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East London Virtual Multiskills League

Before the Competition

1. Give the activity cards to the Year 6 leaders so they can familiarise themselves with the activities.
2. Let the pupils practice the activities during a PE lesson or at break/lunch time.
3. Organise the pupils into 6 groups to ensure the activities can start quickly on the competition day. Teams do not need to be equal, but should consist of a maximum of 15 pupils per team.
4. Print out one score sheet for each team.
On the Competition Day

1. Set up your hall or playground as shown below (can be adapted to different shaped halls or playgrounds if necessary).


2. Allocate two year six pupil to each station, one to record the scores and one to be time keeper. Ensure they understand their station and know how to set it up and introduce it to the pupils.

3. Each team should spend no more than 8-10 minutes at each station. The class teacher should manage the timing to ensure the pupils are moving from one activity to the next at the correct point.

4. Ensure all scores have been collected at each station before moving the pupils on to the next station.

5. Finish the competition with a big round of applause for all year 6 leaders and any other helpers.
After the Competition
1. Calculate the total scores and enter onto the Submission Sheet. The Year 6 pupils could work out the totals for their team, or a teacher can work out for the whole group.  The Submission Sheet can also be downloaded from http://www.lewishamssp.co.uk/virtualmultiskills. 

2. Once your scores have been inputted, they must then be submitted via email to eastlondonmultiskills@hotmail.co.uk by the following dates. Please clearly state your school name and year group in the ‘subject line’ of your email.
Term 1 competition by the 3rd December 2010
Term 2 competition by the 25th March 2011
Term 3 competition by the 8th July 2011
3. Scores will be available to download 10 days after the above deadlines.
4. Prizes and Certificates will be sent out once the scores have been received and the league completed. 

5: INVASION GAME





6: BALANCE





4: BAT AND BALL





2: TARGET





3: RUN





1: SKIPPING





Top Tips for running a successful Virtual Multi Skills Session


Chalk around or tape down the cones and hoops to ensure they remain in the correct position.


Write the score inside the hoop for target and next to cone for the invasion game.  This will help the children understand that the further they throw or the longer they run, the more the points they will get.


Set up extra lanes for target and invasion activities as these games tend to take longer to complete and score.


If you’re short of Y6 leaders, you could have a central time keeper who stands in the middle of the playground/hall and times each 30 second rotation.


If a pupil is unable to put bean bag/quoits on their head for balance activity, get them to balance on shoulder.


Ensure that pupils don’t have an unfair advantage on balance activity by pulling their pony tail through quoits.











