nd, 3 points for 3rd and so
on.
Individual points will be added together to give a team score

Team with the lowest cumulative score at the end wins

Leap’
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Team Format

No. of Teams | 8
Team Numbers 4
Age | Year 9
Gender | Boys

Competition Format
Duration | Best of 3 games

I Toss a coin to decide who serves first, or to start play at either end of the table.
1 The player serving first in a game receives first in the next game.
1 Inservice the ball bounces on the servers side first.
i Alternate serves every two points, unless both players have scored 10 points, in
which case service changes every point.
Scoring Best of three games to 11 points.
Players have to win by two clear points.
Each player strikes the ball after it has bounced once on their side of the table, to
clear the net and land on the opponent’s side.
1 A point is won/lost when a player misses the ball, the ball bounces twice, the ball
does not land on the table or does not clear the net.
1 How are team points collected?

=a =4 -9

Team Winners
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BRITISH
TRIATHLON

c A)
S

/ Triathlon

Format | Time Trial
OPEN ENTRY

Team Format

Team Numbers | 8 - 4 boys and 4 girls
Age | Year 5&6
Gender | Mixed

Competition Format

Duration | 10 minutes per event; 1 hour 15 minutes in total

1 The competition will have 3 different stages:
0 Swim

Each team will have 10 minutes to complete as many laps of the pool as possible.
This will run as a relay with the first team member swimming 25m, then the next
and so on.
Each team member must swim at least once and then following this they must
rotate swimmers every 25 metres.
**all participants must be able to swim at least 25m.

15 minute transition

o Bike
Each team will have 10 minutes to travel as far as possible using a static bike.
The first 4 team members will cycle for 2-3 minutes and then the next 4 will cycle
the next 2-3 minutes and so on.
Those who are not cycling will be waiting in a holding pen.
**bikes will be provided as we will be using static bikes

15 minute transition

0 Run
Each team will have 10 minutes to run as far as possible.
The first member of the team will run 100m followed by the next member of the
team in a relay format.
Each team member must run at least once and ten following this they must rotate
runners every 100 metres.

Scoring 1 Following completion of all 3 events the total distance covered by your team will be
added together.
Team Winners 1 The team who has travelled the furthest during the allocated time will be the
winners.
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” Triathlon

Format | Time Trial
OPEN ENTRY

Team Format

Team Numbers | 6
Age | Year 7&8/9 &10
Gender | Boys & Girls

Competition Format

Duration | 15 minutes per event; 1 hour 30 minutes in total

1 The competition consists of 4 separate events
1. Year 7 & 8 boys
2. Year 7 & 8qirls
3. Year 9 & 10 boys
4. Year 9 &10 girls

1 The competition will have 3 different stages:
0 Swim

Each team will have 15 minutes to complete as many laps of the pool as possible.
This will run as a relay with the first team member swimming 50m, then the next
and so on.
Each team member must swim at least once and then following this they must
rotate swimmers every 50 metres.
**all participants must be able to swim at least 50m.

15 minute transition

o Bike
Each team will have 15 minutes to travel as far as possible using a static bike.
The first 3 team members will cycle for 2-3 minutes and then the next 3 will cycle
the next 2-3 minutes and so on.
Those who are not cycling will be waiting in a holding pen.
**hikes will be provided as we will be using static bikes

15 minute transition

0 Run
Each team will have 15 minutes to run as far as possible.
The first member of the team will run 200m followed by the next member of the
team in a relay format.
Each team member must run at least once and ten following this they must rotate
runners every 200 metres.

Scoring 1 Following completion of all 3 events the total distance covered by your team will be
added together.
Team Winners 1 The team who has travelled the furthest during the allocated time will be the
winners.
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Tennis
Format

Team Format

No. of Teams
Team Numbers
Age

Gender

LTAI

BRITISH
TENNIS

Mini Red

8

4 - 2 boys and 2 girls
Year3&4

Mixed

Competition Format
Badminton court

Court Size
Net Height
Tennis Racket
Duration
Duration

Scoring

Team Winners
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23"

Indoors - sponge; Outdoors - red felt
Matches will be times which will be dependant on the number of teams entered

1
T

The serve is decided by a ‘toss’ at the start of the match. The nominated person
serves for the first point, it then alternates every two points.

When serving, players should stand behind the baseline and the ball must not be
bounced before being hit.

The serve can be hit over or underarm and should be hit diagonally, landing in the
diagonally opposite service box.

Mini Tennis Red uses simple numbered scoring (1-0, 2-0, 2-1 etc.) rather than
traditional tennis scoring (15, 30, 40 etc.).

Teams are awarded 3 points for a win, 2 points for a draw and 1 point for a loss

The team with the highest number of points at the end of all matches will be the
winners
In the event of a tie between two teams the winner will be decided by the following:
0 Head to head result
o Points difference
o Points scored

Leap’
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Team Format

Format

No. of Teams
Team Numbers
Age

Gender

LTAI

BRITISH
TENNIS

Mini Orange

8

4 - 2 boys and 2 girls
Year5 & 6

Mixed

Competition Format

Court Size
Net Height
Tennis Racket
Ball Used
Duration

Scoring

Team Winners
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18m x 6.5m - shortened by orange lines

80cm

23"-25"
Orange

Matches will be timed which will be dependant on the number of teams entered

1
f
)l

The serve is decided by a ‘toss’ at the start of the match. The nominated person
serves for the first point, it then alternates every two points.

When serving, players should stand behind the baseline and the ball must not be
bounced before being hit.

The serve can be hit over or underarm and should be hit diagonally, landing in the
diagonally opposite service box.

Mini Tennis Orange uses simple numbered scoring (1-0, 2-0, 2-1 etc.) rather than
traditional tennis scoring (15, 30, 40 etc.).
Teams are awarded 3 points for a win, 2 points for a draw and 1 point for a loss

The team with the highest number of points at the end of all matches will be the
winners
In the event of a tie between two teams the winner will be decided by the following:
0 Head to head result
o Points difference
Points scored

Leap’

Getting more people active for life



\



