N.9.9’

Yirtedal Sperts Week
22" - 26 June

When

VIRTUAL
SPORTS DAY

- Sports week will take place through out
the week commencing 22/06/2020.
Each day, each child will have 2 activities
to complete — they may need you help to
complete them!

Why

It is incredibly important to provide our
children with the opportunity to take part in
sports days and swimming galas annually. As
this is unfortunately not an option this year
we have decided to run a virtual sports week
of different events AND school staff are going
to take part too!!!

PE and physical activity have never been so
important in our lives, now more than ever
proving that sport can bring the country and
communities together and help people try
something new or positively impact their
mental health. The purpose of this sports
week is TO HAVE FUN!! We would love and
encourage as many family members to have a
go at the events and have fun whilst doing
them!



VIRTUAL
SPORTS DAY

2020

We recommend that you complete 2 activities each day,
they will be fun and active. A video of Mr Moody
explaining each activity will be posted on the school
website/Facebook page and YouTube channel.

We have planned these activities so they require minimal
resources, hopefully you can use regular household
items to help you. In preparation, one activity requires
water balloons (not many) but there are alternative
options if you cant get hold of any!

Once you have recorded the score for both activities on
that day you need to fill in the correct section of your
Virtual Sports Week recording page. Any pictures and
videos of the children (and other family members)
completing the activities would be a bonus and can be
sent to me at ben.moody@taw.org.uk so we can make a
compilation video for each activity!

On Friday it would be fantastic if you could take a picture
of you and your Virtual Sports Week recording page and
send this to your class teacher — your class teacher will
then collate the results and produce a first, second and
third place for each class! They will ignore your worst
two activity scores, scoring you on the best 8 completed!
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VIRTUAL
SPORTS DAY

2020

On the next slides you will find the ten possible
activities with instructions, plus a what you need page
and a recording sheet!

Please remember to send your results once you’ve
completed at least 8 of the 10 activities to your class
teacher no later than Monday 28t June at 4pm — any
results received after this time will not be
acknowledged!

The ultimate aim of sports week is to have FUN whilst taking
part in physical activity. The points system is as follows:

5 Points = the completion of an activity.

2 Points = Catch/Circuit/Second/length —
so make sure you are counting how many
of each you do!

10 BONUS POINTS - if you complete every
activity!



WHAT You wWitl NEED...

GOOD LUCK
EVERYONE!

- PLASTIC BOTTLE (ANY
SIZE)

- WATER (ANY AMOUNT)

- TIMER

1. YOU CAN USE ANY
AMOUNT OF WATEE AND
HAVE ANY SIZED BOTTLE

2. CAREFULLY COUNT
THE FLIPS THAT LAND.-

3. FLIP THE BOTTLE
WITH ONE HAND ONLY.

1. PUT ANY AMOUNT OF WATER INTO A
PLASTIC BOTTLE

4. BE QUICK, YOU ARE
AGAINST THE cLock!

2- SET A TIMER TO 1 MINUTES AND RECORD
HOW MANY TIMES YOU CAN FLIP THE BOTTLE
AND MAKE IT LAND THE RIGHT WAY UP. You
HAVE ONE MINUTE!!!

5. SEND PICTURES Or
VIDEOS INTO YOUR
CLASS TEACHER.

&. RECORD YOUR
SCORE ON THE
RECOEDING SHEET.

3. RECORD YOUR SCORE ON THE RECORDING
SHEET!




ACTVITY ...

WHAT You wWiLL NEED...

- PLASTIC CUF/ PLASTIC
BOTTLE

= PENCIL/ SCISSORS

- BOOML OF WATER

- 2 MARKEES

1. FIRST PIERCE A HOLE IN THE BOTTOM OF A
PLASTIC CUP OR BOTTLE TO CREATE A
PENCIL SIZE HOLE (ASK FOR HELP FROM AN
ADULT)

2. PLACE 1 MARKER DOWN AND PACE oUT 20
STEFPS, PLACING A MARKER AT THE END- THIS
WILL BE YOUR ACTNVITY ZONE.

3. CAREFULLY ADD 500ML OF WATER INTO
THE CUP/ BOTTLE AND PLACE YOUR FINGER
OVER THE HOLE.

Y. RELEASE YOUR FINGER AND HOLD THE
CUP/ BOTTLE ABOVE YOUR HEAD. BY WALKING
ONLY, RECORD HOW MANY TIMES YOU REACH
EACH MARKEE. 6O BACK AND FORTH UNTIL
THE WATER RUNS OUT OVER YOUR HEAD!

5. RECORD YOUR SCORE ON THE RECORDING
SHEET!

GOOD LUCK
EVERYONE!

1. WALKING ONLY!

2. WALKING FEROM ONE
MARKER TO THE NEXT
COUNTS AS 1. THERE
AND BACK wWOULD BE 2.

3. YOU WLl &6ET WET
WITH THIS ACTVITY =
EMBRACE IT!

Y. HAVE FUN WITH IT!

5. SEND PICTUEES OB
VIDESS INTO YOUR
CLASS TEACHEER.

&. RECORD YOUR
SCORE ON THE
RELORDING SHEET!




ACTMVITY .-.

WHAT YOU WiL.L NEED...

GOOD LUCK
EVERYONE!

- 2 MARKERES
- A TIMER

1. YOU SCORE A POINT
FROM BUNNING FROM
ONE MAEKEE TO THE
OTHER. FOR EXAMPLE,
THEEE AND BACK
WOULD BE 2 POINTS.

2. REMEMBER YOU 6ET
2 MINUTES.

1. PLACE A MAKER AT THE STAET AND 3. SEND PICTURES OR
ANOTHER MARKER ZO STEPS AwAY. VIDEDOS INTO YouUR
THIS WILL BE YOUR ACTNVITY ZONE. CLASS TEACHER.

2. RUN BACK AND FORWARD BETWEEN THE Y. RECORD YOUR SCORE
MABKEES AS MANY TIMES AS YOU CAN. ON THEI RECORDING
SHEET!

. CAREFULLY COUNT HOW MANY RUNS You
CAN DO IN 2 MINUTES! THERE AND BACK
COUNTS AS 2.

Y. RECORD YOUR SCORE ON THE EECOEDING
SHEET!




RCTMTY .-

WHAT YOoU WiLL NEED...

GOOD LUCK
EVERYONE!

- 3 PAIRS OF SOCKS
- 3 OR 5 MABCKEES
- A TIMER

1. ENSURE THE
IMARKEES AEE 5 FEET
APART .

2. ENSURE You
DRIBBLE IN AND oUT OF
EACH MARKEER.

3. CAREFULLY COUNT
HOW) MANY FULL
CIRCUITS YOou
COMPLETE.

1. IN YOUR LIVING ROOM OR ON A FLAT
SURFACE SOMEWHERE IN YOUR HOUSE, PLACE
DOWN 5 MARKERS (MUSS, PAPER, TEDDIES
ETC) FOR KS2 OR 3 MARKERS FOR KS1 AND
BECEPTION THAT ARE 5 STEPS APART.

Y. SEND PICTURES Ok
VIDEOSS INTO YOUR
CLASS TEACHER.

2. SCRUNCH UP 3 PAIRS OF SOCKS TO CREATE
A BALL-

5. BECORD YOUR SCORE
ON THE RECORDING
PAGE!

3. DRIBBLE THE BALL OF SOCKS IN AND &UT
OF THE MAEKEES AS MANY TIMES AS YOU CAN
IN 2 MINUTES.

Y. EACH TIME THERE AND BACK THROUSH THE
IMARKERS COUNTS AS 2 POINTS

5. RECORD YOUR SCORE ON THE RECOEDING
PAGE!

-




WHAT You wWit.L. NEED..-.

GOO0D LUCK
EVERYONE!

- A STICK
- A TIMER
= A SAFE SPACE!

1. JUMP OVER THE
POLE OR STICK WHILST
IT'S ON THE GROUND.

2. COUNT HOW MANY
YOUZAN DO IN 2

WHAT TO DO.-. [ MINUTES-

3. SEND PICTURES OR
VIDEDS TO YOUR CLASS

1. FIND AN OPEN SPACE OUTSIDE. TEACHER.-
2. PLACE A THE STICK OR POLE ONTO THE Y. RECORD YOUR SCORE
GROUND ON THE RECORDING

PARSE!
. SET THE TIMER TO Z MINUTES

H. JUMP FROM ONE SIDE OF THE STICK TO
THE OTHER. EACH TIME YOU DO THAT You
SCORE 1 POINT-

5. COUNT HOW MANY TIMES YouU JUMP OVER
THE STICK O POLE IN 2 MINUTES

5. BECOED YOUR SCORE ON THE RECOEDING
PAGE!




RCTMTY --.

WHAT YOU wWit.L NEED.-.

GOOD LUCK
EVERYONE!

- £ MAEKEES
- A TOILET BOLL TUBE
- A TIMER

1. SET THE MARKERS UP
20 STEFPS APAET.

2. COUNT HOw MANY
TIMES YOU RUN BACK
AND FORTH WITH THE
TOILET ROLL TUBE
BALANCED ON YOUR
HEAD.

3. BEMEMBER YOU GET
2 MINUTES TO DO AS
MANY AS You CAN

1. FIND AN OPEN SFACE OUTSIDE

2. PLACE THE FIRST MARKER ONTO THE
GROUND AND THEN PACE OUT 20 STEPS AND
PLACE THE SECOND MARKER DOWN. THIS IS

YOUR ACTIVITY AREA

4. SEND PICTURES OR
VIDEDS TO YOuUR CLASS
TEACHER.

3. SET THE TIMER TO 2 MINUTE

5. RECORD YOUR SCORE
ON THE BECORDING
PAGE!

. RUN OR WALK BETWEEN THE TwO
IMARKERS WITH THE TOILET ROLL TUBE
BALANCED ON YOUR HEAD

5. IF IT FALLS OFF PUT IT BACK ON AGAIN!

&. THERE AND BACK COUNTS AS 2 POINTS.
COUNT HOW MANY YOU CAN DO IN 2 MINUTES.

7- RECORD YOUR SCORE ON THE RELORDING
PAGE!




BETMITY .--

WHAT YOU Wil NEED...

- 2 MABKEES
-ATMER

1. FIND AN OPEN SFACE INSIDE OB OUTSIDE

2. PLACE THE 2 MARKERS ONTO THE GROUND
AND TAKE L STEP BACK

D. SET THE TIMER TO 1 MINUTE

. STANDING ON ONE LESG TOUCH EACH CONE
ALTEENATIVELY

5. COUNT HOW MANY TIMES YOU TOUCH A
CONE IN THE 1 MINUTE

&. RECORD YOUR SCORE ON THE RECORDING
PAGE!

1. SET THE CONES UP
LAND STEP BACK L STEP.

2. COUNT HOW MANY
YOU TOUCKHES You CAN
DO IN L MINUTE

3. BEMEMBER YOU
MUST 62 TO

AL TEENATE MABKERS
EACH TIME

4. SEND PICTURES Or
VIDEOS TO YOUR CLASS
TEACHEE.

5. RECORD YOUR SCORE
ON THE RECORDING
FPAGE!

g




RCTMTY ---

WHAT YOouU wWiL.L. NEED...

GO0D LUCK
EVERYONE!

- 2 CHAIRS

- A POLE OR STICK
PLACED ACEOSS THE
CHAIRS

- A TIMER

1. YOU'LL NEED TO
ICOMPLETE YOUR CIRCUIT AS
LMANY TMES AS YOU CAN N 2
MINUTES.

2. GOWNG UNDER AND OVER
WHAT 70 DO.-. WILL SCORE YOU L POINT.
HOW MANY CAN YOou Do T

3. YOUR HURDLES NEED TO R
BEASONABLE SIZE COMFPRRED

1. PLACE CHAIRS OR ALTERNATIVES NEXT TO e LRy B sait?

EACH OTHER AROUND YOUR HOUSE OR IN YOuUR el

SARDEN - 4. BE SUICK, YOU ARE
ASAINST THE cLock!

2. PLACE A STICK, POLE OR AN ALTERNATNVE - =

ONTO THE CHAIRS TO CREATE A HURDLE AND A R L o e S

BRIDGE Wi 3 SR
5. RECORD THE SCORE ON

3. ORGANISE THIS SO YOU HAVE CREATED A THE RECORDING PAGE!

CIRCUIT WHERE YOU CAN 60 OVER AND UNDER

QUICKLY

4. GOING UNDER AND OVER WILL SCORE You
1 POINT. HOW MANY TIMES CAN YOU 60 UP
AND OVER THROUGHOUT YOUR CIRCUIT IN 2
IMINUTES T

5. RECORD THE SCORE ON THE EECOEDING
FPAGE!




RZTMVITY .-

WHAT YOoU wWiLL NEED...

- A FLAT WALL
- A TIMER

- STRONG LE&S!!!!

GOOD LUCK
EVERYONE!

WHAT TO DO.--

1. FIND A FLAT WALL INSIDE OR OUTSIDE.-

2. PLACE YOUR BACK FLAT AGAINST THE
WAaLL.

3. BEND YOUR KNEES SO THEY ARE AT A
RIGHT ANGLE (THIS IS IMPLORTANT).

Y. YOUR LESS SHOULD BE STEAIGHT AND
LOOK LIKE THE CORNER OF A SRUARE.

5. YOUR FEET SHOULD BE FLAT ON THE
FLOOE.

&- HOLD THIS POSITION FOR AS LONG AS You
CAN. USE A TIMER TO RELORD THIS.

7- YOU SCORE 1 POINT FOR EVERY SECOND
YOU HOLD THAT POSITION FOR.-

8. RECORD YOUR SCORE ON THE RECORDING
PAGE!

1. BACK FLAT AZAINST
THE WALL..

2. FEET FLAT ON THE
FLOOR.

3. LESS SHOULD BE
BENT AT 90 DEGREES.

. SEND PICTURES OR
VIDEDS INTO YouRe
CLASS TEACHER -

5. RECORD YOUR SCORE
ON THE BECOEDING
PAGE




RCTMITY .-

WHAT YOU WILL NEED..-.

GOOD LUCK
EVERYONE!

- WATER BALLOONS O A
WET SPONGE OF ANY

SIZE

- SOFT HANDS

- A TMER

i. YOU CAN USE WATER
BALLOONS Ok ANY
SIZED WET SFONGE You
HAVE AT HOME.

2. CAREFULLY COUNT
THE NUMBER OF
CATCHES YOU MAKE

1. STAND OUTSIDE IN A 600D SPACE
3. IF YOUR DROP IT OR
2. UNDER ARM THROWING THE WATER IT BURSTS You CAN
BALLOON UP AND CATCHING IT. SEE HOW 642,2)’ ON fwM WHERE
MANY YOU CAN DO IT 2 MINUTES (YOU MAY YOU WERE!

NEED MOEE THAN 1 WATER BALLOON IN CASE
IT POPS!) 4. BE QUICK, YOU AEE
AGAINST THE cLOCK!

3. IF YOU DROP IT, PICK IT UP AND CARRY ON ,
THROWING AND CARRY ON COUNTING FROM 5. SEND PICTURES OR
THE NUMBER YOU WERE ON. VIDEOS INTO YouUR
CLASS TEACHER.

Y. YOU SCORE 1 POINT FOR EACH CATCH You
DO. &. RECORED YOUR SCOEE

ON THE RECORDING
5. RECORD YOUR SCORE ON THE RECORDING PAGE!
PAGE.




What you will need?

Some markers, a timer, a plastic bottle, Socks, 2 chairs, a
stick or a pole, a toilet role tube, some water balloons (or
some sponges!) and a plastic cup.

The next sheet is where you record your scores for
the N.J.S School Sports week event. When you
complete an activity you record your score in the
correct box. You need to complete at least of 8 of
the activities during the week so your teacher can
identify your finishing position from within your
class, taking the best 8 results into account!

We would love to see pictures and videos of you
competing the activities! Please send them to you
Mr Moody so he can produce a compilation video;

ben.moody@taw.org.uk

Good luck and we hope you have fun!
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Recording Sheet

Name Class
i Score / Amount /
Activity Completed i
Bottle Fli Number of Flips:
ottie rlip
Leakv C Number of Lengths:
eaky Cup
Run. Run Number of Lengths:
’ ’
Run
Sock Number of Circuits:
Dribble
Speed Number of Bounces:
Bounce
Toilet Roll Number of Lengths:
Run
Balancing Number of Touches:
Cone
Touch
Under and Number of Times:
Over
. Seconds:
Wall Sit
Water Number of Catches:
Balloon

Catch




