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Competition Quick Guide 
 

Sport Term Page 
Year 

1 2 3 4 5 6 

Athletics – Quad Kids Summer 4    

Athletics – Sportshall Autumn 5    

Athletics – Zones Summer 8    

Badminton Spring 10      

Basketball Autumn 11      

Boccia Spring 12    

Cheerleading Spring 13    

Cricket  Autumn/Spring/Summer 15     

Cross Country Autumn/Spring 18       

Cycling Summer 19       

Dance Autumn 20    

Dodgeball Autumn/Spring 21     

Football  Autumn/Spring 22     

Goalball TBC 25   

Golf Summer 26    

Gymnastics Spring 30     

Handball Autumn 40      

Hockey Autumn 41      

KS1 Festivals Autumn/Spring/Summer  43      

Kurling Autumn 44    

Netball Autumn/Spring/Summer 45      

Orienteering Summer 47      

Rounders Summer 48     

Rugby Autumn 50     

Table Tennis Autumn 53      

Table Top TBC 54    

Tennis Spring/Summer 55    

Ultimate Frisbee Summer 57      

Volleyball Spring 58      
 

Key: 
 

 No Competition 

 Town Competition 

 Town & County Competition 
  

 All of the enclosed rules will be used in this format at any county competitions 

 Please note, some rules may be adapted to fit in with time and space issues at local 
competitions 

 

SCHOOL GAMES ORGANISER CONTACT DETAILS 
 

Vicki Dockerill 
E-mail: vdockerill@denbighhigh.co.uk  

Tel: 07793 766064 

mailto:vdockerill@denbighhigh.co.uk
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GENERAL COMPETITION DETAILS 
 
Please find below the general rules which apply for all competitions.  The remainder of this booklet 
provides greater details on the format and rules of each individual competition.  Please retain this 
booklet for reference throughout the year.   
 
ENTRY & START TIMES 
 

 Entry to all competitions can be made via email or telephone on the details provided on page 
2 of this handbook. Deadline dates for competitions are normally 2-3 weeks before the 
competition takes place.    Please refer to the competition calendar for the start times of 
each competition.  Please could all schools arrange to arrive at least 15 minutes before the 
proposed start time in order to ensure that each competition starts and finishes on time.   

 

CLOTHING 
 

 All participants must wear their school kit and trainers unless otherwise stated.  For outdoor 
events, children should dress appropriate to the weather with warm clothing when it is cold 
and a sun hat when it is hot.  For indoor events, we suggest bringing warm clothing as sports 
halls can sometimes be cold!  All jewellery should be removed and either left at school or in a 
secure box with a teacher at the competition.  

 

CODE OF CONDUCTS & SPECTATORS 
 

 All schools will receive copies of code of conducts for participants, team managers, parents 
and spectators which must be adhered to at all competitions.  These relate to the School 
Games Agreement and Code of Conduct policy.  It will be indicated on all competition entry 
forms if spectators are allowed at events.  Unfortunately at some venues due to limited 
space or security restrictions, spectators are unable to attend. 

 

FIRST AID 
 

 All schools are responsible for their own first aid.  At most competitions there will also be a 
designated first aider and small first aid kit but the main responsibility lies primarily with the 
adult in charge of the team. 
 

RISK ASSESSMENTS 
 

 All schools will be provided with an event risk assessment for all competitions.  It is each 
schools responsibility to undertake their own risk assessment in order to attend an event. 

 

PHOTOGRAPHY 
 

 Each school is responsible for gaining photographic consent from parents/guardians for all 
School Games events.  If permission is not given then it is the school’s responsibility to 
inform the event organiser at that competition.  Please note that photographs taken during 
School Games events may be used for promotional purposes (including publication in 
newsletters, on social media (Twitter @LutonSchGames) and on websites). 

 

REFRESHMENTS 
 

 Children should bring some water with them to all competitions in order to keep hydrated 
during the competition.  No food or drink is provided at any of the competitions. 

 

TRANSPORT 
 

 Transport is not provided to any competition unless otherwise stated.  Schools will be 
required to arrange their own transport. 
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ATHLETICS (QUADKIDS) 
 
COMPETITION FORMAT 
 

QuadKids is a team based competition where each child completes four events.  There are three age 
group competitions – Years 1&2 (combined), Years 3&4 (combined) and Years 5&6 (combined). 
 
The four events for Years 1&2 and 3&4 are as follows: 
 

 50m sprint 

 300m (year 1&2) / 400m (year 3&4) run 

 Standing long jump 

 Mini vortex howler throw (run ups are allowed) 
 
The four events for Years 5&6 are as follows: 
 

 75m sprint 

 600m run 

 Standing long jump 

 Mini vortex howler throw (run ups are allowed) 
 
Teams for all age groups are to consist of 4 boys and 4 girls.  They will compete as a team with the 
scores over the four events added together to give the team an overall score.   Schools may enter 
more than one team into the competition if space allows.   
 
SCORING 
 

Each athlete competes in all four events.  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.  
 
The points from each event are added together to give a total score.   If an athlete misses an event or 
in the case of a race not finishing, the athlete would score zero points.  
 
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.   If an athlete records a time or 
distance above the upper end of the points scale, they will be given the maximum 100 points.  
 
PROGRESSION  
 

There is currently no progression for those competing in the Year 1&2 competition but the top two 
teams from the year 3&4 and year 5&6 competitions will be invited to represent Luton at the county 
quadkids athletics finals.  Details of the county finals will be given to the qualifying schools after the 
local rounds have been completed. 
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ATHLETICS (SPORTSHALL) 
 

COMPETITION FORMAT 
 

There are three age group competitions - Years 1&2 (combined), Years 3&4 (combined) and Years 
5&6 (combined).  
 
Years 1&2 – Teams to consist of 10 participants – 5 boys and 5 girls.  Schools may enter more than 
one team into the competition if space allows. 
 
For years 1&2, all members of each team will complete some or all the stations listed below 
(depending on the number of schools taking part): 
 

 Sprint/Shuttle Run 
o Each athlete will run a short distance which will be timed (kick boards will be used). 
 

 Hurdles 
o Each athlete will run a short distance over low hurdles which will be timed. 
 

 Standing Long Jump 
o Each athlete will be allowed a number of jumps on a long jump mat. Scores will be 

taken from the nearest point of the athlete’s body touching the mat to the start 
mark.  Athletes to start on two feet and land on two feet. 

 

 Speed Bounce 
o Each athlete will have one chance to complete as many jumps as possible on a speed 

bounce mat in 20 seconds. 
 

 Javelin 
o Each athlete will have a number of attempts at throwing a foam javelin. Distance will 

be recorded from the start line to where the javelin hits the floor. 
 

 Balance Beam 
o Each athlete tries to balance on a balance beam for as long as possible, up to 30 

seconds. 
 

 Target Throw 
o Each athlete stands behind a marker and throws bean bags at specified targets.  

Points are scored for throwing accuracy. 
 

 Vertical Jump 
o Each participant stands with their back, head and heels touching the wall, stretches 

their arms above their head and marks a point on the wall.  The participant then 
jumps from a standing position and touches the wall at the highest point they can. 

 

 Chest Push (Standing) 
o Each athlete stands behind the start line.  Both feet must remain on the floor as the 

athlete chest pushes a ball with two hands forwards.  Distance will be recorded 
where the ball hits the floor. 
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 High Stepper 
o Each athlete will run a short distance over a high stepper which will be timed. 

 

 Team Games 
o Athletes compete as a team in a variety of fun games with points awarded for the 

winning team in each game. 
 
These stations will be a mixture of scoring and non-scoring.   
 
Years 3&4 – Teams are to consist of 9 boys and 9 girls (this is to correspond with the county event).  
If schools are struggling with this number of children, please contact your School Games Organiser. 
 
There are two separate sportshall athletics events for this age group – one for schools in the North 
& West athletics zones and one for the schools in the South & East athletics zones.  These events 
will be followed by a Town finals event to determine the overall winner. 
 
Each athlete may compete in a maximum of two track and two field events. 
 
All of the stations below will be run at both the town and county sportshall athletics events: 
 
Track Events: 
 

 1 + 1 Lap Relay  - Each team requiring two boys and two girls 

 2 + 2 Lap Relay  - Each team requiring two boys and two girls 

 1 + 1 Lap Hurdles Relay - Each team requiring two boys and two girls 

 Obstacle Relay  - Each team requiring four boys and four girls 

 Over / Under Relay - Each team requiring four boys and four girls 

 4 x 1 Lap Relay  - Each team requiring four boys and four girls 
 
Field Events: 
 

 Chest Push  - Each team requiring three boys and three girls 

 Soft Javelin  - Each team requiring three boys and three girls 

 Speed Bounce     - Each team requiring three boys and three girls 

 Standing Long Jump - Each team requiring three boys and three girls 

 Five Strides  - Each team requiring three boys and three girls 

 Vertical Jump  - Each team requiring three boys and three girls 
 
Years 5&6 – Teams are to consist of 9 boys and 9 girls (this is to correspond with the county event).  
If schools are struggling with this number of children, please contact your School Games Organiser. 
 
There are two separate sportshall athletics events for this age group – one for schools in the North 
& West athletics zones and one for the schools in the South & East athletics zones.  These events 
will be followed by a Town finals event to determine the overall winner. 
 
Each athlete may compete in a maximum of two track and two field events. 
 
All of the stations below will be run at both the town and county sportshall athletics events: 
 
Track Events: 
 

 1 + 1 Lap Relay  - Each team requiring two boys and two girls 
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 2 + 2 Lap Relay  - Each team requiring two boys and two girls 

 6 Lap Paarlauf  - Each team requiring two boys and two girls 

 Obstacle Relay  - Each team requiring four boys and four girls 

 Over / Under Relay - Each team requiring four boys and four girls 

 4 x 1 Lap Relay  - Each team requiring four boys and four girls 
 
Field Events: 
 

 Chest Push  - Each team requiring three boys and three girls 

 Soft Javelin  - Each team requiring three boys and three girls 

 Speed Bounce     - Each team requiring three boys and three girls 

 Standing Long Jump - Each team requiring three boys and three girls 

 Standing Triple Jump - Each team requiring three boys and three girls 

 Vertical Jump  - Each team requiring three boys and three girls 
 
A full detailed description and explanation of the events can be found in the Aviva Sportshall 
handbook or by visiting www.sportshall.org. 
 
SCORING 
 

Each athlete will be allowed at least two attempts at each field event and track events will be run 
once.   The best throw, jump and track time will be scored as the winner. 
 

Competitions are scored based on points awarded for places in each event.  The winning school will 
be the team with the most points.  Schools compete together as one team, not as individuals. 
 
PROGRESSION  
 

There is currently no progression for those competing in the year 1&2 competition. 
 
The top two schools from year 3&4 and year 5&6 will be invited to represent Luton at the county 
sportshall athletics finals.  Details of the county finals will be given to the qualifying schools after the 
local rounds have been completed. 
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 

http://www.sportshall.org/
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ZONE & TOWN ATHLETICS 
 

Schools within Luton are split in to four zones to compete in athletics – North, South, East & West.  If 
your school is unsure as to which zone they are in or what their school number is, please contact 
your School Games Organiser. 
 
COMPETITION FORMAT 
 

The events are as follows: 
 
Track 
 

Year 3 – 60m sprint and 4x60m shuttle relay 
Year 4 – 60m sprint and 4x60m shuttle relay 
Year 5 - 80m sprint and 5x80m circuit relay (may be run as a shuttle relay at zone event) 
Year 6 - 80m sprint and 5x80m circuit relay (may be run as a shuttle relay at zone event) 
 
Year 5 and Year 6 – 600m distance 
 
Field 
 

Year 5 – Standing Long Jump 
Year 5 – Cricket Ball Throw 
Year 6 – Standing Triple Jump 
Year 6 – Light Shot (1kg) 
 
Each school may enter two children in each event.  Children are required to wear their school 
number and A & B stickers (which must correspond with their school team sheet) in order to identify 
them.  All numbers and letters must be provided by the school. 
 
All relays are mixed events and must contain both boys and girls.  The year 3 and year 4 relays must 
include two boys and two girls and the year 5 and year 6 relays need five competitors in a ratio of 3:2 
- boys to girls or girls to boys. 
 
Please note that each child is only allowed to enter one event plus a relay.  Children who are entered 
in the 600m are also allowed to enter the relay. 
 
A nominated school in each zone organises the event although each attending school will need to 
provide teachers or responsible adults to assist with the officiating and organisation of the events on 
the day.  Jobs may include track judging, assisting with field events, starting the events or helping get 
children ready for each event. Events will be unable to take place without this help and it is therefore 
imperative that each school provides at least two adults to help. 
 
Tug of War 
 
At the Town Athletics finals, there is also a tug of war event.  This is open to any school regardless of 
what other events they have qualified in.   
 
Teams should consist of 8 competitors – 4 boys and 4 girls and must be from years 5 & 6.  These 
children must not be competing in any other event. 
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SCORING 
 

The first eight will score for their school in the zone competitions with the top four placings in each 
event going through to the Town Athletics Finals, except for the relays, where the first 2 teams will 
qualify, ensuring a straight final at the Finals. 
 
PROGRESSION  
 

The top four children from each event and top two relay teams at each zone will qualify for the Town 
Athletics event at Stockwood Park Track. 
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BADMINTON  
 

COMPETITION FORMAT 
 

The tournament will include a separate boys and girls competition.  Teams are to consist of 4 boys or 
4 girls.  Schools may be permitted to enter more than one team, depending on the number of 
entries. 
 
All games will be singles although players will compete together as a team.  Four games will be 
played per match: 
 

 Player 1 v Player 1 

 Player 2 v Player 2 

 Player 3 v Player 3 

 Player 4 v Player 4 

Please can all schools bring their own rackets and shuttle cocks to the competition. 
 
SCORING 
 

Each game will be scored to a maximum of 7 points although this will depend on the time available at 
the venue and the number of entries.  Games can be won 7-6; an individual does not need to win by 
two clear points. 
 
If there is limited time at the venue, games may be timed and players will play until time is up. The 
length of each game will depend on the number of entries.  If players are playing a point when time 
is up, players must continue to play that point.  If it is a draw when the time is up, players must play 
the next point to determine a winner. 
 
PROGRESSION 
 

There is no progression from the badminton tournament. 
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BASKETBALL 
 
COMPETITION FORMAT 
 

For the year 5&6 tournament, teams will play 5 v 5 although schools are permitted to bring a squad 
of 7 to the event.  The squad is to be a mixture of boys and girls and there must be at least one girl 
on court at all times so please bear this in mind when picking a squad.  Schools may enter more than 
one team into the competition if space allows. 
 
The play starts with either a jump ball or a centre pass.  Players must mark player to player. 

 
The game is played to three basic rules: 

 

 One dribble - a player may use a dribble to move around the court. Alternate hands may be 
used, but not two hands together. A dribble ends when the ball comes to rest on one or in 
both hands.  

 The one-two count - at the end of a dribble or when catching the ball on the move, the 
player makes a one-two count stop.  One is when the player catches the ball. If he is off the 
ground when the ball is caught, it is when the first foot touches the ground.  Two is when the 
player pivots. If he is in the air when he catches the ball it is when the second foot lands on 
the ground.  The player may only take one step whilst holding the ball. If they take more than 
one step they have travelled.   

 Avoid Contact - if the referee decides that the contact should be penalised he should blow 
his whistle, indicate a foul and give a throw-in to the other team from the nearest point out 
of bounds. A free shot is awarded if a player is fouled in the act of shooting. The shot is taken 
from the point where the infringement took place. The offending player must stand still, with 
his arms down, alongside the player who is shooting. All other players must remain still until 
the shot is taken.  After a basket has been scored any member of the defending team passes 
the ball back into play from the end line. Players must also not snatch the ball from another 
players hands. 

 
There will be no restrictions such as the three second or eight second rule. 
 
SCORING 
 

The objective of the game is for a team to score more points than the opposition. Two points are 
awarded for a successful basket. Penalty shots gain 1 point per shot. 
 
PROGRESSION 
 

There is no progression from the basketball competition. 
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BOCCIA 

 
COMPETITION FORMAT 
 

The game will be played in teams of three, although schools may bring squads of five which can be 
rotated between games. Schools may enter more than one team into the competition if space 
allows. 
 

Only children on the SEN register or with Visual, Hearing, Severe Learning or Physical Impairments 

are eligible to participate and schools will be asked to highlight individual disabilities on the entry 

form. 
 

 The side playing red throws the first jack.  The team captain chooses the player on their side 
to play the jack.  The jack must cross the ‘V’ line to be in play. 

 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. 

 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. 

 The end is completed when all balls from both sides have been played (all 13 balls). 

 The blue side starts the second end and after both ends have been completed, the winning 
side is the team with the higher accumulative score from both ends. 

 

 Balls can be propelled in any manner providing the player has direct contact on releasing the 
ball – players can throw, roll or kick the ball or send it down a ramp. 

 
SCORING 
 

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

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

 
PROGRESSION 
 

The winning school will be invited to represent Luton at the county boccia finals.  Details of the 
county finals will be given to the qualifying school after the local rounds have been completed. 
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CHEERLEADING 
 

COMPETITION FORMAT 
 

There will be two competitions this year – a pom dance and a stunts competition.   Teams should 
consist of a maximum of 20 performers and can be boys, girls or mixed teams. 
 
Pom Dance Competition 
 

Each team will be required to perform: 
 

 A chant at the beginning to last between 30 seconds and one minute. 

 Followed by a 2 minute dance routine to music of your choice (this may encompass a variety 
of styles from Jazz, Funk, Pop, Hip-hop etc) - all squads must provide their own CD/music 
which must be clearly labelled.   

 
Compulsory Elements 
 

 1 cheer or 1 chant and a dance routine with Cheer Arm Motions. 

 Poms must be used by participants at some point during the routine (optional for males). 

 Stunts, Pyramids, Tumbling and Acrobatics are prohibited. 
 
Acrobatics  
 

PROHIBITED: Forward or back rolls, handstands, cartwheels. Any move where the weight of the 
performer is on their hands and the hips rotate/come up straight over the head without the support 
of one or both feet. 
 
ALLOWED: Side rolls, back bends, modified hand-stand (hips are momentarily less than vertical with 
the shoulders), break dance moves such as "the worm", neck stand (candle). 
 
Stunting  
 

PROHIBITED: Any move where the body weight is supported by another person, without the 
performers foot/feet touching the ground. (i.e. Thigh stand, all lifts, leap frog etc). 
 
ALLOWED: Pulling the Cheerleader up from a sitting/crouching position on the ground. Assisted 
jumps, leaning on another Cheerleader with at least one foot on the ground. 
 
There is no limit on the number of participants and teams can be boys, girls or mixed teams.  School 
entries however are limited and will be allocated on a first come, first served basis.   
 
Stunt Competition 
 

This competition is open to schools that have experience of performing stunts in their cheerleading 
routines. 
 
Compulsory Elements  
 

Stunts  
Pyramid 
Cheer Jump 
Tumbling 
Dance 
Cheer Arm Motions 
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The whole performance should not last more than 3 minutes in length.  Mats will be provided for 
schools to perform your routines. 
 
SCORING 
 

Pom Dance Competition 
 

The team performance will be marked out of 80 points (up to 10 in each category) and will be 
awarded in the following areas:  

 

 Cheer/Chant/Sideline 

 Arm Motions 

 Choreography 

 Jumps 

 Transitions 

 Timing and Synchronisation 

 Execution 

 Entertainment Value 
 

Stunt Competition 
 

Scoring will be out of 100 points, (up to 10 in each category) and will be awarded in the following 
areas:  
 

 Cheer/Chant/Sideline  

 Stunts 

 Pyramids  

 Jumps  

 Tumbling  

 Dance  

 Arm Motions  

 Transitions 

 Timing & Synchronisation  

 Execution & Expression 
 
CLOTHING 
 

Schools do not have to wear specific uniform although teams are encouraged to all dress the same, 
whether this is in PE kit or similar sporting attire.   

 
PROGRESSION 
 

There is no progression from this competition although teams can also enter the open county event 
where teams from schools across the county will compete. 
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CRICKET 
 
COMPETITION FORMAT 
 

There will be four competitions this year - Years 3&4 (Mixed), Years 5&6 (Boys & Girls - separately) 
and a mixed indoor league for years 5&6. 
  
Kwik Cricket (3&4) - Teams will consist of 8 players who will all be actively involved in the game 
although squads of 10 can be brought to competitions. The 8 players must be 4 boys and 4 girls as set 
by the ECB.  Schools may enter more than one team into the competition if space allows. 
 
Each player will bat one at a time and will face 6 balls from the same bowler. 
 
Batting: 
 

 Teams will start the competition with 100 runs which they can add to with runs or have runs 
deducted if players are out. 

 2 runs will be deducted every time a player is out (bowled, caught or hit wicket). 

 Players do not swap; they face all 6 bowls before they change over. 

 A player will score a run by hitting the ball and sliding their bat between two cones set up 5 
metres away from the stumps.  To score two runs, a player must run to the other set of 
cones sliding their bat between them. 

 Players can run as many times as they wish after each shot. 

 A player can run whether they hit the ball or not. 

 Once a player has faced 6 bowls they swap with another player in their team and join the 
back of the queue. 

 After the 6th ball the fielding team needs to get the ball back to the bowler who lifts the ball 
above their head. Once the bowler has done this no more runs can be scored. 

 If a player is half way through a run when the bowler lifts the ball that run will not be 
counted, only completed runs will score on the last ball. 

 The number of balls bowled may vary depending on local rules and also time allocated for 
the competition. Some events may limit bowls to a maximum of 4 per bowler. 

 
Fielding / Bowling: 
 

 Each player on the fielding team must bowl one over consisting of 6 balls. 

 Players must bowl to players of the same gender. 

 A marker cone about 10 metres away from the stumps will be the bowlers area. Underarm 
bowls only and these can be as fast or as slow as the bowler wishes. 

 Wicket keepers must be at least 2 metres behind the stumps. 

 All fielders must return the ball to the bowler as soon as they can; the bowler is the only 
player allowed to stump the batter out. 

 Fielders can catch out batters. 

 The bowlers can bowl their next ball as soon as they have the ball in their hand - they do not 
have to wait for the batter to return from their runs. 

 A no-ball and 2 runs will be awarded to the batting team if the bowlers bowl bounces more 
than twice or if a ball goes above the batsman’s waist height. 
 

 A batter cannot be dismissed from a no ball. 

 A no-ball will be an award of two runs to the batting team plus any additional runs but no 
extra balls will be bowled at the end of the over except in the last over of the innings. 
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 A ball passing outside of the batting crease shall and not struck by the batter shall be called 
wide. 

 The wide shall count as two runs plus any additional runs but no extra balls will be bowled at 
the end of the over except in the last over of the innings. 

 At the local competitions, boundaries will be used (TBC). 
 
Kwik Cricket (5&6) - Outdoor - Teams will consist of 8 players who will all be actively involved in the 
game although squads of 10 can be brought to competitions.  There is both a boys and a girls 
competition. 
 
The two teams toss a coin to decide which team has the choice of either batting or fielding first. 
 
Each game shall consist of one innings per team, each innings to be 8 overs long.   
 
Batting: 
 

 Each player is to be paired up and each pair will face 2 overs consisting of 6 bowls an 
over. A new pair come into bat after the second, fourth and sixth overs. 

 Each team start with 200 runs. 

 Each time a batter is out the team will be deducted 5 runs off of their score and the 
other player of the pair faces the next ball. 

 Players can be bowled, caught, run out, stumped and hit wicket to be out. There is no 
LBW rule unless the umpire feels the player deliberately blocks the ball with a leg or foot. 

 Runs can be scored the normal way including 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. 

 At the 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. 

 The second team then bats for its 8 overs. 
 
Fielding / Bowling: 
 

 Each player on the fielding side must bowl 1 over. 

 All bowling will take place from one end only. 

 Bowling should be over arm where possible - overarm bowling should be encouraged but 
underarm bowling is acceptable (please note underarm bowling is not acceptable at the 
county finals). 

 Wicket keepers must rotate and fielders are not allowed within 5 metres of the batters 
apart from the wicket keeper. 

 At the local competitions, boundaries will be used (TBC). 
 
Kwik Cricket (5&6) - Indoor – the rules for the indoor cricket league are the same as the outdoor 
with a few additions as below: 
 
A ball struck against the back wall (behind the bowler) shall count as a boundary – 4 if the ball strikes 
the floor first – 6 if directly onto back wall.   
 
The ball shall count as two if it hits the wall in front of square (with the striking batsman) and one if it 
strikes a wall behind square. Each completed run shall count as 2.   
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Therefore a player striking a ball against the wall in front of square (2) and completing a run (2) shall 
score 4 runs.  Byes and leg byes shall count as above also.  
 
Glossary 
 
1. An Over 

1.1    An over consists of 6 balls.  
 

2. LBW 
2.1 In the very simple terms, a batter can be given out if the umpire feels that a ball, which hits 

the batter’s leg, would have hit the stumps.  This law will not be used unless a batter 
deliberately blocks or kicks the ball away with the leg or foot. 

 
3. Byes 

3.1 If a batter misses the ball, or if it hits their body, they may still run and score byes. 
 

4. Wide ball 
4.1 A ball that is too far from the batter to strike will be called a wide.  A ball will not be called 

a wide, no matter how wayward it may be, if the batter manages to hit it. 
4.2 If a ball results in more than 2 wides, they will be added to the batting team’s score and 

the two runs for the wide will be ignored.  For example, a bowler delivers a ball so wide it is 
missed by the wicketkeeper and crosses the boundary for 4.  4 runs are given to the batting 
side, not 6.  
 

5. No ball 
5.1 If a ball bounces more than once before reaching the batsman, of if it reaches the batsman 

above shoulder height without bouncing, it will be called a no ball.  
5.2 A batsman may hit a no ball and if the shot results in 3 of more runs being scored, that 

score will count and the 2 runs for the no ball will be ignored.  If 1 or 2 runs are scored the 
batsman will be credited for the 2 runs for the no ball. 

 
SCORING 
 

In each version of the game, the team with the most runs following the completion of both innings is 
the winner.  In the event of a tie, the team taking the most wickets will be the winner. 
 
Teams will be split in to pools with the top teams progressing on to the knock out stages of the 
competition. 
 
EQUIPMENT 
 

Players will play with blue Kwik Cricket bats and wickets and play with an orange Kwik Cricket ball. 
 
PROGRESSION 
 

The top two schools from all outdoor competitions will be invited to represent Luton at the county 
cricket finals.  Details of the county finals will be given to the qualifying schools after the local rounds 
have been completed. 
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CROSS COUNTRY 

 
There are three different cross country competitions offered to primary school children.  Year 6 
children have the opportunity to compete with their secondary school peers whilst both years 5&6 
are able to take part in either the cross country relays event at Stockwood Park or the cross country 
event at Lewsey Park. 
 
COMPETITION FORMAT 
 

Cross Country (Lewsey Park) - There is no limit on the number of participants and schools are 
allowed to enter as many children as they see fit.  Children will navigate a course around Lewsey Park 
of approximately 1500m.  There are four different races – years 5 girls, year 5 boys, year 6 girls and 
year 6 boys. 
 
Cross Country (combined with Secondary Schools) – Schools can enter up to 10 athletes with the 
first six home to count in each age group. 
 
Cross Country (Relays) - Teams are made up of 4 boys, 4 girls or can be mixed teams.  Schools can 
enter any number of teams.  Teams navigate a course around Stockwood Park.  All teams will 
complete 4 x 1200m.   
 
CLOTHING 
 

All competitions will be held outdoors on grass, so pupils will need to bring clothes appropriate to 
the weather. Warm and waterproof clothing is recommended.  Children are permitted to wear spikes 
and should wear these if available.   
 
SCORING 
 

Cross Country (Lewsey Park) - The first four children home in each event score for their school team.  
In the event of a tie between any number of teams, the position of the fourth scorer will be deciding 
factor.   
 
Cross Country (combined with Secondary Schools) – The first six athletes from each school score for 
their team. 
 
Cross Country (Relays) – Awards are given to the first three teams home in each race and also to the 
fastest boy and girl in each age group. 
 
PROGRESSION 
 

There is no progression from the cross country relays event.  The top placed children from the 
Lewsey Park event will be invited to compete at the secondary schools events and from this, can be 
chosen to represent Luton at the county cross country championships. 
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CYCLING 
 
COMPETITION FORMAT 
 

The competition is offered to year 6 children and teams should consist of 6 children – 3 boys and 3 
girls.   If space is available, teams may be permitted to bring an extra team. 
 
The competition will take place on grass and will comprise of a short sprint type event up to 100m, 
an endurance event up to two minutes and a team race (if time allows).  There will also be a mini 
mountain bike skills activity comprising a 50m long, wooden boardwalk with cambers and humps 
which will be supervised by a specialist coach. This activity can be made challenging for all levels of 
ability and will test riders balance and technique. 

 
A Teacher, TA or volunteer will need to have completed the ‘Cycling for Schools’ course in order for 
the school to take part in this competition. Cycling for Schools is an entry-level coach education 
course providing all you need to know to deliver entry-level cycling and coaching skills to the pupils in 
your playground. 
 
CLOTHING & EQUIPMENT 

  

Equipment (bikes, helmets etc) will be provided on the day however children may bring their own 
bikes (must have 2 brakes) and helmets if preferred.  
 
Children should wear PE kit for the competition and bring along some warm outer clothing for 
between events.  Note – it is best not to wear baggy trousers or track suit bottoms as they may get 
caught by the chain. 
 
SCORING 
 

Scoring of events will depend on the number of teams entered but competitors will be awarded 
points on where they finish in each event, with the top competitors progressing on to major finals 
and competitors who placed lower down progressing on to minor finals. 
 
PROGRESSION 
 

The top two schools from all outdoor competitions will be invited to represent Luton at the county 
cycling finals.  Details of the county finals will be given to the qualifying schools after the local rounds 
have been completed. 
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DANCE 

 
COMPETITION FORMAT 
 

There are three age group competitions - Years 1&2, Years 3&4 and Years 5&6. 
 
All teams from all year groups will be required to perform a pre-planned dance routine. Please note, 
staff are permitted to prompt teams during the routine. 
 
The theme for the competition is Street Dance and teams can perform to any music that fits in with 
this theme.  Music must be suitable for the age group.  Profanities & referrals of a sexual, violent or 
racial nature are not allowed. 
 
The routine should last between 2 to 3 minutes.  All schools must bring their own music on CD 
(clearly marked with the name of the school) or provide their own docking station. 
 
Teams should consist of a maximum of 12 performers and teams can be boys, girls or mixed teams. 
 
SCORING 
 

All team performance will be marked out of 50 Points (up to 10 in each category) will be awarded in 
the following areas:  

 

 Choreography 

 Timing & Synchronisation 

 Transition/Flow of Routine 

 Execution 

 Energy/Effort/Entertainment Value 
 
CLOTHING 

  

Schools do not have to wear specific uniform although teams are encouraged to wear outfits or dress 
the same, whether this is in PE kit or similar sporting attire.  Props can also be used to enhance the 
dances.  
 
The competition will be held indoors although it is also recommended that children bring warm 
clothing to put on when not competing. 
 
PROGRESSION 
 

There is currently no progression for those competing in the dance competitions. 
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DODGEBALL 
 

COMPETITION FORMAT 
 

There are competitions for both years 3&4 and years 5&6.  Teams are to consist of six players and 
must be mixed with at least two girls on court at all times.  Schools are permitted to bring a squad of 
up to 8 children.  Matches will vary in length depending on the number of entries, but generally 
consist of 3 x 2 minute games. 
 

 The game starts with a signal from the referee.  

 There are three dodge balls in the central “Dead Zone” and three members of each team 
have to race from opposing sides to pick the balls up first. Players may put anything above 
their waist into the Dead Ball Zone to gain possession of the balls. 

 The balls are then passed to the back of the court before throwing commences. 
 

 A player is out if: 
o They get hit by the ball (without it bouncing) on the body (inc. clothes), but not the 

head. 
o An opposing player catches a thrown ball 
o They step into the “Dead Zone” 
o If they touch a boundary line or anything beyond it (children must not go out of the 

court area to avoid being hit or to collect balls) 
o A player tries to block a thrown ball with a ball in possession but that ball is knocked out 

of their hands 
o If the referee says so (no form of arguing is allowed) 

 

 Players can use a ball in possession to block a thrown ball. 

 A player can return to the game if a team mate catches an opponent’s throw. Players return 
in the order they were knocked out.   

 If a player is out and gets brought back on, they have to enter from the back of the court, if 
not they are still out. 

 If someone gets hit but then the ball is caught by a different team member before it hits any 
other surface the person who gets hit stays in and the thrower stays in. 

 Substitutions are allowed between games only. 
 
SCORING 
 

The only scoring is to count the number of players left at the end of each game. The team with the 
highest number of players at the end of the game is the winner of that game.  The team that wins the 
most games wins the match.   
 
PROGRESSION 
 

There is currently no progression from the year 3&4 competition. The top two schools from the year 
5&6 competition will be invited to represent Luton at the county dodgeball finals.  Details of the 
county finals will be given to the qualifying schools after the local rounds have been completed. 
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FOOTBALL 
 
Girls – Football at years 3-6 for girls is a small sided game giving all players the opportunity to 
develop their football skills. It is played on astro-turf pitches. There will be three different 
competitions for years 3-6.  Year 3&4 will play a one off tournament with Year 5&6 offered two one 
off tournaments. 
 
Boys – Boys are offered four different competitions for years 3-6.  Year 3&4 have a one off 
tournament, Year 5 play a Cup tournament with Year 6 offered a league and a tournament.  For the 
Year 6 league fixtures and format, please refer to the football handbook. 
 
Mixed – Year 1&2 are offered a festival which allows pupils to have fun and participate in activities 
which will increase their football skills before progressing on to game situations. 
 
COMPETITION FORMAT 
 

Girls – Teams must consist of 6 players on the pitch at one time including a goal keeper. 
 

 At the start of the game one team kicks off from the centre circle to begin the game. After 
half time the other team then kicks off to start the second half.  Kickoff is also taken from the 
centre after a goal has been scored. 

 Goal keepers have an area where they are able to handle the ball although any handling of a 
ball outside of their area will result in a free kick to the opposition. 

 Players are not restricted to where they can go on the pitch. 

 Pass back rules apply and if a keeper picks up a pass from their own player a free kick will be 
awarded from where they picked up the ball or on the edge of the area if inside the area. 

 After holding the ball, the goalkeeper must return the ball into play with an underarm action.    
At county finals, it may be permitted for a goalkeeper to kick the ball out of their hands; goal 
kicks are from the edge of the keeper’s area. 

 The football is allowed to travel above head height. 

 Throw-ins from the touch line are to be over head throws. 

 There are no off sides against attacking players. 

 Corners will apply if a defending team kicks the ball over the goal line.  

 Free kicks will be awarded for fouls, hand balls, obstructions and sliding tackles. 

 Free kicks are all direct and should be at least five yards away. 

 Substitutions can be made by a team at any stage of the game with the permission from the 
referee. 

 
Boys (Year 6 league) – Please refer to the FA Schools Guide : Their Game and the football handbook 
for further information. For the league fixtures, normal football rules apply with the exception of 
offside.   
 
Year 6 children are permitted to play 9v9 but the recommendation is they play 7v7 in primary schools 
(as year 5 children cannot play 9v9).  
 
A squad may consist of 11 players maximum with rolling substitutions allowed with the referee’s 
permission. 
 
The duration of the game shall be four periods of 10 minutes.  All schools must have adequate first 
aid provision at the side of the pitch. 
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Schools will also need to follow the new guidelines regarding pitch dimensions and goal sizes – please 
refer to the FA Schools Guide for this information. 
 
Boys (Year 3&4, Year 5 & Year 6 tournament) – Teams must consist of 5 players on the pitch at one 
time including a goal keeper (apart from year 6 who will play 6 aside to correspond with the Kids Cup 
competition). 
 
Teachers/staff are to referee all football tournaments meaning schools need to send staff who are 
aware of the rules and are confident to officiate matches.  Parents are also not allowed to spectate at 
these competitions.  
 

 The game is started / re-started with a drop ball. The ball must bounce first. 

 There are no goal kicks, corners or throw-ins.  If the ball does go out of play, possession will 
go to the opposing team’s goalkeeper. 

 There is no offside. 

 A goal can be scored from any part of the pitch outside the ‘D’. 

 At free kicks all opponents must be at least 1m away. If the ‘D’ is closer, then the free kick 
must be taken further back. 

 The ball is not allowed to travel above head height.  
o Penalty for infringement: indirect free kick. 

 Only the goal keeper may enter the ‘D’. 
o Penalty for infringement: by defender – if intentional then a penalty must be given, 

by attacker – direct free kick at the point of entry. The first two times a player enters 
the area, a warning would be given with sanctions imposed on the third time (this is 
per team not per player). 

 After holding the ball, the goalkeeper must return the ball into play with an underarm action. 
o It has been agreed that a player could return the ball with any throw (does not have 

to be underarm) but that he would not be able to kick the ball out of his hands. 

 A goalkeeper must not pick the ball up if intentionally passed back by a player from his team. 
o Penalty for infringement: indirect free kick at the nearest point outside the ‘D’ where 

the offence occurred.  

 If the goalkeeper plays the ball outside his area he may not re-enter his area and pick the ball 
up. 

o Penalty for infringement: direct free kick at the nearest point outside the ‘D’ where 
the offence occurred. 

 Substitutions can be made by a team at any stage of the game with the permission from the 
referee. 

 

Mixed (Year 1&2) - The Year 1&2 festival consists of skill stations based on agility, coordination and 
speed which are all fundamental to a football player’s success.   The festival will then progress on to 
game situations in which teams compete against one another. 
 
Each school is permitted to bring a team of 8 children – 4 boys and 4 girls.  Schools may be permitted 
to enter more than one team, although this will depend on the number of entries received. 
 
SCORING 
 

Boys & Girls competitions - games will be scored in the normal way (1-0, 1-3 etc) and points will be 
given depending on teams win, draw or loss. 
 
Teams will be divided into pools before progressing on to the next stage.  Pools will be decided on i) 
points, ii) wins, iii) goal difference, iv) goals scored, v) goals conceded, vi) organisers decision. 
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In the quarter finals and beyond - if the scores are level at full time, 3 minutes extra time will be 
played. If a goal is not scored in that time, penalties will be taken by all players of each team (on the 
pitch at the end – run ups not allowed) and then go to sudden death if a result is still not reached. 
 
Mixed (Year 1&2) - Year 1&2 games will be fun and friendly within a competitive setting. Games will 
be scored but results will not be recorded. 
 
CLOTHING 
 

Each player must be in their school’s football kit and appropriate footwear depending on the surface. 
No studded boots or blades may be worn on astro-turf. 
 
All competitions will be held outdoors, so pupils will need to bring clothes appropriate to the 
weather.   Please can all schools also bring a ball with them to competitions.  Shin pads must be worn 
and goal keepers can wear padded shirts, shorts and gloves if available to them.  If there is a colour 
clash, the second named team must wear bibs. 
 
PROGRESSION 
 

Year 5&6 - The top two schools from year 5&6 girls tournaments will be invited to represent Luton at 
the county football finals.  Details of the county finals will be given to the qualifying schools after the 
local rounds have been completed.  Please note there are now no county finals for boys football. 
 
Year 1&2 and 3&4 - There is no progression for those competing in the Year 1&2 festival or Year 3&4 
tournaments. 
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GOALBALL 
 

COMPETITION FORMAT 
 

This event is open to all abilities and all ages and is particularly suitable for students with physical 
and/or learning difficulties. 
 
The aim of the festival is for the children to have fun while taking part in a sporting activity.  Teams 
should consist of 3 individuals although schools are permitted to bring more than one team. 
 
Points are awarded for both attacking (scoring a goal) and defending (blocking a goal).  After a goal, 
the defending team become the attacking team and the game is restarted.  When the ball is thrown, 
there are four possible scenarios: 
 

1. Goal (ball crosses the opponents goal line) – game restarted by the team who conceded the 
goal. 

2. Block (defending team prevents a goal) – game continues and defending team become the 
attacking team. 

3. Ball thrown over the sideline – game restarted by other team. 
4. Block out (ball blocked but crosses the sideline) – game restarted by the team which blocked 

the ball. 
 
Players can move anywhere within their ‘Team Zone’ to throw the ball.  The ball can only be thrown 
underarm or rolled - no kicking is allowed. 
 
When the ball is thrown, it must land before the end of their ‘Team Zone’.  To block a shot, a 
defending player must have at least one body part (hand or foot) touching their mat. 
 
No player is to have two consecutive shots. 
 
SCORING 
 

Three points are awarded for a goal, one point awarded for a block.  The winning team is either the 
first to reach a certain number of points or the team that scores the most within a time limit. 
 
PROGRESSION 
 

There is no progression from the goalball festival. 
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GOLF 
 

COMPETITION FORMAT 
 

There are three age group competitions – Years 1&2 (combined), Years 3&4 (combined) and Years 
5&6 (combined). 
 
This competition will consist of teams of 10 players (5 boys and 5 girls).  Each team will be required 
to complete up to 8 golf skills based stations.  The skill stations focus on putting and chipping skills.  
Plastic putters and chippers are used to strike balls at specific targets and cones. 
 
The festival will include the some or all of the following stations (depending on numbers): 
 
Bullseye – Chip the ball in the air aiming at the centre of the target. Balls should not be collected until 
all balls have been hit and a command has been given.  Different points are awarded for each 
coloured area. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
Dominoes – Eight cones of different colours are laid out in a straight line away from the player. 
Players try to roll the ball with the putter to hit the cone nearest to them, if the player hits the cone 
they collect it.  The team continues until all cones are hit.  
 
 
 
 
 
 
 
 
 
 
 



 

~ 27 ~ 
 

 
Drive for Show, Putt for Dough – Chip the ball over the river and score by putting the ball into the 
hoop. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Finders Keepers – Putt the ball towards the cones, the first cone the ball hits, the player collects with 
the ball and returns it to the team. If all cones are hit within the time limit, scatter again and 
continue. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Grand National – Chip the ball in the air over the ‘fences’ made from cones in turn to score points. 
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Tunnel Ball – Putt the ball down the tunnel towards the hoop without hitting any cones. Choose 
which tee you would like to play from – blue, yellow or white. The furthest tees will reward you with 
more points. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Zone Ball – Try and roll the ball as straight as you can towards the yellow cone. The closer you get to 
it, the more points you will receive. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
Down the Middle – Players start from the white cones and try to strike the ball in between the lines 
of green cones (fairway) and over blue cones (river) in turn. 
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SCORING 
 

Pupils / schools accumulate points as they travel around different stations and the school with the 
highest accumulated points after all stations are completed is deemed the winner. Full score sheets 
are available in the Primary School Competition Resource at www.golf-foundation.org. 
 
CLOTHING 
 

The event will be held outdoors on grass, so pupils will need to bring clothes appropriate to the 
weather including appropriate footwear. 
 
PROGRESSION 
 

There is currently no progression for those competing in the year 1&2 or year 3&4 competitions but 
the top two teams from the year 5&6 competition will be invited to represent Luton at the county 
golf finals.  Details of the county finals will be given to the qualifying schools after the local rounds 
have been completed. 
 
 

http://www.golf-foundation.org/
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GYMNASTICS 
 

COMPETITION FORMAT 
 

There will be two age groups competing at the same time at the competition – years 1&2 and years 
3&4.  Teams are to consist of 6 gymnasts per school of which there must be at least one boy and one 
girl as part of the team. 
 
Year 1&2 will also be invited to attend a gymnastics festival this year – details to be confirmed. 
 
British Gymnastics suggest that all teams are made up of school gymnasts although any gymnasts 
taking part in the local competitions cannot attend a community club for more than 2 hours per 
week. 
 
Year 1 & 2 Event: 
 

Body Management / Floor Exercise 
 

 Teams (all 6 pupils) will perform a joint floor routine to a piece of music of their choice 
that is between 1min-1.5mins long (music may contain vocals). 
 

 The routine needs to comprise of the 4 compulsory elements listed below and 6 optional 
elements all taken from Key Steps, Step 1, Body Management & Floor Exercise (please see 
list below). 

 

 The elements should be performed in combination with linking movements. 
 

 Every pupil within the team performs each of the same 10 elements.  Each element that 
the pupils perform may be shown either, at the same time, in cannon, one half of the 
team and then the other etc, throughout the routine. 

 
Compulsory Body Management / Floor Elements (4 elements): 
 

 Stretch Jump and Landing    (Step 1-Floor exercise No.20-22) 

 One foot Stand hold for 3seconds   (Step 1-Floor exercise No.18-19) 

 Rocking on back x 3 to Stand   (Step 1-Floor exercise No.12-14) 

 Straddle Sit hold for 3 seconds   (Step 1-Body Management No.4) 
 

Optional Body Management / Floor Elements (6 elements): 
 

Group A (choose 2 from this group) 
 

 Side to Side Rebound Jumps x 10   (Step 1-Body Management No.1) 

 Broad Jump     (Step 1-Body Management No.9) 

 Step Turn      (Step 1-Floor exercise No.15-17) 
 
Group B (choose 2 from this group) 

 

 Tucked Dish hold for 3 seconds   (Step 1-Body Management No.2) 

 Back Support hold for 3 seconds   (Step 1-Body Management No.3) 

 Arch hold for 3 seconds    (Step 1-Body Management No.5) 

 Front Support hold for 3 seconds   (Step 1-Body Management No.6) 
 

Group C (choose 2 from this group) 
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 Right Splits, Box Splits or Left Splits hold for 3 seconds     
      (Step 1-Body Management No.7) 

 Shoulder Flexibility hold for 3 seconds  (Step 1-Body Management No.8) 

 ¾ Forward Roll     (Step 1-Floor exercise No.1-5) 

 Teddy Bear Roll     (Step 1-Floor exercise No.6-8) 
 
Vault 
 

 All pupils will individually perform a vault taken from Key Steps, Step 1 (Vault B 
recommended).  Pupils will only be allowed one attempt at Vault B.   

o Two or three step approach, squat onto bench.  Walk along bench and with 
feet together at end of bench perform a straight jump off (Step 1 – Vault ‘B’). 
 

 For the Vault a bench with a mat at the end will be used. 
 
Year 3 & 4 Event: 
 

Body Management / Floor Exercise 
 

 3 pupils from the team will perform individual body management exercises (no music) as 
shown in Key Steps, Step Two, Body Management. 

 

 The remaining 3 pupils from the team will perform individual floor exercises (no music) as 
shown in Key Steps, Step Two, Floor Exercise. 

 

 It is the team manager’s decision which pupils perform which of the two exercises (floor 
exercise and body management). 

 

 Pupils may be judged one at a time or may be asked to perform side by side to the other 
team members, however they will not be judged on their togetherness. 

 

 The routines need to be learnt and must be performed in the correct order with no 
prompting.   

 
Compulsory Body Management Elements (to be performed in order): 
 

 Single bounce skips with rope x 5 

 Dish with one leg out at a time 

 Towards half lever 

 Towards japana 

 Arch 

 Front support lower to floor 

 Splits x 3 

 Shoulder flexibility 

 Broad jump 
 

Compulsory Floor Elements (to be performed in order): 
 

 Starting position & step forward 

 Forward Roll 

 Three travelling steps 

 Arabesque 

 ½ Jump Turn 

 Backward roll onto knees 
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 Front support & press up 

 Turn through side support 

 Shoulder stand, roll to stand 

 Pivot and Cartwheel 

 Ending position 
 

Vault 
 

 All 6 pupils from the team will individually perform a vault taken from Key Steps, Step 2.  
There will be the option to complete Vault ‘A’ or Vault ‘B’ (one attempt). 

o A few short running steps to take off springboard and jump to squat on box 
placed lengthways.  Stand, walk to end of apparatus and perform straight or 
tucked jump to land on floor mats (Step 2 – Vault ‘A’). 

o A few short running steps to take off of floor and jump to squat on a 
movement table placed length ways.  Stand, walk to end of apparatus and 
perform straight or tucked jump to land on floor mats.  N.B. Do not use 
springboard to vault over movement table (Step 2 – Vault ‘B’). 
 

 For Vault ‘A’ approximately a 6m run-up to a 3 layer box placed lengthways with a spring 
board one end and a mat at the other end will be used. 

 

 For Vault ‘B’ approximately a 6m run-up to medium height movement table placed 
lengthways with a mat one end will be used. 
 

ALL MOVES ARE SHOWN ON THE FOLLOWING DIAGRAMS AND BOTH THE DIAGRAMS AND 
COACHING POINTS ARE AVAILABLE IN THE KEYS STEPS GYMNASTICS RESOURCE PACK. 

 
CLOTHING & EQUIPMENT 
 

Suitable clothing is advised for this competition. Shorts and t shirts are ideal and all the events will 
take place with bare feet.   Leotards can be worn if participants wish to. 
 
SCORING 
 

Year 1 & 2 Event: 
 

 Each team will receive a score out of a possible 60 points for their Body Management/ 
Floor Exercise.  10 points per 6-performance areas; the areas are as follows: 

 
o Performance of Skills 
o Use of Music 
o Variation of Group Formations & Levels 
o Team Synchronisation 
o Use of Connecting Dance Movements 
o Overall Presentation of Routine (stretch & ascetics) 

 

 Each of the 6 team members will receive a score out of a possible 10 points for their 
vault.  All 6 scores will be added to the team total. A maximum of 60 points can be 
achieved by the team on this apparatus. 

 Vaulting is judged in 4 phases: flight on, contact with the apparatus, flight off and landing. 

 Each team will be awarded with a score out of a possible 120 points. 
 
Year 3 & 4 Event: 
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 Each of the 3 team members performing the Body Management routine will receive a 
score out of a possible 10 points. 

 Each of the 3 team members performing the Floor Exercise routine will receive a score 
out of a possible 10 points. 

 Pupils are judged as individuals so the team will receive a mark out of a possible 60 points 
based on each performer being judged out of 10 points.  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. 

 Each of the 6 team members will receive a score out of a possible 10 points for their 
vault.  All 6 scores will be added to the team total. A maximum of 60 points can be 
achieved by the team on this apparatus. 

 Vaulting is judged in 4 phases: flight on, contact with the apparatus, flight off and landing. 

 All the teams’ results from the three events will be added together and each team will be 
awarded a score out of a possible 120 points. 

 
PROGRESSION 
 

The top two schools from both year groups will be invited to represent Luton at the county 
gymnastics finals.  Details of the county finals will be sent to the qualifying schools after the local 
rounds have been completed. 
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HANDBALL 
 
COMPETITION FORMAT 
 

Teams are to consist of five players including a goalkeeper.  Teams are to be mixed with at least two 
girls on court at all times.  Schools are permitted to bring a squad of up to 8 children. 
 
The aim of the game is to throw the ball into the goal to score.   
 
The goal area (‘D’) should be clearly marked and only the goalkeeper may stand in this area.  Players 
may jump in to this area to shoot but must release the ball before landing.   
 
If an attacker enters the ‘D’, the goalkeeper restarts play.  If a defender enters the ‘D’, a penalty is 
awarded to the attacking team. 
 
Players are only allowed to take three steps with the ball, dribble, three steps before passing or 
shooting.   
 
A player is not allowed to stand still with the ball for more than three seconds. 
 
Contact is not allowed. 
 
Once a goal is scored, play restarts with the conceding team from the centre line. 
 
SCORING 
 

The team with the most goals during a timed match will be the winner.  Teams will be split in to pools 
with the top teams progressing on to the knock out stages of the competition. 
 
PROGRESSION 
 

There is no progression from the handball competition. 
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HOCKEY 
 
COMPETITION FORMAT 
 

Hockey is offered to year 5&6 as 7-a-side, with squads of up to 10 allowed. Within the 7 players one 
must be a goalkeeper and each team must have at least 3 girls playing outfield on the pitch at all 
times. 
 

 There will be no goalkeepers. 
 

 Players cannot use the rounded side of the hockey stick. 
 

 Players cannot kick the ball. 
 

 Players cannot obstruct attacking players with their bodies. 
 

 Players must not attempt to play a high ball unless trying to prevent a goal from being 
scored. 

 

 When a ball crosses the side line, a hit-in is taken.  No player is allowed within 5 metres of 
the hitter. 

 

 If a ball crosses the bi-line off an attacker, a free hit is taken by the defending team from the 
top of the area. 

 

 When a ball crosses the bi-line off a defender, the attacking team are awarded a long corner. 
Defending players must be 5 metres away before the corner is taken and two defending 
players must be in the shooting circle at the opposite end of the pitch to where the corner is 
being taken. 
 

 A free hit will be awarded for any infringements on the pitch. If an infringement happens less 
than 5 metres away from the goal line, the free hit will be taken 5 metres from the goal line 
(there will be no penalty corners)  

 

 The “self-pass” rule will be used for free hits. This simply means that once an infringement is 
made (outside the penalty ‘D’) a player can stop the ball in the correct position and play it to 
themselves, rather than having to pass it to a team mate. 

 

 A penalty stroke is taken 5 metres from the goal. Only the attacking player and goal keeper 
are allowed in the half, all other players must be behind the half way line. 

 

 Penalties will be awarded for any of the above which occurs within the ‘D’. 
 

 Umpires will try to let play flow. Free hits will be awarded when kicking the ball or using the 
back of the stick results in dangerous play, or gives undue advantage. 

 
SCORING 
 

Games will be scored in the normal way (1-0, 1-3 etc) and points will be given depending on teams 
win, draw or loss.   
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Teams will complete in pools before progressing on to the next stage. If points are tied, the winner of 
each pool will be decided by winner of the match between the tied teams, goals scored, goal 
difference, four penalty pushes, sudden death penalty pushes. 
 
CLOTHING 
 

All players are encouraged to wear trainers or astro turf shoes, they must all wear shin pads and 
mouth guards are strongly advised but not a requirement. 
 
PROGRESSION 
 

There is no progression from the hockey competition. 
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KS1 FESTIVALS 
 
The aims of the KS1 Festivals are to allow pupils to have fun and participate in a competitive 
atmosphere.   
 
The festivals are targeted at those children who may not have had the chance to represent the 
school before and offer different activities from those already on the KS1 calendar. 
 
COMPETITION FORMAT 
 

There are three festivals held during the year: 
 

 Invasion Games in the Autumn Term 

 Net & Wall in the Spring Term  

 Multi Skills in the Summer Term 
 
The festivals will consist of stations which teams will rotate around building on skills learnt in the 
curriculum. 
 
The festivals will focus on the principles of agility, balance and coordination and include fun team 
games using these principles.  
 
For the invasion games festival, activities will be based on sports including rugby, benchball, hockey 
and basketball.   
 
For the net and wall festival, activities will be based on sports including volleyball, tennis, badminton 
and table tennis.  
 
For the multi skills festival, several different activities will take place with the emphasis on 
enjoyment. 
 
Each school is permitted to bring a team of 10 children – 5 boys and 5 girls.  Schools may be 
permitted to enter more than one team although this will depend on the number of entries received. 
 
SCORING 
 

All festivals will be non-scoring.  Games and activities will be fun and friendly but within a 
competitive setting. Some activities may be scored but results will not be recorded. 
 
PROGRESSION 
 

There is no progression for those participating in the KS1 festivals. 
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KURLING 
 
COMPETITION FORMAT 
 

This event is only open to children on the SEN register or with Visual, Hearing, Severe Learning or 

Physical Impairments.  Schools will be asked to highlight individual disability on the entry form. 
 
The aim of the festival is for the children to have fun while taking part in a sporting activity.  Teams 
should consist of 4 individuals although schools are permitted to bring more than one team. 
 
Kurling is played on a badminton sized court with each player delivering stones corresponding to 
their team colour (red or blue) towards a target at the opposite end of the court. 
 
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. 
 
Teams take it in turns to deliver the first stone of an end with each game consisting of four or six 
ends.  An end is completed when all eight stones have been played. 
 
A team scores one point for each stone that is closer to the centre of any opposition stone. 
 
SCORING 
 

At the completion of four ends, the points for each end are added together and the team with the 
highest total score wins.   
 
PROGRESSION 
 

The winning school will be invited to represent Luton at the county kurling finals.  Details of the 
county finals will be given to the qualifying school after the local rounds have been completed. 
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NETBALL 
 
COMPETITION FORMAT 
 

There will be several different opportunities for KS2 children to play netball this year – a year 3&4 
tournament, a year 5 girls tournament, a year 6 girls tournament and a year 5&6 girls league.  There 
is also a year 5&6 boys only tournament. 
 
A team will consist of a minimum of 7 players and a maximum of 9 players with 5 players on court at 
once. 
 

 All players within the team must play at least 2 quarters in one game (if four quarters are 
played). Each player taking part in the game must also play in two different positions. 

 Positions on court are Goal Keeper, Goal Defence, Centre, Goal Attack and Goal Shooter. 

 All players must make a pass or shoot within 4 second of receiving the ball. 

 All players must obey the footwork rule and no player is to deliberately kick a ball or bounce 
the ball more than once. 

 No obstruction is allowed during throwing, shooting or knocking a player either accidentally 
or deliberately. 

 A ball cannot be thrown over a complete third without being touched or caught be another 
player. 

 

Rotations for players are: 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
A size 4 netball should be used.  The posts should be set to 9ft in height. 
 
Please note that at the Luton tournaments, rotation of players is optional within the pool stages of 
the competition and only becomes compulsory in the knock out stages.  It is imperative that all 
schools follow the standard rotation pattern as shown above.  Any school not following this will be 
disqualified from the competition. 
 
SCORING 
 

Scoring in each match will be 5 points awarded for a win, 3 points for a draw, 2 points for over half 
score of winning team and 1 point for a loss. 
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All tournaments apart from the year 5 girls tournaments will play competitive games but overall 
winners will not be announced.  It will only be the year 5 girls tournament that will have a winner at 
the end of the event. 
 
CLOTHING 
 

All players must wear appropriate bibs with their position on it during the games (these must be 
provided by the school).  All schools will also need to bring a ball to competitions.  All jewellery must 
be removed and children will not be allowed to participate if items such as earrings cannot be 
removed. 
 
PROGRESSION 
 

There is no progression from the netball tournaments this year. 
 
Open County Finals can also be entered via the Bedfordshire Netball Association. 
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ORIENTEERING 
 
COMPETITION FORMAT 
 

This event is offered to years 3-6 with teams consisting of 3 – boys, girls or mixed.  Schools may be 
permitted to bring more than one team depending on numbers. 
 
The aim of the event is to navigate a course of control points using a map.  Teams must try to visit all 
of the control points as quickly as they can.   Controls must be visited in a set sequence and 
participants will have a score card on which they can mark/punch to show they have visited a 
control. 
 
Teams will start and finish at the same place and once a team has visited all the controls, they must 
return to the middle and present their score card to the scorers (these adults will be highlighted at 
the event). 

 
The maximum time limit is 30 or 45 minutes depending on the venue and course used.  Time 

penalties will be awarded if teams do not stay together or return late. 

 
SCORING 
 

After the period of time is up, either the team that has visited the most controls in the time wins or if 
a team or teams have completed the course, the winning team will be one that has completed the 
course correctly and in the quickest time. 
 
CLOTHING 
 

The event will be held outdoors on grass, so pupils will need to bring clothes appropriate to the 
weather including appropriate footwear and warm clothing. 
 
PROGRESSION 
 

There is no progression from the orienteering competition. 
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ROUNDERS 
 
COMPETITION FORMAT 
 

There are two age group competitions – one for years 3&4 and one for years 5&6.  The year 3&4 
competition will be non competitive whereas the year 5&6 event will be competitive as it progresses 
on to county level. 
 
Teams must be mixed and consist of 9 players on the field at once although squads of up to 12 can 
attend.  A maximum of 5 boys should be on the field at one time. 
 
The aim of rounders is to hit the ball as far as possible using the rounders bat and then run around all 
four posts to score a rounder without getting out.  
 
Batters 
 

 Wait in the backward area well away from fourth post; 

 If out, wait in the backward area well away from first post; 

 You will have one good ball bowled to you; 

 You can take or run on a no ball, but once you reach first post you cannot return; 

 If a batter stops at a post, they must keep contact with that post, with hand or bat. If not, the 
fielding side can stump the following post to put them out; 

 You can run on to a post even if it has been previously stumped (you do not score if you do it 
on fourth post). e.g. If 3rd is stumped when the batter is between 1st and 2nd, then the ball is 
misfielded going back to the bowler, the batter may continue onwards to 3rd; 

 You cannot have two batters at a post. The umpire will ask the first one to run on when the 
second one makes contact; 

 At a post, batters do not have to move on for every ball bowled; 

 A batter can move on as soon as the ball leaves the bowlers hand, this includes no balls; 

 A batter must touch fourth post on getting home. 
 
A batter is out when: 
 

 Caught (without ball bouncing); 

 Foot over front/back line of batting square before missing or hitting a good ball; 

 Running inside post (unless obstructed); 

 The post a batter is running to is stumped (you cannot stump posts more than one ahead of 
the runner); 

 A batter loses contact with post during bowler’s action when the bowler has possession in 
their square; 

 One batter overtakes another; 

 A batter obstructs a fielder (you have right of way on track only). 

 If a batter runs out the front of the box (rather than to the side) 
 
Bowlers 
 

 When the bowler has the ball in the bowling square any batters on a post cannot move on (if 
you are between posts you can carry on to the next). 

 
A no-ball will be called if: 
 

 Not smooth underarm action; 

 Ball is above head or below knee; 
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 Ball bounces on route to batter; 

 Is wide or straight at body; 

 The bowler’s foot is outside the square during the bowling action. 
 
Games can consist of up to 27 good balls (normally 20 good balls due to time constraints) or if time is 
limited an innings of 15 minutes per team.   
 
SCORING 
 

1 rounder is scored if:  
 

 Ball hit and fourth post reached and touched before next ball is bowled; 

 Ball hit and fourth post reached on a no ball (you can’t be caught out); 

 Backward hit if fourth post reached (batters must stay at first post whilst ball is in the 
backward area). 

 
½ rounder is scored if:  
 

 Fourth post reached without hitting the ball. 

 If the ball hit and second post reached and touched before next ball is bowled (if run is 
continued and the batter is out before reaching fourth post, the score doesn’t count). 

 A fielder obstructs the batter. 

 Two consecutive no-balls to the same batter. 
 

CLOTHING 
 

The event will be held outdoors on grass, so pupils will need to bring clothes appropriate to the 
weather including appropriate footwear.  Please can all schools ensure they bring their own bats. 
 
PROGRESSION 
 

There is currently no progression for those competing in the year 3&4 event. 
 
The top two schools from year 5&6 will be invited to represent Luton at the county rounders finals.  
Details of the county finals will be given to the qualifying schools after the local rounds have been 
completed. 
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RUGBY 
 
COMPETITION FORMAT 
 

There are two age group competitions – years 3&4 (combined) and years 5&6 (combined).  
 
Teams must consist of 7 players.  Each side must have at least 2 girls playing on the pitch at any one 
time.  Squad sizes should be 10 players. Substituted players can be re-used at any time. 
 
For the first time this year, these tournaments will be played in the same format with competitive 
games but no overall winner will be announced. 
  
The object of the game is to score a try by placing the ball with a downward pressure on or behind 
the opponents’ goal-line. 
 
The ball carrier must remain on their feet at all times and they are not allowed to score a try by 
diving over the goal-line. If a player grounds the ball while on their knees, the try should be allowed 
but, afterwards, all players should be reminded that they should stay on their feet. 
 
 A player may not be prevented from grounding the ball by any physical contact (including placing a 
hand between ball and ground).  
 
When a try is scored, the game is restarted by a free pass from the centre of the pitch by the non-
scoring team.  
 
The ball can only be passed sideways or backwards through the air, not handed to another player. If 
the ball is handed to another player or passed or knocked forwards (towards the opponents’ goal-
line) then a free pass is awarded to the non-offending side, unless advantage occurs to the non-
offending side. In order to keep the game flowing, referees should play advantage wherever possible.  

 A free pass is used to start the match at the beginning of each half from the centre of the pitch, from 
the side of the pitch when the ball goes into touch at the point where the ball went out of play and 
from where the referee makes a mark when an infringement has taken place.  
 
At a free pass, the opposition must be 7m back from the mark. For safety, the receiver must be 
stationary and within 2m of the passer prior to the pass, but can start moving forward before the ball 
leaves the hands of the passer, to receive the ball whilst moving forward. At a free pass, the player 
must start with the ball in both hands and, when instructed by the referee who will call “PLAY”, pass 
the ball backwards through the air to a member of their team. For safety reasons, no player may run 
until the pass is made. The player taking the free pass must pass the ball when the referee calls 
“PLAY”.  
 
If an infringement takes place or the ball goes into touch over the goal-line or within 7 m of the goal 
line, then the free pass must be awarded to the non-offending side 7 m from the goal-line. This gives 
more space for both attacking and defending teams to play in.  

All players wear a tag belt around their waist with two tags attached to it by velcro positioned over 
each hip. Tag belts are to be securely fastened and any excess belt is to be tucked away so that this 
cannot be pulled by mistake. Tag belts are to be worn outside of shirts and not obscured in any way.  
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Referees are to be watchful for tags being wrapped around the belt preventing them from being 
pulled off.  

A “TAG” is the removal of one of the two tags from the ball carrier’s belt. Only the ball carrier can be 
tagged. The ball carrier can run and dodge potential taggers but cannot fend them off using their 
hands or the ball and cannot guard or shield their tags in any way. The ball cannot be pulled out of 
the ball carrier’s hands at any time. If the ball is pulled from the ball carrier’s grasp, a free pass is 
awarded to the ball carrier’s side.  

If a player does not have two tags on their belt, one on each hip, they will be penalised if they 
become a ball carrier or if they tag an opponent and a free pass will be awarded to the non-offending 
side at the place of infringement. 

When the ball carrier is tagged, the ball must be passed to a team mate within 3 seconds. This 
includes stopping time. The ball carrier must attempt to stop as soon as possible; within 3 strides is a 
reasonable guide for referees, but the ball can be passed in the act of stopping. If the pass takes 
longer than 3 seconds or the player takes more than 3 strides they must be penalised and a free pass 
awarded to the non offending side at the place where the tag occurred. 

After the ball has been passed, the player must go to the tagger, retrieve their tag and place it back 
on their belt before re-joining play. If the player continues to play and influences the game without 
collecting their tag, they must be penalised and a free pass awarded to the non-offending side at the 
place of infringement.  Players are however only allowed one step to score a try after being tagged.  
 
If the ball carrier is tagged whilst standing inside the goal area they must ground the ball immediately 
in order to score. Referees should help this part of the game along by advising the ball carrier “Touch 
the ball down and I’ll award the try”, or similar.  

If the ball carrier dives to ground to score a try it will be disallowed and a free pass will be awarded to 
the defending side 7m out from the try-line.  

When a tag is made, the tagger must stop running, hold the tag above their head and shout, “TAG”. 
At this stage the referee must shout, “TAG - PASS”.  

If the ball carrier stops running within 1m of the tagger, the tagger must move back towards their 
own goal-line, at least 1 m, to allow room for the ball to be passed. If the tagger fails to retire at least 
1 m before rejoining the game, they are to be considered “offside” and a free pass will be awarded to 
the non-offending side at the place of infringement.  

Once the ball has been passed, the tagger must hand back the tag to the player and cannot re-join 
the match until this has been done. If a tagger continues to play and influences the match with an 
opponent’s tag in their hand, or throws it to the floor, they must be penalised and a free pass 
awarded to the non-offending side at the place of infringement.  

Offside occurs only at the time of the tag where the offside line is through the centre of the ball 
except for the tagger for whom it is 1 m further back. When a tag is made, all the other players from 
the tagger’s team must attempt to retire towards their own goal-line until they are behind the ball. If 
a player, in an offside position, intercepts, prevents or slows down a pass from the tagged player to a 
teammate, a free pass will be awarded to the non-offending side. A player can, however, run from an 
onside position to intercept a floated pass before it reaches the intended receiver.  
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Players play Tag Rugby on their feet, with the ball in hand. If the ball goes to ground, players can pick 
it up but they must not dive to the floor to recover the ball. Penalty: free pass to non-offending side 
and the following rules will apply: 

(a) If the ball was lost forward, a free pass is awarded to the non-offending side unless advantage 
occurs to the non-offending side.  

(b) If the ball carrier falls to the ground with the ball then a free pass will be awarded to the non-
offending side. 

(c) If the ball is passed other than forward and goes to ground, play will continue and either side may 
pick up the ball. If the passed ball rolls into touch a free pass will commence from the touchline to 
the non-passing side.  

The only contact allowed between the two teams is the removal of a tag from the belt of the ball 
carrier. Any other type of contact on the ball carrier, such as shirt pulling, running in front of or 
barging the ball carrier, forcing the ball carrier into touch, etc must be penalised with a free pass and 
the players concerned reminded of the rules.  

SCORING 
 

All tournaments will play competitive games but overall winners will not be announced.   
 
CLOTHING & EQUIPMENT 
 

The festival will be held outdoors on grass, so pupils will need to bring clothes appropriate to the 
weather including studded footwear (if available). 
 
Safety equipment including mouth guards and shin pads are recommended.  Please could all schools 
provide their own rugby belts and tags. 
 
The size of the ball should be size 3 for year 3&4 and size 4 for year 5&6. 
 
PROGRESSION 
 

There is no progression from the rugby competitions. 
 

  



 

~ 53 ~ 
 

TABLE TENNIS 
 
COMPETITION FORMAT 
 

There will be one tournament for years 5&6.  There will be a separate competition for boys and girls 
on the same day. 
 
Teams are to consist of 2 boys or 2 girls.  Schools may be permitted to enter more than one team, 
depending on the number of entries.  All games will be singles although a pair will compete together 
as a team.  Four games will be played per match: 
 

 Player 1 v Player 1 

 Player 2 v Player 2 

 Player 1 v Player 2 

 Player 2 v Player 1 

After serving for two points the serve swaps to the receiving player for two serves. A good serve is 
when a player rests the ball in the palm of their hand, throws the ball up and hits the ball on its way 
down (serves cannot bounce on the table first). The ball then hits the server’s side of the table first 
then hits the opponents side of the table on the diagonal service box. In singles matches serves can 
bounce anywhere on the receivers side of the table. 
 
Servers have to stand behind the end of the table when serving; serves cannot be from the side of 
the table. A good return is when the receiver hits the ball back over the net without the ball hitting 
their side of the table and hits anywhere on the opponent’s side of the table. White lines are in.  
 
A let is called and the point played again if the serve hits the net after hitting the server’s side of the 
table first and continues to hit their opponent’s side of the table. Teams will be allowed second 
serves in the group stages but not in the knockout rounds. 
 
Please ensure that each school brings a box of balls and bats to the competition. 
 
SCORING 
 

Each game will be scored to a maximum of 11 points although this will depend on the time available 
at the venue and the number of entries.  Games can be won 11-10; an individual does not need to 
win by two clear points. Teams will be split in to pools with the top teams progressing on to the 
knock out stages of the competition (semi-finals and final if time allows). 
 
If there is limited time at the venue, games may be timed and players will play until time is up. The 
length of each game will depend on the number of entries.  If players are playing a point when time 
is up, players must continue to play that point.  If it is a draw when the time is up, players must play 
the next point to determine a winner. 
 
PROGRESSION 
 

The winning teams will be invited to represent Luton at the county finals.  Details of the county finals 
will be given to the qualifying schools after the local rounds have been completed. 
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TABLE TOP 
 

COMPETITION FORMAT 
 

This event is open to all abilities and all ages and is particularly suitable for students with physical 
and/or learning difficulties. 
 
The aim of the festival is for the children to have fun while taking part in a sporting activity.  Teams 
should consist of 3 individuals although schools are permitted to bring more than one team. 
 
Polybat 
 
Polybat is a bat/ball net game which is played on a table tennis table with the net removed.  The 
objective of the game is to hit the ball over the opponent’s end of the table or cause them to play a 
fault by lifting the ball off the table surface.   
 
Polybat can be played as either singles or doubles. 
 
Table cricket 
 
The aim of table cricket is to provide young people who have severe disabilities with an opportunity 
to compete in a competitive game of cricket with an emphasis upon teamwork and sportsmanship, in 
a fun and enjoyable environment.  
 
The game uses a table tennis top, side panels with sliding fielders, a ball launcher, a plastic ball and a 
wooden bat to simulate a game of cricket.  
 
SCORING 
 

All activities will be fun and friendly within a competitive setting.  Games may be scored but results 
will not be recorded.  The emphasis on the day is on fun and participation. 
 
PROGRESSION 
 

There is no progression from the table top festival. 
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TENNIS 
 
The Tennis Red, Tennis Orange and Tennis Green are progressive versions of the standard game 
designed to be played by children as they move through the age groups. At the youngest age the red 
balls bounce slower and travel slower to allow players to set up a rally. Smaller tennis courts allow 
more participation and more matches. Tennis Orange progresses to a slightly quicker ball with larger 
courts, before Tennis Green is played on full size courts, but with a ball slightly slower than the 
standard. 
 
COMPETITION FORMAT 
 

There will be competitions for Years 1&2 (combined), Years 3&4 (combined) and Years 5&6 
(combined). 
 
The Year 1&2 festival will consist of fun, games, competitions and coaching from qualified tennis 
coaches.  Schools can bring up to 10 children of whom at least 3 must be girls.   
 
For all other age groups, teams are to consist of 4 players (2 Boys and 2 Girls) seeded boy 1&2 and 
girl 1&2 depending on their ability. 
 
Year 3&4 competitions will play Tennis Red on a quarter of a tennis court/badminton size court. 
 
Year 5&6 competitions will be Tennis Orange and played on a ¾ size court with “throw down” line 
markings.  
 
Games will be timed and players will play until a whistle or time is up. If players are playing a point 
when time is up, players must continue to play that point.  If it is a draw when the time is up, players 
must play the next point to determine a winner. 
 
Year 3&4 Match Structure – Each Tennis Red match will consist of four singles games with each 
player playing their equivalent ranked player from the other school. 
 
Game 1 - Singles (Boy Ranked 1) 
Game 2  - Singles (Girl Ranked 1)  
Game 3 - Singles (Boy Ranked 2) 
Game 4 - Singles (Girl Ranked 2) 
 

 Players will toss for serve at the start, the nominated person will then serve for the first point 
and it will then alternate every two points; 

 Players will stay at the same end for the entire game; 
 When serving, the ball must not be bounced before being hit;  
 The serve can be hit over or under arm; 
 Serves should be hit diagonally, landing in the diagonally opposite service box; 
 Games will be scored using a rally scoring system (e.g. 1, 2, 3 etc.) ; 

 The net is lowered to 80cm; 

 Racquets of 43-58cm are recommended with the red&yellow balls being used. 
 
Year 5&6 Structure – Each Tennis Orange match will consist of six games: four singles and two 
doubles games as shown below, with each player playing twice: 

  
Game 1 - Singles (Boy Ranked 1) 
Game 2 - Singles (Girl Ranked 1) 
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Game 3 - Singles (Boy Ranked 2) 
Game 4 - Singles (Girl Ranked 2) 
Game 5 - Doubles (Boys Ranked 1/2) 
Game 6 - Doubles (Girls Ranked 1/2) 
  

 The first serve is decided by a “toss”. The nominated player serves the first point, it then 
alternates every two points; 

 Players will stay at the same end for the entire game; 

 When serving, the ball must not be bounced before being hit;  

 First serve must always be over arm although under arm serves can be served on the second 
serve if players are having difficulty. 

 Serves should be hit diagonally, landing in the diagonally opposite service box; 
 Games will be scored using a rally scoring system (e.g. 1, 2, 3 etc.); 

 The net is lowered to 80cm. 

 Game lengths will depend on the competition entries. 
 
CLOTHING 
 

All competitions are held outdoors.   Pupils will need to bring clothes appropriate to the weather and 
please could each school provide their own rackets and balls. 
 
SCORING 
 

Tennis Red & Orange – The scoring is 1, 2, 3 etc not 15, 30, 40 etc. 
 

The winner is the player/s with the most points at the end of the allocated time. If it is a draw when 
the allocated time is up, teams will play the next point to determine the winner.  Once all matches 
have been played the winning team will be the team who have won the most matches, if a draw at 
the end of the competition the teams with the most points wins. 
 
Year 1&2 - Although there may be stations where schools/pupils accumulate points, these are not 
recorded as the emphasis on the day is on fun and participation. 
 
Teams will be split in to pools with the top teams progressing on to the knock out stages of the 
competition. 
 
PROGRESSION 
 

There is currently no progression for those competing in the Year 1&2 festival. 
 
The top two schools from both year 3&4 and year 5&6 will be invited to represent Luton at the 
county tennis finals.   
 
Details of the county finals will be given to the qualifying schools after the local rounds have been 
completed. 
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ULTIMATE FRISBEE 
 

COMPETITION FORMAT 
 

This sport is offered to years 5&6 with teams to consist of 5 players although squads of up to 8 can 
be brought to the competition.  Teams must also be mixed sex with at least two girls on the pitch at 
any one time.   Schools may be permitted to enter more than one team depending on the number 
of entries. 
 
The object of Ultimate is to score points by passing the disc to a player in the opposing end zone.   A 
player may already be in the end zone before they catch the disc.  A defending player is not allowed 
in the end zone to defend a score although may stand in front to try and block a pass. 
 
At the start of the game and after each point scored both teams stand on / near to their goal-line.  
One team starts by throwing the disc to the other team. 
 
A player in possession of the disc can play it in any direction and has to pass within ten seconds.  No 
running is allowed with the disc. 

 
The other team gets the disc if: 
 

 It hits the ground 

 It is intercepted 

 It is knocked down by the other team 

 It is received outside the playing area 
 

In terms of defending the player with the disc, opposing players will be required to stand one metre 
away to minimise the risk of injury. 
 
SCORING 
 

A point is scored when the disc is caught by a player in the other team’s end zone.  The team with the 
most points at the end of a game wins.  Teams will not change ends at the local competition to avoid 
confusion.  The scoring team throws to the non-scoring team to re-start the game after a point is 
scored. 
 
PROGRESSION 
 

There is no progression from the Ultimate competition. 
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VOLLEYBALL 
 
COMPETITION FORMAT 
 

Teams are to consist of 3 competitors.    
 

 The server stands at the back of the court and can serve either over or underarm into the 

opponents side of the court 

 The opposing team is allowed a maximum of three touches on their side of the court before 

they must send the ball back over the net 

 The player cannot touch the ball twice in two consecutive touches but could on the first and 

third contact 

 The ball must be hit and not caught 

 The ball can be played off the net during a rally 

 Whichever team wins the point then goes on to serve 

 Every time your team wins the serve from the other team your players rotate their position 

on court – clockwise so that everyone gets a chance to serve 

SCORING 
 

 Teams will be split into pools with the top teams progressing to the knockout stages of the 

competition 

 Games will be timed and player will play until the time is up (the length of each game will 

depend on the number of entries) 

 If players are playing a point when the time is up, players must continue to play that point 

 If it is a draw when the time is up after a knockout game, players must play the next point to 

determine a winner 

PROGRESSION 
  

There is no progression from the volleyball competition. 
 

 
 
 
 
 
 
 
 
The information included in this handbook is subject to change throughout the course of the 
academic year to fit in with any changes made to formats by School Games and/or National 
Governing Bodies.  Any changes will be communicated to schools as soon as possible.  In all 
instances, schools should adhere to the rules in this handbook whilst at a competition even if these 
differ to rules played at intra school level.   
 
Thank you very much for your continued support of the competitions in Luton, please contact me if 
you have any questions about any of the competitions or formats.  For more information on School 
Games, please visit www.yourschoolgames.com.   

http://www.yourschoolgames.com/

