CITY OF SUNDERLAND SCHOOL SPORT PARTNERSHIPS
PRIMARY SCHOOL YEAR 3 AND YEAR 4 MIXED MULTI SKILLS FINAL 2011
WEEK COMMENCING 16 MAY 2011
Introduction
The Sunderland School Sport Partnership Year 3 and Year 4 Multi Skills Final will see teams compete in different timed challenges based on Agility, Balance, Coordination and Accuracy. All challenges have been taken and adapted from the Tyne and Wear Virtual League Key Stage One Multi Skills Test document which can be found on: http://www.tynewearsport.org/microsites/virtual-league-home/virtual-sports/multi-skills-ks1
Teams
10 in a team, 5 boys and 5 girls

Format

10 Activity Stations and 2 rest stations, each team allocated a station to start at and rotate to next activity until all are complete.

Each school will be given their own score sheet. At each station teacher gives the score sheet to sports leader and at end of the activity sports leader enters score and returns the score sheet to the teacher.
Teams will receive 2 minutes practice time – whistle to indicate start and finish.

Teams will have 2 minutes actual scoring time - whistle to indicate start and finish.

Teams will have a 2 minute change from one activity station to the next.
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Multi Skills Individual School Score Sheet

	School Name: 



	Activity
	Points

	Zig Zag Run

1pt for each successful run from start to finish.

Runner must return to start before next runner can go.

Only completed runs score, if at the end of time the runner is at cone 2 there is no score.
	

	Static Jumping

1pt for each successful static jump landing on each spot.

Jumper must reach finish spot before next jumper can go.

On landing on the spot jumper must have feet together.
	

	Gallop and Side Step

1pt for each successful run from start to finish.

Runner must reach finish cone before next runner can go.

Only completed runs score, if at the end of time the runner is at cone 2 there is no score.
	

	Under arm serve

5pts closest hoop, 10pts furthest hoop. 

Each person serves / throws underarm and fetches own ball / bean bag back to start.
	

	Serve and Send

2pts = 1yd wide cones, 1pt = 2yrd wide cones.

Each person throws / slides bean bag underarm and fetches bean bag back to start.
	

	Shuttle Run

1pt for each successful run from start to finish.

Runner must reach finish cone before next runner can go.

Only completed runs score, if at the end of time the runner is at cone 2 there is no score.
	

	Run, Jump and Balance

1pt = 1yd spot, 2pts = 2yrd spot, 3 pts = 3yd spot.

Jumper must take at least a one step run up.

Jumper must return to start before next jumper can go.

On landing on the spot jumper to hold balance by counting one and, and then leave the spot, this shows the balance has been held.
	

	Hop, Drop and Pick up

1pt for each successful bean bag dropped and picked up.

Hopper must reach finish spot before next before next hopper can go. Only completed circuits score, if at the end of time the hopper is on the course there is no score.
	

	Over arm serve

5pts closest hoop, 10pts furthest hoop. 

Each person serves / throws over arm and fetches own ball / bean bag back to start.
	

	Kick and send

2pts = 1yd wide cones, 1pt = 2yrd wide cones.

Each person kicks ball and fetches own ball back to start.
	

	Total Points


	


