
The competition provides several opportunities for students to develop their personal skills through
various leadership opportunities.  Where possible try and allocate at least one of the roles below, if not all
to pupils during the competition. 

STUDENT LEADERSHIP
OPPORTUNITIES  

OFFICIAL  MOTIVATORACTIVITY ORGANISER  
Organises the equipment
 Sets up the station using
the resource card / video
Helps put equipment away 

Keeps count of the score,  
times stations and
records the result 
Ensures the team is
completing the activity 
 correctly  

Encourages their team
during the activity 
Ensure their team mates
are positive to each other
Congratulates the team at
the end!

CAN YOU ASK STUDENTS  TO DEMONSTRATE SOME OF THE
SCHOOL GAMES VALUES DURING THE COMPETITION?   
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Pupils            Gym Mat 

Tape Measure

Cones           

Throw down lines Spot  

Sprint  
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EQUIPMENT
-1 Stopwatch   -9 Cones  -Flip Down Lines or Tape 

-3 Tape Measures  -4 Gym Mats - x9 Hoops -x9 Bean Bags 
-2 Speed Bounce Mats or Gym Mats -x3 Spots

Remember to measure out sprints/hurdles/long jump first
and then use a tape measure on another station.  

LEADERSHIP ROLES
 There's opportunity for children to have a go at

each role as they are rotating around each
station.

Each station should be centrally timed for 20
seconds.    

  

YEAR 1&2 SPORTSHALL ATHLETICS                    
SUGGESTED SET UP FOR A CLASS COMPETITION    

Allocate children into teams of 6 and provide each team with a clipboard and a team score sheet, each child will be scored individually. Ensure all pupils
have a score before moving to the next station. Encourage children to undertake the role of an official. As these stations are centrally timed, you can

rotate around each station depending on space and time. 

Speed Bounce 

Official  

Official  
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Long Jump

Official    
Balance Test 

Official    

Official    

Official    

Target Throw 

Official    Official    Official    

Hoops



If you are using just a tape measure, start
with your toes behind the 0cm on the tape
measure. If you are using a Long Jump mat,
start with your toes behind the 1m line. Set
up 3 coloured cones at 20cm, 50cm and
70cm. 
The athlete should jump from two feet and
land on two feet. 
Record which cone (A,B,C)the athlete lands
past. C= 5 points, B= 3 points, A=1 point. 
Give the athlete two attempts and record
their furthest distance.  

Standing Long
Jump  
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Equipment
x1 Long Jump Mat/Tape Measure 

Clip board and score sheet 
     

A B C



Shuttle run   
Set up two cones 5m apart.  
The athlete will see how many
times they can run up and down
in 20 seconds.
Each time the athlete runs to
each cone, they get one point. 
Give the athlete two attempts
and record their quickest time.   

Equipment
x1 Tape Measure

x2 Cones  
x1 Clip board and score sheet 
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5m



Athlete stands on the spot on a
favoured leg. 
The free foot must stay above the
knee of the standing leg.
Encourage the athletes to keep their
arms out to the side for balance.
Time how long they can stand on one
leg. If they balance for the full 20
seconds award 1 point. 
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Balance test     

Equipment
x1 Spot

Clip board/Score sheet
     



Set up 3 hoops 50cm apart (measure
50cm from the front of the hoop to the
front of the next hoop - hoops can
overlap if needed).  
The athlete stands on the start line,
50cm away from the first hoop.
The aim is to throw bean bags into the
hoops to score points.  
The athlete has 20 seconds to score as
many points as possible. 
A= 1 point, B= 3 points, C=5.

Target Throw

Equipment
x3 Hoops 

x3 Bean Bags
x1 Tape Measure 

Clip board and score sheet 
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Speed bOUNcE    
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Set up the speed bounce mat or a gym mat
with two cones in the middle to create a
barrier to jump over. 
Athletes start on one side and jump from
two feet to two feet over the barrier.
The athlete has 20 seconds to see how
many times they jump over the barrier.
Each time the athlete lands two footed
onto the mat it is one count. 
If they land on the barrier, that jump does
NOT count.   

Equipment
x1 Speed bounce mat or barrier (cones)  

x1 Landing mat (dependent on equipment)
Clip board and score sheet  

 


