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Quadrants

You divide your hall up into 4 imaginary quadrants and post judges looking

along the axis. Split the Boys into 4 teams, 1 for each quadrant. The

officer running the game has the ball, a light football is best.

Play

The ball is thrown into play and the officer counts down from 10 in his head

then blows a whistle. In the meantime the Boys must get the ball out of

their quadrant and into someone else's before the whistle blows. If the ball

is in your quadrant when the whistle goes you lose a player from your team.

Play resumes and another quiet countdown, whistle goes again, another man

out and so on. Any disputes can be clarified by the 2 axis judges. Once all

the team is out the adjacent team clockwise take over their quadrant.

Eventually you get down to 2 Boys with half the hall to cover each !

Variations

We alternate how the Boys in each team are put out e.g. starting youngest

first, oldest first, by rank, alphabetically etc<br>

Try randomising the countdown choosing between 5, 10, 15 or 20 seconds each

time. This foxes the team who try to 2nd guess the countdown, holding on to

the ball until the last second.

Use 2 balls !

Skittleball

Setup

At one end of the hall there is a base (usually a mat) and at the other a target ( we use an old plastic Coke bottle). The target has around it an exclusion zone into which the players are not allowed In our case this is achieved by using benches.)

Play

The game is started by throwing the ball up in the air in the middle of the hall.. A team gains 'advantage' by touching down the ball on the base. That team then has the possibility to score by knocking down the target at the other end of the hall. Only the team with 'the advantage' can score. You lose the advantage once you have had a shot at the target whether its a hit or not, when there has been a foul against your team or if the other team touches the ball down on the base.  The winner is the team with the most 'hits' on the target after a set time period (we usually use 15mins)

Some Basic Rules

The game is played using hands only – it’s a foul if the ball is kicked.

You are NOT allowed to have a player standing on the base waiting for the ball.

The ball MUST NOT be thrown the whole length of the hall from the base.

You MUST NOT run with the ball.

NO physical contact with the other team. 

You are NOT allowed inside the exclusion zone beside the target.

After a hit on the target, whether successful or not the ball is played out from the target end with NO team having the advantage. It helps to avoid confusion if the referee shouts out whose team currently has the advantage.

This is a fast and exciting ball game.

Corner Football

Setup

Four teams

Four 'goals', 1 in each corner. We have tried various 'goals' A plastic

juice bottle, a table, a chair whatever so long as its clear when its been

hit, knocked over etc.

Play

Each team is numbered off. The officer running the game calls out a number

e.g. 2 All the number 2' (4 of them) run out and play the ball. They must

score a goal (hit the table/chair or knock over the bottle) against any of

the other players. Once a player has lost a goal he is out, the remaining 3

then battle on until another is out and the last 2 battle until a winner is

decided. The other players in the team must stay behind the team goal and

not interfere with play. If there is no winner after a set time e.g. 2 mins

then its a draw and the game is reset.

Variations

Try calling out more than one number at a time !

Team Dodgeball

We use this as a warm up and as an intersquad game.

Setup

3 teams (or squads)

Divide the hall into 3 with 1 team at either end and a team in the middle. Alternatively have 2 teams round the outside of the hall and 1 team on the inside. A badminton court is a good guide for this.

Play

The clock starts and the team in the middle must dodge the ball as it is

thrown up & down the hall by the other 2 teams. If you are hit anywhere by

the ball you are out, once all the team is out the clock stops. The members

of the 2 attacking teams must not move with the ball i.e. it must be thrown

from where it is caught/stopped etc. After all the team is out change round

and the overall winner is the team who lasts the longest.

Variations

Try it with 2 balls.
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