KS2 Tri-Golf Doncaster finals- Open entry @SchoolgamesDon

	 

Event: KS2 Tri-Golf Doncaster Finals- Open entry

Format: Tri-Golf 		

Date/Venue: Thursday 11th April 2019- Bawtry Golf Club 
		
Time: 1-3pm
------------------------------------------------------------------------------------------------------------------------------------------------------------
South Yorkshire Finals:  Yes TBC

Venue:		tbc 	

Time:		tbc	
------------------------------------------------------------------------------------------------------------------------------------------------------------Description:

Thank you for entering this year’s KS2 Tri-Golf Doncaster Finals- open entry. This year’s festival will be held at Bawtry Golf Club on Thursday 11th April 2019. Schools will be expected to arrive at 12:30pm prompt this will allow the competition to start and finish on time. 

Pupils will be expected to be changed and ready to play when they arrive at the ground as changing facilities will not be available on arrival. All equipment will be provided on the day by the school so schools do not have to bring their own. 

The event lasts for 2 hours so children should bring refreshments for the competition. The event will take place Outside so young people should bring appropriate clothing and products for the weather.

Please ensure that you are aware of which children have photo consent prior to arriving at the competition as the organisers may take photos to use for promotional materials on social media and websites. 

Attached to this letter are rules and further information about the competition. IT IS EXPECTED THAT SCHOOLS WILL BE AWARE OF THE RULES AND THAT CHILDREN UNDERSTAND WHAT THEY SHOULD BE DOING.


If you have any further questions, then please do not hesitate to contact me on the details below. 

[bookmark: _GoBack]
Martin Stirling and Craig Dallas

School Games Organisers
01302 637276 
Or via email: Martin@activefusion.org.uk (RE- competition name)
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Tri-Golf Rules

· Teams must consist of 5 girls & 5 boys
· 8 games and a bunker rest stop
· 1 team per game, split in 2 groups
· Ensure a left hand chipper is placed on each chipping game
· 2 minutes practice time and 5 minutes scoring time on each game
· Games below:
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Bullseye station 1 *

Instructions Team of 5 on each tee (white cones). 8 cones are in a straight line from the player. Players try to roll the
possible elevate the target by resting it on a chair so that it faces the pupils at an angle. Chip the ballin the air aiming at
the centre of the target. Balls should not be collected unti all balls have been hit and a command has been given. 2 minutes
practice (if time allows), § minutes play.

Skills for Life - staying safe
Leader's prompt to pupils: why should you sit behind the red cones when it is not your tum? Remind the pupls that they
will get a rating out of 10 for how well they sit behind the red cones.

Scoring Equipment. Key points for success
Yellow inner = 10 points Irside green = 5 points | |« | x Tr-Golf chipper per team | |I. Tick Tock brush the ground to get
Blue circle = 4 points  Middle green =3 points | |+ | x 2m Tri-Golf pop up target. the ball into the air

Red circle =2 points  Outer green = Ipoint | [+ 5 x Velcro balls per team
Score is taken from where the ball inishes, Cones could be used if you do.
not where it hits. ot have a Tr-Golf wrget.

® \@ 2. Practise and then play for

; s
@ putter lengths

®3 @ Pracase. and pay
® ' 0
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Dominoes

Station 2

Instructions Team of 5 on each tee (white cones). 8 cones are in a straght line from the player. Players try to roll the.
ball with the putter to hit the cone nearest to them, if the player hits the cone they collect it The cones must be hit in
order. 2 minutes practice (i time allows), 5 minutes play.

Skills for Life - working together
Leader's prompt to the pupils: how can you help and encourage your team mates?

Remind the pupils that they wil get a rating out of 10 for how well they help and encourage each other.

Scoring
« Team continues unl all cones are hit.

«Score | point for green cones, 5 points for

blue cones, 10 points for yellow cones.

« When al the dominoes are completed,

lay them out using the putter to measure

and play again (if tme allows).

Equipment.

+ 1 xTriGolf putcer per team
« 1 ball per team

« Cones as below

Key point for success
1. Club ready and aim using the
red part of the club
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Drive for show, putt for dough

Station 3

pe)

Instructions Team of 5 on each tee (white cones). Each player aims to chip the ball i the air over the biue line of cones. ff they|
are successful, they then eam a chance to putt the ballinto the hoop. Each player only gets a putt # they hit the ballin the air
over the blue cones. On the putt, the ball must stay in the haf-hoop to score. 2 minutes practice (i tine allows), § miutes phy.

Skills for Life - honesty

Leader’s prompt to pupls: You score | point for crossig the blue ine, 5 points for hitting the ball over the blue cones and 10
points for keeping the ballin the falfhoop. It up to you to keep your team score and tell me at the end, showing honesty.
You will receive a rating ot of 10 for how well you do this, demonstrating honesty. Note to leaders: stil keep a score as 2
leader and check to see if this matches the pupils’ record of their score. If there is a discrepancy the leader’s score s firal

Scoring
« Drive over blue cones on floor = | point
« Drive over blue cones in air = 5 points

Equipment.
« 1 xTri-Golf putter per team
« 1 xTri-Golf chipper per team

« Putt to remain in half hoop = 5 bonus points | |«2 balls per team
Putz - the ball must stop in the hoop to score. 1 half hoop per team
« Cones as below
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2. Concentrate on the size of

Key points for success
1. Practise and play for success
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Finders keepers station 4 #

Instructions Team of § on each tee (white cones). Putt the ball towards the cones, the first cone the ballhits the
player collects with the ball, and returns it to the team. Pick up only | cone ata time and once all cones have been
collected the game can set out again if time allows. 2 minutes practice (if time allows), 5 minutes play.

Skills for Life - knowing right from wrong and being honest
Leader's prompt to pupils: why should you only pick up the cone that you hit? Remind the pupils that they will get a
rating out of 10 for how well they do this and demonstrating honesty.

Scoring Equipment Key points for success

+ Yellow hit = 10 point « 1 xTri-Golf putter per team 1. Choose a cone to try to hit

« Blue hi « 1 ball per team then get your aim

« Greenhic = +7 green cones, 7 blue cones,

Pick up one cone only 4 yellow cones 2.The waiting players can act
as 2 coach and give
encouragement
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Grand National seation 5

Instructions Team of 5 on each tee (white cones). Chip the ball in the air over the ences’ made from cones to
score points. 2 minutes practice (f time allows), S minutes play.

Skills br Life - showing respect for others
Leader’s prompt to pupils: we want you to shout and cheer for your team but why should you be quiet when a team mate
is playing a shot? Remind the pupils that they will get a rating out of 10 for how well they do this and demonstrating respect
for others.

Secoring Equipment Key points for success

- Over Blue = I point « 1 xTri-Golf chipper per team | | 1. Brush the ground to get the ball

- Over Green = 5 points « 1 ball per team into the air

- Over Yellow before White = 10 points + Cones as below

Score from where the balllands, not where

it stops. Any shots landing over the white /

cones score 0 points. ‘ \)g?\
O

2. Make an equal Tick Tock swing
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Tunnel ball seation 6 e,

Instructions Team of 5 on each tee (white cones). Putt the ball down the tumel towards the hoop without hitting any cones.
Choose which tee you would like to play from — yellow, blue and green. The furthest tees will reward you with more points.
2 minutes practice (if time allows), 5 minutes play.

Skills for Life - cooperation and self-confidence
Leader’s prompt to pupils: how you will celebrate and congratulate a team mate on a good shot?
Remind the pupils that they wil get a rating out of 10 for how well they do this and demonstrating cooperation.

Scoring Equipment Key points for success
« I xTr-Golf putcer per team | | 1. Ges che club ready and aimed
1 ball per team using the red parc of the club
-2 halfhoops,each made p from

The ball must sty in the hoop to score. 3 sections in the Tri-Golf bag a  a
« Cones as below L v

club head O -
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2. Use Tick Tock swing to control
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Zone ball

Station 7

InstructionsTeam of 5 on each tee (white cones).Lay out the cones so that they all touch. Try to hit the yellow or blue
cones to score the highest. 2 minutes practice (f time allows), 5 minutes play.

‘Skills for Life - cooperation

Leader’s prompe to pupils: how can you help each other and score more quickly on this game?
Remind the pupils that they will get a rating out of 10 for how well they do this and demonstrating cooperation.

Scoring

« Yellow cone = 10 points

~Blue cone = 5 points

«Green = I point

Pupils can run out and collect the ballfor each
other but not wait behind the zone cones nor
receive help from a teacher in collecting the bals.

Equipment

1 xTri-Golf putter per team
« 1 ball per team

« Cones as below, must
be touching

Key points for success
1. Get the club ready and aimed
using the red part of the club
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Down the middle

Station 8

between the lines of green cones (fai
2 minutes practice (if time allows), 5 minutes play.

Instructions Team of 5 on each tee (white cones). Players sart from the whi
) and over blue cones (river) in turn.

cones and try to strike the ball in

Skills for Life - staying safe

Leader's prompt to pupils: what should you check before collecting a ball on this game?
Remind the pupils that they will get a rating out of 10 for how well they do this and demonstrating staying safe.

Scoring

« Over the river rolling = | point

« Over the river in the air = 5 points

« Over the river, landing on correct
and stopping before white cones = 10 points

The ball must land over the blue cones and within

the same fairway as the tee.

irway

Equipment

+ 1 xTr-Golf chipper per team,
« 1 ball per team, cones as below

Key points for success
Brush the ground to get the ball

®

2.Hold balance at the end of the
swing for a count of two
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