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Tyne and Wear Virtual League – Helpful Hints Sheet

Options to do skills as a group or as individuals.

Individuals – young people can compete against themselves and try to better their score.

Groups/Classes – can compete against each other (intra competition).
Class Management

Example for a class of 30 - Set one activity up x 3. Put children into groups of 5. At each station have 10 children with 5 doing the activity and the other 5 scoring. 
Agility One – Zig Zag Run / Agility Two – Gallop and side step / Agility Three – Shuttle Run

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.
Balance One – The Stork

Buddy the children. Teacher to count out seconds.

Buddy to remember the number the foot was put down.

At end of time stand the children into the appropriate bands to make the adding up of points easier.
Balance Two – Run, Jump and Balance
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, idea is for jumper to land and count, one and, and then leave the spot, this shows the advanced counter balance has been held.

Balance Three – Hop, Drop and Pick Up

Hopper must return to start 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.

A group with an odd number means that for each turn they will alternate between picking and dropping.

Balance Four – Static Jumping
Jumper must return to start before next jumper can go.

On landing on the spot jumper to hold balance, idea is for jumper to land and count, one and, and then leave the spot, this shows the balance has been held.

Coordination and Accuracy One – Underarm Serve / Coordination and Accuracy Two – Over arm Serve / Coordination and Accuracy Three - Serve and Send / Coordination and Accuracy Four – Kick and Send
Individuals – serve/kick all three balls then retrieve own balls and repeat. To score the individual must return to the start before score can be registered. Therefore with say ten seconds to go the individual may only be able to serve/kick twice and get the balls back to the start before time elapses.

Groups – each person serves/kicks once and fetches own ball back to start before score can be registered.
Submitting Results

Log on to www.tynewearsport.org/virtualleague and go to submit results put in Username: league and Password: results. Complete the fields and enter your best score achieved per activity. If you re test then you can enter the new results and it will override the previous results.

Schools to submit results between September – April and then the top four schools per year group (1, 2, 3 and 4) will be invited to attend the City Finals week commencing 16 May 2011. 
