V/ St Arseln ¢ Catholle Pﬁ/m/? Sehool V/

Virtaal f/ﬂﬁb‘f Week
29% Jue - 3 Ua / 2020

IS OUR STRENGTH



[his year, we are wabte to have owr arnaal Sports Week, Never fear

we can have a wvtual one rxstead/ /{/é/'oé toam wit? be victlorions?

o WitV 7 ean #f/‘/'&a be able to a/e/fe/m’ their Gitte 7

VXA up faﬁ ;//‘a/@ i owre virtaal compe tion/

Physizal activity has never been so important ix our lves, proving that
SporT oan //‘/}y /aw/ﬂ/e/ loge ther ée//@//gz «s try some L‘é/}y new and
/ﬂa‘s’/'&‘/be{y impact ou mental health,




As 404 witl see, the activitios are qute afffe/‘e/(t this year

/‘ ——=\ 726% are p banned so that L%éy requre mininal resources; éa/efa/a? 40
@/) \ can use ﬁey/a/aﬁ household items Co ée//a %m/,

[he aimn 00[ the game & o ﬁ% Ve E FUN wiitet ea/‘/(/}g/ your Leam /M/}(L‘@
at the same Uine.

s, whether you are at home or v sohool] you witl be abte lo exjoy ofl of the fun,
ewerlement and ﬁt/mi{? compelition that f/ﬂﬂﬁf Week a&aa/{? /ﬂ}y«f/



Ok the newt stides 404 witl f/}(a/ lhe len actinties with mstractions
[ here is ablso /}(fw‘m Lion aboal how Co score and om/ﬂ/e le lhe sheel

lf you can, take a photo of yoursellf comptelivg one of the actintios

and send 1t Co as with you Seore Sheel

Clittren i 93, 94 95 and 96 should z;ﬁ/aaa/ Uherr soore sheetl and /ﬁéolfa to ?M//e Classroon.

Clitilren in 7/6 97 and 92 shoaldl send their soore sheet and /Malfa to the 0f//ée via emar?
secre L‘a/? @st-anselns, Kent soh, ak



mailto:secretary@st-anselms.kent.sch.uk

St Anselm’s Catholic Primary School

Virtual Sports Week

ﬁ\\ 29th June — 3rd July 2020
Y SCORE SHEET
Name

\Uswin Bolt T

‘ Year I

4

Please tick which team you are in

AFRICA

R
v

Score for tasks + total score for activities

30%8

Activity Date Completed Score/Time/Amount
Bottle Flip Number of flips
. 29 /¢ /20 2
Leaky Cup Number of lengths
29/¢/z0 L
Run, Run, Run Number of lengths
30/6 /20 20
Sock Dribble Number of circuits
30/6 /20 =
Speed Bounce Number of bounces
P 1/ 7 [20 41
Toilet Roll Run Number of lengths
//7 /w 3
Balancing Cone Touch Number of touches
2./ % 20 /8
Under and Over Number of times
2/7/2z0 7
Wall Sit Seconds
3 [ 2/28 /24
Water Balloon Catch Number of catches
319 /2e /2
Score for tasks Total score for activities
completed (1 point per catch/ circuit/ 248
(5 points per activity + é 0 second/ length) 2
bonus of 10 for
completing all
activities)
GRAND TOTAL

&oﬂ}g/ cfg@fm
) /o/}(&’ foﬁ w/fr/ﬂ/e t/}y an ac L‘/bb/'b‘%,

7 /M/}(b‘ per aafoé/o/}‘oa/&%fwmay/wyté — $0 make sure
you are counting as o4 90 a/wy,/

Ar extra 70 /0/}(&’ /f you 00/7(/0/@ le every ac If/'ﬂ'/'b‘%.



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.




BLTMTY »-s

\wuar vou witL NEgp...

- PLASTIC BOTTLE (ANY

sizg)

- WATER (ANY AMOUNT)

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

WHAT TO DO... I

2. CAREFULLY LOUNT
THE FLIFS THAT LAND-

3. FLIP THE BOTTLE

WITH ONE HAND ONLY.
1. PUT ANY AMOUNT OF WATER INTO A

Y. BE QUICK, YOU ARE
FUDIERoTILe ASAINST THE cLOCK!
2. SET A TIMER TO 1 MINUTES AND RECORD
HOW MANY TIMES YOU CAN FLIP THE BOTTLE PR
AND MAKE IT LAND THE RIGHT WAY UP. YOU e e
HAVE ONE MINUTE!!! 5
3. BECORD YOUR SCORE ON THE RECORDING m;@gz
SHEET!

BECORDING SHEET.

b




ACTMVITY .-r

Vwuar vou wiLt NEep... |
GOOD LUCK
- EVERYONE!
- PLASTIC CUP/ PLASTIC
BOTTLE
= PENCIL/ SLISSORS
- SOOML OF WATER
i “
1. WALKING ONLY!
2. WALKING FROM ONE
MARKER TO THE NEXT
COUNTS AS 1. THEEE
WHAT T2 DO.... r |AND BACK wWOULD BE 2.
3. YOU WILL SET WET
1. FIRST PIERCE A HOLE IN THE BOTTOM OF A WTH THIS ACTVITY =
PLASTIC CUP OR BOTTLE TO CREATE A EMBRACE IT!
PENCIL SIZE HOLE (ASK FOR HELP FROM AN
ADULT) . HAVE FUN WITH IT!
2. PLACE 1 MARKER DOWN AND PACE OUT 20 5. SEND PICTURES O
STEFS, PLACING A MARKER AT THE END. THIS VIDEDS INTO YOUR
WILL BE YOUR ACTMVITY ZONE. CLASS TEACHER.
3. CABEFULLY ADD 5OOML OF WATEE INTO &. RECORD YOUR
THE CUP/ BOTTLE AND PLACE YOUR FINGER SCORE ON THE
OVEE THE HOLE. BECORDING SHEET!
4. BELEASE YOUR FINGER AND HOLD THE
CUP/ BOTTLE ABOVE YOUR HEAD. BY WALKING
ONLY, RECORD HOW MANY TIMES YOU REACH
EACH MAEBKEE. 60 BACK AND FORTH UNTIL
THE WATER RUNS OUT OVER YOUR HEAD!
5. RECORD YOUR SCORE ON THE RELORDING
SHEET!
~.




RALTVITY .-

WHAT YOU Wi NEep-- |
GOOD LUCK
s EVERYONE!
- 2 MABKERS
- A TIMER
1. YOU SCORE A POINT
FROM RUNNING FROM
ONE MABKER TO THE
OTHER. FOR EXAMPLE,
THEBE AND BACK
WOULD BE 2 POINTS.
WHAT TO BO.-. r

2. REMEMBER YOU GET
2 MINUTES.

1. PLACE A MAKER AT THE STABT AND 3. SEND PICTURES OR

ANOTHER MABKER 20 STEPS AWAY. VIDEDS INTO YOUR

THIS WILL BE YOUR ACTVITY ZONE. CLASS TEACHER.

2. BUN BACK AND FORWARD BETWEEN THE Y. RECORD YOUR SCORE

|MABKERS AS MANY TIMES AS YOU CAN. ?;: THE RECORDING

EET!

8. CABEFULLY COUNT HOW MANY BUNS YOU

CAN DO IN 2 MINUTES! THERE AND BALK

COUNTS 4S 2.

Y. RECORD YOUR SCORE ON THE RECORDING

SHEET!




[ETMTY .-

WHAT YOU WitL NEED... |

GOOD LUCK
A EVERYONE!
- 3 PAIRS OF SOCKS
- 3 OB 5 MABKERS
- A TIMER
1 ensuez ThHE
| MABKERS ARE 5 FEET
prorsa
2. ENSURE YoUu
DRIBBLE IN AND OUT OF
AT SO B T EALH MARKER.
3. CABEFULLY COUNT
LiOw) MANY FULL
1. IN YOUR LIVING BOOM OR ON A FLAT Mmrf"
supFaCE samawe(zs IN YOUR HOUSE, PLACE -
DOWN 5 MARKERS (MUSS, PAPER, TEDDIES
ETC) FOR KSZ OF 3 MABKERS FOR KS1 AND e o
BECEPTION THAT ARE 5 STEPS APART. e s e
2.  SCRUNCH UP 3 PAIRS OF SOCKS TO CREATE R
i ON THE RECORDING
4
3. DRIBBLE THE BALL OF SOCKS IN AND OUT PAGE!
OF THE MABKERS AS MANY TIMES AS YOU CAN
IN 2 MINUTES.
o. EACH TIME THERE AND BACK THROUSH THE

MARKEES COUNTS AS 2 POINTS

5. RECORD YOUR SCORE ON THE RECORDING
PAsSE!




WHAT YoU Wil NEED.-.

- A STICK
- A TIMER
= A SAFE SPACE!

WHAT TO DO.-.

GROUND

SCORE 1 POINT-

PAGE!

1. FIND AN OPEN SPACE OUTSIDE.
2. PLACE A THE STICK OR POLE ONTO THE

D. SET THE TIMER TO 2 MINUTES

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

GOOD LUCK
EVERYONE!

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

2. COUNT HOW MANY
YOU CAN D2 IN 2
IMINUTES -

3. SEND PICTURES OR
VIDEOS TO YOUR CLASS
TEACHER.

Y. RECORD YOUR SCORE
ION THE BRECORDING
PasE!

5. COUNT HOW MANY TIMES YOU JUMFP OVER
THE STICK O POLE IN Z MINUTES

5. EECORD YOUR SCORE ON THE RECORDING




WHAT YOU Wit NEED--- |

GOOD LULK
EVERYONE!

- 2 MAEKEES
- A TOIWLET BOLL TUBE
- A TIMER

(whar 7o po.-. ]

1. FIND AN OPEN SPACE 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

3. SET THE TIMEE TO 2 MINUTE

- RUN OR WALK BETWEEN THE TwiO
IMARKERS WITH THE TOILET BOLL TUBE
BALANCED ON YOUR HEAD

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

5. THERE AND BAZK COUNTS AS 2 POINTS.
COUNT HOW MANY YOU CAN DO IN 2 MINUTES.

7- RELORD YOUR SCORE ON THE RECORDING
PAGE!

1. SET THE MARKERS UP
20 STEPS APART.

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

3. EEMEMBER You 6ET
2 MINUTES TO DO AS
L MANY AS YoU CAN

4. SEND PICTURES OR
VIDEDOS TO YOUR CLASS
TEACHER.

5. RECORD YOUR SCORE
(ON THE RECORDING
PASE!




WHAT YouU kiLL NEED.-.

|

- & MABKERS
- A TIMER

GOOD LUCK
EVERYONE!

DIIFLT

lwrar 1o po.-.

[AND TAKE 1 STEP BACK

AL TERNATIVELY

CONE IN THE 1 MINUTE

PAGE!

1. FIND AN OFEN SFACE INSIDE OR OUTSIDE
2. PLACE THE 2 MARKERS ONTEO THE SROUND

B. SET THE TIMER TO 1 MINUTE
4. STANDING ON ONE LES TOUCH EACH CONE

5. COUNT HOW MANY TIMES YOU TOUCH A

6. RECORD YOUR SCLORE ON THE RECORDING

1. SET THE CONES UP
|AND STEP BACK L STEP.

2. COUNT HOW MANY
YOU TOUCHES YOU CAN
DO IN 1 MINUTE

3. BEMEMBER You
IMUST 60 TO

AL TEENATE MARBKERS
EACH TIME

4. SEND PICTURES OR
VIDEDS TO YOUR CLASS
TEACHEE.

5. BECORD YOUR SCORE
ION THE RECORDING
PAsE!




[AZTMVITY .-

WHAT YOU Wit NEED--. |
GOOD LUCK
. EVERYONE!
- 2 CHAIRS
- APOLE OR STICK
PLACED ACROSS THE
LHARS
- A TIMER
1. YOU'LL NEED TO
|COMPLETE YOUR CRCUIT AS
IMANY TIMES AS YOU CAN N 2
IMINUTES.
2. GOING UNDERE AND OVER
WHAT TO DO.-. ] WALL SCORE YOU 1 POINT.
O MANY CAN YOU DO
(2. YOUR HUEDLES NEED TO A
1. PLACE CHAIRS OR ALTERNATIVES NEXT TO [EEASONABLE SIZE COMPARED
EACH OTHER ARDUND YOUR HOUSE OB IN YOUR PLADME UPT A
SARDEN . <. BE SUICK, YOU ARE
|ASANST THE cLock!
2. PLACE A STICK, POLE OR AN ALTERNATIVE
ONTO THE CHAIRS TO CREATE A HUBDLE AND A D e s S S
BRIDGE ;
|6 RECORD THE SCORE ON
3. ORGANISE THIS S& YOU HAVE CREATED A THE BECORDING PAGE!
CIBCUIT WHERE YOU CAN 60 CVER AND UNDER
QUIZKLY
. GOING UNDER AND OVER WilL SCORE YOU
1 POINT. HOW MANY TIMES CAN YOU 6O UP
AND EVER THROUSHOUT YOUR CIRCUIT IN 2
| MINUTES 7
5. BECORD THE SCORE ON THE BECORDING
PAGE!
_




AZTVITY .- ~

WHAT YoU Wikl NEED... l
! GOOD LuCK
: EVERYONE!

- A FLAT wWALL
- A TIMER
= STRONG LESS

..
..
.

S
~
-~

1. BACK FLAT AGAINST
THE wWiAl-L.

2. FEET FLAT ON THE

FLOOR.
fwuar 1o po... |
3. LESS SHOULD BE
1. FIND A FLAT WALL INSIDE OR OUTSIDE. BENT AT 90 DESREES.
2. PLACE YOUR BACK FLAT AGAINST THE . SEND PICTURES OB
WALL. VIDEDS INTO YouR
CLASS TEACHER .
5. BEND YOUR KNEES SO THEY ARE AT A
RIGHT ANGLE (THIS IS IMPORTANT). 5. RECORD YOUR SCORE
ON THE BECOEDING
Y. YOUR LESS SHOULD BE STRAIGHT AND Pase

LOOK LIKE THE CORNER OF A SQUARE.

5. YOUR FEET SHOULD BE FLAT ON THE
FLOOR.

&- HOLD THIS POSITION FOR AS LONS AS You
LAN. USE A TIMER TO RELORD THIS.

7. YOU SCORE 1 POINT FOR EVERY SELOND
YOU HOLD THAT POSITION FOR.

8. RELCORD YOUR SCORE ON THE RELORDING
PAGE!




RETVITY .-n

WHAT YOU Wit NEED.-- |
GOOD LUCK
s EVERYONE!
- WATER BALLOONS O2 A
WET SPONGE OF ANY
SiZE
- SOFT HANDS
- A TIMER
1. YOU CAN USE WATER
BALLOONS OR ANY
SIZED WET SPONGE YOU
HAVE AT HOME.
fwwar 1o po.-. [ 2. CAREFULLY COUNT
THE NUMBER OF

CATCHES YOU MAKE

- STAND OUTSIDE IN A 500D SPACE
i) 3. IF YOUR DEOP IT OB

2. UNDER ARM THROWING THE WATER ‘ IT BUBSTS YOoU CAN

BALLOON UP AND CATCHING IT. SEE HOW CARRY ON FROM WHERE

MANY YOU CAN DO IT 2 MINUTES (YOU MAY You WERE!

NEED MORBE THAN 1 WATER BALLOON IN CASE

IT POPSY) 4. BE QUICK, YOU ARE
|ASAINST THE CLOCK!

3. IF YOU DROP IT, PILK IT UP AND CARRY ON

THROWING AND CARRY ON COUNTING FROM | 5. SEND PICTURES OR

THE NUMBER YOU WERE ON. VIDEDS INTO YOUR

CLASS TEACHEER.
Y. YOU SCORE 1 POINT FOR EACH CATEH YoU
DO, &. BELORD YOUR SCORE
ON THE RELORDING

5. RECORD YOUR SCORE ON THE RECORDING FASE!
PAS




Kead the instractions
&w/éb‘e 2 aéa/é@}w eack /af

Wi points fﬂﬁ you Leam
Send us your soore sheet and photos
by Midday on (riday 3 Juty
We W add ap the scores & amonnce Uhe wirners o /f/m/ay 6% 7%
Good Luck and have lots of fun/




