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PREFACE

]IN view of the rapidly increasing amount of printed material on both
the theoretical and practical aspects of play and recreation, any new
book on the subject must present an original approach. This need has
been uppermost in the minds of the authors in the preparation of this
volume. Realizing the fact that the play leader of today is faced with
new and urgent problems, they have planned to acquaint the reader
with practically all play activities of an active nature so that a selection
can be made to fit almost any occasion that might arise. The completeness
and comprehensiveness of the book, presenting as it does under one cover
the entire scope of active play, is, it is hoped, one of its contributions. In
accomplishing this end, the traditional and well-known forms of play
are presented together with newer, original, and unique approaches. The
book is planned to be of interest to play leaders of all types—physical edu-
cators, playground leaders, cagnp leaders, social workers, and club leaders
in boys’ and girls’ work, and %o forth.

The book also presents an original classification of games and contests.
This systematic presentation will aid in its use as a text.

The reader should bear in mind that Active Games and Contests is a
companion volume to The Theory of Play and supplements Social Games
for Recreation. It presents only the more active types of play, but used in
conjunction with Social Games for Recreation, the games and contests for
all types of play occasions will be available.

The one phase of the physical type of activity that has not been covered
in this new book is the field of rhythmic activities. This is precisely the
field where books abound. Here no duplication would be justified. Fur-
thermore, to do justice to this field would necessitate a series of books in
themselves. For similar reasons the field of gymnastic exercises has not
been treated.

Throughout history, games have grown up rather informally as a tradi-
tion and have had no particular inventor. Recently, however, the un-
precedented growth of physical education, camping, club, and leisure-time
programs, together with the appearance of professional workers and special-
ists in these fields, has resulted in the deliberate invention of a host of new
games and variations. This book, therefore, has been able to utilize a large
amount of newly conceived material.

Although play activities of a related nature have been grouped together,
the idea of progression has been preserved. This is particularly true in the
case of the highly specialized team games where minor games of -a less
complicated nature provide the lead-up opportunities for acquainting the’
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vi PREFACE

player with the game in its highest form of development. The emphasis
in the case of the highly organized sports like football, basketball, tennis,
hockey, and so forth, has not been upon the technical aspects of individual
skill or team play, but rather upon presenting an understanding of the
object of the game and of its rules.

The games and contests have been classified for age use in a general
rather than a specific manner. Inasmuch as age likings for play activities
shade off rather gradually from one year to the next instead of showing a
sharp demarcation and dropping of interest, activities cannot be classified
as desirable for one particular grade in school or year of the individual’s life.
For this reason a general age period has been suggested during which each
activity may be used. If a game has outstanding carry-over interest, sev-
eral age periods have been listed, i.e., junior high school, senior high school,
maturity. Furthermore, it is difficult to draw any clear demarcation be-
tween activities suitable for boys and girls. As a rule, however, the leader
of groups of either sex will have no difficulty in determining whether
any particular activity described will be suitable for the groups in question.

Wherever possible credit has been given, but this on the whole has been
difficult. The older games have grown up by custom and no one indi-
vidual can be connected with their origin. Frequently, the authors have
accredited a game to some source only to find later upon studying older
books, the same activity already described. Wherever similar games have
been encountered, the ones found most frequently in the state manuals, show-
ing universal use, have been included. -

As always in the authors’ experience, the National Recreation Associa-
tion has been most helpful in suggestions and also in the generous way
in which they have permitted the use of play material from their collec-
tions. A number of individuals have assisted by suggestions for original
games and by comments on the chapters as they were prepared. The
members of the Intramural Staff at the University of Michigan have been
very generous in making these recommendations and their assistance is
fully appreciated. Professor J. H. McCulloch of the Michigan State Nor-
mal College read the entire manuscript with painstaking care, and made
invaluable suggestions and recommendations. The authors are indebted
to Mr. George F. Martin of Cincinnati for his careful and skillful preparation
of the diagrams which accompany the text.

Bernarp S. Mason
SzrrEMBER 1, 2935 Ermer D, MrrenewL
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CHAPTER 1
CONTESTS OF THE RUNNING TYPE

CONTESTS are simple comparisons of ability along special lines. Any
trial of ability may be called a #esz but to have a contest there must
be opponents. In a test one simply determines his ability for his own
satisfaction. The object in the various systems of tests is to present stand-
ards whereby one may determine his ability, and then attempt to improve
his ability and defeat his own previous record. In contests he attempts to
defeat opponents. Any of the events described in the following pages on
contests may be used either as tests or contests.

Contests differ from games in three significant ways: First, in a contest
there is no interference with the contestant on the part of his opponents,
whereas in a game there is constant and deliberate interference with his
plans and plays. Second, strategy and deception have no place in a contest,
while games are full of unexpected situations, strategy, and deception—
it is part of a game to outwit one’s opponents and confuse them as to what
one intends to do. Third, a contest presents few if any situations where
the player must exercise choice as to his moves, whereas games are filled
with opportunities and emergencies calling for choice.

Contests may be held in any of the fundamental physical movements.
These involve contests in locomotion such as running, jumping, and climb-
ing, and contests in handling objects such as throwing, catching, striking,
kicking, pushing, pulling, and butting. There are also contests in Jocomo-
tion in which the contestant rides a vehicle of some sort. Furthermore,
there are contests in handling objects of a mechanical nature.

Certain of the contests in the fundamental movements have through
years of use become very highly standardized. These are spoken of as
the track and field events.

There are innumerable minor contests not so well standardized, but
which carry a greater appeal for ordinary gymnasium, playground, and
club-meeting use. Consequently much more space is devoted to these than
to the standard events. Many of these are ~onnected with the skills used
in the major games and serve admirably as lead-up activities developing
the skills in the fundamental movements.

Contests may be held between groups as well as individuals, The relay
race is perhaps the best-known form of group contest. In addition, there
are two other methods of group competition in contests: (1) mass competi-
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tion in whick. all players compete at once, and (2) group competition in
which the individuals compete separately and score points for the team.

Games can be classified in many ways. When classified from the stand-
point of the objectives and movements of the players, we find that they
fall under the following heads: (1) goal games, (2) tag games, (3) games
of personal combat, (4) team games of the baseball type, (5) of the tennis
type, (6) of the soccer football type, (7) of the rugby football type, (8)
of the hockey type, (9) of the basketball type.

In the chapters which follow, contests and games are described, under
the headings of the classification indicated above. There is a type of group
play which cannot be classified either as contests or games in that there
is no competition. This is imitative play such as we see in story plays,
rhythmic plays, and children’s plays of simple imitation. The word “plays”
is applied to such activities. These activities do not fall within the scope
of this book. .

A word of explanation is necessary regarding the treatment of water
activities, winter activities, and horseback-riding activities. These activities
include both contests and games and might be scattered throughout the
chapters of the book. However, for the convenience of the practical play
leader who may use the book, they have been grouped in chapters by them-
selves and appear near the end of the book under the titles of “Water
Activities,” “Winter Activities,” and “Horseback-Riding Activities.”

In this chapter the individual contests of the running type are described.
The other types of contests are presented in the following chapters -of
Part I and Part II.

TRACK EVENTS

Sprints 100-yard dash
P 220-yard dash
Hurdles [Izo-yard high hurdle
-yard 1
Track Events 220 Yafd ow hurdle
i i 440-yard run
Middle distance runs {half mile
Long distance runs {onc mi'le
] two miles
The Sprints '
Playground, Gymnasium Late Elementar} School 10 Adults

There are two of these in standard interscholastic and intercollegiate
competition: the 100-yard and the 220-yard runs. In the Olympic games the
runs are from 100 meters up, The 100-yard run is too long for the standard
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distance for elementary-school pupils and consequently the following dis-
tances are suggested:

. Girls Boys
FourthGrade ........................ 40 yards 50 yards
Fifth Grade ......................... 50 yards 6o yards
Sixth Grade ......................... 60 yards 75 yards
Seventh Grade .................... ... 75 yards 75 yards
Eighth Grade ........................ 75 yards 100 yards

To avoid interference between competitors, all sprint events should be
run in lanes at least three feet in width and clearly marked with lime.
Lane positions are determined by lot.

Present-day sprinters invariably use the crouch start and are favoring
more and more the use of starting blocks which not only save time but
afford firmer and more exact foot placement. If starting blocks are not
available, a small hole is dug for the toe of each foot. No exact measure-
ments for the placing of blocks or holes can be given as they vary with
coaches and individuals. However, approximate standard form puts the
front foot about eight inches behind the starting line while the knee of the
back leg rests on the ground beside the instep of the front foot. The first
finger and thumb of each hand are placed on the starting line with elbows
locked.

When the starter calls “Get on your marks,” the runners take positions
similar to that described above. He then calls “Get set,” at which each man
moves slightly forward and upward. When all are ready and motionless
and at least two seconds after the command “Get set,” the starter discharges
the pistol as the signal to go. If any part of a runner’s body is in motion
before the shot, it is a false start. The offender is warned and if he
breaks again is disqualified.

The Hurdle Races

Playground, Gymnasium Senior High School to Adults

There are two of these: one of 120 yards, with ten hurdles three-and-
one-half feet high; and one of 220 yards, with ten hurdles two-and-one-half
feet high. The ten hurdles divide the course into eleven parts: in the
120-yard race the two end sections are fifteen yards each and the hurdles
ten yards apart; in the 220-yard race the course has eleven equal portions,
each twenty yards. The start is made as in a sprint race. All hurdles must
be attempted. Stepping out of one’s lane does not disqualify but in no
way may one interfere with the running of one’s opponents. Two hurdles
may be knocked over without forfeiting the race, but a record cannot be
made unless all the hurdles are left standing.

On indoor tracks shorter hurdle races are used, sometimes forty yards
with three hurdles. Hurdle races as long as 440 yards are sometimes run,
using ten hurdles three fect high, spaced thirty-five yards apart.
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The Distance Runs .

Running Tracl{ Senior High School to Adults

The distance runs are commonly divided into two groups: The middle
distances which include the quarter- and half-mile runs; and the true dis-
tance runs, comprising the mile and two-mile. Many authors include the
quarter with the sprints because the method of starting and the average
spced made in running approaches very near to that of the sprints.

In running longer distances, no lanes are used, except occasionally in
the quarter-mile, but no runner may cross in front of another until he is
at least two full strides in advance.

Cross-Country Race

Open Country Senior High School to Adults

The cross-country runs take place on courses from a mile and a half to
seven miles in length. Extreme care should be exercised not to overtax
high-school competitors and the course for such athletes should not be over
two-and-one-half miles long. The course is marked by flags as follows:

Red flag: indicates turn to the left
White flag: indicates turn to the right
Blue flag: indicates that the course is straight ahead

These flags are one foot square and are on poles extending not more
than four nor less than two feet from the ground.

The team scoring the lowest number of points is the winner. First
place counts one point, second place two points, and so on. The number
of runners on each team to score is usually five, but may be any number
agreed on by the committee. The number must be at least one less than
the number allowed to enter. If less than five (or the number determined
by the committee) finish, the places of all members of that team are dis-
regarded.

Marathon
Open Country - Adults

The marathon race is a run of approximately twenty-five miles. It is
too severe for all except mature men with unusual physique, and even
then must be preceded by intense training.

Walking Race

Playground, Gymnasium Junior High School to Adults

Walking races were standard events at one time, but owing to the
difficulty experienced by judges in determining whether a contestant is
walking or running, this event is exceedi y difficult to supervise satisfas.
torily v:lt:.d declined in popularity. It is still used frequently at plenics and
2arms S
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The event is conducted as in the runs except that the contestant walks.
In a walk the heel of the advancing foot must be on the ground before the
toe of the back foot leaves the ground. The distances used vary from
220 yards to a mile.

MINOR CONTESTS OF THE RUNNING TYPE

Novelty Races

Playground, Gymnasium, Club, Picniz Elementary School to Adults

The novelty races are enjoyed by the average person much more than
the standard races. A great many excellent novelties are described as relays
in Chapter XIII, “Relays Based Primarily on Locomotion.” Since the
method of running or locomotion is the same in the individual race as in
the relay, there is no need in repeating them here.

These races are listed below, in approximately the same order in which
they appear in Chapter XIII under the relays of similar name. The reader
will have no trouble in determining how to conduct the event as an indi-
vidual race after rcadxng’thc description of the relay.

Sore-Toe Race (page 167) Frog-Jumping Race (page 169)
Hopping Race (page 167) Lame-Dog Race (page 169)
One-Leg Race (page 167) Snake-Walk Race (page 169)
Skipping Race (page 167) Seal Race (page 169)
Crawling Race (page 167) Dizzy-Izzy Race (page 170)
Foot-to-Foot Race (page 167) Match-Box Race (page 171)
Eskimo Race (page 167) Jump-Ditch Race (page 171)
Heel Race (page 167) Obstacle Race (page 173)
Stiff-Knee Race (page 168) Barrel-Obstacle Race (page 173)
Toe-Hold Race (page 168) Head-Balancing Race (page 174)
Crisscross Toe-Hold Race (page William Tell Race (page 175)
168) Barrel-Rolling Race (page 176)
Heel-Hold Race (page 168) Trundle-Wheel Race (page 176)
All-Fours Race (page 168) Tire-Rolling Race (page 177)
Rolling Race (page 168) Hoop-Rolling Race (page 177)
Backward All-Fours Race (page Hoop-and-Stick Race (page 177)
168) Rope-Skipping Race (page 178)
Kangaroo-Jumping Race (page Somersault Race (page 180)
168) , Paper-Walking Race (page 181)
Gallop Race (page 168) Fan-Walking Race (page 181) .
Crab Race (page 168) Brick-Walking Race (page 181)
Reverse-Crab Race (page 168) Pail-Running Race (page 182)
Elephant Race (page 169) Tin-Can Stilt Race (page 183)

Bear-Walk Race (page 169) Plank Race (page 183)
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Summer Snowshoe Race (page
183) : ‘
Barrel-Stave Ski Race (page 184)
Circus-Sandal Race (page 184)
Hoop-Hobble Race (page 184)
Hoop-Running Race (page 184)
Sit-in-Hoop Race (page 185)
Plank-Sled Race (page 187)
Plank-Sled Race — Variation
(page 188)
Back-to-Back Race (page 186)
Siamese-Twins Race (page 186)
Broom-Riding Race (page 186)
Bicycle-Tire Race (page 186)
Wheelbarrow Race (page 187)

Human Wheelbarrow Race
(page 187)

Human-Hurdle Race (page 193)

Tandem Hopping Race, Num-
ber 1. (page 188)

Tandem Hopping Race, Num-
ber 2. (page 188)

Tandem Hopping Race, Num-
ber 3. (page 188)

Arm-Carry Race (page 189)

Dead-Man’s Carry Race (page
189)

Fireman’s-Lift Race (page 189)

Waist-Carry Race (page 190)

Chair-Carry Race (page 190)

Meet at the Switch

Schoolroom

Early Elementary School

The teacher stands in front of the room, a bean bag in each hand. Two

players stand ready and at a signal each takes one of the bags from the
teacher’s hands and they run around the room in opposite directions, pass-
ing at the rcar of the room like cars on the switch, each passing to the
right. The one returning the bag to the teacher first wins. .

This can be made a group contest by having two teams, counting one
point for each winner; the team with the highest score wins.

Crossing the Brook

Playground, Gymnasium Early Elementary School
Draw two lines on the floor for the banks of the brook, wider in some
spots than in others. The players form in line and take a running jump
across the brook. Those who step in the brook must drop out of line
to dry their feet. Those who are successful in the jump continue around
a course and jump again. Have them jump each time at a wider place
than on their previous jump. When all the wide spots have been jumped,
have the players jump the narrow sections with a standing broad jump.

Three-Legged Race

Gymnasium, Playground, Picnic Late Elementary School to Adult

The contestants race in pairs. The players of each pair stand side by
side facing in the same directions. Their inner legs are strapped or tied
together at the ankles and above the knees, and they “place their inner
arms around each other. Thus fastened together, they race to the finish
line. The race is handled as in the ordinary runs. Distances of from 30
to 100 yards may be used.
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Sack Race

Playground, Picnic . Late Elementary School to Adult

The contestants stand in burlap sacks which are long enough to reach
to the hips. Holding the sacks hip high, they jump or run to the finish
line. If they fall down, they are permitted to regain their feet and con-
tinue. A distance of twenty-five yards is far enough.

Donkey-and-Rider Race

Gymnasium, Picnic, Club Late Elementary School to Adult
The players compete in pairs. One drops to all fours and the other
sits on his back. They thus race to the turning line, where they reverse
positions and race back to the starting line.
This is an excellent father-and-son contest, with the father acting as
donkey the entire distance. It should not be used, however, unless the
players have their legs covered.

# Wand Race

Gymnasium ‘Late Elementary School and Junior High School

Draw a starting line and finishing line at opposite sides of the playing
space. The players stand at the starting line each with a wand or stick bal-
anced on his right forefinger. The stick may be held in balance by
the other hand until the starting signal is given, but thereafter may not
be touched with the free hand unless it falls. At the signal the players
advance balancing the stick. If the wand drops off it must be replaced
at the point where it fell before advancing farther. The one wins whe
reaches the finishing line first.

Variation.—The players line up, each balancing a wand as described
above. At the signal they run forward, and the player wins who goes
the farthest before his wand falls and hits the floor. '

Shoe Scramble

Playground, Gymnasium, Club Late Elementary and Junior High Schools

The players remove their shoes and place them in a pile about fifty
feet from the starting line. The players should mark their shoes in some
way so as to recognize them. The shoes must not be tied together. The
players line up behind the starting line and the leader mixes up the
shoes. At the signal they dash for the shoes, each player selecting his
own. He puts them on, laces them up, and returns to the starting line.
The player returning first with shoes completely laced wins.

The players are permitted to throw unwanted shoes as far as they can
so that the others cannot find them.
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Dressing Race
! (Equipment Race)

Playground, Picnic, Club Late Elementary to Senior High School

Between the starting line and the turning line mark four lines at regular
intervals. At the signal, each player runs to the first line and takes off
his shoes, to the second and takes off his stockings, to the third and takes
off his belt, to the fourth and takes off his shirt. Each article is left on
the line where it was removed. Having crossed the turning line, the
runner returns and puts on each article as he reaches it. All buttons must
be buttoned and shoe strings tied. The player finishing first wins.

One Out

Playground, Gymnasium, Club  Late Elementary and Junior High Schools

Establish a starting line behind which the players stand. About twenty
feet distant establish a parallel line, and place stones or sticks on it, num-
bering one less than the number of players. The objects should not be
bunched as is frequently the custom, but spread along the line to avoid
collisions and equalize the running distance.

At the signal the players dash for the objects. The player failing to
secure one falls out. One object is then discarded and the remainder
placed on the line again, and the contest repeated. Continue until only
one player remains. This player is the winner.

Circle Race

Playground, Gymnasium Late Elementary to Senior High School

Arrange the players in a circle standing about arms’ length apart. Have
them face to the right so that they are in single file around the circle. At
the signal they all start to run around the circle, each trying to pass the
runner in front of him. All passing must be done on the outside. When
players are passed they fall into the center of the circle and are out of
the race. The last player rcmaining in the contest wins,

Occasionally the leader may give a signal causing the runners to turn
and run in the opposite dxrcctlon, this reverses the relative positions of the
runners.

Champ-Nit Circle Race.—This is similar to the Circle Race but
instead of decxdmg the fastest player it determines the slowest. Arrange
the players in a circle and have them start running around the circle as
in the Circle Race. Whenever a player touches the baok of the runner
in front of him, the one doing the touching drops out. Thus the slower
runners remain in and the faster ones are eliminated. Continue until only
one remains in the circle,
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Base-Running Contest

Baseball Diamond Late Elementary to College

A regular baseball diamond is needed. The contestant takes the crouch-
ing position with one foot against home base. At the signal he runs the
circuit of the bases, touching first, second, third, and home base in order.
A stop-watch is used and the time recorded. The contestant with the best
time wins.

Run to First Base
(Bat and Run)

Baseball Diamond Junior High School to College

A pitcher and catcher take their usual positions and the contestant takes
his position and bat. The contestant bats the pitched ball and runs to first.
The stop-watch is started at the crack of the bat and is stopped when the
runner touches first. The contestant with the best time wins.

Human Top Race

Gymnasium, Club Late Elementary to Senior High School

Give each contestant a%arrcl hoop. Each lies on his back on the floor,
raises both arms and both legs vertically, and thrusts hands and feet through
the hoop. At the signal they move to the finish line by rocking, spinning
on the back, or any way they can get there except by use of the hands
or feet. The hoop must remain on the arms and legs throughout. The
one finjshing first wins.

Barrel Rolling

Playground, Gymnasium Junior and Senior High Schools

The players take turns in standing on the side of a barrel and attempting
to roll it. The winner may be determined in two ways: (1) the person
that rolls it the farthest before falling off; (2) the one who stays on the
longest from the time he starts to roll the barrel.

Potato Race, Number 1
Playground, Gymnasium Late Elementary School to College

* * * L *
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S & % & % 2 % %
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Establish a starting line and draw a one-foot circle on it for each con-
testant. The circles should be six feet apart. Starting from the center
of each circle and on a line at right angles to the starting line, establish
eight spots two yards apart. Draw a finish line parallel to the starting
line, running through the eighth row of spots. Place a potato, stone, or
block of wood on each spot.

The contestants stand behind the circles on the starting line. At the
signal, each contestant runs forward, picks up one potato, runs back and
puts it in the circle. He then runs forward and picks up another potato,
and so on until all the potatoes are in the circle. The potatoes may be
picked up in any order but once a potato is picked up it must be put in
the circle before another potato is handled. Having put all potatoes in
the circle the contestant runs to the finish line.

The number of potatoes used depends upon the needs of the players.
The following schedule is suggested:

Fourth grade—four potatoes

Fifth to sixth grades—five potatoes
Seventh to ninth grades—six potatoes
Tenth grade and over—eight potatoes.

Indian-Club Race.—In the gymnasium, the Indian-Club Race usu-
ally takes the place of the Potato Race. The event is conducted in the
same way, except that Indian clubs are used. )

Potato Race, Number 2.—The potato race required by the athletic
badge tests for girls of the National Recreation Association is as follows:

Secure two wooden cubes measuring two and one-half inches. (Potatoes
of uniform size or beanbags may be used.) Mark upon the floor or ground
five yards in front of the starting line a square measuring twelve inches
in outside dimensions. Five yards farther on mark a circle six inches in
diameter, and five yards beyond this a second six-inch circle. Distances
should be measured to center of square and circles. Place a block in each
of the six-inch circles.

At the signal the contestant runs from the starting line, picks up the
nearer block and places it in the square, runs and secures the farther block,
touches square with it and replaces it in farther circle, then goes back,
picks up the other block, places it in the nearer circle and returns to the
starting line. The total distance is seventy yards. Blocks may not be
dropped or thrown but must be placed in every case. One try only is
allowed, but the event must be run over if either of the blocks is placed
outside of the circle or the square. It is permissible to fave the block on
the line if it is more in than out. '
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All-Up Indian-Club Race*

Playground, Gymnasium Late Elementary to Senior High School

Draw two tangent circles, each three feet in diameter. In one of the
circles place three Indian clubs. At a point thirty feet distant from a line
passed through the centers of the circles and parallel to it, draw a line to
be used as a starting line. "

On the signal the contestant runs from the starting line, transfers the
three clubs, one after the other, to the vacant circle so that they remain
standing, and runs back to the starting line. The girl makes three such
trips, finishing at the starting line. Only one hand may be used in trans-
ferring the clubs. The surface within the circles should be smooth and
level. A wide board may be used when the test is made out of doors.
Total distance is sixty yards.

STILT CONTESTS

While any type of stilts may be used in these events it is recommended
that they be six feet long, and that the footrests be placed twelve inches
from the bottom and newr more than eighteen inches. Unless the con-
testants are expert on stilts it is recommended that the foot straps be not
used in racing since it is difficult to remove the foot in case of a fall.

Straight Stilt Race

Playground, Council Ring, Yard Late Elementary and Junior High Schools

The contestants stand behind the starting line and at the signal mount
the stilts and race to the finish line. The rules of the ordinary runs apply.
Distances of fifteen to fifty yards may be used.

Backward Stilt Race.—The distance is from thirty to fifty yards.
The contestants line up with their backs to the starting line and race back-
ward to the finish line.

Obstacle Stilt Race.—Establish a starting line, and fifty yards dis-
tant a turning line. Every ten yards down the course stretch a light rope
tightly across the course one foot from the ground—there is thus a rope
on the ten-, twenty-, thirty-, and forty-yard lines.

The contestants line up at the starting line and at the signal race to
the first rope and step over it, to the second rope and jump over it, to
the third rope and step over it, to the fourth rope and jump over it. They
then go to the turning line, and return following the same routine. The
player finishing first wins.

*From Athletic Badge Tests for Boys and Girls, p. 11. Physical Education
Series No. 2, 1923. By permission of the United States Bureau of Education,
Department of Interior.
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Zigzag Stilt Race.—The course is fifty feet long. Every five fect in
each lane place an Indian club or stick of wood of similar size and shape.
The contestant zigzags down the course, going to the right of the first

gglb hlffhgogd dg When h

club, to the left of the second, and so on. en he

TURNINE ;‘E E reaches the last club he circles it to zigzag back to the
[~ starting line. The player finishing first wins.

el |

| Stilt Events in the Circular Court

]7 lﬂ Playground, Yard
Late Elementary to Senior High School

Draw an eighteen-inch circle on the ground for

IE 1a each contestant. Each contestant holds his stilts in
his hands with the stirrup ends resting in the circle.
13 " At the signal he mounts and performs the following

series of events in order. When he falls or leaves
the circle he is credited with one miss and the con-
Ig I test is to see which contestant can complete the series
in the order named with the fewest misses.

tn
=

The events are as follows:

1. Turn completely around to the right.

2. Turn completely around to the left.

. Jump up ten times.

. Raise left stilt and stand on right for five seconds.
- Raise right stilt and stand on left for five seconds.

. Walk around the edge of the circle, stepping on the
line each step.

Stilt Events in the Rectangular Court

I [ Playground, Yard
Late Elementary to Senior High School
STRARTING LINE Lay out a court, with lines of lime as illustrated
in Figure 1. The court is six feet wide and twenty
Fieunz 1. feet long, divided lengthwise by a center line, and
- crosswise by lines dividing it into two-foot blocks.

The contestants compete one at a time. The first contestant starts with
the first event and if successful continues with the others in order until
he fails. The others then compete in turn. When the first player’s turn
comes again he begins with the event in which he failed previously. The
player wins who completes the events in the fewest number of turns.

1. Walk on the stilts through the court without touching the lines. At the
turning line dismount and return in the same way.
a. Walk through the court and back straddling the center line.

-t [, ] o
LN ol ~]
AWVt bW
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3. Walk through the court stepping in every block.
4. Walk stepping in the odd-numbered blocks only.

In each event the player dismounts on crossing the turning line, re-
mounts, and returns. The following fouls constitute a miss or failure in
the event: (1) touching a line; (2) going outside of the court; (3) dis-
mounting any place between the starting and turning line.

Trick Stilting

Playground Late Elementary to Senior High School

This contest is designed to pick the best stunt or trick performers on
stilts. Prepare and announce beforehand a list of tricks on the order of the
ones given below. Each contestant is expected to perform these tricks and
having completed them, to perform any other tricks he may desire.

The judges pick as the winner the contestant who performs the greatest
number of tricks, taking into consideration also the skill and grace with
which he performs them.

The following list may pe used.

. Hopping or jumping dn two stilts.

. Balancing on one stilt.

. Hopping on one stilt.

. Kick for height.

. High jump.

. Dancing.

. Hand-stand on stirrups of standing stilts.

N ANVt W N -

ICE-SKATE, SKI, AND SNOWSHOE CONTESTS
See Chapter XXVII, “Winter Activities.”

RUNNING CONTESTS IN SOCIAL GAMES FOR RECREATION

Cigar Race. Fluffy Race.

Pipe Lighting Race. Easter Egg Contest.

Rubber Band Contest. Pueblo Water-Maiden Contest.
Feather Blowing Race. Peanut Race.

Balloon Blowing Race. Clothespin Race.

Balloon Sweeping Race. Prisoner’s Race.

Balloon Jumping Contest. Husband and Wife Race.

Lip Card Contest. Blind Horse and Jockey Race.



CHAPTER II
RIDING CONTESTS
ROLLER SKATING

NLY standard four-wheel steel roller skates may be used in these
events. Rubber, wooden, or composition wheels are prohibited.

Roller-Skating Straight-Away Race
Pavement Elementary to Senior High School

This event calls for a smooth straight-away and consequently paved
streets offer about the only possibility. Distances of 50 to 440 yards may be
used depending on the age and capacity of the players. The event is
handled as in ordinary runs.

Backward Roller-Skating Race.—The contestants stand behind the
starting line with their backs toward it. They skate backward to the finish.
For straight-away races, distances of 100 to 220 yards may be used.

Roller-Skate Coast for Distance

Payement Elementary to Senior High School

Establish a starting line and fifty feet beyond it a coasting line. The
contestants line up on the starting line, skate to the coasting line, and from
there on coast. On crossing the coasting line the feet must be together and
both on the ground; no motion of the arms, legs, or body is permitted.
The player coasting the farthest wins.

Single-Skate Coast for Distance.—Each contestant wears one skate
only. The conditions are as in the Roller-Skate Coast for Distance. The
players run fifty feet, and then coast on the one skate. If any contestant
touches his foot to the ground after crossing the coasting line, he is credited
with the distance where he touched the ground. The player coasting the
farthest wins.

Single Roller-Skate Race

Pavement Elementary to Senior High School

Distances of 50 to 100 yards may be used, depending on the age of the
players. Each player wears one skate only, which may be worn on either
foot. Motion is applied by pushing with the free foot. Running is not
permitted, and the skate must be kept on the ground as much as possible.
The player finishing first wins.

16
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Zigzag Roller-Skating Race

Pavement, Skating Rink Elementary to Senior High School

The distance is one-hundred yards. Every ten yards in each player’s
lane place an Indian club or block of wood of similar dimensions. The
skaters zigzag through the Indian clubs, to the right of one, to the left of
the next, and so on. On reaching the hundred-yard line, they circle the
clubs, and zigzag back to finish at the starting line. The player finishing
first wins.

Three-Legged Roller-Skate Race

Pavement, Skating Rink Elementary to Senior High School

The players compete in pairs, each pair having their inside legs tied
together at the ankle and above the knee. Skates are worn on the outside
legs only. They move by pushing with the inside feet. The distance is
one-hundred yards and the pair finishing first wins.

Travelers’ Race

Pavement, Skating Rink Elementary to Senior High School

Each contestant holds a %uitcase in one hand and an open umbrella in
the other, and skates to the finish line. The player finishing first wins.
The distance is one-hundred yards.

Roller-Skating Obstacle Race

Payement Elementary to Senior High School

The distance is 125 yards. Four obstacles are placed every twenty-five
yards as follows:

1. Tennis net under which the contestants must crawl.

2. Row of tables over which they must climb.

3. A hurdle not higher than six inches which must be jumped.

4. A row of barrels with top and bottom removed; each contestant must crawl
through a barrel.

The player finishing first wins,

Paper-Throwing Contest on Roller Skates

Payement Elementary to Senior High School

Draw a line down the center of the pavement, and twenty-five feet to
one side of it place five barrels with the open end facing the line. The
barrels should be at least twenty-five feet apart. The contestants take turns
in competing. Each is given ten rolled newspapers which he may carry
in a bag if he desires. Each skates on the far side of the line (away from
the barrels) and attempts to throw a newspaper in each barrel. He throws
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first to the left, and after passing the last barrel turns and skates back,
throwing to the right. He must be in motion at the time each paper is
thrown. Org point is scored for each paper thrown in a barrel.

Tandem Roller-Skating Race

Pavement, Skating Rink Elementary to Senior High School

The contestants race in pairs. They stand side by side grasping right
hands together and left hands together. In this position they race. Dis-
tances of from 100 to 220 yards may be used. Any pair letting go of each
other’s hands is eliminated. :

Variation.—The two players stand one behind the other, the back
player placing his hands on the front player’s waist.

Roller-Skate Potato Race

Payement, Skating Rink Elementary to Senior High School

In this event the players wear roller skates but otherwise the rules of the
regular Potato Races apply (see page 11). Four or five potatoes are usually
sufficient,

Roller-Skate Tug-of-War

Pavement Elementary to Senior High School

Five or more contestants comprise each team, each player wearing one
skate only. The event is conducted as in the regular Tug-of-War events
(see page 145).

Roller-Skating Lap Race
Large Gymnasium, Skating Rink Elementary to Senior High School

This is an event for a skating rink or a large gymnasium. Establish
a corner marker at each corner out from the side wall one-third of the
width of the floor and an equal distance from the end wall. The difficulty
in turning on roller skates makes it impractical to require sharp turns.
The corner markers are made by inserting a small flag in a small block
of wood. Establish a starting line in the middle of one of the long sides.

The contestants line up behind the starting line and race the required
number of laps, finishing at the starting line. On the average skating rink,
distances of from one to cight laps may be used depending on the age and
skill of the contestants.

Roller-Skating Carnival

A block of a downtown street may be roped off for a cxty-wnde roller-
skating carnival with representatives of all playgrounds gompeting. Care
should be taken to allow space enough beyond the finish lines for the
skaters to come to a stop.
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The following program is suggested.

Under Twelve Years of Age

Boys
50-yard Dash
so-yard Single-Skate Race
Coast for Distance

Girls

35-yard Dash
~ 35-yard Single-Skate Race

Coast for Distance

Under Fifteen Years of Age

Boys
75-yard Dash
#5-yard Single-Skate Race
Coast for Distance
Paper-Throwing Contest

Girls
50-yard Dash
50-yard Single-Skate Race

Coast for Distance

50-yard Tandem Race

Three-legged Race

Over Fifteen Years of Age
Boys Girls
100-yard Dash 75-yard Dash
100-yard Single-Skate Raci 75-yard Single Skate Race
Coasting for Distance Coast for Distance
Paper-Throwing Contest 75-yard Zigzag Race

Zigzag Race 95-yard Tandem Race
100-yard Tandem Race Partner (Boy and Girl) Race
Obstacle Race

BICYCLE EVENTS

Bicycle events usually take place on a pavement. Care should be taken
to see that the road is closed to traffic and that all side roads crossing it are
carefully blocked.

' Speed Races

Street, Running Track Junior High School to Adults

Bicycle races for speed are popular among boys. The events most com-~
monly used are the quarter, half, mile, two-mile, five-mile, and ten-mile.
The quarter and half may be ridden on a quarter-mile running track, but
the usual procedure is to close a well-paved road to traffic. The events are
conducted as in running races. Care should be exercised to sce that young
contestants do not race in events calling for too long a distance.

Bicycle Slow Race

Playground, Street Late Elementary School to Adults

The course is fifty yards long and laid out in lanes two-and-one-half
to three feet wide. The object is to ride as slowly as possible and be the
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last to cross the finish line, A contestant is immediately eliminated if his
bicycle leaves his lane, if he touches a foot to the ground or other object,
or if he tauches another contestant outside his lane. The player finishing
last wins, or if no one finishes, the one wins who goes the farthest.

Bicycle Plank Ride

Playground, Street Late Elementary School to Adults

Enough planks are needed so that when they are lined end to end
they will extend 150 feet. The planks should be exactly five inches wide
and one inch thick. The planks should be nailed together or staked to the
ground with metal stakes.

The contestants take turns in riding the plank. Each may start as far
behind the plank as he chooses—a start of at least fifteen feet is advisable.
Each attempts to keep his bicycle on the plank the entire distance. If
the bicycle leaves the plank, the distance is marked. The one who rides
the farthest wins. In case of a tie, the contestants involved ride again.

This is a difficult feat, and those who finish the entire distance will be
few indeed.

Paper-Throwing Contest on Bicycles

Playground, Street Late Elementary to Senior High School

Place five barrels in a row not less than twenty-five feet apart. Draw
a line twenty-five feet away from the barrel line, and parallel to it. Give
each contestant ten rolled newspapers. Each rides his bicycle, staying on
the far side of the line (away from the barrels), and attempts to throw a
newspaper into each barrel as he passes it. He throws first to the right,
and after he has passed the barrels, he turns and goes back, throwing to
the left. The papers must be thrown while on the bicycle.

One point is scored for each newspaper thrown in a barrel, and one
point is deducted for each time a rider gets off his bicycle for any purpose.
In case of a tie the player making the best time wins.

The players may carry a bag to hold the newspapers.

Hill-Climbing Contest

Street Junior High School to Adults

Hill climbing contests with bicycles are extremely strenuous events.
When used as a novel event for average groups, a hill should be selected
which has a rather steep incline but which is short. If a long steep hill
is to be used, the contestants must be in condition, and a physical examina-
tion before the race is imperative.

Give the contestants a start of twenty-five feet on thc level ground at
the foot. The one wins who first reaches the finish line at the top.



RIDING CONTESTS 21

Bicycle Potato-Race

Playground, Street Late Elementary School to Adults

Establish a starting line, which also serves as the finish line. Place a
barrel hoop on this line for each player; the hoops should be eight feet
apart. Ten yards from this line place another row of hoops, each with a
potato in it. Similar rows of hoops are placed at twenty yards and thirty
yards. There are thus three potatoes in a row for each player.

Each player, on the signal, rides to the first potato, dismounts, picks
up the potato, mounts, rides back and puts it in the hoop at the starting
line. He then gets the other two potatoes, one at a time, and places them
in the hoop. The player wins who has all three potatoes in his hoop on
the starting line first.

Variation.—Instead of using potatoes, use a six-inch block of wood
with a two-foot broom handle stuck in it. These are set in the hoops,
handle up, and the riders pick them up without dismounting. In doing
so the rider must circle on the far side of the stick, away from the starting
line.

Variation.—In this event potatoes are used and each contestant is
given a threefoot stick, panted at one end. He rides to the first potato
and without dismounting attempts to secure it by sticking it with the
pointed end of his stick. He may ride past it and attempt to spear it as
often as necessary, but is disqualified if he touches the ground with any
part of his body. In other respects the event is like the above.

Spearing the Ring
Playground, Street Late Elementary School to Adults

Each rider is equipped with a ten-foot bamboo pole which he must
hold within three feet of the end. The course is 250 feet long. Station
ten officials along this course at intervals of twenty-five feet, each holding
a curtain ring at arm’s length out in front, or erect uprights with crossbars
from which the rings are suspended by twine. The players ride the course
one at a time and attempt to spear the rings with the pole. The end
of the pole must enter the ring and is then withdrawn as the player rides
on, and the pole put in position to spear the next ring. Each is credited
with one point for each ring he spears. To touch a foot to the ground in
the course of the event disqualifies the player.

Bicycle Candle Race

Playground, Street Late Elementary School to Adults

Each rider carries a lighted candle and rides as fast as possible without
extinguishing the candle. The one wins who first ﬁmshes the one-hundred-

yard course with the candle lighted. A Q%
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Bicycle Obstacle Race

Playground, Street Late Elementary to Senior High School

The course is 150 yards long. Twenty-five yards from the starting line
lay a barrel on its side in the path of each contestant. The barrels must
have both ends removed. At the signal, each rider rides to his barrel, dis-
mounts. and dives through the barrel. Then each mounts and crosses the
finish line.

Trick Riding
Playground, Street Senior High School to Adults
Trick riding adds much color to a bicycle carnival. It is limited to those

with experience in stunt riding. The competition is judged by a committee
of judges. The following events may be used:

1. Steering the bicycle with the feet.

2. Pedaling first on one side, and then on the other.

3. Riding under the crossbar.

4. Standing on the crossbar with one foot and holding on to the handle bars
with the hands.

5. Riding on one wheel.

6. Sitting on the handle bars and riding backwards.

Bicycle Carnival

A bicycle carnival featuring races and stunts by representatives from all
playgrounds makes an excellent city-wide event for a city recreation depart-
ment. A block of a downtown street may be roped off for the event. The
Jacksonville, Florida, Playground and Recreation Department uses the fol-
lowing program with prizes for each event donated by local merchants:

Decorated Wheel Parade Paper-Throwing Contest
Tricycle Race Spearing the Ring

Trick Riding Scooter Race

Potato Race Plank Riding

Slow Race Candle Race

In connection with the above bicycle races, racing championships are
held with the following program:

Junior Events Senjor Events
(Riders under 16 years) (Riders over 16 years)
One-half Mile : One-half Mile
One Mile Ohie Mile
Two Miles * Five Miles

Five Miles Ten Miles



RIDING CONTESTS a3

SCOOTER AND COASTER-WAGON CONTESTS

Scooter Races

Street, Playground Elementary and Junior High Schools

Scooters, commonly thought of as the playthings of small children, are
excellent equipment for novelty races for all ages including adults. In
playground meets children usually furnish their own scooters.

Scooter races are commonly conducted by city recreation departments on
a section of a city street roped off for the occasion. Care should be taken
to see that sufficient space is provided beyond the finish lines for the vehicles
to come to a stop.

Standing Scooter-Race.—The contestants line up on the starting
line, each with his scooter. They place one foot on the scooter, and at the
signal propel themselves by pushing with the other foot. Straight-away
distances of 50 to 220 yards may be used, depending on the age and
capacity of the contestants.

Kneeling Scooter-Race.—This race is performed as in Standing
Scooter-Race except that thg,contestant kneels with one knee on the scooter
and pushes with the other foot. Distances of 50 to 220 yards may be used.

Sitting Scooter-Race.—This race is performed as in the Standing
Scooter-Race, except that the contestant sits on the scooter with one leg
either side and propels the scooter by pushing with the feet on the ground.
Distances of twenty-five to fifty yards may be used.

Backward Scooter-Race.—This contest is performed as in the Stand-
ing Scooter-Race, except that the contestant stands with his back to the
starting line, places one knee on the scooter and propels it by pushing with
the other foot. Distances of twenty-five to fifty yards may be used.

Obstacle Scooter-Race.—Erect a tennis net across the street mid-
way between the starting line and the turning line. The contestants race
to the net, lift the scooters over, jump the net, and continue. They race
to the turning line, return crossing the barrier again, and finish at the
starting line. '

Pushing Scooter-Race.—The players compete in pairs. One sits
on the scooter and the other pushes him to the turning line fifty yards
distant. Here they change places and race back.

Zigzag Scooter-Race.—A block of wood or a box is placed every
ten yards for a distance of one-hundred yards in the lane of each contestant.
The contestant zigzags down the course, to the right of one box, to the
left of the next, and so on. On reaching the last box, he circles it and
zigzags back to the starting line.
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Skipmobile Races

Street, Playground Elementary and Junior High Schools
Skipmobiles are made by attaching the rollers from a roller skate to the
ends of a board three feet by six inches by two inches; handle bars are
attached by nailing a piece to the front, three feet long and two inches
square, to the top of which a short cross piece is nailed.
The following events may be used, each conducted as in the scooter
race bearing the similar title:

Standing Skipmobile-Race ) Obstacle Skipmobile-Race
Backward Skipmobile-Race Zigzag Skipmobile-Race

: Coaster-Wagon Races
Street, Playground Elementary School
Coaster wagons are ordinary express wagons. The following events may
be used. ‘

Straight Coaster-Wagon Race.—Each contestant kneels in his
wagon with one knee, or sits sidewise in the wagon, and propels it with
his foot. Distances of 100 to 220 yards may be used.

Coaster-Wagon Slow Race.—The distance is fifty yards and the
wagon wins that crosses the finish line Jasz. Wagons coming to a complete
stop are eliminated. .

Coaster-Wagon Obstacle Race.—Conducted like the Obstacle
Scooter-Race.

Coaster-Wagon Pushing Race.—Conducted like the Pushing
Scooter-Race.

Block-Wheel Wagon Races
Street, Playground Elementary School

Wagons of this type have wheels made of solid blocks of wood, six
inches or less in diameter. The events are the same as those described for
Coaster-Wagon Races.

Chariot-Wagon Race

Street, Playground Elementary and Junior High Schools

Chariots have two wheels only. A soap box is attached to the axle and
a tongue provided with which the chariot is drawn. Chariots made with
bicycle wheels have a decided advantage over those made with other types
of wheels and consequently the chariots should be divided into two classes,
those with bicycle wheels and those without.

Two contestants pull the chariot and one rides in it. Distances of 150
to 300 yards may be used.
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POGO-STICK CONTESTS

A pogo stick consists of an upright pole with a spring on the bottom;
foot rests are attached to each side at right angles to the pole and about
a foot from the ground. The contestant holds the pole in his hands, mounts
it with both feet, and leaps forward with it; the spring causes a rebound
and makes long leaps possible. '

Pogo sticks were extremely popular at one time but are seldom used at
the present moment and are difficult to obtain. They doubtless will return
to popularity and will be available at sporting-goods stores. It is to be hoped
that they will, for their use is unusually fascinating, and they are valuable
tools for recreational leaders.

Pogo-Stick Race

Playground, Gymnasium, Yard Elementary and Junior High Schools

The contestants stand behind the starting line, each holding his pogo
stick. At the signal they mount the sticks and move to the finish line
by a series of leaps. If the players fall from the sticks, no forward progress
may be made until they renbunt. Distances of fifteen to fifty yards may
be used.

Backward Pogo-Stick Race.—This is conducted like the above ex-
cept that the contestants race backwards. The distance should be short.

Pogo-Stick Broad Jump

Playground, Yard Late Elementary and Junior High Schools

Establish a jumping line. The contestants jump up to the line on the
pogo sticks and then jump forward. The one jumping the farthest wins.
The event is conducted like the Running Broad Jump.

Pogo-Stick Lane-Race

Playground Late Elementary and Junior High Schools
Mark a lane with a line on the ground. For a distance of ten feet, it is
twelve inches wide; from ten to twenty feet it is eight inches wide; beyond
twenty feet it gradually tapers down to a two-inch straight line.
The contestants take turns in jumping down the lane on a pogo stick.
The one who goes the farthest before leaving the lane wins.

Pogo-Stick Events in the Rectangular Court

Playground, Yard Late Elementary and Junior High Schools

Lay out a court with lime exactly like that described in Stilt Events
in the Rectangular Court (Figure 1, page 14). The contestants perform
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the same series of stunts described for stilts and the event is conductec
in the same way.

ICE-SKATE, SKI, SNOWSHOE, AND SLED CONTESTS
See Chapter XXVII, “Winter Activities.”

HORSEBACK-RIDING CONTESTS
See Chapter XXVIII, “Horseback-Riding Activities.”



CHAPTER III

FUMPING, VAULTING, AND CLIMBING
CONTESTS

JUMPING AND VAULTING CONTESTS

Running High Jump

Playground, Gymnasium Late Elementary School to Adults

HE usual dimensions of the highjump pit are fourteen feet wide

and ten feet in depth. The uprights are placed twelve feet apart. The
crossbar may be square with beveled edges, one-and-one-eighth inches thick,
or triangular, measuring one-and-three-sixteenth inches on each face. Al-
though standards with pins not over three inches long are commonly used,
official equipment is one whigh permits the crossbar to rest upon a standard
the top of which measures one-and-one-half inches wide and two-and-three-
eighths inches deep. In informal meets such as on the playground and in
camp, a light bamboo pole may be used for the crossbar, but regulation
uprights are essential.

Each contestant must clear the bar without displacing it from its sup-
ports. The bar is first placed at a height that all can clear; each has three
trials if necessary and then the bar is raised. Each contestant is credited
with the highest distance at which he clears the bar.

Standing High Jump

Playground, Gymnasium Late Elementary School to Adults

This event is conducted in the same way as the Running High Jump.
The contestant may stand with his feet in any position but must leave the
ground one foot at a time in jumping. If a foot is lifted from the ground
twice, or two springs are made without an attempt to clear the bar, it counts
as a trial.

Standing Double High Jump.’—The contestant stands on both feet
facing the bar and jumps with both feet simultaneously. His body must
be kept square to the front throughout and he must land on both feet
simultaneously with his back to the bar. Violation of these rules counts
as a trial. ‘The bar is raised as in the regular high jump.

1'The idea for this event was taken from S. C. Staley, Individual and Mass
Athlesics, p. 39. Copyright, 1925. By permission of A. S. Barnes and Company,
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Pole Vault
Playground Senior High School to Adults

The pole-vault pit is fourteen feet wide and twelve feet in length. The
uprights are stationed twelve feet apart and the crossbar must not exceed
one-half inch in thickness nor extend more than three inches beyond the
uprights.

The pole vault is conducted like the high jump. The contestants must
not climb the pole; the upper hand may not be raised after the competitor
leaves the ground nor may the lower hand be raised above the upper.
The bar must be cleared without displacing it. Whenever the competitor
leaves the ground in an attempt, or passes under the bar, he is charged
with a trial.

Running Broad Jump

Playground, Gymnasium Late Elementary School to Aduits

The scratch line for the running broad jump consists of a take-off board
two inches thick, eight inches wide, and at least four feet long. It is set
firmly in and on the same level as the ground. The ground in front of the
scratch line must be flush with the scratch line. The jumping pit should
be six feet wide, should begin about five feet in front of the take-off board
and should extend twenty-five feet. It should be dug out to a depth of
from twelve to eighteen inches and filled with loose sand to the level of the
take-off board. .

The contestant may run as far as he pleases, but must jump from or
behind the scratch line. In order to insure a perfect take-off, two marks
are placed on the ground, at approximately sixty and eighty feet from the
scratch line. The jumper starts running from the eighty-foot line, and with
practice he knows that if he hits the second line exactly, he is practically
certain of a good take-off.

If one steps over the plank so as to break ground in front of it, the
jump is not measured, but it counts as a trial. The jump is measured with
a tape from the front of the plank to the nearest point at which the jumper
breaks ground, whether with feet, hands, or body. Each contestant has
four trials, and one more than there are places to be scored qualify for the
finals. Those who qualify make four more jumps, and all qualifying jumps
count in the final tabulation of places.

Running Double Broad Jump

Playground, Gymnasium ' Junior High School to College

This event is like the Running Broad Jump except that the contestant
must make the jump with both feet on the take-off board. He runs for-
ward, jumps on the take-off board with both feet, and then jumps forward,
landing on both feet.
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Stapding Broad Jump

Playground, Gymnasium Late Elementary School to Aduits

The event is conducted in the same manner as the Running Broad Jump.
The contestant stands with both feet toeing the scratch line. He may
sway back and forth at will but is not permitted to lift either foot before
the jump. The jump is made from both feet and the jumper lands on

both feet.

Standing Backward Broad Jump.—This event is like the Standing
Broad Jump except that the contestant jumps backward from the take-off.
Measuring is done as in the Standing Broad Jump.

Double Standing Broad Jump

Playground, Gymnasium Junior High School to College

The event is conducted best on level ground or floor without the use of
a jumping pit. The contestant toes the scratch line with both feet and
makes two successive jumps, the second jump being made immediately after
and as a continuation ofgthe first. The distance is measured from the
scratch line to the nearest point touched by the jumper on his second
jump.

Triple Standing Broad Jump.—Same as the above except that the
contestant takes three jumps in succession.

Seven Standing Broad Jump.—Same as the above except that the
contestant takes seven jumps in succession.

Standing Broad Hop

Playground, Gymnasium Junior High School to College

Conducted like the Standing Broad Jump, this event consists of hopping
from the take-off board and landing on the same foot. The contestant
must retain his balance after the jump and not touch the ground with his
other foot or hands until the jump is completed.

Double Standing Broad Hop.—The contestant stands on one foot,
hops, lands on the same foot, and immediately hops in similar fashion again.
He must keep his lifted foot off the ground until the second hop is com-
pleted. The distance is measured from the take-off to the nearest point
where the ground was broken on the second hop.

Triple Standing Broad Hop.—Same as the above except that three
hops are taken.

Seven Standing Broad Hop.—Same as the above except that seven
successive hops are taken. .
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Running Broad Hop

Playground, Gymnasium Junior High School to College

Conducted like the Running Broad Jump, in this event the contestant
~uns to the scratch line, hops with one foot, and lands on the same foot.
He must retain his balance after the jump and not touch the ground with
his other foot or hands until the jump is completed.

Hopping Broad Hop.—This event is like the Running Broad Hop
except that the contestant hops to the take-off board instead of running.

Standing Hop, Step, and Jump

Playground, Gymnasium Junior High School to College

The contestant stands on one foot on the take-off board, hops forward
and lands on the same foot, steps forward on the other foot, and jumps
forward landing on both feet. No pauses are permitted in the process.
Measuring is done as in the broad jumps.

Running Hop, Step, and Jump.—This event is like the Standing
Hop, Step, and Jump except that the contestant runs to the take-off board.

Standing Leap and Jump.’—The contestant stands with both feet
toeing the scratch line. He jumps, landing on one foot and immediately
jumps again landing on both feet. The jump is taken without halt after
the leap. )

Standing Hop, Skip, and Jump.—The event is conducted like the
Standing Broad Jump. The contestant stands on one foot on the take-off
board, hops and lands on the same foot, swings the other foot in back of
the hopping foot landing on it, then jumps forward landing on both feet.
No pauses are permitted between hops and jumps.

Running Hop, Skip, and Jump.—Conducted as in the .Standing
Hop, Skip, and Jump except that the contestant runs to the take-off board.

Standing Broad Step

Playground, Gymnasium Junior High School to College

The contestant stands on one foot on the take-off board, jumps, and
lands on the other foot. Preliminary hops are not permitted. Measuring
is done as in the Standing Broad Jump.

Double Standing Broad Step.—Same as the above except that twa

successive steps are taken. . -

* The idea for this contest was taken from 8. C, Staley, Indwrdud and Mass
Atll:llftics, p- 35- Copyright, 1925. By permission of A. S. Barnes and Company,
publishers, " S
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Triple Standing Broad Step.—Same as the above except that three
steps are taken.

Seven Steps.—Same as the above except that seven steps are taken.

Standing Whole Hammon *

Playground, Gymnasium ' Junior High School to College

The contestant stands toeing the scratch line. In succession, he takes
two hops, two steps, and two jumps. No hesitation between the movements
is permitted. Each has three trials and is credited with his best distance.

Pole Vault for Distance
Playground High School and College
Establish a take-off line. A pole-vaulting pole is used. The contestant
runs to the take-off line, places his pole on the ground and vaults as far as
possible. The measuring is done as in the Running Broad Jump. Each
contestant is given three trials.

Bat Vault for Distance.—Similar to the above, except that a baseball
bat is used. Holding orf® end of a baseball bat, the contestant toes the
jumping line, places the other end of the bat as far ahead as he desires,
and leaps forward as in the Pole Vault for Distance. The player jumping
the farthest wins.

Running Broad Jump on Stilts

Playground Late Elementary and Junior High Schools

Establish a jumping line. The contestants run on stilts to the line and
jump. The event is conducted like the Running Broad Jump.

Stilt Hop, Step, and Jump.—The contestants run on stilts to the
jumping line, hop on one stilt, land on the same stilt, step, and jump. The
event is conducted like the Hop, Step, and Jump.

Rope Jumping and Skipping Methods

There are several movements which may be used in jumping and skip-
ping the rope:

Skipping—Stand on right foot, hop on right foot and pass the rope under it,
step on left foot, hop on left foot and pass the rope under, repeat on right foot,
and so forth.

Running.—~The player runs in place with no hop between the steps. He steps
over the rope cach time a foot is raised, first with the left and then with tl;e
right.

* From N. P. Neilson and F. W. Cozens, Achievement Scales in Phymal
Education Activities, p. 37. Copynght, 1934. By permission of A. S. Bamcs
and Company, publishers. S
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Single Jump—Both feet are together and the rope is jumped with no. inter-
vening hops.

Double Jkmp—Both feet are together and there is an intervening jumps; that
is, the rope is jumped on every other jump.

Backward Skipping or Jumping—The rope is held in front and swung back-
ward under the feet. Any of the four skips described above may be used.

Skipping on One Leg. -—One leg is held off the floor and the contestant skips
on the other leg.

Stiff-Leg Kick Forward —The player skips or jumps the rope (with or with-
out an intervening hop), first with one foot and then the other, and throws the
raised leg forward on each skip, keeping it 'stiff at the knee.

Stiff-Leg Kick Backward—Same as the above except that the leg is kicked
backward.

Spread Eagle—Stand with the feet spread and jump the rope with or with-
out an intervening hop.

Crossed-Foot Jump.—The rope is jumped with the feet crossed, alternating the
position of the feet on each jump.

Buck and Wing—Click the heels toget'hcr between the jumps.

Clzck Handles—Click the handles of the jumping rope together each time the
rope is jumped.

Rope Skipping—Fifty Skips

Playground, Gymnasium Elementary and Junior High Schools

A rope from seven to nine feet long is used, depending on the size of
the player. Three-eighths-inch cotton sash cord is ideal for jumping repes.
A stop-watch is used in timing the event. The jumper starts skipping or
jumping with the signal and completes a specified number of jumps. For
elementary school children fifty skips are sufficient, and for all above the
sixth grade, one-hundred skips. The contestant completing the skips in
the shortest time wins. On the start the rope is held behind and touching
the legs.

Any of the types of crossing the rope described above may be used.

Rope Skipping—Thirty Seconds.—The player is given thirty sec-
onds to skip or jump the rope and his skips or jumps are counted. The
one completing the greatest number during this time wins. Any of the
various skips described above may be specified.

Rope Jumping with Long Rope

Playground, Gymnasium, Home Elementary School
In these events a long rope is used with two players (turncrs) swinging
the rope while the others jump it. . .
Contests may be conducted using one of three plans'
1. Select the event and have each child jimp in turn untxl hc or abe
misses. The one jumping the longest wins.
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2. Select five events and have five ropes swinging. Each child goes
from one rope to the next and attempts to perform the feat required
in each rope. The contest is to see who can complete the series without
a miss.

3. Divide the players into teams and conduct as in Number 2. Count
the players in each team who complete the series without a miss—this
total is the team’s score. '

The following events are selected from those presented by the National
Recreation Association in 88 Successful Play Activities.*

Keep the Kertle Boiling.—“Ropes are placed at suitable intervals around the
playground or radiating from the center. The players form in twos, threes, or
fours, and at a signal all run round the course, jumping each rope in turn. The
object of the game is to keep the jumping continuous; the ropes should therefore
be quite low at first. Later they may be raised slightly, but they should be ad-
justed to the capacity of the weakest jumper.”

Over the Swinging Rope—"The ropes, arranged as in No. 1, are swung
slowly from side to side, and the players must judge their jumps accordingly.
Later the difficulty may be increased by changing the rate of the swing.”

Serpents, or Over the Waves.—"“Waves are made in the ropes by one turner
at each end moving his arn# upward and downward, slowly or quickly at will.
Players jump over the ropes, watching carefully, as the height and speed of the
waves will probably be different at each rope.”

Over and Under—"“The players jump over one rope and crawl under the
next.”

Steps—"The ropes are arranged in increasing heights.”

Hot Peas—"Turn the rope as fast as possible. Spell H-O-T-S and at the end
of that begin counting 1-2-3, etc., and turn fast at the beginning of the count.
The girl jumping most wins.”

Red, White and Blue, Stars Over You.~-"The rope is turned as the girl jumps
three times. For ‘Stars over you’ the rope is turned high over her head as she
stoops. This is then repeated. Other verses may be added instead of repeating,
such as ‘Red, white and green, you are a queen.” The girl jumping most wins.
No one may jump over 50 verses. (This number is allowed as the jumper rests
every three jumps.)”

Building a House—“The participants line up, jumping over the rope one at a
time and repeating until one is left. Each time the line begins again, the rope is
raised about two inches.”

Over the River —“This involves running through without jumping and with-
out being touched by the rope. That is, jumpers must cross the river without
getting wet. Each in turn runs through until only one is left who has not
missed.”

Double Rope—"“Two ropes are used turning toward each other, one slightly
after the other. The jumpers run in jumping as many times as possible. (Not
over 50.)”

¢ See National Recreation Association, 88 Successful Pldy Activities, pp. 45, 49-
Copyright, 1933. By permission of National Recreation Association, publishers,
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Rocking the Cradle—"The rope is swinging about four inches above the
ground and the jumper jumps from one side to the other until she misses. (Not
over 75.)” %

Run Against the Wall—"“The jumper runs in when the rope is being turned

away from her and jumps as many times as possible. (Not over 75.)”

Rope Skipping with Long Rope.—These events are conducted like
those in Rope Jumping with Long Rope, except that the rope is skipped
instead of jumped.

The following events are taken from those suggested by the National
Recreation Association in 88 Successful Play Activities.

All in Together—"As the name implies, the children enter as quickly as they
can and try to continue skipping until all are in. As soon as the last player enters,
count is kept of the number of skips that are kept up. (Note: The easiest way
to enter is from the side.)”

Running In—"The children, in groups of five or more, run in from a little
distance, and then after a certain number of skips, out again without checking the
rope.”

Over the Moon—“Both the preceding games can be taken with the rope
turned backward.”

Salt, Mustard, Vinegar, Pepper—"“The children run in, and when all are in
they say: ‘Salt, Mustard, Vinegar, Pepper.” At the word ‘Pepper,’ the rope is
gradually turned faster and faster.”

French Almond Rock.—"The players jump over the rope as it swings from
side to side, saying the following rhyme: ‘Handy-pandy, sugardy candy. French
almond rock.” Then the rhyme is repeated while the players skip in the usual
way. Then all crouch down while the rope is turned over their heads, to the same
thyme. On the last word, ‘rock,’ the players rise and the rhyme is repeated for
the third time while they skip. The entire process may be repeated, or the first
set of skippers may run out and a new set begin.”

Higher and Higher—"The rope is turned so that it does not quite touch the
ground and is very gradually raised so that the players must jump or lift their
knees higher and higher to clear it.”

Double Dutch—“Two ropes are used. The turners have a rope in each hand;
they hold their arms rather far apart and make the ropes touch the ground
alternately. The ropes may be turned either inward or outward.”

CLIMBING CONTESTS

Rope Climb

Playground,' Gymnasium Junior High School to College

- A rope an inch and a quarter to two inches in diameter is needed. The
smaller size is preferable below the college level. It should hang from

% See National Recreation Association, 88 Successful Play Activities, pp. 46,
47. Copyright, 1933. By permission of National Recreation' Association,
publishers. ‘ o e
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a point at least eighteen feet from the floor and should reach to a point
three feet or less from the floor. Tape or ribbon should be fastened to the
rope to mark the following distances from the floor: twelve feet, sixteen
feet, and eighteen feet. The twelve-foot distance is recommended for junior
high school, the sixteen-foot for high school, and the eighteen-foot for col-
lege. A stop-watch is used in timing,

At the signal the contestant starts to climb the rope and continues until
he touches the height marker. The time is taken from the signal to the
time when his hand touches the marker.

Rope Climb—Arms Only.—This event is conducted as in the stand-
and Rope Climb except that the contestant must climb with his arms only.
He sits on the floor at the start with his hands on the rope and must not
touch the floor again once he leaves it after the starting signal.

Greased-Pole Climb

Playground, Camp, Picnic Junior High School to Adults

Remove the bark from a straight smooth pole, tack a half dozen strips

of red cloth to the top endy and erect it so that it extends out of the ground
about twenty feet. Grease the pole well with axle grease. The contestants
take turns in attempting to climb it, and the one wins who succeeds in re-
moving a strip of cloth from the top. Probably not more than one will
reach the top, but in case of a tie, have the winning contestants climb
again, .
The grease on the pole serves two purposes—it makes the climbing
difficult, and it prevents leg abrasions in case the players wear only swim:
ming trunks, as is frequently the case in camps. As an added precaution,
the contestants should be encouraged to wear an old pair of trousers if
possible,



CHAPTER IV
THROWING AND CATCHING CONTESTS

FIELD-MEET THROWING EVENTS

HE standard throwing events used in track and field meets are the
Shot Put, Javelin Throw, Discus Throw, and Hammer Throw.

Shot Put
Playground Junior High School to Adults

The shot is a round iron or brass ball, eight pounds in weight for junior-
high-school contests, twelve pounds for high-school, and sixteen pounds for
college contests. The shot is put from a circle seven feet in diameter, four
feet of the circumference of which is a toe board four inches in height. The
circumference is marked by an iron, wood, or rope band.

Each contestant is given four trials and one more than there are places
to be scored, qualify. Those who qualify are given four more trials and
each is credited with his best distance. The measurement is taken from
the nearest edge of the first mark made by the shot to the nearest point of
the circle. .

A foul put is one in which any part of the body touches the top of the
stopboard or ground outside of the circle while making an attempt.

Javelin Throw
Playground Senior High School to Adults

The javelin consists of a wooden shaft with a sharp metal point, and
weighs not less than 1.765 pounds. It is thrown from behind a scratch line
two-and-three-fourths inches wide and twelve feet long. The javelin must
be held by the grip at the moment the throw is executed. No throw counts
in which the point of the javelin does not strike the ground before any
part of the shaft. The thrower must not place his foot upon the board in
throwing, nor step across the line, until the throw is marked. The rules
for trials and qualifying are the same as for the Shot Put,

Discus Throw

Playground Senior High School to Adults

The discus is a flat disk of metal and wood weighing four-and-one-half
pounds. It is thrown from a circle eight feet two-and-one-half inches in
diameter, subject to practically the same rules ds the Shot Put, All throws
to be valid must fall within a nincty-degree sector marked ou the ground.

36
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Hammer Throw

Playground College

The hammer consists of a metal sphere called the hammerhead and a
wire handle. The complete implement must not be more than four feet
in length, and its weight not less than sixteen pounds. It is thrown from
a circle seven feet in diameter. The ‘event is handled as in the Shot Put
with the added requirement that the hammer must fall within a ninety-
degree sector marked on the ground.

MINOR THROWING EVENTS

Beanbag Board Toss

Playground, Gymnasium, Home Elementary School

There are two types of beanbag boards in common use, either of
which may be used. The one shown in Figure 2 is about twenty-four
inches high and eighteen inches wide. Three round holes are cut in it as
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in the diagram, the upper one four inches in diameter, the middle one five
inches, and the lower one six inches. The holes count 3, 2, and 1.

The board illustrated in Figure 3 has five triangular holes varying in
size from four to eight inches. The board is twenty-four inches wide and
thirty inches high. The holes score 5, 4, 3, 2, and 1.

The board is set at a forty-five degree angle. The throwing line is ten
feet away. Each contestant throws three bags, one after the other. The
contestant who secures twenty-one (or fifty) points first wins.
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Beanbag Target Toss.—Draw on the floor three concentric circles
one, two, and three feet in diameter, and number the circles, 5, 3, 1 from
the centes circle outward. The players stand at a line fifteen feet away
and toss five beanbags at the target. When one has made his five throws
a judge records the score made from the positions of the bags: each lying
within the inner circle counts s, next circle 3, outer 1. A bag lying on a
line scores as in the inner space. The next player takes the bags and
throws in the same way. :

Beanbag Six Circles.—Establish a throwing line, and at right angles
to it mark six circles in a row on the floor. The circles should be about
one foot in diameter and three feet apart, the nearest one being six feet
from the throwing line. Line up the players in file behind the throwing
line. :

The first player tosses a beanbag attempting to put it in the nearest
circle. Whether succeeding or not he goes to the rear of the line, and the
other players throw in turn. On the second time around, those who suc-
ceeded in the first attempt throw for the second circle, and those who
failed continue trying for the first. The player wins who succeeds in
putting the beanbag in the most distant circle first. If any part of the bag
touches the circle it is considered in.

Beanbag Tire Toss.—Lay an old automobile tire on the ground,
and establish a throwing line twenty feet or so away. Each player tosses
three beanbags each turn, attempting to drop them in the tire. Each bag
falling in the tire scores one point. Bags resting on the rim of the tire
do not count unless subsequent throws knock them in. If there are
enough bags for all the players, leave all the bags where they fall until
all have thrown.

The player wins who scores eleven points or goes farthest beyond eleven
when all have had an equal qumber of throws.

Rolling-Tire Target Throw

Yard, Playground, Picnic, Club Elementary School

This is one of the most interesting throwing contests in that the target
is moving. Divide the players into two groups; if possible, limit the groups
to from four to six players. Line up the groups facing each other about
twenty feet apart. A player from each group is assigned to act as roller;
the two rollers stand in the center area, one at each end (see Figure 4).
Each player in the group has a beanbag or potato.

At the signal one roller rolls an old automobile tire down the center
of the area between the two groups. Each player attempts to toss his bean-
bag through the tire as it passes. Then the second roller rolls the tire
back, W 4 co

The rollers then join their groups and two other players act as rollers.
Continue until each player has acted as roller. .
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Each beanbag tossed through the tire counts one point. The player or
team wins who has the highest score when all have acted as rollers.
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Blackboard Target Throw

Schoolroom Early Elementary School

Draw a target on a blackboard in the playroom consisting of five con-
centric rings. The center ring is six inches in diameter and each succeeding
ring is four inches from the one next smaller. Soft rubber balls are used
of the size of tennis balls. Place the balls in a pasteboard box with a little
pulverized chalk in the bottom. The balls thus become covered with chalk
and leave a mark when they hit the blackboard.

Establish a throwing line twenty to thirty feet away, the distance de-
pending on the age and skill of the players. Each contestant is given ten
throws. The circles score from the center out as follows: 5, 4, 3, 2, 1.
Balls striking on the line score in the higher circle.

Stoop Target

Steps to a Porch Elementary School
This is a spring-time favorite of children, particularly girls, in many

sections. Establish a throwing line A

about fifteen feet in front of the -—F‘ B

steps to a porch. The object is A

to throw a rubber ball with a view —B

to hitting the edge of a step (A, P_g

Figure s5) if possible, and failing

here, ro hit the wall between the - Fmﬁu 5.

steps (B). :

The players throw in turn. The contest consists of three rounds, each
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round consisting of three throws per- player. The first player throws three
times, then the second, and so on. When all have thrown, the second
round stagts.

Scoring is as follows: hitting the edge (A) scores ten points; hitting the
upright (B) scores five. The player with the highest score at the end
of the third round wins.

Step by Step

Home Elementary School

All of the players except one sit on the bottom step of the steps to a
porch or a stairway. The odd player is the tosser and stands with a soft
ball about ten feet in front. The tosser throws the ball to the player on
the right, receives it back, and continues the throwing to all the others
in turn. Whenever a player catches the ball he moves up a step. All
throws must be within reach of the players to count. Should the tosser
fumble the ball, he exchanges place with the player at the right on the
lowest step. Continue until one player reaches the top step. If more than
one reach it together the play continues down the steps until one is out
in front.

Progressive Throw and Catch

Playground, Gymnasium Early Elementary School
Divide the players into groups of four. Two players in each group
throw and catch a softball for two minutes, then the other two players
throw and catch. The pair that completed the most catches in the two
minutes move up to the next group and change partners.
As described, the contest may be used as a lead-up activity for Baseball.

It may be used also in connection with training for Basketball or Football
by changing the ball to a basketball or football.

Throw, Bounce, and Catch

Playground, Gymnasium Late Elementary and Junior High Schools

A wall is necessary for this contest. Give the first player a softball or
rubber ball. A freely bouncing ball adds much interest, such as a tennis
ball or codeball. The player takes any position he chooses, throws the ball
against the wall, runs, and attempts to catch it. He is given three trials and
marks the farthest catch from the wall. The others then compete in turn.
The player making the farthest catch wins.

Spot Bounce and Catch.—A circle two feet in diameter is drawn
on a wall. A line is drawn ten feet from the wall and parallel w it. Each
player in turn throws a ball, attempting to, hit the wall inside the circle
and catch the ball on the fly as it rebounds. He continues to throw until
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he misses the circle or fails to catch the ball. One point is scored for each
successful attempt. One-hundred points is the game, and the person scoring
it first wins.

Baseball Throw for Distance

Playground, Gymnasium ‘ Junior High School to College

In preparing for this event, first establish a throwing line three feet
long. Fifty yards away from this line and parallel to it, mark a line on the
ground twenty yards long. Similar lines are drawn every ten yards up
to 100 yards; there will thus be a line at 50 yards, 60 yards, 70 yards, 80
yards, go yards, and 100 yards (see Figure 6). A baseball is used.

The contestant stands behind the throwing line and throws the ball with
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or without a run. The point where the ball first hits the ground is marked.
The distance is measured with a tape measure from this point to the
nearest distance line. Balls falling outside the ends of the distance lines,
or balls thrown by contestants who step over the throwing line, are not
measured, but count as trials. Each contestant is given three throws and
credited with his best distance.

Softball Throw for Distance.—A twelve-inch softball is used and
the event is conducted like the above.

Baseball Throw for Accuracy.—A target must be painted on the
wall or on a wooden board constructed for the purpose. The board should
be six feet square. The target consists of five concentric circles one, two,
three, four, and five feet in diameter. The circles score 54321 from
the center out. The target is placed so that the outside line is six inches
above the ground. ‘A throwing line is established forty-five-to ninety fcet
away depending upon the skill and maturity of the contestants.

EE



2 ACTIVE GAMES AND CONTESTS

#

-

Each contestant is given ten throws. One foot must be behind or in

contact with the throwing line when the ball is released. Throws hitting
a division line score in the inside circle.

The contestant making the highest
score wins. '

Baseball Pitch for Accuracy.—
A pitching target is necessary for this

i
I
|
I
_‘ event. It consists of a rectangular area
@4 )L/ T cighteen inches wide and thirty-six
|
l
l
i

inches high. It may be painted on the
wall, may be a frame of wood, may be
a suspended sheet of canvas, or may be
a hole cut in a canvas. The bottom
r side should be twenty inches from the
== ground. The target represents the
Figuze 7. area over home base through which a
ball must pass to be a strike. The
pitching line should be forty-five feet away for players of the fifth and sixth
grades, and sixty feet for the seventh grade and over.
The athletic badge tests of the National Recreation Association call for
a target fifteen inches wide and twenty-four inches high, placed so that
the bottom is twenty-four inches from the ground.
Each contestant is given ten throws and scores one point for each ball
that strikes in or on the outline of the target. One foot must be in contact
with the throwing line when the ball is released.

Softball Pitch for Accuracy.—The same target is used as in the
Baseball Pitch for Accuracy. A twelve-inch softball is used. The pitching
line may be twenty-five, thirty, or thirty-seven feet distant, depending on
the age and skill of the contestants. The underhand pitch must be used.
In throwing, the contestant may take one step forward but the other
foot must be in contact with the line when the ball is released.

Catcher’s Throw to Second Base

Baseball Diamond Junior High School to College

This interesting event is staged on a regular baseball diamond. A barrel
open at one end is placed on its side on second base, with the open end
toward home base. Blocks of wood or stones should be placed by the
sides of the barrel to prevent it from rollmg and the opcn end should be
elevated three or four inches.

The contestant stands on home base and throws the bascball attempting
to put it in the barrel. One foot must be on'home base at the moment
the ball is released. Each contestant is given five throws. Points are scored
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as follows: throwing the ball in on the fly—three points; throwing it in
on the first bounce—two points; on the second bounce—one point; con-
testant with the highest total score wins.

Fielder’s Throw to Home Base

Baseball Diamond " Junior High School to College
A judge and three assistants are needed, each assistant having a stick or

small white flag.

The contestants stand in deep center field. The object is to throw the
baseball to home base, causing it to strike the ground as near to home base
as possible. When the first contestant throws, an assistant sticks his flag in
the ground at the point where the ball hit as it fell from the fly, and
records the name of the contestant. The other two assistants place their
flags in similar fashion when the next two contestants throw. Thereafter,
whenever a ball hits nearer 1o home base than the most distant flag, this
flag is moved to the new position and the name of the contestant recorded.
Each contestant has three attempts, making one throw each turn. The
contestant wins whose flagas nearest to home base.

Baseball Throw and Catch .

Baseball Diamond Junior and Senior High Schools

On a regulation baseball diamond place a pitcher and three basemen.
The contestant stands on home base. He must catch the ball delivered
from the pitcher, throw to first, catch the return, throw to second, catch the
return, throw to third, and catch the return. He thus is required to catch
four throws and throw to each of the bases, giving a possible seven errors.
A throw is considered good if both hands can be placed upon it by stretch-
ing with one foot on the base. In case of a bad throw to the contestant,
the throw should be repeated.

Softball Throw and Catch.—This is conducted like the Baseball
Throw and Catch except that a twelve-inch softball is used and the event
takes place on a playground ball diamond.

The athletic badge tests for girls of the National Rccrcatxon Association
require thirty-six-foot baselines and a thirty-foot pitching distance.

Ball Roll for Accuracy
Picnic, Playground All Ages—Girls
Drive a stick or flag in the ground and mark a throwing line sixty feet
away. Each contestant takes turns in rolling a softball at the flag, en-
deavoring to cause it to come to rest near the flag, Each is given thm‘
-throws. The one wins whose ball comes to rest nearest the flag. .
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: _ Forward Pass for Accuracy
Football Field, Playground Junior High School to Collegf

A rugby football goal and a few feet of ordinary rope are required for
this event. ‘The target is established by hanging two ropes ten feet long
from the crossbar so that they hang six feet inside the two goal posts.
This gives three areas ten feet high and six feet wide inside the two goal
posts. The contestant, holding a rugby football, stands on the twenty-yard
line and attempts to throw the ball through the target. One foot must be
in contact with the line when the ball is released. Balls going through the
central zone score two; those going through the outer zones score one.
Each contestant is given five or ten throws.?

Variation.—For more experienced players a discarded automobile tire
may be used as a target. Secure the largest tire possible and suspend it by
a rope from the crossbar of the football goal so that the center is six feet
from the ground. Tie a rope to each side and stretch tightly to the two
goal posts to prevent any movement. The contestants stand on the fifteen-
or twenty-yard line and pass the ball attempting to put it through the tire.
Each is given ten throws and scores one point for each throw that passes
through the tire.

Football Center-Pass for Accuracy.—Suspend a large automobile
tire from the crossbar of the football goal so that the bottom of the tire is
about two and one-half feet from the ground. Stretch ropes tlghtly from
the sides of the tire to the uprights in order to hold it in position. The
throwing line may vary for the different age levels. A wooden target may
be substituted if preferred.

Each player in turn makes ten (or five) passes from the snapper-back
position, scoring one point each time the ball is put through the target.

If players are expert, the following variation should be used.

Variation.—Using the target as a pivot, draw a semicircle on the ground
with a ten-yard radius. Mark ten points on this semicircle, equally distant
from each other. The players make one pass from each of these points.
They are thus caused to pass at difficult angles.

Forward Pass for Distance.—A football field greatly facilitates the
measuring because of the presence of the yard lines. The contestant stands
behind the goal line and passes the ball with or without a run. Stepping
over the goal line is a foul and counts as a trial. The player throwing the
greatest distance wins.

- -*The description of this event follows that given in S. C. Staley, Individual .
and Mass Athletics, p. 75. Copyright, 1925. By pemussm of A. S. Barnes &
Company, publishers.
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Soccer Throw for Distance

Playground, Gymnasium Junior High School to College

A soccer ball is used. The contestant toes the throwing line, holds the
ball in both hands overhead and throws it forward. The distance is meas-
ured from the line to the point where the ball first hits. Stepping over the
line before the mark has been established is a foul and counts as a trial.
Each contestant is given three trials.

Speedball Throw for Distance

Playground, Gymnasium Senior High School to College

A speedball or soccer ball is used and the event is conducted like the
Basketball Throw for Distance (page 45).

Speedball Accuracy Pass.—A speedball or soccer ball is used and
the event is conducted like the Basketball Accuracy Pass (page 46).

Overhead Dribble for Distance.—Establish a throwing line. Each
contestant throws the speedball or soccer ball into the air from behind the
line and immediately runs f#rward and attempts to catch it. The object is
to make a catch as far beyond the line as possible. Each is given five (or
ten) attempts and is credited with his best distance. The one catching the
ball at the greatest distance wins.

Basketball Throw for Distance
Playground, Gymnasium Late Elementary School to Adults

Establish a throwing line on the ground about three feet in length. The
contestant stands at stride behind the line at right angles to the throwing
direction, with the basketball firmly gripped in one hand, and throws it.
The distance is measured from the point on the line nearest which the
contestant stood to the point where the ball first touched the ground. Step-
ping.over the line is a foul and counts as a trial. Each contestant is given
three throws and is credited with his best distance.

While the above is the standard Basketball Throw for Distance, any of
the following throws may be used:

Forward Overhead Throw—Stand facing the throwing line with the
ball held by both hands above head. Throw from the overhead position,
with or without a run.

Chest Throw.—Stand facing the throwing line with the ball held by
both hands in front of the chest. Throw the ball by snapping the arms,
forward, with or without a run.

" Side Throw with One Arm.—Stand sideways to the throwing line with
the ball held with the back hand only at shoulder height. Throw the ball
with an overhand push or swing, with or without a run.



46 ACTIVE GAMES AND CONTESTS

Toss—Stand facing the throwing line with the ball held in both hands
between thg knees. Toss it forward.

Side Overhand Throw—Stand sideways to the throwing line with the
ball held in both hands above the head. Swing the body toward the throw-
ing line and release the ball, pushing it with the rear arm.

Side Underarm Throw~Stand sideways to the throwing line, holding
the ball in both hands at shoulder height. Bend the forward arm up and
throw the ball with both hands under it.

Basketball Accuracy Pass.—Draw a circle on the wall four feet
in diameter, the center of the circle four feet from the floor. Establish a
throwing line twenty feet away. Each contestant is given ten throws at the
circle. Each hit scores one point. As skill develops the type of throw
may be specified. For older players the throwing line may be moved
back.

Basketball Throw and Catch.—The contestant stands behind a
throwing line, throws the basketball, and immediately runs forward and
tries to catch it. Each is given three throws. The one wins who catches
his throw at the most distant point from the throwing line.

Variation.—Fifteen feet in front of the throwing line place two poles
with a rope stretched between them at a height of ten feet. The con-
testant toes the starting line, holds the ball in both hands, and tosses it
over the rope. Immediately upon releasing it he runs forward under the
rope and attempts to catch it. Each is given five (ten) attempts, and the
one wins who completes the most attempts successfully.

With beginners, it is well to allow the ball to be caught on the first
bounce. With older and skilled players, the throwing line may be moved
back.

The players should be coached to give the ball a wrist spin toward them
in releasing it.

Running and Catching.>—At a distance of thirty fect from the
starting line and parallel to it stretch a cord ten feet from the ground.

On the signal the girl runs from the starting line, tosses a basketball or
a volleyball over the cord, catches it, and runs back to the starting line.
Three such trips are made, finishing at the starting line. In case of failure
to catch the ball, it must be secured, tossed over the cord (either direction),
and caught before running is continued.

The starting line and the cord should both be well away from any

o

* From Athletic Badge Tests for Boys and Girls, p. 11. - Physical Education
Series. No. 2, 1923, BypermmxonoftheUnitedSumBumu of Education,
Department of the Interior. : , ,
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wall, back stop, or other object, so that neither the contestant nor the ball
shall touch any obstruction during the run. Total distance is sixty yards.

Basketball Foul Shoot

Playground, Gymnasium ' Late Elementary School to College

Foul shooting tournaments are frequently held in connection with bas-
ketball tournaments as well as in playground and gymnasium work. Each
contestant is given twenty-five throws from behind the free-throw line.
Each fair throw going through the basket scores one point. All those who
make fifteen successful throws are qualified to throw twenty-five additional
throws. The ten highest scorers then throw fifty more. The player wins
who makes the highest score out of the hundred throws.

Basketball Goal Shooting

Playground, Gymnasium Late Elementary School to College

There are several types of contests in basket shooting which may be
conducted. These events may be varied by specifying the type of shot
which must be made.

Long Shots.—The contestant stands behind the cu'clc enclosing the
freethrow line and takes ten (or fifteen) throws for the basket. He is
allowed one step in shooting and may not step over the circle line. One
point is scored for each successful throw.

Goal Throw.—The regulations for the basketball goal throw of the
athletic badge tests for girls of the National Recreation Association are as
follows:

From a point directly under the center of the goal, semicircles should
be drawn with radii of ten, twelve, and fifteen feet, for throwing lines.

The girl may stand at any point outside of, but touching the throwing
line for her event. The basketball used shall be of standard size and
weight.

The goal may be made either by a clear throw or by bouncing against
the back-board.

Five or six throws, as the case may be, shall count as one trial.

Follow-up Shooting, Number 1.—The contestant stands behind
the free-throw line and throws for the basket. If he makes it he scores
two and takes his next throw. If he misses, he runs for the ball and shoots
from the point at which he secures it. If he catches it before it hits the
floor and makes the basket he scores two; if he secures it after it touched
the floor and makes the basket he scores one. After the follow-up throw
the contestant takes his next trial from behind the free-throw line as before.
Each contestant is given ten trials and the one with the highest score wins.
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Follow-up Shooting, Number 2.—The contestant takes his first
throw from behind the free-throw line, follows up the throw, and if it was
successful throws again from the point where he recovered the ball. He
continues to throw from the point where he recovers each ball, until he
fails, scoring one point for each goal made. Having failed, he returns to
the free-throw line for his second trial. Each contestant is given from three
to five trials and the one with the highest score wins.

‘Follow-up Shooting, Number 3.—Each contestant is given ten
throws. The first throw is taken frem behind the free-throw line and the
throws thereafter from the point where the ball was recovered. All shots
must be made from within three seconds after the ball was recovered, and
no steps may be taken. If the ball goes out of bounds it is returned to the
free-throw line. One point is scored for each goal made.

Shooting Against Time.—One minute is allowed each contestant.
The first throw is made from behind the free-throw line and the remaining
throws from the point where the ball is recovered. One point is scored
for each basket made within the minute.

Basketball Twenty-One

Playground, Gymnasium Junior High School to College

This is one of the most popular basketball contests. It requires one bas-
ketball goal. Draw a line across the floor parallel to the end line, at the
back of the circle surrounding the free-throw line. All throwing must start
behind this line.

The first player, standing behind the line, throws for the basket and
immediately follows up with a short shot. If he makes the long shot he
scores two, and the short shot, one. The players take turns in throwing.
The one making twenty-one points first wins, and all start from zero in
the next contest.

A rule is sometimes used to the effect that the player must score twenty-
one even—if he goes over that number, he must start over.

Variation.—If the long shot is made, the player is given another try
for a long shot in addition to the short shot.

‘Variation.—The player throws until he misses from the free-throw
line, scoring one for the first basket, two for the second, three for the third,
and so on. The player scoring twenty-one first wins.

Variation.—The player throws from the free-throw line unul he
misses, scoring two pomts for each goal. When he mnsses, he throws from
the point where the ball is recovered; and if suecessful, scores one point and
has the privilege of starting to throw again from the free-throw line,
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Variation.—The players are in line behind the free-throw line. The
first player throws and whether successful or not, the second player follows
up and must catch the ball before it hits the floor. If unsuccessful, he is
eliminated, and if successful, he throws from the point where the ball is re-
covered. If no player has scored twenty-one when all are eliminated, the
last to be eliminated wins.

Partner Twenty-One.—The partners combine their scores to deter-
mine the winner. Another way in which this is played is for one man to
take the long shot and his partner the follow-up. The next time they
reverse the shots.

Team Form.—Any of the above forms may be used on a team basis
with the players alternating. See other types under Basketball Twenty-One
—Team Form (page 157).

Five, Three, and One

Playground, Gymnasium Late Elementary School to College

The players take turns in throwing a basketball for the basketball goal,
each making three throws # succession. The first is made from the free-
throw line, the second from' the point where the ball is recovered, and the
third from the point where the second throw is recovered. The first throw,
if successful, scores five, the second, three, and the third, one. The player
with the highest score wins.

Basketball Golf

Playground, Gymnasium Late Elementary School to College

Mark nine spots on the floor in a semicircle around the basketball goal.
The players throw from spot Number 1, each throwing in turn until he
makes the goal, and counting the number of throws required. They then
throw from Spot Number 2, and so on. The player wins who completes
the course of nine spots with the fewest throws.

Six-Hole Basketball.>—Six three-foot circles are made around the
basketball goal, as shown in Figure 8. The players line up and take turns
in attempting to throw baskets, starting on the left at circle Number 1.
Each basket made advances the player one hole, and he continues to pro-
gress until he fails to make a basket. Holes 2 and 4 are marked “safety.”
‘If a player overtakes another player in a hole not marked safety, the first
player must return and start over again. The person wins who first makes
the circuit of the holes and returns to the starting point. A player over-

® From N. P. Neilson and W. VanHagen, Plnym-al Education for Elementary
Schools, p. 200. Copyright, 1930. By permmxon of A. S. Barnes and Company,
publishers.

.
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taken on his return goes back to hole Number 6, rather than hole Num-
ber 1.

¥

3 4

Ficure 8.

Medicine-Ball Throw for Distance

Gymnasium Junior High School to Adults

A six-pound medicine ball is used. If the event is used below the high-
school level, a four-pound ball should be used. A tape measure is needed
to measure the distance. The contestant stands on the throwing line and
throws the ball in any manner he chooses. The distance is measured from
the throwing line to the point where the ball first hits the floor. Stepping
over the line is a foul and counts as a trial. Each contestant is given three
trials.

Specified Medicine-Ball Throws.—Instead of permitting a free-style
throw, one of the following throws may be specified:

Forward Overhead Throw.—The ball is held by both hands over the head and
thrown forward.

Backward Overhead Throw—The ball is held by both hands over the head
and thrown backward. _

Toss—The ball is held by both hands between the legs and tossed forward.

Backward Between Legs—The ball is held by both hands between the spread
legs and thrown backward.

Side Overhead Throw —Standing sxdeways, the ball is held by one arm and
thrown forward with an overhead swing.

Put~~The ball is held on one hand and is put foxward as in the Shot Put,
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Broomstick Throw for Distance

Playground, Club Late Elementary and [unior High School

This litde novelty event uses broomsticks sawed from ordinary house
brooms. The contestant holds the broomstick by the end and, stand-
ing behind the throwing line, throws it as far as possible. Each is given
three throws and is credited with his best distance.

Dart Throwing

Playground, Summer Camp, Clubroom Late Elementary School to Adults

Dart throwing is an ever-popular activity on playgrounds, in summer
camps, and clubrooms.

Equipment—FExcellent darts can be purchased very inexpensively. For
outdoor use the target board should be six feet square and for indoor use
five feet square. The indoor target may be made of wallboard but the
outdoor one should be of wood. To make the outdoor target, build the
board six feet square of three-quarter inch clear soft wood. Nail it to two
uprights of two-by-four-inchy lumber so that the bottom of the board sets
off the ground two feet. Paint ten concentric rings on it, the center one
six inches in diameter, and each succeeding one three inches from the next
smaller. The target is thus five feet over all, with a six-inch space on the
sides. Paint the circles black and white alternately.

The indoor target should be thirty inches in diameter having ten con-
centric rings, the center one three inches in diameter and each succeeding
one an inch and one-half from the next smaller.

Number the circles from the center out as follows: 10, 9, 8, %, 6, 5, 4,
32, I

Rules of Ordinary Play—Establish a throwing line twenty to thirty
feet away from the outdoor target, or ten to twenty feet away from the
indoor. Two to five players may play at one time. Each contestant has
one dart and they throw in turn. When all have thrown they go up and
withdraw the darts. Each dart scores the number of points on the ring
in which it sticks. Those on the line score in the higher ring. In ordi-
nary recreational play, the contestant scoring one hundred points first wins.

Rules for Tournament Play—In tournament play each contestant is
given thirty-six (or cxghtccn) throws and is credited with the total score
made.

The tournament may be conducted in two ways: (1) all contestants
may throw their thirty-six darts, one after the other, each being credited
with the total score made, and the one with the highest score being de-
clared winner; (2) the contestants may be paired as in the standard tourna-
rnent or elumnatmn plan, and each two contcstants paired thtow agamst
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As in all activities in which pointed instruments are used, the event
needs careful supervision.

Dart Baseball

Playground, Club, Summer Camp Late Elementary School to Adults

For outdoor use the diagram shown in Figure ¢ is painted on a board
four feet square. It should be nailed to pieces of two-by-four-inch boards

Ficure g.

and set up at a convenient height. For indoor or home use, the diagram
may be put on a piece of wallboard of similar dimensions.

The throwing line is from fifteen to twenty feet distant. The players
choose sides and the procedure follows that of regular Baseball. Square
“H” is a home run, “1” is a single, “2” is a two-base hit, and “3” a three-
base hit. . When a batter makes a hit he ledves his dart in the square and
when a succeeding batter hits, he advances ‘his dart an equal number of
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bases. If a batter hits “E” (error) or “D” (dead ball) he takes his base.
“S” stands for a sacrifice hit.

If a dart fails to hit the board it counts as an out. The same is true if a
dart fails to stick and falls.

LARIAT-THROWING CONTESTS

Lariat throwing carries a peculiar appeal to boys, and after a little pre-
liminary instruction, lassoing contests are particularly popular. Thirty-five
feet of three-cighths-inch manilla rope makes an excellent practice lariat.
Lighter rope is not heavy enough to carry when thrown. Double one
end of the rope back and wire it, making a three-inch loop or eye—this
is the honda. Slip the other end of the rope through the honda. Avoid
metal hondas—they are too heavy for ordinary use and are dangerous on
lariats used for play.

Roping Stationary Targets

Playground, Club, Summer Camp Late Elementary to Senior High School

Place a chair or similyg object on the floor or ground and establish a
throwing line twenty feet from it, or nearer for beginners. Each con-
testant is given twenty throws, and the one circling the chair with the
noose the most times wins.

Either the wind-up throw or the toss may be used. In the wind-up
throw, the roper stands about four feet behind the line, lets out a noose
about four feet long with his right hand, swings it over his head a few
times from right to left, then takes a long step toward the target with his
left foot, and throws the noose with an overhand motion. In the zoss, the
roper stands as before, holding a four-foot noose in his right hand, with the
right arm at his side, and the noose spread on the floor behind him. He
steps toward the target and throws without a wind-up, using much the same
arm motion that he would use in throwing a ball at the target.*

Roping Running Targets

Playground, Club, Summer Camp Late Elementary to Senior High School
In this lariat-throwing contest the target is a running boy. Establish
a line along which the runner is to run, and parallel to it and ten feet
from it, a throwing line. The roper stands behind the throwing line, yells
to the runner to run, and attempts to rope him as he passes. As soon as
he ropes him, the roper lets out rope or drops his rope, in order not to
throw the runner. ‘The runner should station himself so that he runs at
least fifty feet before passing the roper. '

¢ For complete instructions on how to throw a lariat, see Bernard S. Mason,
How t0 Spin a Rope. New York: Boy Scouts of America, 1930. - .
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Contests may be conducted in roping the runner by the feet and by
the head. Each roper-is given ten throws and the one roping the runner

the most times wins.?
BOOMERANG THROWING

Boomerang throwing is one of the most delightful of pastimes. There
is something particularly intriguing about throwing the stick and watching
it circle and come back to one’s hand without having to take as much as a
step to reach it. There is something fascinating to the spectator also, in
watching the gracefully spinning sticks circle and double circle through
the air and back to the waiting hands of the thrower.

Unfortunately so little information has been available on the construc-
tion and handling of boomerangs that the sport is practically unknown.
Most people think of boomerangs merely in terms of the curved sticks
thrown by the Australian primitives. This is one type of boomerang, and
perhaps the oldest type, but it is the least efficient of the boomerangs as a
“come-back stick.” It is also so heavy, and must be thrown with such
force, that its use carries a decided element of danger when other people
are near, particularly when the spectator cannot judge what course the
boomerang is going to take.

For use as a sport, the curved or Australian style of boomerang should
be replaced by one of the lighter, more efficient, and more colorful types of
come-back sticks. Three of these are described below—the cross-stick
boomerang, the wheel boomerang, and the boomabird.

Whenever boomerangs are thrown, the spectators should be grouped in
one place and not scattered over the field. This place should be to the
right of the thrower, since the boomerang circles from right to left. Thus
if it reaches the crowd at all, it will be on its return, and its force will have
been spent. Expert boomerang throwers can manipulate the boomerangs
around the spectators without danger, even to the point of standing on a
stage and throwing them out over the audience, but such tactics are for
professionals only. When the less experienced are throwing, the sport
should be carefully supervised, although the danger is slight if the types
of stick described below are used.

Cross-stick Boomerang

Playground, Camp, Club Late Elementary School to Adults
First let us describe how to whittle out the boomerang—the making is
as interesting as the throwing, and happily is a very simple process. One’s
first attempt at making a boomerang should be conﬁxy:d to small sticks.
Secure two of the ruler-like sticks used at gasohne stations to measure the

5 For details andothcrropmgconmts,meﬁemards Mawn,meSm
¢ Rope. New York: Boy Scouts of America, 1930. :
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amount of gasoline in automobile tanks. These are ideal, but if they can-
not be obtained, use sticks of soft wood (basswood, pine) of about the
same size and shape—twelve inches long and one or one-and-one-eighth
inches wide. Do not try to use heavy wood—it will not make a boom-
erang.

First mark out a three-inch area in the center of each stick, as shown
in Figure 10, Now bevel the sides of the stick beyond these lines, as shown
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Ficure 10.

in the iilustration. This is done roughly with a jackknife and finished
with a wood rasp. Round off both ends of the stick.

Now we must give each end of the sticks a slight curve upward, that
is, toward the beveled side. This is accomplished in a moment or two by
holding the stick over a candle so that the heat strikes it at a point three
inches from the end. When heated, bend the stick upward slightly and
hold for a moment until the wood cools—the curve will then be permanent.
A very slight bend is all that is needed—not over a quarter of an inch.
Bend both ends of each stick in this way.

Now place one stick across the other as in Figure 10, wire together with
stove wire, and the boomerang is complete.

The first point to remember in throwing the boomerang is that a per-
fectly calm day is necessary for the boomerang to work perfectly—the
slightest breeze will carry it out of its course. These little boomerangs can
be thrown in a gymnasuim,

Grip one of the ends between the thumb and forcﬁngcr of the right
hand. The beveled side should be toward you as you hold it. Hold up the
boomerang at about the level of the head, keeping it straight up and down.
Throw it straight forward at head level, using the forearm and wrist only,
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giving it'a downward spin with the wrist as you release it to make it whirl
as much as‘possible. Much strength is not necessary. It should cut a per-
fect circle in the air and come back directly into your hands—provided, of
course, that no air currents are taking it out of its course.

No two boomerangs act just alike, and one has to throw each boomer-
ang a few times to figure out just how to throw it to get the best results.
Some boomerangs, when held straight up and down and thrown, circle and
drop to the ground behind you; these must be thrown at an angle: hold
the boomerang just as described above but tilt it slightly toward you, and
throw it forward at this angle. With a little experimentation you should
be able to make it come back perfectly.

Other boomerangs, when thrown from the straight-up-and-down posi-
tion, will circle and drop to the ground in front of you. These must be
tilted slightly in the opposite direction: as you hold them preliminary to
throwing, tilt them slightly away from you and throw.

Occasionally a boomerang that is seemingly perfect in construction will
not work at all. There is no way to tell what one will do until you try it.
There are not many of these, however, so if your first attempt just will not
work, discard it, and try another.

When a boomerang has been once thrown and found to work, you may
depend upon it to act in exactly the same way every time it is properly
thrown, provided no air currents interfere. When throwing in a slight
breeze, always face the breeze and throw straight into it. One can have
much sport with boomerangs in a slight breeze, but for an exhibition of
perfect boomerang throwing, absolute calm is required.

Having made the little boomerang of gasoline sticks, you will want to
try a large one. Cross-stick boomerangs may be made of any size. Re-
gardless of size, the method of construction is the same, except that the two
sticks are bolted together in the larger types instead of wired. An ex-
cellent size uses sticks twenty-four inches long, two inches wide, and three-
sixteenths inch thick. For an extra large boomerang, use boards three
feet long, two-and-three-eighths inches wide, and onefourth inch thick.
If these big boomerangs are too heavy and do not float well, gouge out
some of the wood on the back side with a wood gouge, thus making the
back side slightly hollow; care should be taken to remove about the same
weight of wood from each of the four sections.

i

Wheel Boomerangs

School, Camp, Club Late Elementary School to vAdulL'.‘
The wheel style of boomerang has three cross sticks instead of two, as
shown in B, Figure 11. These boomerangs arc made and thrown exactly

as in the case of cross-stick boomerangs. Regardless of size, the sticks are
bolted together and are not wired. Use wide washers under the bolts,
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Sticks of the following dimensions are recommended:
1. Léngth, 15 inches; width, 1 to 1 1/16 inches; thickness, 14 inch.
2. Length, 24 inches; width, 2 inches; thickness, % to 3/16 inch.
3. Length, 36 inches; width 2% inches; thickness, %4 inch.

Paint the boomerang sticks white with two-inch stripes of black across
them. As the boomerang whirls through the air, the stripes create circles
and add color to the event. With a little study, you can arrange the stripes
so that a spiral effect is produced as the boomerang sails through the air.

FiGurE 11.

A delightful effect may be produced by attaching lights to each end of
the sticks in a big boomerang. Bore a hole about three inches from each
end, insert and fasten a flash light bulb, and attach the battery at the inter-
section of the sticks. Circles of light will thus be produced, and at night
the effect is striking.

Boomabirds

Sclzool, Camp, Club Late Elementary School to Adults

The boomabird is perhaps the most interesting and colorful type of
boomerang. It is made to look like a bird, as illustrated in C, Figure 11.
So realistic are these boomabirds in the air that the birds themselves are
frequently confused and will swoop down toward the boomabird and come
yvety close to' the thrower.

« Secure’ a soft-wood board twenty-two inches long, three-and-one-
eighths inches wide, and one-eighth inch thick. Whittle it out roughly in
the shape of the bird’s body shown in the illustration. The exact shape
does not matter. Bevel it on all sides and bend the ends as described above
under Cross-stick Boomerangs. With a wood gouge remove some of the
wood from the back side, leaving the board slightly hollow—this is to
lighten the weight. Now prepare the wings from sticks thirteen inches
long and one-and-three-fourths inches wide. Shape them as in the drawing,



58 ACTIVE GAMES AND CONTESTS

bevel the sides and ends, and bend the ends upward as in making cross-
stick boomerangs. Bolt the wings to the body as illustrated, placing one
on top of the body and the other behind the body.

Paint the boomabird a light color and then add stripes in a dark color
as illustrated. These stripes create a circular design as the bird whirls
through the air.

The boomabird is thrown by exactly the same method used for the
cross-stick boomerang. ‘

Tumblesticks

Playground, Camp, Club Late Elementary School to Adults
A tumblestick is a curious device—it is essentially a straight stick which
when thrown in the air will come back to your hands. A tumblestick is
in fact a boomerang but the most unique and little-known type of boom-
erang. Consequently it is the most intriguing type to the spectators.

In spite of these facts there is no boomerang so easy to make. Secure
a piece of basswood twenty-four inches long, two inches wide and one-
fourth inch thick. If other wood is used, it must be very light and soft—
better try to get basswood. Bevel the edges on the top side so that the
top side is curved uniformly; the bottom side remains flat. The beveling
is done with a pocket knife or wood rasp.

Now throw the stick as described below and if it does not work, give
each end a very slight bend upward, toward the beveled side, as described
under Cross-stick Boomerangs. The tumblestick is now complete.

Now to throw it: Hold one end in the right hand between the thumb
and forefinger with the beveled side toward you. Throw it over your
head and forward, giving it a spin with your fingers as you release it so
that it whirls and hums in the air. As you release it you must also turn
your wrist sharply downward so that the stick is given a motion causing
it to turn over in the air. Do not use much muscle—it is done with the
forearm and wrist.

The tumblestick will hum and whir, go up a few feet, turn over and
float back into your hands. Remember that it will not work in a breeze;
these delicate sticks are at their best indoors.

Do not be discouraged if the first tumblestick does not work. Make
another. You may make several before you get one that can be depended

upon to work perfectly on every occasion. When you get a good one, you
will have an oddity that few people know how to make and throw.

Boomerang Accuracy Contest “ . |

Playground, Camp, Club Late Elementary Sclmd to Aduitt

This.contest must take place on a perfectly calm day. There is umlly,
less breeze early in the evening than at any other time, -
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Mark out a circle one foot in diameter. The contestant stands with
one foot in the circle, throws the boomerang, and catches it when it returns.
He may turn around to follow the course of the boomerang, but is not
permitted to lift the foot from the circle at any time. He throws ten times
and is credited with one point for each catch. The one with the highest
score wins. '

All boomerangs used must be made by the contestant himself. He
may change boomerangs any time during the competition.

Boomerang Endurance Contest

'Playground, Camp, Club Late Elementary School to Adults

In this contest the boomerang wins which stays in the air the longest
time. A stop-watch is used. Each contestant is allowed ten throws and
credited with his best time. The time is taken from the moment the
boomerang is thrown, to the time when it is caught. If the boomerang is
not caught the time is not taken, but it counts as a trial. The conditions
of throwing and catching are the same as in the Boomerang Accuracy
Contest. All boomerangs must be made by the contestant.

Some boomerangs will float very slowly and make two circles around
the thrower before returning. ‘This is the type that is ideal for this contest.

Boomerang With the Most Unique Action

Playground, Camp, Club Late Elementary School to Adults

Some boomerangs circle the thrower two or more times and perform
peculiar stunts in the air before returning. The contestant wins this event
whose boomerang of his own making performs the most unique stunts in
the air or completes the most circles around the thrower. Each thrower
continues to throw until the judges are satisfied as to the typical perform-
ance of his boomerang.

Most Unique Type of Boomerang

Playground, Camp, Club Late Elementary School to Adults

The contestant wins this event who displays the boomerang which, in
the opinions of the judges, is of most unique construction. By experimenta-
tion, boomerangs of all sorts of queer shapes may be made, following the
principles of construction described above. No boomerang is considered
unless it performs perfectly and can be caught without stepping.

AXE THROWING

- Boys quite universally find in axe .throwing a particularly appealing
activity, There is, of course, an element of danger in axe throwing, if the
activity is carried on promiscuously and without adequate supervision. .Thé



6o ACTIVE GAMES AND CONTESTS

dead tree or log which is used as a target should be fenced off with rails
and a leadershould always be present to supervise the throwing.

A hand axe may be thrown in several different ways. The type of
throw usually used in contests is the Straight Overhand Throw. To cause
the axe to stick in the target, one must stand at exactly the right distance
from the target. The axe revolves when it is thrown, and unless one is at
the right distance, the blade will not be in a position to stick when it hits the
target. In the Straight Overhand Throw, the axe will make one revolution
and stick at five steps, two revolutions at ten steps, and so forth.

In making the straight overhand throw, stand five steps from the target,
grip the axe as near the end of the handle as possible, and hold it straight
up and down with the blade toward the target. Step toward the target and
throw with a downward jerk of the arm. The wrist should be kept stiff
and care should be taken not to slope the axe sidewise in releasing it.

Axe Throwing for Consistency

Camp, Club, Playground junior and Senior High Schools

Each contestant is given twenty-five throws from the one-revolution dis-
tance (five steps from the target). He is credited with one point for each
throw in which the axe sticks in the tree or board. The five highest point
winners are given twenty-five additional throws, and each is credited with
his best record whether thrown in the first or second series of twcnty-ﬁve
throws. The contestant with the highest score wins.

Axe-Throwmg Contest for Most Consecutive Hits. —Each con-
testant continues to throw the axe until he misses, and is credited with the
number of consecutive good throws which he makes. The one making the
most consecutive throws wins the contest.

Axe Throwing for Distance

Camp, Club, Playground Junior and Senior High Schools

Each contestant is allowed three throws to stick the axe in the tree or
board from the one-revolution line. If he sticks it on the first throw, he is
allowed to move back to the two-revolution line. If he misses on the first.
throw, he is allowed two additional throws.

Having stuck the axe from the one-revolution line, he is glvcn three
throws to stick it from the two-revolution line, and thus he continues to
move back until he fails to stick the axe in three tries. The contestant wins
who sticks the axe at the greatest distance from the target. i

Other Axe-Throwing Eventg

A complete déscription of the various methods of axe throwing, together
with additional contests, will be found in Chapter XV1, “Woodcraft Conv
tests.” in Social Games for Recreation.
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THROWING AND CATCHING CONTESTS IN OTHER
CHAPTERS

Snowball Tenpins.
Pelting the Snow Man.

Snow Snakes.
Snowball Twenty-One.

Pelting the Pipe.

THROWING AND CATCHING CONTESTS IN
SOCIAL GAMES FOR RECREATION

Rope Quoits.

Chair Quoits.

Bottle Quoits.

Clothespin Ring Toss.
Washer Pitching.

Disk Quuoits.

Beanbag Waste-basket Pitch.
Waste-basket Throw.
Waste-basket Bounce Throw.
Paper Plate Toss.
Peanut Target Throw. »
Umbrella Toss. -
Mufhn Pan Penny Toss.
Calendar Toss.

Hoop Target.

Disk Roll.

Cards in the Hat.

Potato Jab.

Ping-Pong Bounceball.
Feeding the Elephant.

Funnel Ball.

Potato Tossing.

Tin Can Pebble Toss.
Bull-Board.

Exo.

Fruit Jar Ring Toss.
Washer Baseball.
London.

Shooting the Bottles.
Hanker Throw.

Egg Throwing Contest.
Rolling Pin Throwing.
Bag Throwing.
Ping-Pong Ball Roll.
False Alarm.

Rubber Heel Toss.
Bottle Top Toss.
Pointless Dart Throw.
Shuttlecock Target Toss.
Shuttlecock Hoop Toss.



CHAPTER V

STRIKING, SWINGING, AND KICKING
CONTESTS

STRIKING AND SWINGING CONTESTS

Fungo Hit for Accuracy

Baseball Diamond Junior High School to Coliege

THIS interesting event is carried on on a regular baseball diamond. A
judge and three ossistants are needed. Each assistant has a stick or
small white flag.
The contestants stand in deep centér field. The object is to toss up the
ball and bat it so that it will fall as near to home base as possible. When
“the first contestant bats, one of the assistants sticks his flag in the ground at
the point where the ball struck and records the name of the contestant.
The other two flags are similarly placed by the other two assistants after
the second and third contestants have batted. Thereafter no record is kept
of the batted balls until a ball strikes the ground nearer to home base than
the most distant flag. Then this flag is removed and placed in the new
position, and the assistant records the name of the contestant who batted
the ball. Each contestant is given three attempts, making one attempt each
time his turn comes. The contestant wins whose flag is nearest home base.

Tennis Serve for Accuracy

.

Tennis Court Late Elementary School to College

Above the regular tennis net on a tennis court a second net is stretched,
leaving a space of thirty inches between the two nets. A rope may be used
in place of the upper net. The contestant stands in the usual serving
position of tennis and serves one ball into the left service area, the next
into the right, and so on. The ball must be driven through the space be-
tween the two nets. The object of the upper net is to prevent the con-
testant from lobbing the ball easily into the service area which is no test
of one’s serving ability. Each contestant is given ten serves and scores one
for each good service.

~ Variation.’—Upon a wall, mark a space thirteen-and-one-half feet long
and thirty inches wide, the lower line of the rcctangletbeing thirty-six inches

2 From Athletic Badge Tests for Boys and Girls, p- 12. Physical Education
Series No. 2, 1923. By permission of the United Statcs Bureau of Education,
Department of Interior. :
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from the floor or ground. A line is drawn on the floor or ground thirty-
eight feet from the wall and parallel to it. Upon this line is marked a
thirteen-and-one-half foot space directly opposite the thirteen-and-one-half
foot space on the wall. In making the serve the player must stand behind
this thirty-eight foot line, but may not be within the thirteen-and-one-half
foot space marked on this line. The ball may strike the upper line and be
good but must clear the lower line.
Four, five, or six serves, as the case may be, shall count as one trial.

Tennis Stroke for Accuracy

Tennis Court Late Elementary to Senior High School

Extend the center line on one side of the tennis court back to the rear
line, thus dividing the side of the court into four parts. These four areas
are called right service-court, left service-court, right back-court, and left
back-court. The leader or referee stands on this side of the court, and the
contestant on the other side.

The leader throws a tengis ball to the contestant and at the same time
calls an area of the court, sugx as “Right service-court” or “Left back-court.”
The contestant attempts to hit the ball into the area named, and if suc-
cessful scores one point. The leader throws twenty balls, calling each of
the four sections five times. The sections are called at random.

Then the next contestant competes and the one with the highest score

wins.
Volleyball Serve for Accuracy *

Playground, Gymnasium Late Elementary to Senior High School

A volleyball net or piece of cord shall be stretched at a height of eight
feet across the center of the playing space. Twenty-four feet distant a line
shall be drawn on the floor or ground parallel to the net. The contestant
with volleyball in hand shall stand facing the net and toeing the line with
either foot. She tosses the ball with one hand, as in tennis, and strikes it
with the other hand over the net so that it will fall within a square ten
by ten feet. This square shall be marked on the floor or ground ten feet
from the net and at right angles to it. If the contestant steps forward over
the line before the ball strikes the ground, no score is allowed, but it counts
as one serve. '

Five or six serves, as the case may be, shall count as one trial. The
serve may be made either underhand or overhand. - .

2From Athletic Badge Tests for Boys and Girls, p. 12. Physical Education
series No. 2, 1923. By permission of the United States Bureau of Education

Department of the Interior.
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) Golf-Putting and Driving Events
Playground, Golf Course, Yard Junior High School to Adults

Golf-Putting Contest.—A line is marked on the green six feet from
the hole. The object is to putt the ball into the hole from this line. Each
contestant makes ten putts in succession and scores one point for each
ball that enters the hole. The contestant with the highest score wins.

Golf Approach for Accuracy.’—Drive a peg ten inches long in the
golf green beside the cup. Tie a string forty feet long to the peg. Tie
ribbons on the string at distances of ten, twenty, and thirty feet from the
peg. Establish a driving line one-hundred feet from the hole.

The. first contestant is given ten golf balls and drives them one after
the other from the driving line, attempting to cause them to come to rest
as near to the hole as possible. The balls are left on the ground where they
stop. When all ten balls are driven, take the string and measure the
balls, one at a time. Balls in the hole score ten, those within ten feet of it
score five, those between ten and twenty feet score three, those between
twenty and thirty feet score one, and those beyond -thirty feet score nothing.
After all contestants have driven, the one with the highest score wins.

When played on the playground, a tin can may be sunk for the hole,
and :hree concentric circles marked on the ground with radii of ten, twenty,
and thirty feet from the hole.

Golf Drive for Distance.—Establish a driving line. One-hundred
yards out from this line drive two stakes about fifty yards apart so that an
imaginary line drawn between them would be parallel to the driving line.
Stakes should be driven in similar fashion every twenty-five yards up to
the two-hundred-yard line. These distance stakes are to facilitate measur-
ing. A hundred-foot tape is used in measuring.

The contestant places his ball upon the driving line and drives it as far
as possible. The distance is measured to the point where the ball stops.
Balls which do not come to rest in the fairway are disregarded, but count
as trials. Measuring is done as in the Baseball Throw for Distance (page
41). Each contestant has three trials and is credited with his best distance.

Hockey Striking Events
Playground, Hockey Field Late Elementary School to Adults

Hockey-Goal Golf.—Mark nine spots in a semi-circle around the
-field-hockey goal. With field-hockey sticks, the players hit the ball from
spot Number 1, attempting to put it through the goal. Each continues to

8 Taken from the description in S. C. Staley, Individual and Mass. Athletics,
p-83. Copyright, 1925. By permission of A. S. Barnes & Company, publishers.
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hit in turn 1rom this spot until he makes the goal, counting the hits re-
quired. They then hit from spot Number 2, and so on.

The player wins who completes the course of nine spots with the fewest
strokes.

Shinney Golf.—Same as the above, usmg a shinney stick and paddle-
tennis ball.

Hockey Drive for Accuracy.—The driving is done from a line
thirty-five yards from the goal, although the distance may be varied to
suit the capacity of the players. Each player is given ten (or five) drives
and scores one point each time the ball is put through the goal.

Hit the Can.—Place a gallon tin can or water bucket on the ground
between the goal posts of the hockey goal. The striking line is from the
striking circle fifteen yards out. Each player is given ten attempts, one each
turn, to drive the hockey ball and hit the can. One point is scored each
time the can is hit, and the player with the highest score wins.

Hockey Drive for Distance.—Establish a striking line. The players
take turns in driving the hgckey ball from the line with the stick, each
being given ten (or five) drives. The one driving the ball the farthest
wins. The measuring is done as in the Baseball Throw for Distance
(page 41).

Hockey-Dribbling Race.—The players line up on the starting line,
each with a hockey stick and ball. At the signal they dribble the ball to
the turning line, stop'it, and dribble back to finish at the starting line. The
player finishing first wins. The turning line should be thirty to fifty yards
distant.

Variation.—Station a person on the turning line opposite each player.

On reaching the turning line, the player dribbles the ball around the person
and then back.

Obstacle Hockey-Dribbling Race.—Midway between the starting
and turning lines place a low obstacle. The players line up on the starting
line with hockey sticks and balls. At the signal they dribble to the obstacle,
scoop the ball over it, dribble to the turning line, stop the ball, and dribble
back as before to finish at the starting line.

Circle Hockey-Dribbling Race.—Arrange the players in a circle,
each with a hockey stick and ball. The ball is placed by the feet. One
player, “it,” goes around outside the circle carrying her ball. She touches
a player with her stick, drops her ball, turns, and dribbles around the circle
in the opposite direction. The person tagged dribbles her ball around the
circle in the direction opposite to that taken by “it.” The one putting the
ball through the vacant place first wins, and the other is “it.” '

In dropping her ball, “it” must drop it so that it falls vertically,
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:  Polo-Driving and Dribbling Events
See Polo Drive for Distance, Polo-Dribbling Race, and Polo Drive for
Accuracy in Chapter XXVIII, “Horseback-Riding Activities.”
Striking and Swinging Contests in Other Chapters

Polo Drive for Distance. Polo Drive for Accuracy.
Polo-Dribbling Race. Hockey Golf.

Striking and Swinging Contests in Social Games for Recreation

Tumbler Golf. Balloon-Batting Race.

Golf Target-Board Putting. Spike-Driving Contest.
Nail-Driving Contest. Log-Chopping with Hand Axe.
Log-Chopping Contest. Cross-cut Sawing Contest.

KICKING CONTESTS

Rugby Football Kicking Events

Football Field, Playground Junior High School to College

Rugby Punt for Distance.—The contestant stands behind the goal
line of the football field, drops the ball, and kicks it before it touches the
ground. At the time the foot hits the ball, the contestant must be behind
the line. The distance is measured as in the Baseball Throw for Distance
(page 41).

Rugby Place-Kick for Distance.—The ball is set on end on the
goal line of the football field. The contestant runs up and kicks it as far
as possible. Having kicked it, he may cross the line. The measuring is
done as in the Baseball Throw for Distance (page 41).

Rugby Place-Kick for Accuracy.—The regulation goal is needed.
The kicking line ‘may be placed from twenty to thirty yards away depend-
ing on the age and skill of the contestants. The contestant stands the ball
on the kicking line, runs, and kicks it, attempting to put it over the cross-
bar. Each goal made scores one point. Each contestant is given ten kicks.

Rugby Drop-Kick for Accuracy.—A regulation goal is needed.
The kicking line may be fifteen to twenty-five yards away depending on the
age and skill of the contestants. The contestant stands behind the kicking
line and drop-kicks the ball, attempting to put it-over the crossbar. Each
goal kicked scores one point. Each contestant is given ten kicks.

Drop-Kick for Distance.—This event is conducted like the Rugby
Punt for Distance, except that when the contestant drops the ball he allows
it to. touch the ground and kicks it immediately after it rebounds. .
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Soccer Football Kicking Events
Soccer Field, Rugby Field Junior High School to College

Soccer Place-Kick for Distance.—Conducted in the same way as
the Rugby Place-Kick for Distance.

Soccer Punt for Distance.—Conducted in the same way as the
Rugby Punt for Distance.

Soccer Place-Kick for Accuracy.—Use a regulation soccer goal and
soccer ball, and proceed as in the Rugby Place-Kick for Accuracy, except
that the ball is kicked between the goal posts and under the crossbar. Balls
going through the goal on the fly score two and those going through on the
bounce or rolling score one.

Speedball Kicking Events
Speedball Field, Football Field Junior High School to College

Speedball Punt for Distance.—Use a speedball and conduct like the
Rugby Punt for Distance. ?

Speedball Drop-Kick for Distance.—Use a speedball and conduct
like the Rugby Drop-Kick for Distance.

Speedball Drop-Kick for Accuracy.—Use a speedball and conduct
like the Rugby Drop-Kick for Accuracy.

Speedball Place-Kick for Distance.—Use a speedball and conduct
like the Rugby Place-Kick for Distance.

Speedball Place-Kick for Accuracy.—Use a speedball and conduct
like the Rugby Place-Kick for Accuracy except that the ball is kicked be-
tween the goal posts and under the crossbar.

Kick and Catch.—A person rolls the speedball or soccer ball on the
ground toward the contestant. The contestant kicks it into the air and
attempts to catch it. Each contestant is given ten attempts and scores one
point each time he succeeds.

Codeball Kick for Distance

Football Field, Playground Junior High School to Adults
An official codeball is laid on or behind the goal line. The contestant
kicks it as it rests on the ground, kicking either with or without a run.
Each contestant is given three kicks. The one kicking the greatest distance
wins. The distance is measured to the point where the ball comes to rest
not where it first hits the ground. .
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‘ Kick, Bounce, and Catch
Playground, Gymnasium Late Elementary to Senior High School

A wall is needed for this event. Give the first player a soccer ball or
codeball. The latter is much to be desired because of the ease with which
it bounces. The player takes any position he desires and kicks the ball
against the wall, runs, and attempts to catch it on the rebound. He is given
three attempts and marks his farthest catch. The other players compete in
turn and the one making the farthest catch wins.



CHAPTER VI

CCNTESTS BASED ON HANDLING
MECHANICAL OBJECTS

In the events described in this chapter, the objective centers around the
skillful handling or manipulation of some object of a mechanical nature.
In some of the events the mechanical feature is strongly evident, as in
Riflery and Model-Airplane Flying; in others it is minor, as in Rope Spin-
ning and Kite Flying.

These events are of the following types: (1) Archery, (2) Riflery, (3)
Trap Shooting, (4) Blow-Gun Shooting, (5) Bait and Fly Casting, (6) Top
Spinning, (7) Kite Flying, (8) Rope Spinning, (9) Model-Airplane and
Balloon Flying, (10) Model-Boat Events.

#»

ARCHERY

T certain periods of history archery has been the most popular of all

sports. As a recreational sport today it has a far-flung and ever-

increasing following among all ages and sexes. It is an excellent corrective
for some posture difficulties and for under-developed individuals.

L.

LA

‘Archery Tournaments

Playground, Camp Late Elementary School to Aaults

Most shooting with bow and arrow is done on a regulation field and at
regulation targets. In schools and camps the season usually terminates in
archery tournaments and consequently most of the shooting throughout
the season is done according to tournament rules as to distance and
equipment.

Field—Sometimes a permanent shooting line is established and the

targets moved to the required distance for each event. A much better
method, however, is to line up the targets in permanent position and
establish a series of shooting lines at the various standard distances from the
target line.
. As illustrated in Figure 12, the course for men is one-hundred yards
long, with other shooting lines drawn at distances of eighty, sixty, fifty,
and forty yards from the targets. The course for women is sixty yards
long with other lines at fifty, forty, and thirty yards from the target, At
Ieast six yards of space should be allowed for each shooting lane.

69
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The grass around and for some distance behind the targets should be
mowed very short and raked to prevent losing arrows. The course should
be laid out to the north and south if possible to relieve competitors from
the necessity of looking into the sun, and there should be a background of
trees, hills, or buildings behind the targets to provide points of aim.

Equipment—For outdoor shooting, targets forty-eight inches in diam-
eter are used. The face of the target consists of a circular piece of oilcloth
on which five concentric rings are painted. The diameter of the painted
area is forty-eight inches. This target face is attached to a target made of

Eyps
‘ 1moypy 8O BD s 40 TARGET™
MEN3J ARCHERY FIELD
EY’E‘.’x
EOYpS SO 40 an TRRGDTS
WOMEN3I ARCHERY FIELD

Ficure 12.

sewn straw. The target is supported by a target stand made of soft pine or
cypress, so that the target leans back slightly and the center of the bull’s-
eye is exactly four feet from the ground.

Standard commercial targets of the best quality are the most serviceable
and durable. In camp, a usable target may be made by setting up two
bales of straw and attaching the target face to them. Faces may be made
at home by coloring the back side of a fifty-four-inch square of oilcloth.
The radius of the bull’seye is four-and-four-fifths inches and each ring is
of the same width. The coloring may be done with paint or wax crayon.

Arrows are usually twenty-seven inches in length for men and twenty-
six inches for women. Children frequently uise arrows twenty-four inches
long. . ' o 4
'Ground quivers made of wire and stuck in the ground at the shooting

line are a decided conveniénce,
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Events and Distances—There are several standard rounds in use in
archery tournaments, the York Round for Men, the National Round for
Men and Women, the American Round for Men and Women, the Metro-
politan Round for Men, the Metropolitan Round for Women, and the
Columbia Round for Women. There are junior rounds in the National,
American, and Columbia. A tournament may consist of one or all of
these rounds. :

The distances for the various rounds are as follows:

York Round for Men
Seventy-two arrows at one-hundred yards.
Forty-eight arrows at eighty yards.
Twenty-four arrows at sixty yards.
National Round for Men and Women
Forty-eight arrows at sixty yards.
Twenty-four arrows at fifty yards.
Junior National Round for Boys and Girls
Forty-eight arrows at fifty yards.
Twenty-four arrows at forty yards.
American Round for Men and Women
Thirty arrows at sigy yards.
Thirty arrows at fifty yards.
Thirty arrows at forty yards.
Junior American Round for. Boys and Girls
Thirty arrows at fifty yards.
Thirty arrows at forty yards.
Thirty arrows at thirty yards.
Metropolitan Round for Men
Thirty arrows at one-hundred yards.
Thirty arrows at eighty yards.
‘Thirty arrows at sixty yards.
Metropolitan Round for Women
Thirty arrows at sixty yards.
Thirty arrows at fifty yards.
Thirty arrows at forty yards.
Columbia Round for Women
Twenty-four arrows at fifty yards.
Twenty-four arrows at forty yards.
Twenty-four arrows at thirty yards. .
. Junior Columbia Round for Giris
Twenty-four arrows at forty yards.
Twenty-four arrows at thirty yards.
Twenty-four arrows at twenty yards.

"A double round in any of the above consists of shooting two rounds

m ‘succession. -
. Tournaments frequently feature team rounds, ﬂxght shootmg, and va-
rious noyelty. events as described below. o
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Shooting—Four archers are assigned to each target, and are numbered
to designate the order in shooting. Number 1 archer shopts three arrows,
then Number 2 shoots three arrows, and so forth. When all four have
shot, they all shoot three more arrows in turn. When all have shot six
arrows, they all go to the target for the scoring. Archer Number 2 with-
draws the arrows of the archers in the order in which they shot and
Archer Number 1 records the score. As each arrow is withdrawn the score
is called and recorded by the scorer. Each archer should use arrows with
markings of different colors to facilitate scoring.

Scoring—The target has five rings, and arrows piercing these rings
count nine, seven, five, three, and one. The score for each arrow is re-
corded on the score card and then the number of hits and the total score.
That is, if six arrows were shot, two of which landed in the outer ring and
one each in each of the other rings, the score would appear on the card
as follows:

975311 6:26
This indicates that six hits were made which totalled to a score of twenty-
six. '

An arrow passing through the target, or rebounding from the scoring
area of it, scores five points regardless of where it hit. An arrow on the
dividing line scores in the higher circle even though it barely touches it.
An arrow which jumps off the string counts as a shot unless the archer
can touch it with his bow.

In tournaments, the archer wins who has the highest total score for all
shots. Hits are not counted in adding the score but only the points made.

In case of a tie, the archer wins who has the highest score at the long-
est range. If a tie still exists, the competitor wins who has the highest
score at the next longest range.

In the national championships for men, the archer wins who has the
highest total score in the double York and double American rounds. For
women the archer wins who has the highest total score in the double
National and double Columbia rounds.

Team Competition—Although team competition does not fall under the
title of this chapter, a description of the team rounds in archery should be
included here. A standard team consists of four contestants, but for in-
formal competition, any number may compete provided the teams are equal
in size. There are two methods commonly used in informal competition
between archery clubs: (1) All members of the competing club comprise
the club’s team (or as many members as possible to achieve teams of equal
size), and the total score made by the team is divided by the number of
players on the team. The team with the highest average sgore wins. (2) All
members of the club shoot with the understandmg that the four (or other.
agreed-upon number) who make the highest Scores will compnse the team
and their scores only will be used in determining the.team’s score.. .Either
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of these informal methods is preferable to :he use of the standard four-
player team, in that more players have a chance to compete.

“The team rounds are as follows:
"Men: ninety-six arrows at sixty yards.
Women: ninety-six arrows at fifty yards.
Juniors: ninety-six arrows at forty yards.

Indoor Archery.—Archery ranges may be set up with little expense
in gymnasiums, vacant rooms, attics, and basements. Fifteen to twenty
yards is ample distance. A backstop behind the targets is needed to pre-
vent breaking arrows; felt curtains, wall board, or bales of straw may be
used for this purpose. The size of the target depends upon the length of
the range; if the regulation four-foot target is taken as the standard for
thirty yards, a two-foot target would be used for fifteen yards.

Archery Golf

Camp, Club, Golf Course Junior High School to Adults

Archery Golf is an excellent sport which can be played the year around,
winter and summer, in all® kinds of weather. Neither snow, rain, nor

]‘ ~ — PLACED
A SHUUTINE - T~ ~EDGEWAYS
D _ " \\
(nr TEE) / ’_‘_____ﬂ_____\\ N
. / e ~. \‘
’I /’ . \
f / \ A

. n'_- SYDS_'"J"—E Yo5—(/J A TR s.Br}a[fﬂtTn

\\ 1 / ]
\ N /
T ) \\ \\~~~ n. - / p
DOTTEDLINES SN | BE— y
INDICATE SANDID ™\ p

-¥RRD ZONES, BUTND  °~ \
LINES RRE RCTURLLY USED ™~<___

-
- ) ——
e~ ——— e e =

ERTI Coe Frcure 13.

frozen ground necessarily stops it. It takes Archery out of the catcgor)
of a'faw-wcathct sport only..
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Archery Golf is golf played with a bow and arrow. A golf course is
frequently used, with the targets placed a few feet to one side of the
regular golf holes. However, any open field serves the purpose. Targets
are set up on the field at suitable intervals of from one-hundred to three-
hundred yards, after the order of the holes in a golf course. A nine-target
course can be established in twenty or twenty-four acres, but a five-target

< HS—— 7 =

Ficure 14.

course is very satisfactory, especially when it is possible to shoot first up
the course to target Number 5, then back down to target Number 1, thus
making nine targets in all.
Targets—The simplest target is a bale of straw stood on end with a
stake driven into the ground to hold it upright. A cardboard disk four-
and-one-half inches in diameter is
attached to each of the four sides of
the bale, held in place by a long wire
staple. On top of the bale and fas-
K tened to it in the same manner is a
pointer or arrow of wood or card-
A board pointing to the next target and
wre stegte  giving the distance in ‘yards.
:«‘5’&34 Bows and Arrows—Regular Arch-
ery Golf calls for three types of
arrpws: (1) flight arrows for the dis-
_ tance shots; (2) approach arrows; and
(3) target arrows. However, flight
arrows, even though footed, are frag-
ile and easily broken. For ordinary use by non-expert archers, it is wise to
usc only one type of arrow—a substantial, footed approach arrow. For
winter use, these arrows are equipped with a small spike or nail pro:rudmg
from the end to prevent skidding on snow and ice.
For summer play,. regular target. bows ‘may be used. However, for,
cold weather the best bow is the flat or so-<alled Indian, style, . This, %
is less apt to break in cold weathetthanthecommontypeofmget

,fg Jteaw Bale Butte .
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The Play—Standing at any target, each archer shoots one arrow at the
next target. Two or three shots may be needed to get within reasonable
strkiing distance. Each succeeding shot is taken from the spot where
the preceding arrow comes to rest. A score of one is counted for each
shot taken. When close enough, the archer attempts to shoot the cardboard
disk on any one of the faces of the bale. If he succeeds he has “holed out.”
If he misses the disk but hits the bale, he is considered as having “holed
out” but an extra point is added to his score.

The general procedure and scoring follows that used in Golf.

Clout Shooting

Playground, Camp Senior High School to Adulss

A target forty-eight feet in diameter is laid out on the ground and the
object is to shoot the arrows so that they will drop into the target. The
target may be marked with lime or with tennis tape. The radius of the
bull’s-eye is four-and-four-fifths feet and each ring is of this same width.
A flag is erected in the center of the bull’s-eye.

The shooting line for mgn is 180 yards from the center of the target,
and for women, 120 yards.. The round consists of thirty-six arrows per
archer.

Scoring is as follows: hitting the clout, ten points; arrow nearest the
clout, five points; next nearest arrow, three points; third nearest arrow, one
point.

Flight Shooting

Open Country Senior High School to Adults

This is shooting for distance. Special bows and arrows are needed.
There is danger from stray arrows and the event requires an unobstructed
open field and careful supervision.

Roving

Open Country Senior High School to Adults

This ancient sport consists of walking through the woods and fields
and shooting at marked natural targets at frequent intervals. The targets,
called “rovers,” are marked with paint or colored cloth; they may be
bushes, colored spots on the ground, spots on hill sides, tree trunks, and
so forth. If a regular trail is followed, shooting lines may be established,
but the usual procedure is to shoot from the spot where the target is
sighted. Each archer is given two shots, and one point is scored by the
arrow coming closest to the target. The archer scoring seven points first
‘wins,
" ‘This sport is frequently played with no marked targets. The archers
agree on a first target, and the winner has the privilege of picking out, the
next target as they walk along. : - '
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Specially prepared roving arrows are available which are not darhaged
by striking a hard surface such as a tree trunk.

Rovmg is acceptable only in areas which are not frequented by people.
In sections much used for hiking, as is usually the case around summer
camps, the danger of people walking into the line of the arrows is too
great to justify the activity, unless very careful supervision is provided.

William Tell Archery Contest

Playground, Indoor Archery Range . Expert Archers

Draw a picture of a boy on wallboard and cut out the figure. Erect it
and place an apple on the head. An archer who hits the boy is eliminated.
The first to hit the apple wins. The distance may be fifteen to thirty yards
depending on the skill of the archers.

Archery Balloon Shooting
Open Space Junior High School to Adults

Inflate toy balloons with gas and tie them along a line on the ground
with string so that they float at varying heights from six to twenty feet
from the ground. Each archer is allowed three shots at each balloon,
shooting in turn, one arrow each time. The archer breaking the balloon
wins,

Variation.—Inflate the balloons with air and suspend them from a
horizontal wire so that they hang six or eight feet from the ground.

Rabbit Hunting

Open Country Junior High School to Adults

Toy rabbits of stuffed cloth or papier-maché are purchased from a toy
store for a few cents and hidden in the grass along a designated trail.
The archers hunt for the rabbits and shoot at them from the spots where
the rabbits are sighted. When an archer spies a rabbit he calls “Rabbit”
and scores one point. He ‘shoots one arrow from this point and then the
other archers shoot one each from the same spot. The shooting continues
until the rabbit is hit or until each archer has shot three arrows. An archer
hitting the rabbit scores five points. If the rabbit is not hit, the nearest
arrow scores three, and the archers search for the next rabbit,

Archery Wand Shooting . g
Playground - Expert Archers
In this event the target consists of a wooden wand or stick. It is made

of soft wood, preferably white pine, cypress, or balsam. It is two inches
wide and six feet long. Men shoot from a distance of one-hundred yards.
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and women from sixty yards. The round consists of thirty-six arrows and
the archer wins who scores the most hits.

Still-Hunting the Buck?

Camp, Open Country Late Elementary to Senior High School
This sport was originated by Ernest Thompson Seton for camps and
woodcraft circles and has met with wide-spread populanty
The deer is made of straw and burlap over a wire skeleton. The wire
frame is made in the dimensions shown in Figure 15. The straw is

Ficuze 15.

wrapped and tied around the wire until the deer has the desired shape,
and then burlap is wrapped around it and sewed. Black and white paint
gives it the realistic touch.

On the side of the deer a large oval is marked to indicate the vital
regions and a spot marks the heart.

One individual is assigned to hide the deer. With a pocket full of corn
and the deer under his arm he starts out, dropping two or three kernels of
corn every yard. He hides the deer in any place he chooses except m
front of rocks or on top of a ridge.

After ten minutes the hunters start out following the corn trail. The
hunter who first spies the deer calls “Deer. This hunter shoots one arrow
from this spot and if he misses all the others shoot one arrow. If no kill is
made, they take five steps and shoot in turn again. This continues until
within ten yards of the deer, or until a hit is made; in the latter case all
further shooting must be done from the spot where the hit is made. If

1The idea for this contest was taken from E. T. Seton, The Birch Bark Roil

‘of Woodcraft, p. 17f. Copyright, 1931. By permission of A. S. Barnes &
Company, publishers.
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thc hunter who finds the deer is nearer to it than ten yards all shooting
must be dong from this spot.

A shot in the heart scores ten and ends the.hunt. A shot in the large
oval is a body wound and scores five. A shot outside the large oval is a
scratch and scores two. If, after all have shot three arrows from a spot ten
yards away, the heart has not been struck the contest ends and twenty-five
points are awarded the hunter who hid the deer. The hunter with the
highest score wins.

This contest requires careful supervision; the players should be kept
together behind the shooters to avoid any possibility of being hit by stray
arrows.

Game Hunting.—Deer and other large animals are painted on wall-
board and the board cut out around the outline of the animals. These
animals are attached to wooden braces or easels and set up for targets.
A circle is painted around the area of the vital region and a spot painted
over the heart. An arrow in the heart scores five, in the vital region three,
and in the extremities, one. The archer scoring the highest number of
points wins,

The animals may be placed on the archery range, or may be placed at
intervals along a trail in the woods. In the latter case, the archer seeing
the animal first scores one and the shooting is done from the point where
the animal was sighted.

RIFLERY

Riflery is a most popular sport in many organized summer camps and
in many schools. On a properly constructed range and with adequate
supervision to insure safety, it is a most desirable and worth-while sport.

Range.—The standard distance for target shooting is fifty feet for junior
and interscholastic competition, and fifty and seventy-five feet for adults.
The range should thus be sufficient in length to establish two firing lines,
one fifty feet from the target rack and the other seventy-five feet. A
minimum width of four feet is needed for each firing point.

The target rack consists of boards to which the targets are tacked.
The boards are replaced when destroyed by the bullets. Behind the target-
rack a backstop must be constructed. For outdoor ranges, a steep hill is
the best backstop. Gentle slopes may be dug out so that there is a perpen-
dicular surface behind the target rack. Bullets ricochet off rocks and keep
going, and consequently all stones should be carefully removed. ‘If a hill .
is not available, a backstop may be constructed of logse cribbing filled
with dry carth and sodded. The cribbing should be at-least three feet
thick, mtiusthaumnfecthagh,andm&nmlwmmﬁxfmbgymd“
the ends of the rack,. = - o
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For backstops for indoor ranges the National Rifle Association recom-
mends the use of three-cighths-inch steel plates hung at an angle of thirty
to forty-five degrees. Steel plates should also be placed at the ends of the
‘rack and on the floor.

Rifles—Any 22 caliber rifle using a rim-fire cartridge may be used.
Metallic sights only are permitted.

Targets—National-Rifle-Association fifty-foot or seventy-five-foot five-
bull targets are used. For juniors, the National-Rifle-Association single-
bull junior target is used which is of the same dimensions as the fifty-foot
five-bull target except that additional scoring rings are added.

When the single-bull junior target is used, five shots are fired at each
target; when the five-bull target is used, two shots are fired at each bull.

Scoring—The rings are scored as follows: 10, g, 8, %, 6, 5. On the
junior target the additional rings score 4, 3, and 2. Shots which break or
touch a line are scored in the higher circle.

Standard Riflery Contests

Camp, School, Club Rifle Range Junior High School tc Adults

Scholastic or Junior Rifle Contest.—Each contestant shoots forty
shots from the prone position. The shots are fired in four strings of ten
record shots cach. The contestant with the highest score wins.

Junior Gallery Rifle Contest.—Each contestant shoots ten shots in
each of the following positions: prone, sitting, kneeling, standing. The
contestant with the best total score wins,

Senior Gallery Rifle Contest.—The Nauonal Rifle Association indi-
vidual gallery-championship regulations® call for three stages, each 10
consist of two strings of ten shots, as follows: .

First stage: one string prone, one sitting

Second stage: one string prone, one kneeling

Third stage: one string prone, one standing

There are two sections, section A at fifty feet, and section B at seventy-
five feet.
Any small-bore rifle with metallic sights may be used.

Interscholastic Team Rifle Contest.—Teams consist of ten con-
testants, The meet consists of three stages, each stage consxstmg of two
strings of ten shots each. The stages are as follows:

First stage: two smngs in the prone position

Second - stage: one smng prone, one kneeling

‘Third stage: one string prone, one standing

’Seede Rifle Association. Gallery and Home Range Matches jor :Ae
Rnﬂe -and Pistol, p. 8. Washmgtm National Rifle Association, 1933. 5 ..
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In military-school competition the three stages are as follows:

First stage:, one string prone, one sitting
Second stage: one strmg prone, one kneeling
Third stage: one string prone, one standing

Girls’ teams should shoot three strings of ten shots each from the prone
position.

The team with the highest aggregate score wins. In the National-
Rifle-Association competition, the five high aggregate scores count for a
record.’ ‘

String-Shooting Contest

Camp, School, Club Junior High School to Adults

Suspend a box of candy by a cord near the target board. The con-
testant who can shoot the candy down by cutting the string with the bullet
can have it. The contestants shoot in turns, each taking one shot at a time.
Should the candy be dropped before all. have had one shot it should be
suspcnded again. In case two drop it, declare a tie and have them shoot
it off.

Since the candy itself may be hit by the bullet, it is well to wrap a box
of sand to resemble a box of candy, and have the real candy at hand to
present.

Crayon Rifle Contest

Camp, School, Club Rifle Range Junior High School to Adults

Erect a strip of two-by-two-inch lumber in front of the target board,
extending the length of the backstop. In this strip bore five three-eighths-
inch holes, one-half inch apart and one-half inch deep. In each hole set a
white crayon. Set up as many sets of crayons as there are contestants or
as many as the width of the backstop will permit.

Each contestant is given five shots. The one breaking the most crayons
wins.

Wand Shootmg wnth Rifle.—Stick a slender stick about thxce-cxghths
inch thick in the ground at the target board. Each contestant is given five
shots. One point is scored each time the stick is hit. -

Candle-Shootmg Contest

Camp, Sc}mol Club Rifle Range Junior High School to Adult:

Set up a row of five candles on a board at the firing line and light them.
Each contestant is given five shots to extinguish the candles. He scores one
point for each candle extinguished. Shots which hit and knock over a
candle score as a miss. ‘The contestant with the highest score. wins, -

%See National Rifle Association, Rude Book for Imor Mw&men, P ‘:6
Washington: National Rifle Association, 1932. :
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Match-Lighting Contest.—Erect a strip of board parallel to the
ground in front of the backstop. The same strips used for the Crayon
Shooting Contest may be used. In it erect ten matches by inserting them
in small holes bored with an ice pick. Each contestant is given ten shots.
First place goes to the one who succeeds in lighting a match. The other
places are awarded to those who break the most matches.

Tack-Driving Contest

Camp, School, Club Rifle Range Junior High School to Adults

Set up a board painted white against the backstop in each shooting lane.
In each board put five large-headed tacks. The tacks are driven in just far
enough to hold them in place. Each contestant is given five shots. The
one driving the most tacks wins.

Pendulum Shooting

Camp, School, Club Rifle Range Junior High School to Adults
Suspend a block of wood four inches square by a three-foot cord near
the target board. Start the block swinging from side to side in pendulum
fashion. Each contestant i given ten shots to hit the swinging pendulum.
Each hit scores one point. The contestant with the highest score wins.

Balloon Rifle-Shooting Contest

Outdoor Rifle Range Junior High School to Adults

Erect a bar above the backstop and suspend as many small toy balloons
as possible from it on strings. If the wind is blowing this event will be
particularly interesting. Each contestant is given five shots. They shoot
in turn, one shot at a time. The one who breaks the most balloons in five
shots wins. If there is no wind the contest is too simple and the firing line

should be moved back.

Balloon Rifle-Shooting Variation.—Balloon shooting becomes de-
cidedly fascinating if gas-filled balloons are available and the background
to the backstop is such that they can be tied to long strings so that they
float high in the air. Tie the strings to the ground and float the balloons
at varying heights of from twenty to one-hundred feet.

Big-Game Hunt

Camp, School, Club Rifle Range Junior High School to Adults
Five animal crackers are tied by strings to the backstop. ‘The crackers
represent an elephant, a lion, a tiger, a.bear, and a ]ackass. Plaoc a set of
crackcrs in each. shooting lane. »
Each contestant is given five shots. H‘tung the dephant scores ﬁve, the
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lion three, the tiger two, the bear one, and the player hitting the jackass
loses all poings. The contestants of course do not know the name of the
animal at which they are shooting. Award the winner a box of animal

crackers. .
Putting the Pupil in the Bull’s-Eye

Camp, School, Club, Rifle Range . Junior High School to Adults

Make a number of three-inch cardboard disks, colored black, and fasten
them to the backstop. Mark the exact center of each with a pin prick.
Each contestant is assigned one disk and is given five shots at it. The one
who comes the nearest to hitting the exact center is awarded the prize of
putting the pupil in the bull’s-eye.

Shoot the Bird

Outdoor Rifle Range Junior High School to Adults

Shooting objects which are tossed in' the air after the manner of the
circus cowboys holds a peculiar appeal to boys. Use a block of wood about
four inches square. The tosser stands behind the shooter and tosses the
wood up in the air so that at its highest point it is about ten feet in front of
the shooter. Each centestant is given ten attempts and scores one each
time the block is hir. The player with the highest score wins.

The trick in this event consists of shooting when the block is at its
highest point; it comes to rest momentarily there before falling.

Novelty Riflery Meet

Camp, School, Rifle Range, Club Junior High School to Adults
A “most interesting novelty riflery meet may be conducted by using
some of the contests described in the foregoing pages. In riflery, as in any
sport, players like occasional novelty events calling for the skills of the
sport instead of constant participation in formal events.
Such a novelty program could include the following:

Wand Shooting. String (box of candy) Shooting.
Candle Shooting. Crayon Rifle Contest.

Pendulum Shooting. Tack-Driving Contest.

Balloon Rifle Shooting. Match-Lighting Contest.
William Tell Rifle Contest. Big-Game Hunt.

TRAP SHOOTING

Trap Shooting is a popular sport in which clay targets are thrown into
the air by 2 mechanical device called a trap, and shet with a shot gun,
Itmanmmuungwmmelfandcmélhmprmforgambud
hunting, - . . . QIR T
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Grounds and Equipment—Tor one trap, an area 100 by 250 yards is
neceded. If more than one trap is to be used, the traps should be at least
twenty-five yards apart and preferably thirty. Visibility is usually better at
all hours of the day if the targers are thrown to the north. It is necessary
to allow 250 yards of free space in front of the target; shot will not carry
that far, but in the interests of safety, at least that much space should be
allowed. The background should be a level field or water; trees and hills
are not satisfactory in that the target is difficult to see.

Many types of traps are on the market. The trap should be sunk in a
pit below the level of the ground, or in a small enclosure built of wood.

The firing line should be sixtcen yards in back of the trap. Five firing
points should be marked on the line, three to five yards apart.

Standard clay pigeons are used.

Twelve-gauge shot guns are considered standard for Trap Shooting.
Larger guns arc barred in the official rules, and no handicaps are offered
those using smaller guns. However, those with smaller guns may compete
in informal play at a closer distance, say fourteen yards.

Trap-Shooting Contest
School, Camp, Club 1 Junior High School to Adults

The contestants agree on the number of targets to be shot. The usual
numbers are twenty-five and fifty. The contestant stands on the firing line
—holding the gun in informal shooting position, with the stock away from
his shoulder. He is not permitted to put the gun to his shoulder until
the bird is in the air. )

When ready, he calls, and the puller releases the bird. To score, the
bird must be actually broken; “dusting” a bird does not count.

The player wins who breaks the most birds out of the run of twenty-
five or fifty.

Silent Trap Shooting.—The shooter is not permitted to call to the
puller. The puller releases the bird whenever he chooses, and the shooter
has no warning until he sees the bird in the air.

Handicap Shooting.—With competitors of varying abilities, it is well

to classify them and handicap the better shots. The shooting distances may
be as follows:

Average ......................... 16 yards
SGood L e 17 to 19 yards
Excellent ..................ooiiit 21 to 23 yards
| Bird Shooting .
Scbool, Camp, Clubd . Senior High S:lmol to Adulss

-.. 1o this novelty torm of Trap Shooting, the contestant starts twenty-five
‘yards from the target and works toward it. The ‘puller releases the bird
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at any time he chooses, and the shooter has no warning. The contest is
designed to agproximate the conditions encountered in game-bird hunting.

. Sniping

Schodl, Camp, Club Senior High School to Adults

In this event the shooter stands twenty-five feet in front of the trap,
facing away from it. He starts to walk away, and the puller sends birds
over his head whenever he chooses. He must take at least one step be-
tween shots. He shoots twenty-five shells before returning. The contest
works best when the shooter has an automatic gun. When double-barreled
guns are used, two shooters take the field at once, alternating in shooting.
As a matter of safety, the two shooters should remain in line and several
feet apart..

Skeet

School, Camp, Club Senior High School to Adults

Skeet is a form of trap shooting that is particularly interesting to those
who have developed proficiency in shooting clay pigeons. It differs from
ordinary trap shooting chiefly in the layout of the field.

Two trap houses are placed forty yards apart, so arranged that birds
shot from one will fly over the top of the other. Using a point midway
between the two trap houses as the center, a semicircle is marked on the
ground connecting the two trap houses. On this semicircle seven shooting
stations are marked, equidistant from each other; an eighth station. is
marked midway between the two trap houses.

The contestant shoots first from Station 1, then from Station 2, and so
on throughout the -series of eight stations. Thus when standing in each
station the birds fly at a different angle in respect to the position of the
shooter, and when standing in Station 8, they fly directly overhead. A
particularly interesting aspect of Skeet is the shooting of doubles: two birds
are released simultaneously, one from each station, and the shooter attempts
to bring them both down, shooting his first shell at the outgoing bird and
his second at the incoming one.

The details of the construction of the range and the shooting rules may
be obtained from the official rule book.*

BLOW-GUN CONTESTS

Blow guns appeal strongly to boys and girls and their use is to be
recommended both as recreation and as an exercise for the lungs.

Equipment—Commercial blow guns may be used when thcy can be
obtained, but failing here, very satisfactory ones may be made in a few
minutes from glass tubing. The glass tubcs should be five to six feet

¢ See Official Skeet Avevage and Rule Book Bocton Nmoml Skeet Shoot
ing Assbeiation, Inc. published annually, .
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long with an opening one-fourth to three-ights inch in diameter. Wrap
the tubes with tape to prevent breaking. Chemistry laboratories usually
have tubing of the proper size.
" The arrows are made from splints cut from a bamboo pole. They
should be ten or eleven inches long. Select a section of a pole where the
nodes are ten or eleven inches apart, or as near this as possible, and saw
out a section between the nodes. Split the section into splints and shave
them down to one-eighth inch in diameter. Sharpen one end and insert
the other end into the small end of a cork which is just large enough to
slip into the glass tube. Instead of a cork a wad of cotton may be glued
to the end. Dip the corks or wads in paint or dye, thus making them with
different colors.

Targets should be made of corrugated paper, eighteen inches square.
Draw five concentric rings, three, six, nine, twelve, and fifteen inches in
diameter. Number them from the center out as follows: 5, 4, 3, 2, 1.

Blow-Gun Contest for Accuracy

Playground, Summer Camp, Club Late Elementary to Senior High School

Establish a shooting lineghfteen to twenty feet from the target. Insert
the arrow in the gun with the cork end toward the mouth. Slide the arrow
down so that the cork rests about an inch from the mouth of the blow
gun. Take the end of the gun in the mouth and give a quick puff.

For informal play, two to five players may shoot at one time, taking
turns, each shooting arrows of a different color from the others. When
all have shot they go to the target and withdraw the arrows. Arrows score
the number of points indicated by the circle in which they strike. Those
on the division lines score in the highcr circle. The contestant scoring
fifty points first wins.
 In tournament play each contestant is given thirty-six (or eighteen)
shots and is credited with the total score made. The one making the high-
est score wins.

Blow-Gun Shooting for Distance

Playground, Summer Camp, Club Junior and Senior High Schools

Standing behind the shooting line, the contestants shoot the arrows as
far as possible. Each is given three shots and is credited with his best
distance. The one with the greatest distance wins.

Since there is an clement of danger from the arrows, an open field is
needed and careful supervision should be exercised. .

CASTING CONTESTS

Castmg mﬁtesu are interesting even to inexperienced fly and baxt casters.
Children and beginners, when learning to cast, cnjoy dwm aftcr the funda-
mentals of the cast have been mastered. = . © o . ,

4,
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Accuracy Bait-Casting Contest

Camyp, Clud, School Junior High School to Adults

Any casting rod. may be used. The reel must be free-running and the
use of clicks and drags is prohibited. In most casting contests, a half-ounce
casting weight is used on the end of the line. Contests may also be con-
ducted using one-fourth-ounce weights.

The target consists of a circular board thirty inches in diameter. For
informal contests a thirty-inch barrel hoop may be used. Five such targets
are needed, placed 6o, 70, 80, 9o, and 100 feet from the casting line. The
contest may be conducted either on land or water. If on water, the targets
are anchored at the specified distances.

Each contestant makes ten casts in all—two at each target. He makes
one cast' at the 6o-foot target, then one each in order at the 40, 80-, go-,
and 100-foot targets; then the order is reversed and he casts from the 100-
foot target back to the Go-foot target. Only one hand may be used on
the rod in casting.

If the casting weight hits the target, a perfect cast is made. For each
foot or fraction thereof away from the target, one demerit is charged against
the caster. After the ten casts have been made, these demerits are added
and divided by the number of casts. The result is called the “demerit per-
centage” and is subtracted from one hundred to obtain the “percentage”
or score of the caster. No more than ten demerits may be credited for
any one cast. In ordinary tournaments on water the judges estimaté the
distance away from the target that the weight falls; since bait casting is
usually quite accurate, the distance is small and easily estimated.

Fisherman’s Accuracy Bait-Casting Contest.—This contest is
the same as the above except that an official ﬁve-enghths-ounce plug is used
for the weight, and the five targets are placed at varying distances between
forty and cighty yards from the casting line.

Bait-Casting for Distance
Camp, Club, School Junior High School to Adults

This event takes place on a lawn. The conditions regarding equipment
are the same as in the Accuracy Bait-Casting Contest.

From a casting line each contestant makes five casts, one each turn. The
distance is measured from the casting line to the point where the weight
falls. The total distance in feet of the five casts is added and divided by
the number of casts. The result is the caster’s score.

If the line breaks, the caster scores zero-on that cast, If the comeatant
steps over the casting line before the weight strikes the ground, one foot
is deducted from thcd:mmeofthemf&aachiommmw'
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Accuracy Fly-Casting Contest

Camp, Club, School Junior High School to Adults

In official fly-casting contests the rod must not weigh more than five
ounces nor exceed cleven feet in length. However, informal contests may
be conducted by using rods of any size provided there is not too much
variation. There are no restrictions on reels or lines except that the lines
must not be weighted. A leader of not less than six nor more than twelve
feet in length is used. One fly is attached to the leader, from which the
point of the hook has been broken.

The targets are thirty-inch rings. Barrel hoops or old bicycle tires do
very nicely. There are three of these, stationed in water at 45, 50, and 55
feet from the casting line. The caster makes five casts at each ring. When
he completes the five casts at the nearest ring, he is ordered to cast for the
next farthest, and so on.

A fly falling in the ring scores a perfect cast. One demerit is charged
against the caster for each foot or fraction thereof between the fly and
the ring. After the fifteen casts, the demerits are totalled and divided
by the number of casts. Jhe result is the demerit percentage. This is
subtracted from one hundrad and the result is the caster’s score. On still
water the fly will float at the spot where it falls and the judges can estimate
the distance from the target.

In contests for beginners it is well to use five targets instead of three,
placed at varying distances, with the most distant target not more than
forty feet from the casting line. Paint-each target a different color. The
caster makes three casts at each target. Having completed the three casts
at one target, the official calls the next target by color.

Variation.—Place hazards or obstructions in the line of the casts, over
which the casts must be made. This approximates the conditions encoun-
tered in stream fishing.

TOP-SPINNING EVENTS

Top spinning is a spring-time favorite the world around. The use
of novelty contests built on this popular activity will have a wide-spread
appeal among children.

' Endurance Spin

Playground, Club, Home Elementary and [unior Hng Schools

. At the signal all contestants spin their' tops. The signal is given by
counting “One, two, three, go” and any top that is not on the ground and
spinning by the word “Go" is eliminated. The top wins that spins the
g:w Ampnwnsxdemiashavmgmpped spmnmgwben its sndehm
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" Top-Spinning Accuracy Throw
Playground, Club, Home Elementary and Junior High Schools
Draw a target on the floor or pavement thirty inches in diameter by
drawing five concentric circles. The bull’ s-eye is six inches in diameter
and the distance between the circle lines is three inches. Number the
rings 5, 4, 3, 2, and 1.
From a line three feet away, each contestant is glvcn five attempts to
throw his top at the bull’seye, and is credited with points according to
the ring in which his top lands, provided the top spins after hitting.

Top Spin for Distance

Playground, Club, Home Elementary and Junior High Schools

Establish a throwing line which each contestant must toe or stand be-
hind. Each contestant is given five attempts in turn to spin his top as
far beyond the throwing line as possible. Each throw is marked with
chalk and the thrower’s initials at the point where the top struck the
ground. Each contestant is credited with his longest distance and the one
wins whose top hit and spun at the greatest distance.

Fifty-Foct Top Dash

Playground, Club, Home Elementary and Junior High Sé'/zools

Establish a starting line and fifty feet distant a finish line. The con-
testants line up on the startmg line, each holding his top and a plecc of
chalk. At the signal each spins his top as far ahead as possible. He im-
mediately runs forward, marks the point with the chalk where the top is
spinning, picks up the spinning top, toes the spot, and spins it again-as
far ahead as possible. Each continues until he spins his top across the finish
line. If a player fails to spin the top on a throw, he must return to the
mark from which he threw and repeat the throw. The playcr wins who
first crosses the finishing line.

Foot-Spinning Contest

Playground, Club, Home. Elementary and Junior High Schoals

Wind the top and place it on the ground with the pdint: up. - Step on
the end of the cord with the left foot, and ktck the top thh ‘the right
foot, thus making it spm

Each contestant is- given ﬁvc attcmpts and thc one. wins. who smmds
the'most times. . ;
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Stunt Top Spinning

Playground, Club, Home Elementary and Junior High Schools
This conteut consists of picking up a spinning top on the palm of the
hand and then performing certain feats with it. Whatever the feat, the
top must first be picked up on the palm of the hand.
The contestants take turns in attempting the following feats, each mak-
ing one spin each turn. Each must continue trying each feat until he

performs it, but has only one attempt each turn. The player wins who first
completes the series.

1. Pick up the spinning top on the palm of the right hand.

2. Perform INumber 1, toss the top up and catch it on the palm of the left
hand. '

3. Perform INumber 1, toss the top up and catch it on the back of the right
hand.

4. Perform Number 1, toss the top up and catch it on the back of the left
hand.

5. Perform Number 1, and cause the top to spin on the index finger.
6. Same as Number 5, and transfer the top from the index finger back to
the palm of the hand. 4

». Perform Number 1, tos up the top and catch it on the thigh of the right
leg.

8. Perform Number 1, toss up the top, and duck under it and catch it on
the back.

9. Perform Number 1, toss up the top, catch it on the top or back of the head.

Top-Spinning Meet

Playground, Club Elementary to Junior High School

A novel meet may be conducted involving top-spinning skills by the use
of such events as the following, all of which are described in the preceding
Ppages.

Endurance Spin Fifty-Foot Top Dash
Top-Spinning Accuracy Throw Stunt Top Spinning
Top Spin for Distance

KITE-FLYING EVENTS

The interest in kite flying is perennial, and curiously enough, it has @
large following among adults as well as children. The following novelty
events are always popular.

Altitude-Flying Contest

Playground Elementary to Senior High School
- Each contsttant has one hundred yards of string attached to his kite.
The contestant wins who flies his kite at the highest altitude. . In judging
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the altitude, the kite is awarded first place which is nearest overhead when
the hundred yards of string is all out.

Kite-Looping Contest

Playground Elementary to Senior High School

Each kite has fifty yards of string with a stick attached to the end. The
flyers may run as far as they choose in letting out all the string provided
they stop on the flying line. After all have reached the flying line, or
when a reasonable time has been allowed for all to reach it, the signal is
given and the flyers cause the kites to loop by pulling on the string. The
loops made by each kite are counted for a period of six minutes. The kite
making the most loops in this period wins.

Reeling-In Contest

Playground . Elementary to Senior High School

Each kite has fifty yards of string attached to it. When all the string
is out and the contestants are standing on the flying line, the signal is given
and each reels in his kite on a single stick, winding in figure-of-eight style.
The contestant wins who first brings his kite to hand on the flying line with
all the string wound on the stick.

Kite-Messenger Contest

Playground Elementary to Senior High School

The kite-messenger is made as follows: Cut out a five-inch disk of card-
board and through the center of it insert a paper tube four-and-one-half
inches long. The tube should be five-sixteenths of an inch in diameter.
‘The cardboard disk is glued to the middle of the tube. Fifty yards of string
is used, one end of which is attached to the kite and the other end passed
through the tube of the messenger. The type of string should be specified
and all kites must have the same kind. Varying degrees of smoothness of
the string would give some players an unfair advantage.

The contestants put their kites in the air and let out the fifty yards
of string. At the signal the messengers are released and allowed to go up
the string. The player wins whose messenger first touches the bridle adjust-
ment string of the flying kite.

Novel Kite Contest

Playground, School, Club Elementary School to' Adtdt:
‘This is a contest in the construction and flying ofanovel types of. kttu.
The judges judge on the following points; :
Unusual style of kite, ‘ Decorations—acce
Constmctxon—-workmanshsp . Manner of ﬂymg
Appearance.: ‘ TR Bchavaormthnqm
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Artistic Kite Contest

Playground, School, Club Elementary School to Adults

The contest has to do with the construction and decoration of artistic
kites. The judges judge on the following points:

Workmanship and neatness of ' ) Coloring.
construction. Decoration.
Shape and style of kite. Beauty.

Across-the-Lake Kite Flying

" Playground, Club, Camp Elementary School to Aduit.

This is a scheme for flying a kite across the lake. The greatest sport
in the use of these kite rafts is open to those who live near one of the
Great Lakes or a big bay of the ocean. Each contestant makes a raft, and
puts a return address in a sealed bottle on the raft. The rafts are then
sent sailing “out to sea.” The winner is the one who receives a reply from

the finder of the raft on the other side of the lake, in the shortest time,
or, if you choose, from the greatest distance away.

Make the raft as shown in the drawing. The back board is a piece of
two-by-six-inch timber, four feet long. The other pieces are two-by-two-
inch stuff, the center piece being four feet long. Put a screw eye at the
front end to which the kite string is attached.

Wire a bottle securely to the top side of the raft as illustrated. Insert in
it a self-addressed post card, and a note asking the finder to- record the
time and place of dwcovery and mail 1t. Cork and seal the bottle
carefully..

. A day must be selected when the wmd is blowing away from the shore.
Each contestant puts his raft in the water. Then the kites are put in the.
air in the usual manner, and the strings are attached to the rafts. At the
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signal the rafts are all released and the kites drag them on their way
to their unknown ports. If the wind keeps up the kites will stay aloft until
the raft is pulled up on the opposite shore. The weather man might give
some good tips as to the best time to stage the contest.

Any type of kite may be used. A raft of the size described is heavy
enough to keep a kite of average size under control. Note that the back
board extends down into the water and thus acts as a drag.

Variation.—This contest is for a small lake that can be easily crossed
in rowboats or canoes. No message bottles are needed on the rafts. The
kites are released as described above, and the contestants then cross the
lake in the boats. The kite wins that first reaches the opposite shore.

Kite Meet

Playground, Club - Elementary and Junior High Schools

An interesting meet for a playground may be built up around kite
flying and construction. The following events described above may be
used:

Flying Events. Construction Events.
Altitude-Flying Contest. Novelty Kite Contest.
Kite-Looping Contest. Artistic Kite Contest.
Reeling-In Contest. Largest Kite Which will Fly.
Kite-Messenger Contest. Smallest Kite Which will Fly.

ROPE SPINNING

Roping carries with it the glamour of the old-time West. This, to-
gether with the fascination of the sport itself, makes rope spinning one of
the most coveted skills among boys and girls of certain age levels. Un-
fortunately, there are few who are able to bring to children the roping
skills they seek.

The rope used for spinning should be a twenty-foot length of three-
eighths-inch cotton sash cord. This size is commonly called Number 12.
Without a rope of this type and size, a person cannot hope to learn rope
spinning. The end should be doubled back and wired, forming a three-
inch loop or honda. Excellent spinning ropes already prepared for use are
on the market. There are many tricks calling for shorter and longer
ropes, and for metal hondas, but the beginner’s rope should be as specnﬁcd
above.

The Flat Spin

Club, Camp, Playground, Gymnasium Late Elemestary School to Adulss

_ The flat spin consists of spinning a Qmall noose in front of the roper,
paraﬂel to the ground and near to it. It is perhaps the easiest spin to lcarn
and is the foundation for many more difficult tricks. .
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Using a twenty-foot spinning rope, arrange the noose as in A, Figure 16.
Note that the noose is small—the approximate size can be estimated by
studying the relative sizes of the noose and the roper in the picture. Note
that the end of the rope extends well beyond the left hand.

Holding the rope as illustrated, throw the noose over with the right
hand with a right to left motion, letting go of it with the left hand but
not with the right. Allow it to drop to the ground. Do this several
times without attempting to spin.

Now, lay the rope over as before, and as you do so, give it a circular
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LA 3

C

A B

Ficure 16.

spin with the right hand from right to left, and let go of the noose, keeping
hold of the spoke only. Keep it spinning with the spoke, as in B.

Remember that it will not spin unless you give the noose the initial
circular motion before you let it go. It is as if a bicycle were lying on
the ground and you attempted to take hold of a tire and spin the wheel—
your hand would make a circular motion. When you throw the noose
over, give it this same circular spin, being careful not to let go too soon.
Having released it, keep it going by spinning it with the end held in the
hand.

Do not use much muscle—the spinning is all done with the wrist. To’
use the arm strenuously would break the spin. Do not jerk the rope, bue
try to spin it gently and evenly. Roping is rhythm,.and if you changc
the rhythm, the change must be made gradually. .. L
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To make the spinning noose larger, let out rope gradually. This is done
by opening! the right hand and letting an inch or two of rope slip out
each time the noose spins around.’

The Wedding Ring

Playground, Club, Camp Late Elementary School to Adults

To perform the wedding ring or body spin, arrange the rope as in A,
Figure 17. Note that the honda rests near the ground—it is important
that the spoke or end of the rope be about this length. The end of the
rope is in the right hand—the left hand merely holds the noose open.
Keeping the left hand at the same level that it is on the start, throw the
rope up and down over the head with the right hand, as illustrated in B.

r'd

b C

Ficure 17.

Let it drop to the level of the waist, then give it a hard spin with both

hands in a circular motion around the body from right to left. Let go of

the noose, raise the right hand over the head, and keep it going, as in C.
Do not hurry and do not use much strength. The rope is spun with

a wrist and not an arm motion. The rhythm of the spinning noose should

be kept constant, and if changed, the change must be made very gradually.
The wedding ring is the foundation for many other tricks in roping and

once it is mastered, the way is open to more difficult and spectacular tricks.®

' Rope-Spinning Contest '

Playground, Club, Camp Late Elementary School to Adults
The rope-spinning contests are possible only when the contestants are
able to do several tricks. Prepare a list of tricks. sych as the following,

‘Fordemheddcscnpuomofthasandothprmpespinninguich,mw
S. Mason, How 10 Spin-a Rope. New York: Boy Scouts of America, 1930,
~ *B. 8. Mason, How tn Spin a Rope. New York: Bay: Scouts of America, 1930,
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each cortestant being required to perform as many as he is able, and
then to perform any additional tricks that he can:’

Wedding Ring Flat Spin
Hand Shaking In and Out
Juggle Up and Over
Jumping over Spoke o Skip

Hand Shaking around One Leg Butterfly
Hand Shaking around Alternate Legs Ocean Wave

The judges judge on the basis of numbcr of tricks performed, smooth-
ncss, grace, and rhythm.

MODEL-AIRPLANE AND BALLOON-FLYING EVENTS

The following activities are built upon the use of model airplanes and
the flying of toy balloons.

Model-Airplane Endurance-Flight Contest

Playground, Club Late Elementary to Senior High School

In this event, model airglanes, made by the contestants, are flown with
the object of determining which plane will stay in the air the longest.

The contestants should be divided into classes, such as juniors from
ten to fourteen years of age, and seniors from fifteen to twenty-one years
of age. While the airplanes may be of any model, separate events should
be staged for each type, such as the Stick Tractor Contest, the R.O.G.
Stick Tractor Contest, and the Commercial Plane Contest.

Specifications for Planes—All planes must be made by the contestants
entering them. The Extension Department of the Milwaukee Public
Schools, as quoted by the National Recreation Association,® lays down the
following specifications for contest planes:

Commercial. Maximum wing spread 21”—must be proportioned to the
“Wakefield Formula® as follows:

(Fuselage length)! = minimum area of maximum section of fuselage

10
Example: (20" ’)’=4 sq. in. or a fuselage 2 in. square (or its equal) through
10 . the largest section.
Models must rise off of the ﬂoor

Models must be rubber powered only and rubber may be fully enclosed or
an opening of 2 sq. in. may be allowed for access to rubber. (Pusher type
allowed.)

" These tricks are explained in detail in Bernard S. Mason, How to Spm a
Rope... New York: Boy Scouts of America, rg3o.
~$Sce National Recreation Association: 88 .Successful Play Acmmu, P 59
right, 1933. BypcmmmofNanonal Recreation - Association,: p
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“Stick_Tractor. Any design; rubber powered; length of motor stick not to
exceed 15" (length to be considered from thrust bearing “head” to rear hook).
Tail boom allowed. Model to be hand launched.

“R. 0. G. Stick Tractor. Any design; rubber powered; must have landing
gear with wheels. Length of motor stick not more than 15” (length to be con-
sidered from thrust bearing head to rear hook). Model must rise off of floor.
Tail boom allowed.

“Exhibition. Any scale model may be entered. Card must accompany each
plane, stating the name of the model and scale of reduction. Clubs must enter
three or more models.”

Trials—Each contestant may have three official trials in each event in
each class in which he is entered. Each contestant may have three planes
of each class for the three trials.

All hand-launched planes must be launched not higher than six feet from
the ground.

Timing—The time is recorded from the instant the referee gives the
signal, or the instant the plane leaves the floor or the hand, and ends when
the plane. contacts the floor or strikes an obstruction and remains there
for more than three seconds.

Scoring—The best time made by a contestant in his three trials is cred-
ited to him. The contestant wins the event whose plane remains in the air
the longest.

Officials—The referee observes the launching of the planes, slgnals the
timers at the start of a flight, and enforces the rules.

The three timers record the time of each flight and report it to the
alerk.
 The clerk checks the entries and records the records of flights.

The inspector inspects all planes to see if they conform to regulations.

Glider Contest

Playground, Club Late Elementary to Senior High School

A glider is a heavier-than-air craft that has no inherent power to move
but is dependent upon air currents. The contestants launch the gliders
from hand, not over six feet above the ground, using no slings or accessories
of any kind to give them momentum. The time is recorded from the time
the glider leaves the hand, and the glider wins that stays in the air the
longest provided the flight terminates at least twenty feet from the starting
point.

Model-Airplane Construction Co:ltest

Playground, School, Club Junior and Senior High Schools

The classes of contestants and types of planes are the same as stated
in the Model-Airplane Endurance-Flight Contest. All planes must be made
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entirely by the contestants entering them. The workmanship of the planes
is judged by two or three expert judges on the basis of 100 as follows:
fuselage, 20; wings, 20; tails, 15; landing gear, 15; color, 10; general neat-
ness, 20.

Balloon-Sailing Race

Playground, Picnic Elementary and Junior High School

For a colorful event for a special playground celebration, or for a large
picnic or fiesta, this event is unexcelled in the interest the children take in
it. It should be publicized for several days in advance.

Give each contestant a large gas-filled toy balloon to which a brightly
colored scaled envelope is attached. Hydrogen should be used to fill the
balloons. On the envelope is printed “Finder—Please Open.” In the en-
velope is inserted a stamped postcard addressed to the playground director.
The card explains to the finder that the balloon is entered in a contest
and asks him to write on the card the location where it was picked up and
mail it.

Each card contains a number and when the balloon is given to the
player his name and balloor®number are recorded. At the signal all release
their balloons. Allow two weeks to elapse and then award a small prize
to the plaver whose balloon was reported as being picked up at the greatest
distance from the playground.

Interest in this contest will extend over a two- or three-wecks period.
Balloons frequently float for great distances, being carried by the wind.
Large toy balloons often stay in the air several days when filled with
hydrogen. It is said to be on record that a toy balloon floated from England
to America.

MODEL-BOAT EVENTS

These contests involve the use of model sailboats and model motor-

boats.
Model-Sailboat Race

Playground, Club, Summer Camp Late Elementary School to Adults

Young children enjoy sailing model boats very much. Competitive
races with model sailboats, however, are events which also appeal strongly
to older children and even adults, provided the sailboats are made by the
entrants themselves. Any style or size of model sailboat may be entered
provided the contestant made it himself. .

The contestants line up on the starting line in shallow water and on the’
signal release their boats and allow them to take wind. The boat wins
that first crosses the finish line, : ot 1
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Sailboat Construction Contest

Playground, School, Club, Camp Junior High School to Adults
No boat may be entered unless it has been constructed entirely by the
contestant. The following events are suggested: '

Best Constructed Boat.—Judged for design, construction, and workmanship.
Action in the.water is not included.

Best Show Boat—]Judged for attractiveness of decorations and design.

Best Sasling Boat—Judged for speed and action in the water.

Largest Boat. ' ‘

Smallest Boat.

Model-Motorboat Contest

Playground, Club, Summer Camp Junior High School to Adults

The conditions are the same as in the Model-Sailboat Contest. The
boats must be constructed by the contestants entering them. They must
move under their own power. The event should take place on calm water
and the distance should be short enough to be within the capacity of the
type of boats used. The boat finishing first wins.

BOOMERANG THROWING

The methods of making and throwing boomerangs are described in
Chapter IV, “Throwing and Catching Contests,” pages 54-59.



CHAPTER VII

PUSHING, PULLING, AND BUTTING
CONTESTS

PUSHING AND PULLING CONTESTS

Chinning
(Pull-Up)

Playground, Gymnasium Late Elementary School to Coliege

HORIZONTAL bar is needed for this event. An acceptable substi-

tute may be found in the rungs of a ladder which is set at an angle

against a building. The bar must be high enough so that the contestants’
feet clear the floor.

The contestant begins s{xth his hands on the bar, palms forward and
thumbs under the bar. Then, with his arms stralghtcncd at full length, he
pulls himself up without a kick, snap, jerk, or swing, until his chin touches
the bar. Lowering himself again until his arms are straight, he repeats
the pull-up, and continues until forced to stop. He is credited with one
point for each time his chin touches the bar.

Push-Up
Playground, Gymnasium Late Elementary School to Adults

The contestant lies on the floor, face downward, hands open and placed
close to the shoulders. He straightens his arms supporting his weight on
hands and toes with back stiff, and then lowers his body again until his
chin and only his chin touches the floor. He continues as long as possible,
each push-up counting one point. Touching the floor with any part of
the body except the chin, hands, and toes, or failure to straighten the arms
or keep the back stiff, or failure to touch the chin, are fouls and the
push-up does not count,

Sit-Up

Gymnasium Late Elementary to Senior High School

The contestant lies on his back, head resting on the floor, feet together,
arms extended with palms of hands resting on the thighs. He raises the
trunk of his body to a sitting position, keeping his heels on the floor, knees
and clbows straight, sliding his hands down his lege: Having reached
ﬂwmngpomnonhe nmmedmdyhcsdown nndwhmhuhudmuchu,
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the floor he at once raises the trunk again. He continues until forced to
stop. Eachserect position counts one point.

Chinese Pull-Up
Playground, Gymnasium, Club Late Elementary to Senior High School

Two opponents sit on the floor facing each other and with soles of
feet touching. A three-foot stick such as a broom handle is needed. Both
grasp the stick with both hands. At the signal each tries to pull the other
off the floor or make him break his hold, using a straight and steady pull.

Badger Pull

Playground, Gymnasium, Club Elementary and Junior High Schools

Draw a line on the ground about three feet long. Tie two towels to-
gether at both ends, forming a collar. "The opponents kneel either side of
the line facing each other. The collar is placed behind their necks and
they back up until the collar is stretched tight and they are equidistant from
the line. At the signal they attempt to pull each other entirely over the
line. A player loses when (1) he is pulled over the line, (2) when he allows
the collar ro slip off his head.

Collar Pull

Playground, Gymnasium, Club Elementary to Senior High School

This is on the order of the Badger Pull, except the players are facing
in opposite directions. A twelve-foot rope is needed, in each end of which
a two-foot loop is tied with a knot that will not slip. ‘The players kneel,
facing opposite directions, and the rope is looped around the back of the
neck and under the armpits. A towel may be placed across the back of
the neck for protection from the rope. They move away until the rope
is tight. Draw a line midway between them. At the signal they attempt
to pull each other over the line. The knees may be raised or not.

- Variation.—Like the above except that the players take a hands-and-
feet position and are not permitted to drop their knees to the floor.

Tractor Pull

Playground, Gymnasium, Club Elementary to Senior High School

Two pairs compete at one time. One player of each pair is the horse
and the other the rider. Draw a three-fog line on the floor. The two
horses take positions on hands and knees, facing in opposite directions and
with feet touching on the line. The riders mount the horses' backs facing
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in the same direction as the horses with legs wrapped around the horses’
bodies. They reach back with both hands and grasp each other’s wrists with
the wrist grip. At the signal each pair attempts to pull the other over the
line. The pair wins that pulls the other pair across the line or that succeeds
in dislodging the opposing rider.

Leg Tug-of-War

Playground, Gymnasium, Club Elementary to Senior High School

A five-foot length of three-eighths-inch rope and two towels are needed.
Two players compete at once. Wrap a towel around the right ankle of
each of the contestants to prevent the rope from hurting and then tie one
end of the rope tightly over the towel. The two players face in opposite
directions and stretch the rope tight. Mark the ground under the middle
of the rope. At the signal they pull. The one wins who first pulls his
opponent over the line.

Peg Pick-Up

Playground, Gymnasium, Club Junior and Senior High Schools

Tie the ends of a six-f@t rope together. The two players take hold of
the loop and stretch it tight. Four feet beyond each player place a hand-
kerchief or a peg of wood on the ground. At the signal they pull, each
trying to reach and pick up the handkerchief or peg. The player wins
who picks up the object or causes the other to drop the rope.

Four-Way Tug (Circular Tug-of-War).—An endless rope is
needed, large enough so that when it is spread out it is about five feet
in diameter. Four men grasp the rope in one hand at different points
and stretch it, thus stretching the rope into a square. Four feet beyond
the reach of each player a handkerchief is placed on the ground.

At the signal all pull in an effort to reach and pick up the handkerchief.
The player picking up his handkerchief- first wins.

. Variation.—Use a slightly larger rope and have the players stand
inside it. The rope is placed behind the neck and under the arms of each
player.

Three-Way Tug.—Same as the above with three players pulling.

Squat-Tug

Playgraund, Gymnasium, Club Elementary to Senior High School

An eight-foot rope is needed. The two contestants squat in a full knee
bend each holding one end of the rope with both hands. At the signal
they try to cause each other to fall by pulling. The playcr wins who causes
‘the other to fall and at the same time retains his own balance, -
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Partner Squat-Tug.—The second player of each pair squats behind
the first and, holds him by the waist.

Hopping Tug
Playground, Gymnasium, Club Elementary and Junior High Schools
The two contestants stand on one foot, each holding the end of a six-
foot rope. By jerking, pulling, and maneuvering they try to upset each
other. The one wins who causes the other to fall, drop the raised foot,
or drop the rope. .
Pull Over
Playground, Gymnasium, Club Elementary to Senior High School
Establish two lines ten feet apart. The two contestants stand midway
between the lines, back to back, and grasp each other’s wrists with a wrist
grip. Each attempts to pull the other over the line. The player wins who
first pulls the other completely over the line.

BUTTING CONTESTS
Soccer Head-Butt for Distance

Football Field, Playground Junior High School to College

This event is conducted best on a rugby football field. Standing behind
-the line, the contestant tosses the ball in the air and butts it with his head
as far as possible. He may throw it as high as he chooses and run as far
as he chooses, but must be behind the goal line when the ball is butted.
The measuring is done as in the Baseball Throw for Distance.

Speedball Head-Butt for Distance.—This is conducted like the
Soccer Head-Butt for Distance, using a speedball or a socccer ball.

Goat-Butting Race

Playground, Gymnasium, Club Elementary to Semor High School

A ball is needed for each contestant; volleyballs or soecer balls are prefer-
able but basketballs or softballs may be used. Each contestant places his
ball on the starting line and stands behind it. On the signal he bends over
and butts the ball with his head toward the finish line. He follows the
ball and continues butting it by diving at it or dropping to hands and knees
and butting it. Hitting the ball with any part of the body but the head
eliminates the player. The contestant wins whose ball crosses the finish line
first; it is the ball which determines the winner, not the runner. A finish
line should be drawn of sufficient width s’ that all ruaners could cross
it running abreast; the ball must be butted 50 that it actually crosses this
line and does not cross an imaginary extension of n a: athcr end. Du»
tances of thirty to fifty yards may be used. . AR



CHAPTER VIII
TRACK MEETS AND SPORT MEETS

YEARS of use have standardized track and field meets both in respect
to the events used and the methods of conducting the events.

With the perfection of coaching technique in the major games such as
- Baseball, Basketball, and Football, a number of contests have been developed
involving the elements of these games. Many of these have been described
in the foregoing chapters on contests between individuals. They are valu-
able as practice for the game from which they are derived and are inter-
esting as events in themselves.

Interesting meets may be staged with contests derived from any one of
the major sports. These are not play days featuring a variety of games
and play events, but are meets concentrating on contests derived from some
particular major sport. Agnumber of suggestions for such meets are pre-
sented in this chapter togetler with the lists of events used in standard track
and field meets.

Regardless of the type of events used, the method of conducting the
meet should follow in general that used in a regular track meet.

Officials—The number of officials necessary to conduct a meet varies
according to the importance of the meet, the number of teams competing,
and the events held. Dual meets do not require as many officials as the
larger meets. The following list of officials is for a large track meet; in
small meets, some of these may be eliminated or the duties combined:

One Referee
Four Inspectors
One Clerk of the Course
Five Assistant Clerks
One Scorer -
One Announcer
One Marshal and two Assistants
One Surveyor
" One Physician
-One Head Track Judge and other Judges (there should be twice as many
Judges as places to score)
Three Timers
One Starter
One Head Field Judge and eight other Field Judges or Measurers.

- No such array of officials is necessary in the novelty meets described
later in this chapter. However, the following will usually be indispensable:

103 '
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referee, starter, clerk, scorer, finish judges for the races, timers, and judges
for the field events. It is often possible to combine the duties of the referee
and starter, and of the clerk and scorer.

The referee has general charge of the meet, enforces the rules, and de-
cides all questions regarding the conduct of the meet.

The clerk of the course holds the names of the competitors and assigns
them to heats and gives them positions on the track according to the draw-
ings. He sees that ail contestants are in position before the time for their’
event to start. -

The starter has control of the runners at the starting mark and give
the starting commands and signals. He is the judge as to whether any
competitor goes over his mark too soon. He recalls the competitors in case
of an unfair start. He signals with a pistol shot the beginning of the last
lap in the distance runs.

The judges of the finish record the place winners in the races. Each
judge is assigned the place he is to pick. One judge picks the first-place
winner, one the second-place winner, and so on. .One more place winner
should be picked than the number to score. In large track meets, two
judges are assigned to pick each place winner.

The timekeepers are equipped with stop-watches. They start the watches
at the flash of the pistol and stop them when the first runner reaches the
finish. If two watches agree and the third disagrees, the time marked
by the two is accepted. If all disagree, the time marked by the watch
giving the middle time is accepted.

The head field judge sees that the field events start and continue without
delay. The other judges measure, judge, and record each trial of each com-
petitor in all events in which the record is one of distance or height.

Scoring—In meets where two places are counted, first place scores five
and second place three. When three places are counted, the scoring is five,
three, and one. When four places are counted, it is five, three, two, and
one. When five places are counted, it is five, four, three, two, and one.
When six places are counted, it is ten, eight, six, four, two, and one.

In case two or more competitors tie in an event, the points are divided
equally between the competitors, and the prizes are awarded by lot.

Track and Field Meets

Running Track, Playground Junior High School to Adults

The following are the events commonly used for interscholastic and in-
tercollegiate track and field meets, in the order in which they are usually
scheduled:

Interscholastic Mezts ‘ - :
1. 2:00 M. 120-Yard Hurdles 2:00 P Shot Put - .
2. 2:15 P.M. - 700-Yard Dash © 777 77| Pole Vault

3. 2:25 2 1. Mile Run
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4. 2:40 p.M. Half-Mile Relay . Discus

5. 2:55 P.M. 440-Yard Dash 2130 PM. High Jump-
6. 3:10 P.M. 220-Yard Hurdles

7. 3:25 P.M.  880-Yard Run . Javelin

8. 3:35 P.M. 220-Yard Dash 3:00 1"M'{Broad Jump
9. 3:45 P.M. 1 Mile Relay

Intercollegiate Meets

1. 2:30 P.M. 1 Mile Run

2. 2:40 P.M. 440-Yard Run Pole Vault
3. 2:50 .M. 100-Yard Dash High Jump
4. 3:00 P.M. 120-Yard Hurdles 2:30 P-M-1 Shot Put

5. 3:10 .M. 880-Yard Run Javelin

6. 3:20 .M. 220-Yard Run

7. 3:30 p.M. 2 Mile Run Discus

8. 3:45 p.M. 220-Yard Hurdles 3:10 P.M.} Broad Jump
9. 3:55 P.M. 1 Mile Relay Hammer

. Baseball Meet

Baseball Diamond * Junior High School to College

A baseball “track and field meet” is excellent as a novelty meet for play-
ground and summer-camp use. It also adds much color as a preliminary
to a baseball game. Professional baseball teams frequently use it as an
added attraction, staging it during the intermission between double-

headers.
The following events, described in the foregoing chapters, constitute

an interesting program:
1. Fielder’s Throw to Home Base. 4. Catcher’s Throw to Second Base.

2. Fungo Hit for Accuracy. 5. Run to First Base (Bat and Run).
3. Base-Running Contest.

In professional baseball circles the last event is frequently eliminated in
favor of a regulation one-hundred-yard dash.

Basketball Meet

Basketball Court - Junior High School to College
A meet involving basketball skills makes an interesting competition for
gymnasium and playground. The following program of events described
in preceding chapters may be used: :
1. Foul Shoot. 4. Accuracy Pass.
2. Shooting Against Time. 5. Basketball Twenty-One.
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One of the dribbling relays described in Chapter XVI, “Throwing
Relays,” ‘may be added if the program needs it.

Football Meet

Football Field Junior High School to College

A meet involving rugby football skills may consist of the following
events, described in foregoing chapters:

1. Punt for Distance. 5. Forward Pass for Distance.
2. Forward Pass for Accuracy. 6. Drop-Kick for Accuracy.
3. Drop-Kick for Distance. 4. Place-Kick for Distance.
4. Place-Kick for Accuracy. 8. Football Center-Pass for Accuracy.
Soccer Meet
Rugby Football Field, Playground Junior High School to College

Soccer players enjoy an occasional meet involving the various types of
soccer skills. A program may be made up of the following events, all of
which are described in preceding chapters.

1. Punt for Distance. 4. Head-Butt for Distance.

2. Throw-in for Distance. 5. Place-Kick for Distance.
2. Goal-Kick for Accuracy.

Other events may be added involving dribbling, corncr-knckmg, and
bounce kicking.

Speedball Meet .
Rugby Football Field, Playground Senior High School to College

The following events may be used in a Speedball meet. They are all
described in the preceding chapters.

1. Punt for Distance. 5. Head-Butt for Distance.
2. Drop-Kick for Accuracy. 6. Drop-Kick for Distance.
3. Place-Kick for Distance. 7. Kick and Catch.
4. Throw for Distance. 8. Overhead Dribble for Distance.
Golf Meet
Golf Course Junior High School to Adults

An interesting meet for a playground or a golf club can be developed
using contests in golf skills.. Expert golfers enjoy this type of competition
and even inexperienced players and children on the playground participate
in them with enthusiasm. The program may include thc‘following:

1. Approach for Accuracy. 4 Glock Golf. -

2. Golf Putting. . 5. Golf Target Board Puttmg

3- Drive for Distance. - '

2 Described in Social Gamc: for Recreation,
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Field-Hockey Meet
Hockey Field Junior High School to College
The following hockey events may be used in a hockey meet:
1. Hockey Dribbling Race. 5. Hockey Drive for Distance.
2. Hockey Obstacle Race. 6. Zigzag Hockey-Driving Relay.
3. Hockey Drive for Accuracy. - 7. Hockey-Driving Shuttle Relay.
4. Hit the Can, 8. Hockey Golf.

Tennis-Type Events for Meets

Tennis Court, Gymnasium, Playground Elementary School to Adults

Games of the tennis type do not lend themselves to contests involving
their skills as readily as the other types of games. There is, therefore, less
opportunity to build an interesting program featuring these skills ex-
clusively. The following events may be included in the other meets
described above:

Tennis Serve for Accuracy Volleyball Serve for Accuracy
Tennis Stroke for Accurgcy
*

Novelty Track and Field Meet

Playground, Gymnasium, Club, Camp
Late Elementary and [unior High Schools

An occasional “track and field” meet made up of novclty events is an
excellent feature. There are enough events described in the preceding
chapters to make up different programs for dozens of such meets. The
following example of a program serves to illustrate the type of events to use.
Events such as these which will meet the needs of all types of groups
will be found in the forcgomg chapters.

Running Races ‘Throws
Backward Race Basketball Throw and Catch
Broom-Riding Race Broomstick Throw for Distance
Siamese-Twins Race
Three-Legged Race Bicycle Races
Barrel-Obstacle Race Bicycle Speed Race

Jumps Bicycle Slow Race

Standing Backward Broad Jump Bicycle Plank Race
Seven Standing Broad Jumps '



CHAPTER IX
CONTESTS RESEMBLING GAMES

]IT will be recalled that a contest is a fair camparison of abilities—there
is no interference by one’s opponents; the conditions are fixed and situ-
ations do not arise calling for choice or strategy. In a game, on the
other hand, there is constant interference by one’s opponents, the situation
is constantly changing, and is constantly calling for strategy and choice.

The events described in this chapter, although commonly thought of as
games, are essentially contests. The elements of games, however, do appear
in them to a limited degree.

These events are classified according to the prominence of the game
element: (1) contests in which the game element is minor; (2) contests
in which the game eclement is prominent.

CONTESTS IN WHICH THE GAME ELEMENT IS MINOR

The events in this section come very close to being pure contests. There
is no opportunity for interference by one’s opponents, but varied situations
do arise which call for choice. These varied situations are created by the
contestant himself, rather than by his opponents, but nevertheless he must
make the choice, and since the changing conditions do arise, the events
are scarccly comparablc to a pure contest, such as the Broad Jump, in which
the entire situation is fixed beforehand and the contestant knows exactly
what it is. ’

An example is found in Bowling. One’s opponents cannot interfere
with him and he is free to bowl the balls as best he can. However, if
he knocks down seven pins, and three scattered pins remain standing, he
must decide between the various possibilities in rolling his next ball to
knock down all or as many pins as possible. The situation is different
than if six or five pins had been knocked down. ‘

In such an event as Mumblety-Peg, the contest element seems predomi-
nant, but when one considers the wide ‘variety of situations which the
rules create, all of which must be met in order, the event takes on somewhat
of the aspect of a game, and certainly the event could scamcly be classxﬁzd
wuh the contests of the throwing typc. ‘
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Bowling

Bowling Alleys Junior High School to Adults

Bowling takes place on specially constructed, smooth, wooden alleys.
The play consists of rolling the bowling balls down the alley with the
object of knocking over ten wooden pins standing at the farther end.

Equipment—The alleys are forty-one to forty-two inches wide and meas-
ure sixty feet from the foul line to the number-one pin. Official bowling
pins are used measuring fifteen inches in height. Balls must not exceed
twenty-seven inches in circumference nor sixteen pounds in weight.

The Play—The bowler stands any distance he chooses behind the foul
line, takes any number of steps he chooses, and rolls the ball. If his foot
or any part of his body comes in contact with the alleys beyond the foul
line the ball is declared foul. This counts as a ball bowled by the player
but no score is made by it and all pins knocked down are immediately
replaced. The players take turns, each being allowed to bowl two balls
unless he knocks down all the pins with one.

Scoring—One score is made for each pin knocked down, and an addi-
tional score is given as fogows:

If all the pins are knocked down by the first ball, it is called a “strike,”
and the score made with the first two balls in the next turn is added to
the first score as well as being counted in the second. If all the pins are
knocked down with the first two balls, it is called a “spare,” and the score
made with the first ball of the next turn is added to the preceding turn as
well as being counted in its own place. Each player begins each turn with
his pins all up and the alley clear of balls. Ten rounds make a “frame.”
If in a certain frame player A.B. scored in his ten rounds 6, strike, spare,
4, spare, 6, strike, spare, 9, and 8, while his opponent, C.D., scored g, 8,
strike, spare, 8, strike, spare, spare, 4, and 7, the scoreboard would be filled
out as follows. It will be noticed that only the totals are entered, so that
the score written in each space is the total score up to that time. X means
a strike; /, a spare. A spare in the tenth round gives a player another
throw; a strike, two more throws.

X / / X /
AB. 6 26 43 50 66 72 92 11X 120 128
X / X / /

CD. 9 17 37 5 63 8 10 114 118 125

Team Form.—In team bowling, teams usually consist of five bowlers,
but may consist of any number agreed upon. Competing teams bowl on
adjoining alleys, one team to an alley, alternating alleys after each frame.
The players of each team take turns in bowlmg and the team score:is amvcd
at by adding the individual scores of its members. e
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There- are two methods of determining match winners: (1) the team
wins that wins two out of three games, or three out of five games; (2)
the scores of the three (or five) games are added and the team wins that
has the highest total score. :

Duck Pins

Bowling Alleys Junior and Seaior High Schools

The Duck-Pins game is very similar to Bowling. The pins are much
smaller, nine inches in height, and - the balls must not exceed four-and-
one-half inches in diameter. . "

Each player rolls three balls in each frame and two frames at a time.
A line is drawn ten feet beyond the regular foul line and any ball delivered
beyond this line is declared foul.

The scoring follows the method used in regular Bowling. If the bowler
knocks down all ter pins with his first ball, a strike is credited and he does
not bow! his next two balls in that frame, but the score of the next two
balls in the following frame or frames is added to the score for this frame,
as in Bowling. If all pins are knocked down by the first two balls bowled,
a spare is credited and the third ball is not bowled, but the score made
by the first ball in the next frame is added to the score for this frame.
If all three balls are bowled, the player is credited with the number of pins
knocked down as his score for the frame.

Tenpins _ '
Schoolroom, Home Elementary School

Ten wooden pins nine inches high, resembling bowling pins in shape
but very much smaller, are set up in the same formation used in setting
bowling pins, with the apex toward the bowler. The pins in each row are
ten inches apart—it is a great hclp to place chalk marks on the floor to
indicate the positions of the pins. Twenty to forty feet away establish
a foul line. The bowler stands behind this line and rolls 2 wooden ball or
a softball at the pins.

...The bowlers bowl in turn, each being entitled to roll three balls each
turn. If pins are still standing after the second bowl, the player rolls his
third ball and is credited with the total number of pins knocked down by
the three bowls. However, if all pins are knocked down by two bowls,
he scores a spare and does not roll his third ball, but the pins knocked
down by the first ball of the next frame are added to his score for this
frame, as in Bowhng Likewise, if all pins are knocked down by his
first ball, he is credited with a strike and does not bowl the other two
balls, but the pins knocked down by the figst two balls of the next frame
maddcdwd&emeofthxsfmme Themathodofmmgdcxribed
under Bowling should be xead, . .- L SIS |
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Each turn constitutes a frame, and ten framcs constitute a string. Three
strings is a match.

Ball‘Bowhng.—Set up ten Indian clubs or sticks of wood of similar
size in the arrangement used in placing bowling pins. Bowl at them with
a basketball, volleyball, soccer ball,- softball or croquet ball. Score as in
Bowling.

A gym mat or an old rug thrown over a chair may be placed behind
the pins for a back stop.

Soccer Bowling

" Club, Picnic, Playground, Gymnasium Elementary School to Adults

Using Indian clubs or sticks of wood of similar size for pins, kick a
soccer ball at them. The procedure and scoring is as in Bowling.

Skittles
Club, Playground, Camp Elementary School to Adults

Skittles is similar to Tenpins but a wooden disk is used instead of a
ball. It has an advantage qgyer Tenpins in that it does not require a smooth
floor and can be played almost any place.

Use regular tenpins or sticks of wood about nine inches high and twe
inches in diameter. The disks are four-and-one-half inches in diameter
and about one-and-one-half inches thick. Three disks are needed for each
player.

Arrange the pins and play as in Tenpins. There are two methods of
propelling the disks: they may be thrown at the pins with a flat toss as in
Horseshoe Pitching, or one may slide them along the floor.

Skiddles
Playground, Camp _ Elementary School to Adults

Skiddles is an outdoor game which is rapidly regaining a much-deserved
popularity for camp and playground use.

Five pins or round sticks are needed, four-and-one-half inches long and
an inch-and-one-half to two inches thick. In addition; three throwing
sticks are needed, fourteen inches long and two inches thick. Both of these
types of sticks may be made from tree branches or saplings.

Mark a throwing line, and sixty feet distant draw a thirty-inch square
on the ground, placed cornerwise to the throwing line. Place a pin on
cach of the four corners of the square and the fifth pin in the center. The
pm nearest the throwing line scores one point, the one to the right two
points, the one to the left three points, and the farthest one four points
The center pin scores ten points, :

The players take turns in throwing the throwing sticks, each throwing
all three sticks each turn. Each scores the value of the pins he upsets.,
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As traditionally played, the game is one-hundred points and if one goes
over one hupdred, he must start over. A better game results if this rule
is eliminated, however, and the one declared the winner who first reaches
one hundred or goes farthest beyond it when all have thrown an equal
number of sticks.

Tire Bowling

Yard, Playground, Picnics Late Elementary to Adults

This is an interesting form of bowling which uses discarded automobile
tires in place of balls. For bowling pins, use quart milk bottles or sticks of
wood fifteen inches high and three inches in diameter. Ten are needed,
which are arranged on the ground as in Bowling. Establish a bowling
line thirty feet distant.

Each bowler bowls two tires each turn. The scoring is as in Bowling.
If all are knocked over by one tire, it scores a strike; by two tires, a spare.
If less than ten are knocked over by the two tires, the player scores one
for each pin he upsets.

The player with the highest score in ten frames or turns, wins.

Tin-Can Bowling

Yard, Playground Elementary School

Six one-quart tin cans are needed. Punch holes in the bottom for
drainage and sink them in the ground level with the surface in the fol-
lowing positions: sink one can in the center and then sink the remaining
five in a circle around it, the circle having a radius of eighteen inches.
About twenty feet distant establish a bowling line. Ordinary croquet balls
are used.

The players take turns, bowling two balls each turn. If a ball rolls into
the center can five points are scored; the other cans score one point.
Twenty-one points constitute the game.

Arch Bowls
Yard, Playground Late Elementary to Adults

This contest uses the arches and balls of Croquet. Set up ten croquet
arches side by side, just far enough apart to allow a ball to go between
them easily. These arches are numbered from left to right, one to ten—
actually numbering the arches is not necessary. Establish a bowling line
parallel to the arches, at a distance of fifteen feet or more, the distance
depending on the smoothness of the lawn and the skill of the players.

- Each player bowls one ball each turn, attempting to put it through each
arch in order—the first arch must be made before the second, and so on.
The player wins who first completes the seqaence of the arches.

 Variation.—Use croquet mallets and strike the balls.
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Bowling on the Green
(Lawn Bowls)

Playground, Lawn Junior High School to Adults

This is a form of play bearing a close resemblance to Curling. It is
played on a smooth lawn called a bowling green surrounded on all sides
by a six-inch trough. Wooden balls called “bowls” are used which are
not round but have one side turned with a less curvature than the other.
Each player has two of these bowls. A smaller ball, white in color, is
called the “jack.”

The first player bowls the jack out on the lawn as a mark for the
bowling. The bowls are bowled at it in turn, and the score is counted as
in Quoits by noting the nearness of the balls to the jack. The jack, as
well as the other bowls may be moved by being hit by a bowl in play.
This makes it more like a true game to that extent. Bowls which roll
into the trough are out of play and do not count.

The players bowl from a small rubber mat, and when a turn (called
end) is completed, the mat is carried to the opposite end of the green, and
the bowling is repeated frgm that end.!

* Bowl Spot-Ball

Lawn, Playground Junior High School to Adults

This is a variation of Bowling on the Green, which is excellent for
home and playground use in that it uses any kind of balls that happen to
be available and needs no other equipment. Croquet balls are ideal. One
ball, known as the “spot ball,” should be painted white or marked in some
way. Each player has one ball. Establish a foul line near one side of
the lawn.

The players draw lots for the privilege of rolling the spot ball. The
winner stands behind the foul line and rolls the spot ball out on to the
lawn, and then rolls his own ball attempting to make it come to rest as
near the spot ball as possible. Each of the other players then roll their balls
in turn.

The score is counted according to the number of players; if there are
four players the nearest ball scores four, the next three, and so on. If a
player’s ball hits the spot ball and moves it, he does not score anything.
If two or more balls are tied for distance the scores of the balls in question
are added and averaged.

On the second frame, the winner of the preccdmg frame rolls the spot
ball and then his own ball. The others follow in the order of their scores
in the precedxng game. _

Fifty points constitute the game.

1 Detailed rules may be found in @oxu and Horseshoe Pitching, Lawn
Bowls and Boccie, a handbook of the Spalding Athletic Library. = - .
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Bowling Contests in Social Games for Recreation

Golf Tee Tenpins. Swing Ball Tenpins.
Mumblety-Peg
Lawn, Playground Elementary and [unior High Schools

Mumblety-Peg is an old pastime, consisting of tossing a pocket-knife
from various positions so that the blade will stick in the ground.

Egquipment —While any pocket knife may be used, the Boy-Scout knife
is official for tournament play. The leather punch which this type of
knife carries is used instead of the blade—this reduces the danger of
players cutting themselves.

Matches—A match consists of three long games or seven short games.
The Dest two out of three long games or four out of seven short games
determines the winner.

Playing Rules—Players may either sit or kneel on the ground. All
throws are made with the right hand unless otherwise specified below.
The knife when thrown must stick in the ground so that the referee can
place at least two fingers between the ground and the handle of the knife.

Each contestant performs the following series of stunts in order. The
long game is for boys and the short game for girls.

The following series of stunts is that considered as official by the Na-
tional Recreation Association.

Penknife Rules (Long Game):

Front—Knife on palm of right hand with blade toward finger tips, toss kmfc
upward and inward causing blade to stick in ground.

Back.—Place knife on back of right hand and toss as for front.

Punch—Make a fist with right hand. Place knife handle across the finger-
nails with blade toward thumb; twist hand quickly toward the left sticking blade
into the ground.

Snap.r —Hold blade between thumb and forefinger of left hand with handle
pointing toward the right. Strike the handle downward sharply with right
hand, causing blade to stick into the ground.

Seven Pennies—Hold blade between thumb and first finger of right hand
with handle away from contestant and snap knife away from tosser, sticking it
into the ground. This must be done seven times in succession.

Around the Horn—Hold blade of knife between the index finger and thumb
of right hand, as for Pennies, and swing the knife, with handle toward the
ground, around the head from left to right; then snap away from tosser as in
Seven Pennies.

Shave the Peg—Place blade between the first and second fingers and hald
with thumb, have handle pointing away from body aud pol!lt o't' blade toward
person tossing; snap knife away from tosser. .

‘Cut Left—Hold knife as for Pennics aud mp dmmrd acrou lc& arm
striking left wrist with the right.. - , :
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Cut Right—Opposite to Cut Lefz.

Headings—Same as for Seven Pennies except the handle of knife is touched
against the forehead before snapping.

Chinnings—Same as Headings except that chin is touched with handle.

Snaps—See Rule 4; must be done three times in succession.

Drop In and Pull Out.—Hold knife handle between thumb and forefinger
of right hand and drop ‘the knife through a hole made by touching the tips of
the forefinger and thumb of the left hand. After blade sticks in ground, pull
knife back through the hole by the blade with the handle touching ground and
the index finger and thumb holding blade; snap as in Seven Pennies.

Shave the Barber—Hold left hand with palm in and little finger toward the
‘ground. Place knife flat against the palm of left hand with cutting edge toward
tosser and handle toward the ground. With the fingers of the right hand pull
blade of knife toward the contestant, giving a downward snap.

Lady Dives—Hold right hand vertical with back of it toward the players;
place point of knife against the heel of the hand and the handle against the ﬁnger-
tips; push upward and forward, giving a loop effect to the knife.

Pinwheel—With the handle at right angles to the right hand and the arm
at right angles to the body, hold the point of the blade loosely between thumb and
first finger; flip the knife toward the left with a downward push of the thumb.

Kick ’Em Out—Place héhdle of knife flat on palm of left hand with the
blade protruding over the litHe finger side; strike blade downward with right
hand.

Cop’s Clubi~Hold knife as for Seven Pennies, but flip toward tosser. Im-
mediately strike upward with same hand causing knife to spm in opposite
direction.

Tony Chestnut—Starting at toe place peint of blade on end of shoe and snap
away from player. Repeat same at knee, again at the chest, and then from front
part of the head. The toe may be clevated and the point of the knife may be
placed against thumb when snapping from chest.

Fingers—Same as Pennies except that the blade is held between thc thumb
and each finger consecutively and two snaps are made with the first finger and
thumb and one with the second, third and little fingers.

Johnny Jump the Fence—Stick knife into ground at an angle and about one
foot away place left hand with palm toward the knife and little finger touching
the ground; with the night hand strike the knife up and forward, causing it to
go over the left hand or fence and stick into the ground.

O-U-T Period.—Place point of knife on left wrist and with right thumb and
forefinger on top of knife snap to ground; at the same time say “O,” repeat at
elbow and say “U,” repeat at shoulder and say “T.” Make a fist as in “Punch”
and place knife along finger-nails with blade toward little finger side; twist
wrist inward quickly and say “period.” These last four stunts must be performed
consecutively in order to complete the game.

 Penknife Rules (Short Game):

" Fromt—Same as Long Game.
""",';BwQ—Samc as Long Game. o o -
. :Fuﬂcbw&malmgm : : : o
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Rabbit's Ears—Extend index and little fingers; hold the second and third
fingers closed with thumb; rest knife on extended fingers with blade toward
thumb side; stick knife into ground with inward twist of wrist.

Snaps—Same as Long Game.

Five Pennies—Same as Long Gamc except five flips are made in succession
instead of seven.

Slice the Ham—With the left palm toward the player place point of knife
against the thick of the hand near the little finger side, handle of knife toward
the thumb side of hand. With right forefinger and thumb end of the handle pull
the knife toward the contestant. ‘

Lady Dives—Same as Long Game.

Shave the Peg—Same as Long Game.

Cut Right—Same as Long Game.

Cut Left—Same as Long Game.

O-U-T Period —Same as Long Game.?

Mumblety-Peg Baseball *

Playground, Home Elementary and Junior High Schools

Equipment —While the giound may be used for the playing surface it
is much better to use a soft wood board.

Any pockct knife may be used but a knife of the size and shape of a
Scout knife is recommended. Open the large blade of the kmfc half way
and the small blade to its full extent.

Players—The contest is best played between two players. If more, each
plays independently and keeps his own score.

Length of Contest—A certain number of innings may be agreed upon.
Each player plays until he makes three outs before the next player plays.
Or eleven or twenty-one points may be agreed upon as the limit. In this
case each player makes one out and then the next player plays.

Rules—The large blade of the knife, which is open half way, is stuck
in the surface so that the tip of the small blade, open to its full extent, rests
on the surface. The player then places a finger under the handle of the
knife near its end and lifts it so that the knife flips end over end.

The result of each play is determined by the position of the knife when
it rests:

Home run: small blade sticking in the surface.

Three-base hit: large blade sticking in the surface.

Two-base hit: both blades sticking in the surface.

One-base hit: large blade sticking in with small blade resting on surface.

2 From National Recreation Association, 88 Successful Play Activities, p. 23 ff.
Copynght, 1933 By permission of National Recreation Asseciation, publishers.
®The idea for this contest was taken from Nauonal Recreation Association

88 Sam::ful Play Activities, .‘ 26. Copynght, 1933. By permission of National

Recreation Association, publishers.
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Strike: knife resting on back of handle.
Out: knife resting on side of handle, or three strikes.
Men on bases advance only the number of bases scored on succeeding plays.

Jackstones

Playground, Yard  Late Elementary School to Adults

Jackstones is an ancient contest played with small stones. It develops
dexterity, accurate judgment of space and distance, and calls for consid-
erable coordination of hand and sight.

Equipment—Six jacks and one ball are needed. The jacks are three
quarters of an inch in diameter. Modern metal jacks have replaced the
stones of the ancient game. The ball is about the size of a golf ball and
made of semi-hard rubber.

Any smooth level surface may be used for the playing area.

Order of Playing—The players take turns in competing. The order of
playing is determined by the lag. To lag, the players toe a pitching line
and throw a jack to the lag line ten feet distant. The player whose jack
comes closest to the line, on either side of it, wins the right to lead. The
others follow in the order tgat their jacks come nearest to the lag line.

The Game—The winner is the player who goes through the following
series with the fewest misses:

. Baby Game, played through sixes.

. Downs and Ups.

. Eggs in the Basket, played through sixes.
. Crack the Eggs, played through sixes.

. Upcast, played through sixes.

. Downcast, played through sixes.

. Pigs in the Pen, played through sixes.

. Pigs Over the Fence, played through sixes.
9. Sweeps, played through sixes.

10. Scrubs, played through sixes.

11. Double Bounce, played through sixes.
12. Bounce, No Bounce.

O ANl b W N~

The following are the official rules adopted by the National Recrea-
tion Association:

1. Baby Game.—Toss the ball up, and while ball bounces once pick up jack
or jacks, then catch the ball. This is all done with the right hand. After the
ball is caught, jacks are transferred to the other hand.

Ones—Scatter all jacks upon the playing surface by a single movement of,
the right hand. Toss the ball, pick up one jack and after ball has bounced once,
catch the ball in the right hand. Transfer the jack to the left hand and procecd
as before until all six jacks are in the left hand. ‘

Twos.—Jacks are picked up by twos; otherwise prmd as in ones. .
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Threes.—Jacks are picked up by threes, in the same manner as before.

Fours—Pjck up four jacks and then two jacks, or vice versa, two jacks and
then four jacks, depending upon the grouping on the playing surface.

Fives—Pick up one jack and take the remainder on the next play. Or if
it is easier, the five jacks may be picked up first and then the one remaining jack.

Sixes—Pick up all jacks at one time.

2. Downs and Ups.—All jacks and ball in right hand. Toss ball upward,
lay down all jacks and catch ball in right hand. Throw ball up again, pick up all
jacks and catch ball in right hand.

3. Eggs in Basket.—Scatter jacks, toss ball, pick up one jack, right hand
only used, and while ball bounces once, transfer jacks to the left hand, then catch
ball with the right hand. When all jacks have been picked up and transferred
to the left hand, the jacks are all put in the right hand and scattered again. Pro-
ceed through twos, threes, fours, fives and sixes.

4. Crack the Eggs.—Scatter jacks with right hand. Toss ball with right
hand, and while ball bounces once, pick up one jack with right hand, crack it on
the playing surface, and catch ball in right hand which is still holding the jack.
Transfer the jack to the left hand and proceed as before until all jacks are picked
up. Scatter again and proceed by twos. Scatter again and proceed by threes, etc.,
through sixes.

5. Upcast.—Scatter jacks with right hand. Toss ball with right, pick up
one jack with right hand and catch the ball in the right hand after it has bounced
once, same as in Baby Game. Toss the ball up again with the right hand and
while it bounces transfer the jack to the left hand, and then catch the ball in the
right hand. Continue until all jacks are in the left hand. Scatter again from the
right hand and proceed by twos, then threes, etc., through sixes.

6. Downcast.—Scatter jacks with right hand. Toss ball with right hand,
pick up one jack with right hand and catch the ball in the right hand after it has
bounced once, same as in Baby Game. Bounce the ball downward and transfer
the jack to the left hand, then catch the ball with the right hand. (This differs
from Upcast in that the ball is started on the bounce by turning the palm of the
hand toward the ground and then letting go of the ball.) Proceed through
sixes. )

7. Pigs in the Pen.—Place left hand on the playing surface, finger tips and
wrist touching the surface and forming the pen. Toss the ball upward and while
it bounces once, pick up one jack with right hand and push it into the pen, then
catch the ball in the right hand. Thumb and forefinger are lifted from the
playing surface when jack is pushed in, but any jack or jacks left outside the
thumb constitute a “miss.” Scatter again with the right hand and proceed as
before, putting jacks into the pen by twos, then by threes, etc., through sixes.

8. Pigs Over the Fence.—Place left hand at right angles to the playing
area, little finger resting on the playing surface. This forms the wall or fence.
Scatter the jacks, toss the ball upward with the right hand and pick up one jack
with the right hand. While ball bounces once, place the jack on: the far side
of the left hand (over the fence). When all six jacks are Picked up, re-scatter
with the right hand and procéed by twos, thén thires, etc,, through sixes. s

9. Sweeps.—Scatter jacks, toss ball and while ball boinces ante, place fingers
o oae jack nd without lifting it from the- playing surface, sweep it across the
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surface with the right hand until it is close to the body. Then pick it up and
catch the ball with the same hand. Sweep all jacks singly, then re-scatter and
proceed sweeping by twos, then by threes, etc., through sixes.

ro. Scrubs.—Scatter jacks, toss ball, pick-up one jack and scrub it across the
playing surface with a backward and forward movement. Keep jack in right
hand and after ball has bounced once, catch the ball in the same hand. Transfer
jack to the left hand and proceed until all six jacks have been “scrubbed.” Re-
scatter and scrub by twos, and then threes, etc., through sixes.

11. Double Bounce.—This is played the same as the Baby Game, but ball
must bounce zwice before it is caught. Play through sixes.

12. Bounce, No Bounce.—Scatter jacks with right hand. Toss ball upward,
.pick up one jack while ball bounces once and catch the ball in the right hand.
With jack still in right hand, toss the ball upward with the right hand, transfer
the jack to the left hand and catch the ball in the right hand without allowing it
to bounce. Continue until all jacks have been transferred to the left hand, then
re-scatter and proceed by twos, threes, etc.

Fouls or Misses—The following are fouls:

1. Using wrong hand to catch the ball.

2. Failure to pick up the groper number of jacks required by ones, twos, etc.,
that’is, picking up three jacg while playing twos, or four jacks while playing
fives, etc.

3. Clothesburn. Allowing the ball or jacks to touch the body or clothing
while catching the ball, except the hand used to catch the ball.

4. Two hands. Catching the ball with both hands.

5. Drop jack and drop ball. Failure to hold the ball or jacks until move-
ment is completed. ‘

6. Touching any other jack while attempting to pick up a jack or group of
jacks.

7. Double grab. Trying twice for the same jack or group of jacks.

8. Double bounce in any game except double bounce.

9. Changing sitting or standing position after jacks have been scattered.
Plays must be made from original position.

10. Failure to begin a turn with the proper stunt. (This should always be
the one on which the player missed on his last turn.)

11. Failure to comply with the instructions for all games after the Baby Game.
For instance, allowing only one bounce in the Double Bounce Game.*

Hop-Scotch

Playground, Paz_;cment Elementary and Junior High Schools
Hop-Scotch is a very old contest, known to many countries with local

variations. It requires very little space and the equipment costs nothing.
Court—The court is laid out on a smooth level cement surface. It is

me Nmenal Recreation Association, 88 Successful Play Activities, p. 20 ff.
.Copynglu, 1933. By permission of National Recreauon Association, publishers,-

v
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e

outlined as shown in Figure 18, with lines approximately five-cighths of
an inch wide. The lines may be chalked or painted, and should be of

10

E
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Ficure 18.4

uniform width.

Puck—The puck may be of any
material and of any dimensions pro-
vided it does not exceed three-and-one-
half inches in length, width, or other
dimensions. The players usually pro-

-vide their own.

Object—The object is to perform
the stunts listed below in the fewest
trials. ‘The play consists of tossing the
puck into the areas of the court, follow-
ing a definite order or progression.
The puck is then retrieved by kicking
it beyond the baseline, while perform-
ing a series of hops, jumps, or steps.

Starting Position.—The contestants
stand on one foot in hopping position
behind the baseline of the court, hold-
ing the puck in one hand.

Stunts—The following stunts are
taken from the official rules as adopted
by the National Recreation Association:

Stunt No. 1.

a. Toss or drop puck into square
No. 1.

b. Hop into square No. 1.

c. Take any number of hops in square
without touching any line with hopping
foot or any other part of body before, dur.
ing or after touching puck in square with
hopping foot only.

d. Kick puck out of square over and
beyond baseline.

e. Finally, hop out of square over and
beyond baseline. Don’t step out. If

no error has been made, proceed to Stunt No. 2.

Stunt No. 2. .
a. From starting position, toss puck into square No. 2.’
b. Hop into square No. 1 and then int¢square No. 2.

.¢, Take any number of hops and kick puck in square or directly out beyond

baseline,



CONTESTS ‘RESEMBLING GAMES 121

SHOI NIRRT

* d. Finally, retrace course outward by hopping to square No. 1, then hopping
beyond baseline. If no error has been made, proceed to Stunt No. 3.

Stunt No. 3.

a. From starting position, toss puck into triangle No. 3.

b. From this position, standing on ‘one foot, leap into squares landing with
right foot in No. 1 and left foot in No. 2 at'the same instant.

c. Jump from both feet and land on either foot in triangle.

d. When ready, after pushing or sliding puck with hopping foot, kick puck
toward or beyond baseline. If it stops in a square of smaller number without rest-
ing on a line it must be retrieved as follows:

e. Return by leaping into squares 1 and 2 with right foot in No. 2 and left
foot in No. 1 at the same time. If puck has only reached one of these squares
raise either foot and, while hopping, kick puck out. Then hop beyond baseline.
If no error has been made, proceed to

Stunt No. 4.

a. From starting position, toss puck into triangle No. 4.

b. Advance as in Stunt 3 to triangle 3 and hop into triangle No. 4.

c. Retrieve puck as in Stunt 3.

d. Hop into 3 and rctunt as in Stunt 3. If no error has been made, pro-
ceed to

Stunt No. s.

a. From starting position toss puck into triangle No. s.
b. Advance as in Stunt 4 and hop into triangle No. 5.
c. Retrieve puck and return as before. If no error has been made, proceed to

Stunt No. 6.

a. From starting position, toss puck into triangle No. 6.

b. Advance as in Stunt 3 to No. 3.

c. Leap to alight with right foot in triangle 4 and left foot in 5, at same time,
and jump from both feet to land on one foot in triangle 6.

d. Retrieve puck as before.

e. Return by leaping to alight with right foot in 5 and left foot in 4 at the
same time, jump into 3 with one foot only, leap into 2 and 1 with right foot in 2
and left foot in 1 at the same time, and jump out beyond baseline to land on one
foot. If no error has been made, proceed to

Stunt No. 7.

a. From startmg position, toss puck into rectangle No. 7.

b. Advance as in Stunt No. 6 and leap to land on both feet at same time in
rectangle 7.

¢. Walk about in %, moving puck with foot or feet alone until in position to
retrieve it by kicking it out over bascline or into a space of smaller number. .

d. Return by raising one foot and hopping into triangle 6, and continue cut
as before. If no error has been made, prooeed to

Stunt No. 8.
a.Fromstarungposuion,mspudfmtoscnuurcleNoB ‘ AR
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b. Advance as before to 7 and when ready to progress to space 8, raise either
foot and hop out of rectangle into semicircle, landing on one foot.

c. Retrieve puck as before.

d. Return by leaping to land both feet at the same time in rectangle 4 and
when ready continue as in Stunt 7. If no error has been made, proceed to

Stunt No. g.

a. From starting position toss puck into arc No. 9.

b. Advance as in Stunt No. 8,

c. Retrieve while in hopping position in semicircle by picking up the puck
by hand from arc No. g.

d. Return as in Stunt No. 8 carrying puck in hand.

Stunt No. 0.

a. From starting position, toss puck into arc No. 10.

b. Advance as in Stunt No. g and hop into arc No. 10.

c. Retrieve as in Stunt No. 9.

d. Hop into semicircle 8 and return as before, stopping for a few seconds’ rest
in No. 7 if desired.

Stunt No. 11.

a. From starting position, without tossing or carrying puck, advance as in
Stunt 8 to semicircle.

b. Leap to land on both feet at the same time with right in arc g and left in
arc 10.

¢. About face and reverse position of feet by a leaping half turn.

d. Return by jumping to land on one foot in semicircle and continue out

according to Stunt No. 8.

Fouls, Errors or Misses—A player loses his turn under the following
conditions:

1. If he tosses the puck while not in proper hopping position behind the base-
line. Leaning over the baseline is permitted.

2. If the puck, on throw, does not come to rest entirely within the designated
space so that a vertical line dropped from any edge of the puck intersects one
of the court lines.

3. If the puck, on kick, comes to rest so that a vertical line dropped through
any part of it touches a court line.

4. If the puck, on kick, passes out of the court over a side line, not the base-
line. , .
5. If the player touches any court line with footwear or coming to rest on a
foot so that a vertical line dropped through the footwear would touch a line.

6. If a player commits any irregularity in progresslon, ‘as ]udged by the
umpire.®

P

‘5 See National Recreation Association, 88 &c«s&ftd Piay Ac j 'de.f P 6&.‘ :

Copyright, 1933. By permission of National Recreation- Association, publuhm.*
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Hop-Scotch Golf

Yard, Playground Elementary and Junior High Schools

Lay out a circle twenty-five feet in diameter and at equal distances
around it sink nine tin cans flush with the surface. The cans should have
holes punched in the bottom for drainage. If desired the Clock Golf
Course (Figure 18), with its twelve holes may be used. For a temporary
course, four-inch holes may be dug in the ground in place of the cans.
Indicate one can for the Number 1 hole, and number the others consecu-
tively. Each player has a small wood block or chip two or thrce inches in

- diameter.

The first player, hopping on one foot, tries to put the block in the first
hole in the fewest possible kicks. ‘Then the other players try. When all
have made the first hole, they proceed to the second. The player wins who
completes the circuit of nine holes in the fewest kicks.

O’Leary
Playground, Home o Elementary and Junior High Schools
ORe, two, three, O'Leary,

Four, five, six, O’Leary,

Seven, eight, nine, O’Leary,

Ten, O’Leary, Postman.
(Tune—One little, two little, three little Indians)

Any small rubber ball is used. Bat the ball to the ground with the
palm of the hand to “One, two, three” and perform the prescribed move-
ment each time on the word “O’Leary.” On the third count, the ball is hit
harder so that it will bounce higher. On “Ten, O’Leary, Postman” give
the ball one bounce and catch it on “Postman.”

The following movements are to be performed:

1. One, two, three, O’Leary: swing the right leg outward over the ball.
Four, five, six, O'Leary: swing the right leg outward over the ball.
Seven, cight, nine, O’Leary: swing the right leg outward over the ball,
Ten, O’Leary, Postman: Bounce the ball once and catch it.
" 3. Swing the left leg outward over the ball on “O’Leary.”
3. Swing the right leg inward over the ball on “O’Lury
4. Swing the left leg inward over the ball on “O’Leary.”
5. Grasp the edge of the skirt with the left hand and make the ball pass up-
ward between the arm and the skirt on saying “O’Leary.”
6. Same as Number 5, except that the ball drops through from above.
. Grasp the right toe with the left hand and make the ball pass wpward
in the circle thus formed. -
8. Same as Number 7, except that the ball drops through from above. V
~ 7 9. Grasp the right wrist with the left hand, formmga cu'dc with the arms,
M-mdmnkeﬂmhdlpassnpthmughm o , :
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10. Same as Number g, except that the ball drops through from above.

11. Touch the forefingers and thumbs together and let the ball drop down
through the circle thus formed.

12. To the words “One, O’Leary,” “Two, O’Leary,” “Three, O’Leary” and
so on, bounce the ball alternately to the right and left of the right foot, moving
the foot from side to side.

13. Same as Number 12, except that the foot is kept in place.

14. To the words of Number 12, pass the right leg outward over the ball on
every bounce.

15. Same as Number 14, except that the left leg is passed outward over the
ball.

16. Same as Number 14, except that the right leg is passed inward over the
ball each bounce.

17. Same as Number 14, except that the left leg is passed inward over the ball.

18. To the words, “Jack, Jack, pump the water, Jack, Jack, pump the water,
Jack, Jack, pump the water, So early in the morning,” bounce the ball as in
Number 1, making a complete turn to the right on the word “morning.”

19. Same as Number 18, turning to the left.

20. Same as Number 1, except that the right leg is swung twice outward
over the ball.

21. Same as Number 1, except that the left leg is swung twice outward over

the ball.
22. Same as Number 5, except that the ball is passed twice through the circle

of the arm and skirt, upward.
23. Same as Number 1, except that the right leg is swung outward over the

ball on each bounce.
24. Same as Number 1, except that the right leg is swung inward over the

ball on each bounce.

25. Same as Number 5, except that the ball is made to go through the circle
of the arm and skirt on every bounce.

26. On the word “O’Leary” perform a scissors jump over the ball.

27. On the word “O’Leary” swing the right leg inward and the left leg out-

ward over the ball.
28. Same as Number 27, passing the legs over the ball on each bounce.

CONTESTS IN WHICH THE GAME ELEMENT IS PROMINENT

The events in this section are a cross between games and contests.
Although the contestant is free from interference by his opponents most
of the time, yet interference with his play occasionally takes place. A fa-
miliar example is seen in Croquet. The rules permit your opponent to
place his ball against yours and strike it with his mallet, sending your ball
out of position for the next play. This is a decided game element. But
even though his ball may have been knocked out of position by his oppo-
nents, one is free when his own turn comes, to play without interfgrence.
In a true game, such as Tennis for example, there is constant interference
from the opponent during the course of play—-thc opponent is at hberty to
strive constantly to prevent the play from meeting with success. 3
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Golf
Golf Course Junior High School to Adults

The origin of golf is said to go back many centuries to a primitive game
played by shepherds in which a small stone was driven with the shepherd’s
crook a given distance, the object bcmg to reach the goal with the fewest
drives. In its present form the game is of Scotch origin. In numbers of
participants golf would probably be one of the three most popular games
in the United States. It would have many more adherents were it not for
the fact that the equipment is relatively expensive, and free or low-priced
courses are not sufficient in number to meet the demand.

A full course of eighteen holes requires a space of about one-hundred
acres, preferably of rolling ground. A nine-hole course would require half
the space. In this case for a full “game” one must play twice around.

Course.—The course is called a “golf links,” and consists of eighteen
different links or, as they are generally called, holes. Each hole consists
of a “tee,” a “fairway,” and a “putting green.” The “tee” consists of a
section of a well<clipped turf, level and from ten to twenty feet square, as a
starting point. The “fairvéay” is a strip 150 to 200 feet wide of well-mowed
meadow land, stretching dway approximately 400 yards to the flag at the
hole which marks the end of that link. There are usually some “hazards”
along the sides and sometimes across the fairway to catch poorly played
balls, either natural hazards, as trees, brooks, or ponds, or artificial hazards,
as “bunkers” (a mound of earth) or sand traps. The “putting green” is a
space from sixty to seventy feet wide, of closely-clipped turf, level or slightly
undulating. Near the center of this putting green is a four-inch cup set in
level with the ground. In the center of the cup is a slender standard a
few feet high with a flag at the top to indicate to the player the exact
location of the hole for which he is playing.

The links or holes vary in length from 75 yards to 600 yards. The aver-
age length is from 300 to 400 yards. The distance around the course of
eighteen holes is from 6,000 to 6,400 yards, or a little more than three miles
and a half.

Equipment.—Several golf sticks or clubs are necessary in order to play
a good game. The most important of these are as follows: a driver, a
brassie, a mid-iron, a mashie, a niblick, and a putter. The driver and
the brassie are clubs with wooden heads and are used for distances of 160
to 250 yards. The other clubs have iron heads and have more loft or pitch
to them progrcsslvcly, except the putter, which has nearly a straight face,
The mid-iron is used for distances of 150 to 180 yards, the mashie for
pitching balls 75 to 150 yards, the niblick for getting out of sandpits or
bunkers or high grass, or for pitching balls high for distances of 25 to 75
yards, and dropping them on the putting green near the flag. The putter
is used only on the putting green to drive the ball into the ciip. - The elub
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used dcpcnds on the distance desired and on the position of the ball,
whether it dies well or poorly on the turf. The ball used is a white hard
rubber ball 1.68 inches in diameter and 1.62 ounces in weight.

The Play—The object of play is to drive this ball around the links in
the fewest strokes possible, in competition with another player, who plays
his own ball. In “medal play” the one who secures the lowest number of
strokes is the winner; in “match play” the one who wins the majority of
holes is first. Each link or hole is played as a unit from the tee to the cup.
When the ball has been “holed,” that is, driven into the cup, it is lifted by
the hand, and the player goes a few rods away to the tee of the next link
or hole of the course; and so on until he has completed the full eighteen
holes. This ends the game unless there is a tie. In match play, in case of
a tie, the players start around the course again and play until one of the
competitors wins a hole; in medal play, to break a tie, it is usual to play at
least nine more holes.

“Par” means the number of strokes that an extra-good player should use
in playing around, seventy-two strokes being about right for the average
course. The term is used as referring to perfect golf. The term “two-
some” is applicd to a game in which there is only one player on each side.

A “foursome” is a match in which there are four players, two on each
sxdc, each playing-his own ball. A “two-ball foursome” is a match in which
there are two players on each side, the partners using but one ball and
playing the strokes alternately. .

In the regular foursome, the customary practice in scoring is to count
both low ball and low total; that is, the low ball for a particular hole counts
one point for the pair whose player made it, and the low total of the two
paired players counts one point for this side. If one team has low ball and
the other side has low total (as for example, Team A has scores of 4 and 7
and Team B has scores of 5 and 5, then the results are nullified and neither
side gains an advantage. In professional foursomes, the practice of counting
only the low ball is often found.

Team Competition—A match between two teams usually consists of
four twosomes and two foursomes. Each team may, therefore, have four'
players in the singles and four players in the doubles, but the better play-
ers usually play in both the twosomes and the foursomes.

Eighteen points are allowed for the match, distributed as follows:

Four twosomes ................ 3 points each............ 12 points
Two foursomes ................ 3 points each............ 6 points
In the twosomes points are earned as foltows: . .
The winner of the first nine holes.......u............ e H
‘The winner of the second nine hales. ...... R cebeens T

- The winoer of the eighteen holes. . ... .c..oooiiiviiiiiii i T
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In the foursomes, the points are awarded as in the twosomes.

When golf clubs meet in competition, the Nassau System is frequently
used. Any number of players from the clubs may compete and the points
are awarded as described above. To determine the winning club, the scores
of the individual competitors are added.

Clock Gol
(Round-the-Clock Golf)

Playground Junior High School to Adults

This modification of golf is of recent origin and is designed to provide
golf play on a limited space. It is excellent as a recreational game and
provides splendid practice in putting. It can be played in the yards of
homes or on any level lawn twenty-five feet square.

Course and Equipment—Draw a circle on the ground twenty to twenty-
four feet in diameter. Mow the grass closely. Around the circle place
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twelve markers at regular intervals representing the twelve numerals on
the face of"a clock. The markers may be purchased from sporting goods
stores or the numerals may be painted on the bottoms of tin cans set in
the ground so that they are flush with the surface. The putting hole is
placed somewhere within the circle, in such a position that the distance
from the hole to the different numerals varies. A tin can with holes
punched in the bottom for drainage is very satisfactory for the putting hole.

Only one type of club is used—the putter. Each player needs one
putter and a golf ball.

Players—Two to four players may play, each competing independently.
Or a foursome may be formed with two players on each side, each playing
his own ball. Or'a two-ball foursome may be played with two players on
each side, the partners using but one ball and playing the strokes alternately.

The Play—The putting stroke of golf is the only stroke used. Each
contestant in turn putts the ball from the one-o’clock marker, then from
the two-o’clock marker, and so on around the face of the clock. The object
is to “hole out” from each successive numeral in the fewest total number
of putts.

Scoring—The play may be scored in two ways. The commonest way
is to add up the total number of putts each contestant made in completing
the circuit of the clock; the contestant with the fewest number wins. The
other method is to compete for the most holes, each hole being won by
the contestant who “holes out” in the fewest strokes. .

Bingo Golf
Golf Course Junior High School to Adults
Bingo Golf is played on a regular golf course and follows the rules of
Golf except for the method of scoring. In playing each hole the scoring
is as follows:

Longestdrive ...........coveiiiiiiiininn 1 bingo (point)
Firsttoreachgreen ........................... 1 bingo
Longest putt ........... ... ...l 1 bingo
First tomake hole ................... ....... 1 bingo
Lowest golf score forhole ..................... 1 bingo

The player completing the course with the highest score wins.

Goofy Golf

Playground, Lawn Late Elementary and Junior High Schools

When regular golf equipment is not available, golf may be played with
ordinary shinney sticks and an old tennis; ball, or better still, a paddle-
tennis ball, For holcs, use tin cans with holes punchcd in the bottom for
drainage,
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Croquet Golf
Playground, Lawn Late Elementary to Adults

This is a very satisfactory and interesting game of the golf type which
can be played on any playground or large lawn, and since nothing more
than tin cans and croquet equipment is needed, the expense is insignificant.

Course—With careful planning a nine-hole course may be laid out on
a section of Jawn no larger than 150 by 200 feet, or smaller if need be. Tin
cans six inches in diameter and six inches deep are used for holes—punch
holes in the bottom for drainage and sink them flush with the surface.

The distances for the holes may vary from thirty to ninety feet. The

- greens are fifteen feet in diameter and the tees five feet wide. The fairways
should be about four feet in width. Hazards should be constructed and
the children will add others of every description from their own materials.
Home-made markers can be easily made.

Equipment—Croquet mallets and balls are used.

Rules—Except on the greens, the ball must be hit with the mallet held
between the legs. When the side stroke is allowed, the desire for distance
leads to hitting so hard that mallets are broken.

In other respects the géheral rules of Golf apply.

Par—In general it will be found that the following figures will approxi-
mate par for the various distances:

35feetand under ... Par 2
36toofeet .. ... Par 3
7110 100 fEt ... it Par 4
Sidewalk Golf °
Pavement Late Elementary and Junior High Schools
This game was originated by Sydney
Strong in 1930. The course is laid - e . 1;
out with chalk on a paved area and | \\ // 3 ‘
a checker is snapped with the finger T Y . |
from hole to hole. 7\ I
Course—A section of pavement or \ // \\ 4 R
floor thirty feet square is needed for a \ / \ / a
simple course. At each corner draw a )( N ‘
six-inch square to serve as a “hole” as // \ / \\ |
in Figure 20. These squares should be \ / 7 |
about thirty feet apart. More squares 3 i 2 |
may be added if desired, distributed so - |
that they are approximately thirty feet F—————30'————-+ .
apart. Beside each square mark a Fiourz 20.

tee. Hazards and bunkers may be added. ‘ o
 ® Contributed by Sydney Strong, New York. , .
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Equipment—Ordinary checkers are used. Bottle tops may be sub-
stituted.  *

The Play—~The checker is snapped with the middle finger, not tossed
or thrown. The players in turn snap for square Number 1, each counting
the number of snaps required to make it. Then they snap for Number 2.
The player wins who completes the course in the fewest snaps. Each
square must be completed by all before proceeding to the rest.

Marble Golf

Playground, Lawn A Late Elementary and Junior High Schools

This ingenious contest combines Marbles and Golf. It is immensely
popular .among boys who know it in the spring of the year. It adds to
marbles a colorful aspect and brings a new type of competition into this
time-honored game.

Course—Any clay or hard—packed corner of a playground or lawn may
be used. The holes vary in length from twenty to sixty feet. Each should
contain at least one hazard and-the boys display amazing ingenuity in
adding clever hazards of their own make out of almost any old thing.

The fairways should be marked with lime lines and should be from
sixteen to twenty-four inches wide. Tees consist of small mounds of earth.
The holes are made of the smallest-size baking-powder cans, with holes in
the bottom for drainage and sunk flush with the ground. They should
contain enough sand so that the marbles can be easily withdrawn with the
fingers.

Equipment—Each player needs one ordinary marble.

The Play.—All shots must be made from the “knuckles-down” position.
If the marble goes outside the line marking the edge of the fairway, it is
brought back and the next shot made from the point where it crossed the
line. In this case, one point is added to the score.

In other respects the rules of Golf apply.

Hockey Golf *

Playground, Lawn Junior High School to Adults

This event follows the procedure of Golf but uses the skills of Field
Hockey. It was originated by Bertha Kellar, Monterey, California.

Course—Any field with reasonably smooth turf may be used. Nine
poles four to six feet high, with flags, are needed. These are set up
twenty yards apart after the fashion of the poles in a golf course, The
poles are numbered, indicating the order in which they must' be played.

" The idea for this game was taken from the University of Miclﬁgaa Staff of
Physical Education for Women, Physical Education Activities for High Scboul

Girls, p. 110. Copyright, 1928, Bypelmuswnofl.uandl’ebxgcr publishers.
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Equipment.—Field-hockey sticks and balls are used.

The Play—The procedure and scoring is as in Golf. A player holes out
when his ball hits the pole. In case a player swings his club over his
shoulder in striking the ball, five points are added to his score. The
player wins who completes the course with the fewest number of strokes.

Codeball on tﬁe Green

Open Field, Golf Course Junior High School to Adults

Codeball on the Green was invented in 1929 by Dr. William E. Code.
It is an outdoor adaptation of Dr. Code’s original game of Codeball in the
Court. It is a combination of Golf and Soccer. It resembles Golf in that
the playing field consists of a series of “holes” of various lengths up to
three-hundred yards, with a cup at the end of each. It resembles Soccer
in that an inflated rubber ball is kicked by the player.

Codeball on the Green is growing rapidly in popularity. The cost of
equipment to the individual player is negligible; it offers all of the outdoor
advantages of Golf, is slightly more strenuous than Golf, and gives the
player a satisfactory work-gut in less time than Golf.

The Course—A field, preferably grass-covered, of at least ten acres is
needed for a good course. Fourteen official bowls are needed; these are
aluminum basins forty-one inches wide at the base, rising cone-shaped seven
inches from the turf to an opening eighteen inches wide.

These bowls are distributed across the course, the distance between
them varying from 50 to 300 yards. Fourteen kick-offs are needed, each
consisting of two arrow markers fourteen feet apart and pointing in the
direction of the bowl. The distance from the bowl to the next kick-off
should be at least thirty-five feet.

The course should be so laid out that it is broken by hazards and
skirted by the rough.

Ball—An official codeball is used. This is an inflated rubber ball six
inches in diameter and twelve ounces in wcxght It rebounds very freely.

Object—The object is to foot the ball in the fewest number of klcks
over the fairways, bowling out in each of the fourteen bowls.

Contestants—Matches may be played in twosomes or foursomes. Three-
somes may also be played. -

The Start—Priority of play at the start is determined by lot. There-
after, the player who wins the bowl kicks first at the next kick-off.

At the kick-off the ball is placed between the kick-off markers and
kicked as it lies on the ground. If it is kicked from a point ahead of the
markers, it may be recalled by an opponcnt and is then kicked over again
thhou: penalty.

- The Play~A player ‘may not touch the ball with' his hands exccpt to
'rcmme it from a bowl or an unplayable hazard. If the ball must be
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removed from an unplayable hazard, it must be placed at a point not
nearer the Bowl and a penalty of one kick is charged against the player.
If a player’s ball hits another ball, the latter must be replaced and the
former shall be played where it lies.

Each attempt to kick is counted as one kick. If a player casually
moves his ball in play the penalty is one kick. If a player kicks his ball
while it is moving there is a penalty of two kicks in medal play and the
loss of the bowl in match play.

The ball farthest away from the bowl usually is played first, except
when the play is around the bowl, when a near ball may be played first
when the player hopes to halve the low ball of his opponents who have
already bowled out, and thus permit his partner who is away to strive to
win.

Bowling Out—Near the bowl it is advantageous to foot the ball with
the sole of the foot rather than the toe, sweeping the foot over the top of
the ball, thus giving it an overspin which keeps its straight in its ascent of
the bowl and steady when it drops. If the ball rebounds out of the bowl
it must be played until it rests in the bowl. When a player bowls out he
must remove his ball from the bowl immediately.

Twenty-four inches constitutes a stymie. If an obstructing ball is less
than twenty-four inches from the ball to be played it must be removed and
the place marked so that the player who is away may have a clear kick
to the bowl.

Scoring—The scoring is as in Golf (page 125).

Par—Pars are as follows:

1ooyardsorless .................... il 3
orto200yards .. ... 4
201to350yards ...l 5
351tos00yards ..., 6

Other Contests in this Book Which Follow Golf Procedure

Basketball Golf. Shinney Golf.
Hockey Golf. Hop-Scotch Golf.

Contests of the Golf Type in Social Games for Recreation

Party Golf. Tire Golf.
‘Table Golf. Pebble Golf.

Horseshoe Pitching
(Barnyard Golf)

Playground, Yard, Picnic - Latg Elementary School to Adults

Horseshoe Pitching .is an ancient and much loved type of informal
play. It is essentially a contest but has one characteristic of a game in that

»
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a player may interfere with his opponent to the extent that he may knock
his opponent’s shoe away from the stake by hitting it with his own shoe,
and may nullify his opponent’s ringer by placing a ringer on top of it.

In informal play the stakes are from thirty to forty feet apart and dis-
carded horseshoes are frequently used. The game consists of twenty-one
points.

In tournament play, however, morc definite rules are in vogue, which
differ from those in common use.?

Court—The stakes are placed in the center of a pitcher’s box which
consists of a wooden frame six feet square. The frame is made of two-by-
four-inch material and is placed in the ground so that it extends not more
than one inch above the surface. For a distance of at least eighteen inches
around the stake the box should be filled with potter’s clay or similar ma-
terial to a depth of at least six inches. The clay should be moistened to a
putty-like consistency.

The stakes should be of iron, one inch in diameter, perpendicularly in-
clined one inch toward the opposite stake and extending eight inches above
the ground.

The regulation distange between stakes is forty feet, measured from
where the stake enters tht ground. For women and boys in contests and
tournaments, the distance should be thirty feet.

Horseshoes—The horseshoes must not exceed seven-and-one-half inches
in length, seven inches in width, and two-and-one-half pounds in weight
with toe or heel calks extending out not more than three-quarters of an
inch. The openings between the calks must not exceed three-and-one-half
inches, inside measurements.

Game—A regulation game consists of fifty points, and the contestant
first scoring this number wins. Match contests between two players con-
sist of three games of fifty points each.

First Pitch—At the beginning of a game the contestants toss for the
choice of first pitch or follow. At the beginning of the second game the
loser of the preceding game has the first pitch. During the games, the con-
testant scoring has the lead.

Pitching Rules—The contestants pitch both shoes, one after the other,
from the pitching box into the opposite pitching box. A contestant is not
permitted to walk across to the opposite stake and examine the position
of his opponent’s shoes before pitching.

When a contestant has the first pitch he must, after delivering both
shoes, stand back of a line even with the stake and out of the pitcher’s
box; or forfeit the value of the shoes pitched.

® The rules here given follow the regulations of the National Horseshoe thch

ing Association for New Jersey and Pennsylvania State Championships. See

National Recreation Association, 88 Successful Play Acsivities, p. 42 . Copy-
right, 1933. By permission of National Recreation Association, publishers:
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The front of the pitcher’s box (three feet in front of the stake) is the
foul line and any pitcher stepping over this line in delivering his shoe
loses the value of his pitch.

If a shoe strikes the frame of the pitcher’s box or other object it is
called a foul shoe and does not score.

Ringers—Any shoe to be scored as a ringer must encircle the stake far
enough to permit a straight-edge to touch both heel calks and clear the
stake.

Scoring—The shoes score as follows:

If a shoe when thrown moves another shoe both shoes are measured from
their new position.

The closest shoe to the stake scores one point. If both shoes are closer than
the opponent’s they score fwo points.

A ringer scores three points.

A ringer and a closest shoe scores four points.

A double ringer scores six points and ‘is the highest score a contestant can
make.

In case each contestant has a ringer, the next closest shoe scores and all such
ringers are credited as ringers pitched but not counted as a score.

If each contestant has a double ringer, both double ringers are cancelled and
no points scored.

If a contestant has two ringers and his opponent one, the pitcher having two
ringers scores three points.

In case of a tie of all four shoes, such as four ringers or all four shoes an
equal distance from the stake, no score is recorded and the contestant who pitched
last is awarded the lead.

A shoe leaning against the stake has no advantage over a shoe lying on the
ground and against the stake; all such shoes are ties. If a contestant has a shoe
leaning against the stake, it counts only as a closest shoe. (In informal play
such shoes are called “leaners” or “hobbers” and score two points.)

Measurements—All measurements should be made by the use of calipers
and a straight edge.

Quoits

Playground, Yard, Picnic Late Elementary School to Adults

As popularly played, quoits is the same as Horseshoe Pitching with the
exception that circular metal rings are used in place of horseshoes. While
the game may be playcd according to Horseshoe-Pitching rules, there are
certain differences in the official qumts regulations. The, prmcxpal differ-
ence is that the pin or stake is driven in the ground until the “mott” (hcad
of the pin) is level with the surface of the ground -

Court—The distance from pin to pin i the English and Caledanmn,
rules is eighteen yards, ‘For playground use the distanice is thirty feet for
seniors and twenty, feet for juniors. The latter distances are récommended,
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The pins should be surrounded by an area of stiff clay to a depth of
at least six inches and not less than four feet in diameter.

The pins should be from twelve to eighteen inches in length and from
five-eighths to three-fourths of an inch wide at the top. They should have
a hole punched in the center of the top for measuring. They are driven
in the clay until the mott or head of the pin is level with the surface of
the bed.

Quoits—Official quoits consist of a circular metal ring with a hole
four inches in diameter in the center. The rim is two-and-one-half inches
wide. For senior contest the quoits should not weigh less than three
pounds.

First Pitch—The first pitch is decided by a toss of a coin. Thereafter
the winner of the immediately preceding game has the lead and throws
both of his quoits consecutively.

Pitching Rules—The pitcher is not allowed to step ahead of the pin
in pitching. He may stand astride of the pin providing his feet are back
of the center of the pin. He may stand at any distance back of the pin
and step forward, provided he does not step in front of the pin.

The quoits must be gelivered with the convex surface uppermost, but
a quoit turned in the actof delivering or by being struck by another quoit
counts.

Ringers—A pitched quoit Wthh encircles the pm is a ringer.

Hobbers—A pitched quoit resting on the pin is a hobber.

Scoring—The quoits score as follows:

1. A ringer counts zhree points.

2. A double ringer counts six points.

3. A rmgcn topped by an opponent counts six pomts for the person pitching
the last ringer.

4. A triple ringer scores nine points for the person pitching the last ringer.

5. A ringer topped by two hobbers, both of which touch the pin, counts seven
points for the person pitching the hobbers.

6. A pitcher pitching a ringer and a hobber that is topped with a hobber by
an opponent scores three points for his ringer.

7. A ringer and a hobber count five points.

8. A ringer topped by a hobber pitched by an opponent counts zhree points
for the player pitching the ringer.

9. If a double ringer is topped by a hobber, six points are scored by the per-
son pitching the second ringer.

10. If a ringer is topped by a ringer and then a hobber by an opponent, eight
points are scored by the person pxtchmg the last ringer and hobber.

11. A hobber counts zwo points.

12. A hobber topped by another quoit counts 2o points for the quoit nearest
or resting on the pin.
" 13. In case of two opposing quoits resting on the pin, they are removed and
+the nearest of the remaining two quoits count one point. :
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14. Two hobbers score four points in case both touch the pin.
15. In case neither a ringer or a hobber is made, the nearest quoit to the pin

counts one point.

16. If two quoits pitched by the same player are nearest the pin, two points
are scored, one for each nearest quoit.

17. In case of a tie between two opposing quoits, they are removed and the
remaining two quoits measured and one point scored for the nearest quoit.

18. If three quoits are in contact with the pin, two are considered as tied, and
the remaining quoit scores one point for its owner.

Measuring—All measuring is done by calipers from the center of the
pin to the nearest part of the quoit.

Game—The game consists of twenty-one points. The player or pair
scoring twenty-one points first wins. Matches consist of the best two out of
three games.

Tire Quoits

Playground, Yard, Picnics Late Elementary School to Adults

This is a most interesting type of Quoits using old automobile tires for
quoits. Drive two poles in the ground thirty feet apart—the poles should
be sturdy and extend above the ground eighteen inches.

Two or four players may play; if there are four, they play in teams
of two and one player of each pair stands at each post. Each player at
one end has two tires.

The first player rolls the tire with a single shove attempting to make it
roll to the peg at the other end and fall over it. He then rolls his second
tire, and then his opponent rolls his two.

The scoring is as in Horseshoe Pitching. If a tire actually circles the
stake, it scores three. If no tires circle the post, the nearest tires score
one each as in Horseshoe Pitching. See the detailed statement of scoring
under Horseshoe Pitching.

The two players at the other end then roll the tires back. The player
winning the immediately preceding throws has the privilege of throwing
first in the next round.

A player may not step beyond the peg in rolling his tire, but may stand
as far behind it as he chooses and run as far as he likes provided he does
not go beyond the peg.

Twenty-one points constitute the game.

Quoit Contests in Social Games for Recreation

Rope Quoits. Clothespin Riag Toss.
Chair Quoits. Washer Pitching.

Bottle Quoits. DBisk Quaoits.
: Fruit Jar Ring Quoits. .
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Curling

The game is described in Chap-
ter XXVII, “Winter Activities.”

Shuffleboard

Club, Pavement
Late Elementary School to Adults

Court—The court is laid out
on a floor or pavement. Figure 21
shows the layout. Both ends are
alike and the distance from point
to point is fifteen feet.

Disks and Cues—Eight circular
disks are needed, six inchesin diam-
eter and one inch thick. These
may be purchased or made at a
mill. Four are painted red and
four blue.

The cues are likewide easily’

made. They consist of a five-foot
handle with a head three-and-one-
half inches wide and curved to fit
the disks. The maximum length
must not exceed six feet three
inches.

Players—Teams of one or two
may play. In singles, both play
from the same end of the court and
change when all disks are shot. In
doubles, the two partners play
from opposite ends of the court,
one team using disks of one color
and the other team the other color.

Object—The object is to shove
the disks with the cue so that they
come to rest in the scoring areas at
the opposite ends of the court.

The Play—The first play is
made from the right side of the
court followed by a play from the
other side. The players thus alter-
nate.
winner of thé preceding game
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In doubles play, the two opponents at one end play all eight disks,
and then thg other two play from their end of the court.

The players place their disks in their half of the 1o0-off space and play
the four disks from this area—the penalty for violation is five points off
the score. Players are not allowed to step on or over the first line of the
court—violation results in a penalty of five points off.

If a player’s disk stops in a scoring area, it may be knocked out of the
court or into the “10-off” area by his opponent.

Scoring—A disk scores in the area in which it rests after all eight disks
have been played. Disks resting on a division line do not score. Disks
that stop nearer to the players’ end than the farthest dead line are dead
and removed at once.

The game is fifty points. If both sides have fifty or more points the
side having the most points wins. In case of a tie, the eighth disk is shot
twice from each end and the side having the highest score wins.

Kick Shuffle

Home, Club Late Elementary and Junior High Schools
Draw the court dlustrated in Figure 22 on the sidewalk, pavement, or
floor. Establish a kicking line fifteen feet distant. Three wooden disks are
needed, four inches in diameter and
T two inches thick. Square blocks of
3 wood four inches square and two
! inches thick may be used instead of

|

disks, and are easier to make. For in-

— — formal play, children use any block
g 10 5 |™ of wood not exceeding four inches,

l The first player stands on one foot

on the kicking line and kicks a disk

’ I with the other foot, attempting to put
|

3 it in one of the spaces in the court.

He then kicks the other two disks.

h— 3 —_—— The player is credited with the total
Ficure 22. of the points allowed for the spaces in

which his disks rest. Disks on a
line score the lower space number; those touching an outude line score
nothing,

The players take turns kicking three disks each turn. The one wins
who scores ﬁfty points first. o
-

C Tce Shuffiebosid o
‘This game is Mmbcd in Chapter XXVII, “mecr Acmiuzs. e



CONTESTS RESEMBLING GAMES 139

Shuffleboard Contests in Social Games for Recreation

Shanty Shuffleboard. Parlor Shuffieboard.
Target Shuffleboard.

Croquet .

Playground, Lawns . Elementary School to Adults

Court—The court may be of any size depending on the space avail-
able. It should be level with the grass mowed short. Two wooden stakes
are located, one at each end of the court; they are one-and-one-quarter
inches in diameter and extend above the ground one-and-one-half inches.
The position of the wickets is shown in the following diagram, O represent-
ing a stake and X a wicket:

X X
0 XX X XX o
X X

Occasionally two wickggs are placed in the center instead of one.

The wickets should extend above the ground ten inches but the width
is optional. For beginners they should spread not less than five inches, but
may be narrowed for expert play. If the arches are too narrow for the
skill of the players, interest will be destroyed.

Balls and Mallets—Wooden or hard rubber balls, three-and-three-eighths
inches in diameter, are used. 'These are color=d red, white, blue, and black.

Mallets may be of any size and style, and may be changed as often as
desired in the course of the play. "

The Play—The object is to drive the ball by hitting it with the face
of the mallet through the series of arches, following the specified course.
The stake at which the play starts is called the home stake. The ball is
placed in front of the home stake, and hit through the first two arches,
to the right-wing arch, to the center arch, to the lower right-wing arch, to
the two lower center arches, and to the lower stake. The ball is then played
back to the home stake by hitting it through the lower center arches, to the
lower left-wing arch, to the center arch, to the upper left-wing arch, to the
upper center arches, and to the home stake.

Each player making an arch or stake may have a trial at the next one in
order, and continues until he misses. Instead of making an arch, a player
may, with any stroke, hit the ball of a partner or an opponent, and then
may lay his ball beside the one that was hit and strike it so as to move
the other ball as well as his own; a partncr s ball thus may be sent forward
to a better position and an opponent’s ball is driven to a place from which
it will be more difficult or impossible to make an arch. - The player or team
firat to finish a round of the arches and stakes is the winner, - .
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Roque.—Roque is a game similar to croquet, but is played on a more
accurate coutse and with more specific rules. These rules may be found
in Lawn Sports, a handbook of the Spalding Athletic Library.

Modern Croquet.—Modern croquet is a much more accurate game
than ordinary croquet and played according to different rules. These rules
may be found in Lawn Games, a handbook in Spalding’s Athletic Library.

Disk Croquet

This indoor form of Croquet is described in Social Games for Recreation,
Chapter IX, “Small Equipment Games for Club Room and Home.’

Marbles °
(Ringer)
Playground, Home Elementary and Junior High Schools

Of the various types of Marble play, Ringer is the best known, most
standardized, and most commonly used contest for tournament play. It is
played in a ring ten feet in diameter, with thirteen marbles arranged in
the center on a cross, the object being to shoot these marbles out of the
ring, the player shooting out the largest number being the winner.

Ring—-On a smooth level area of hard clay, or other suitable substance,
inscribe a ring ten feet in diameter, inside measurement. The outline of
the ring should be approxnmatcly one-half inch wide and one-half inch deep.

With the center of the ring as a point of intersection, mark or paint
two lines at right angles to each other to form a cross on which to place
the playing marbles. Place one marble at the center and three each on
the four branches of the cross, each marble three inches away from the
next one.

Establish a lag line by drawing a straight line tangent to the ring and
touching it at one point. Directly across the ring and parallel to the
lag line, draw another straight line tangent to the ring to serve as the
pitch line.

Marbles—The marbles must be round, made of glass, and of uniform
size measuring not more than five-eighths of an inch in diameter.

The shooters may be made of any substance except metal, must be
round and not less than one-half inch nor more than three-fourths inch
in diameter by exact measurement.

Players—From two to six players may play in a game, except in
championship matches when two only play.

® These rules follow those adopted by the recreation executives of New Jersey

and Pennsylvania as quoted by National Recreation Assocxaum, 88 Successful

Play Activities, pp. 37 to 43. Copynght 1933. By permission of Nstmml Rec-
' reation Association, publishers, y
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Tournament play is open to boys and girls fourteen years of age and
under.

The Lag—Before the game the players lag to determine the order of
shooting. To lag, they stand toeing the pitch line or knuckling down upon
it, and toss or shoot their shooters to the lag line across the ring. The
player whose shooter comes nearest the lag line, on either side, wins the lag
and the privilege of shooting first. The others follow in order accordingly
as their shooters were next nearest the lag line. The same shooter that
is used in the lag must be used in the game following the lag. Starting
succeeding games, the winner of previous games shoots first but the other
players lag for order.

Playing Rules—FEach player in turn knuckles down just outside the ring
line, at any point he chooses, and shoots into the ring to knock one or more
marbles out of the ring. A player must knuckle down on all shots so
that at least one knuckle is in contact with the ground, and he must main-
tain this position until the shooter has left his hand.

Marbles knocked out of the ring are credited to the player knocking
them out and the player continues to shoot from the spot where his shooter
comes to rest. If a shoote®goes outside of the ring, after shooting a marble
out, the player recovers if and continues by shooting from the ring line,
taking “roundsters” if desired, that is, shooting from any point around the
ring.

After a miss, a player picks up his shooter and holds it until his next
turn and then takes roundsters and shoots from any point of the ring
line.

Whenever a marble or shooter comes to rest in the groove marking the
ring, it is considered out of the ring. If its center is inside the ring it is
considered inside the ring.

If a shooter slips from a player’s hand and the player calls “slips,”
the referee may order “no play” and permit the player to shoot again,
provided the shooter does not travel more than ten inches and the referee
is convinced it was an actual slip.

Marbles knocked out of the ring are picked up by the player who
knocks them out.

Scoring—The player first obtaining seven marbles is the winner of the
game, providing that on obtaining the seventh marble the shooter also goes
out of the ring. If the shooter remains in the ring on this shot, the
marble or marbles knocked out on this shot are respotted on the cross
line, the shooter picked up, and the shot counted as a miss.

A match may consist of one, three, or five games. It is not the total
high score, but the games won that determine the winner.

Ties—In games where more than two playcrs are engagcd, if two
or more players lead with the same score, those in the tie phy a new
game to break the tie, :
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Fouls and Penalties—It is a foul if a player

1. Raises lis hand before the shooter has left his hand.

2. Moves his hand forward before the shooter has left his hand.

3. Smooths or otherwise rearranges the ground or removes any obstacles. He
may request the referce to clear obstructions. Penalty: the player loses his shot.

4. Changes shooter during the course of any game. Penalty: disqualification.

.5. Communicates in any way with his coach during the course of the game.
Penalty: forfeiture of all marbles he has knocked out of the ring, said marbles
being respotted on the cross.

6. Walks through the ring. Penalty: forfeiture of one marble, which is
respotted.

Officials—The officials shall be a referee and a scorer; if a scorer is
not available the referee shall keep score.

Bridgeboard *°

Playground, Club, Home Elementary and Junior High Schools

The object is to roll marbles through arches in a board. To make the
board, secure a hardwood board eight inches wide, three feet long, and one
inch thick, With a two-inch duger, bore nine holes down the center of
the board, an inch and a half apart. Then saw the board in two on a
line with the center of the holes. This will make two bridgeboards. From
the left, number the arches 1, 3, 5, %, and 9, and from the right, number
them 2, 4, 6, and 8. The highest numbers are thus’in the center.

When the bridgeboard is placed on the floor or ground, nine arches
are available through which the marbles may be rolled. Each marble scores
the number of the arch through which it passes. The players roll in turn,
and fifty points is the game.

Variation.--Make the holes larger and roll tennis balls.

10 The idea for this event was taken from the University of Michigan, Staff of
Physical Ecucation for Women, Physical Education Activities for High School
Girls, p. 72. Copyright, 1928. By permission of Lea and Febiger, publishers.
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CHAPTER X
MASS CONTESTS

ONTESTS between individuals tend to draw into competition those
of better-than-average ability, rather than the rank and file of players.
Contests between groups, on the other hand, have the advantage of arous-
ing keen interest among players of less ability as well as the better few.
Contests between groups fall under three headings: (1) mass contests;
(2) individual competition with points scored for team; (3) relay races.
Mass contests are considered in this chapter, and the other types in the
following chapters.
In mass contests, each team takes part as a whole, with all members
competing at the same time.

f Tug-of-War

Playground, Gymnasium, Picnics Junior High School to Adults

There are several methods of conducting the time-honored and ever-
popular tug-of-war. From the following methods, the one should be se-
lected which best suits the age of the players and the nature of the occasion.

Tug-of-War—Distance Method.—A long rope is stretched out on
a level surface; the members of one team grasp one end, those of the other
team the other end. A handkerchief is tied around the rope to mark its
middle, and two lines are marked on the ground four yards apart and at
right angles to the rope. The rope is stretched so as to bring the hand-
kerchief midway between the two lines. At the signal, the teams pull.
The team wins which pulls the handkerchief past the line first.

Tug-of-War—Time Method.—This event is conducted like the
above except that a single line is drawn under the handkerchief marking
the middle of the rope, and the teams pull for thirty seconds. The team
wins which has pulled the handkerchief on its side of the line at the end
of the period.

Rush Tug-of-War.—Stretch the rope on the ground, tie a handker-
chief on it to mark the middle, and mark two finish lines on the ground
at right angles to the rope, each ten feet from the handkerchief. Establish
a starting line fifty feet from each end of the rope. The teams line up
behind the starting lines and at the signal, rush for the rope and start
gru-lling.' The team wins which pulls the handkerchief across its finish line

st. . L ’ . D
o 145
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Mounted Tug-of-War.—Arrange the rope as in the Tug-of-War—
Distance Method. The players of each team pair up as horses and riders.
The riders mount the horses, wrapping their legs around the horses’ backs.
The riders hold the rope, and at the signal the teams pull.  Any rider falling
must let go of the rope until he is mounted again.

The contest may be conducted by ecither the distance or time method

described above.

Circle Tug-of-War.—The players form in a circle holding a rope,
the ends of which have been tied together. A line is drawn across the
circle—all on one side of it compose one team, and those on the other side
the other team. At the signal the teams pull, and the one pulling the other
over the line first wins.

Touch
(Touch Iron)

Playground, Gymnasium, Club  Late Elementary to Senior High School

This excellent contest is unsurpassed in recreational value and is played
enthusiastically by all ages. It can be played any place, however large or
small the space may be.

Divide the group into two teams and line them up facing each other
about six feet apart. The leader, standing at one end, calls the name of
some object near at hand, and instantly all players run to that object, touch
it, and return to their posxtions in line. The team with all its members
in line and at attention first wins.

Such objects as the following may be called: wood, metal, paint, plastcr,
glass, radiator, door, grass, stone, tree, and so forth. The leader may keep
a ball near him and occasionally kick it and call “Ball” or “Leather.” Often
the leader calls “Me” and runs.

Players are not permitted to touch any object or article of clothing on
their own person or on the person of any other player unless such an article
be specifically named. That is, if “Metal” were called the players would
not be permitted to touch their own belt buckles or jackknives, or those
which any other player carried on his person. The only condition under

which such an article may be touched is when the leader gives an ordcr
such as “Touch Bill Jones’ new shoes.”

File Race
Playground, Gymnasium, Club  Late Elementary to Semior High School
Divide the group into teams of from six to twelve players. Line the
teams up in file formation behind a common starting”line. [Establish a
turning line forty to sixty feet distant. At the signal all the players of each -
team, kecping their original positions, run to the turning line, where the
file swings around and returns to the starting line, The players are fot
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permitted to pass those in front of them and must keep in file. The team
finishing first wins.
Chinaman’s Race

Playground, Gymnasium, Club  Late Elementary to Senior High School

Arrange the teams in parallel files. Have each player reach back be-
tween his legs with his right hand and grasp the left hand of the player
immediately in back of him.

At the signal the teams, thus joined together, race to the turning line,
swing around, and racc back to the starting line. The team finishing first
with the file unbroken, wins.

Quartet Race

Playground, Gymnasium Late Elementary to Senior High School

Each team consists of four players. The teams line up behind the
starting line with all the players of each team standing abreast facing the
line and with hands joined. At the signal they race to the finish line. Any
team failing to keep ha»n;ls clasped throughout is eliminated. Distances
of 50 to 100 yards may be used.

This race may also be conducted by having the players link arms instead
of holding hands.

Variation.—Give each team a stick six or eight feet long. They hold
the stick in front of their chests with both hands on it.

Backward Line-Race

Playground, Gymnasium, Club  Late Elementary to Senior High School

Three players constitute a team. The two end players on each team
have their backs to the starting line and the middle player faces the starting
line. They lock elbows, and at the signal run to the finish line, with the
center player steering. The first team finishing intact wins.

Rodeo Race

Playground, Gymnasium, Club Elementary and Junior High Schools
The players compete in threes. Number 1 stands on the starting line.
Number 2 stands behind him, bends down and grasps him around the waist.
At the signal, Number 3 jumps on Number 2’s back and the three race to
the finish line. :
C Centipede Race ©
Playground, Gymnasium Late Elementary to Semior High School
. Divide the group into teams of eight or ten players ¢ach., The.members
of sach team line up in file, one behind the other, with the leader standing
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just behind the starting line. Each player locks his arms around the waist
of the playertin front of him. At the signal the teams run in this locked
file formation to the finish line. If any player loses his hold his team is
disqualified. Much sport is added if the teams are caused to cross a turning
line, swing around and return to the starting line for the finish.

Variation.—Same as the above except that the players clasp the belts
or hips of the player in front.

Centipede Overtake Race.—Arrange a circular course by setting a
number of jumping standards or chairs in a circle around which the teams
run. The circle should not be more than forty feet in diameter. Divide
the group into two teams and arrange each team as in the Centipede Race,
stationed 'on opposite sides of the circle. At the signal they run, attempting
to catch the other team so that the first player may tag the last player
of team in front. If the line breaks the team must stop at once and rejoin
its parts. The team wins which tags the other.

Rail-Riding Race

Playground, Gymnasium Late Elementary to Senior High School

Divide the group into teams of eight. A ten-foot pole, preferably bam-
boo, is needed for each team. The players straddle the pole, all facing
front, and grasping the pole with the hands. Throughout the race, the
front man must keep at least one hand on the end of the pole in front
of him, and the rear man must keep one hand on the end of the pole
behind him. At the signal, the teams run while straddling the poles.

Much sport is added if the teams are caused to cross a turning line,
swing around, and return to the starting line for the finish.

Crew Race.—This contest is on the order of Rail-Riding Race. ‘The
players straddle the pole all facing backward except the last player who
faces forward. The last player acts as coxswain and steers and gives direc-
tions to the crew. The “boat” moves as formed to the finish line, swings
around and moves back to the starting line for the finish.

The end players at each end of the pole must keep one hand on the
pole behind them throughout the race.

Caterpillar Race
Playground, Gymnasium Junior and Semior High Schools
Arrange the players of each team in file, one behind the other, facing
the starting line, Establish a turning line twenty-five td forty feet distant.
Each player bends down and grasps the ankles of the man in front; the
front man places his hands on the floor. At the signal the lines move for-
ward to the turning line, swing around, and return to the starting line,



MASS CONTESTS 149

BT U T L H BT T MR m

The front man must walk on hands and feet throughout. The team wins
that finishes first with the entire team intact as at the start.

Chain Crab-Race

Playground, Gymnasium, Clubs ~ Junior and Senior High Schools

Divide the group into two teams and arrange the players of each team
in file formation, facing the starting line. Establish a turning line thirty
to forty feet distant. Have the players sit on the floor with feet pulled
well up against the thighs. Each player leans back and grasps the ankles
of the man behind him. At the signal they raise their buttocks from the
floor and the line moves forward toward the turning line. They cross the
turning line, swing around, and move back across the starting line. The
team wins which completely crosses the starting line first with the team
intact as at the start.

Reverse Chain Crab-Race.—The teams face in the opposite direc-
tion and race backward.

Combined Chain C®ab-Race.—This race combines the two races
described above. The two'teams move to the turning line as in the Chain
Crab-Race, and without turning around, return as in the Reverse Chain
Crab-Race.

Under the Arch

Playground, Gymnasium, Club Elementary and Junior High Schools

Divide the group into two or more teams and arrange them in parallel
files about six feet apart. Number the players of each team from the front
back. The leader calls two consecutive numbers, for example, “Four and
Five.” Immediately Numbers 4 and 5 of each team turn sideways facing
each other and form an arch by joining their hands overhead. The players
behind them run in file under the arch, and swing around outside the arch
and back into position again; at the same time the players in front of the
arch run to the rear, join onto the end of the file, follow it through the
arch, and take their original positions. When all are through the arch the
players forming the arch fall in their original position in the line. The
team with all players in position and at attention first wins,

The leader should call the numbers at random, thus keeping the players
in suspense.

Roman Chariot-Race

Playground, Gymnasium Late Elementary and Junior High Schooli

Divide the players into groups of three. Two are designated as horses
and join hands while the third acts as driver. With reins of cord the
driver drives his horses to the turning line and back to the starting line,
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The team 'that finishes first wins. The turning line should be from 50
to 100 yards distant.

When used on play days, the reins may be of colored streamers and
the driver may wear a colored head band with streamers flowing behind.

Blind-Man’s Race

Playground, Gymnasium Late Elementary to Senior High School

The contestants compete in 1 threes. Two are blindfolded, stand side by
side, and hold inside hands. The third who is not blindfolded stands be-
hind them and holds their outside hands. An upright such as a jumping
standard is placed twenty yards in front of each team. On the signal they
run forward with the back man guiding by pulling on their hands and
shouting commands. Reaching the post they circle it and race back to
the starting line. ‘

Keep-1t-Up

Playground, Gymnasium Late Elementary School

Divide the group into two teams and have each scatter over separate.
sections of the playing space. Give each team a volleyball. At the signal
the players of each team volley the ball among themselves attempting to
complete as many volleys as possible. Each time the ball is volleyed the
players count “One” for the first volley, “Two” for the second, and so on.

When the ball touches the floor or wall, or is caught by a player, it
is dead and the team is credited with the number of volleys it completed.
The team completing the most volleys scores one point. The next game
is then started. The team wins that scores eleven points first.

Another method of conducting the contest is to count consecutive vol-
leys until one team reaches one hundred. This team is the winner.

When inexperienced players are playmg, it is well to allow a playcr
to volley the ball more than once in succession. Later the rule should be
made that a player cannot touch the ball until it has been touched by
another.

Line Keep-It-Up.—Arrange each team in a line, The ball is volleyed
down the line and back until it is declared dead.

Double-line Keep-It-Up.—Arrange each team in two lines facing
cach other, the two halves being a' few feet apart. The ball is volleyed
in zig-zag fashion; the first playcr of one line volleys it to the first player
of the other line, who volleys it to the second playcr of the first lme,
and so forth. PO

Circle Keep-It-Up.—Arrange each seam in 2 cmcle The ball is
volleyed from player to player around the cxrck. Vm’mom—The ball is
volleyed at random across the circle. = : !
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Skin the Snal;e

Playground, Gymnasium Junior and Senior High Schoois

Divide the players into two teams of any number and place them in
parallel files. Have the players stand at stride with feet well apart. Each
player reaches between his legs with his right hand and with it grasps
the left hand of the player behind him. At the signal the line moves
backward, the rear player lying on his back, still holding the hand of
the player in front. Each player lies down as his turn comes. Players
lying on the floor should keep their legs close to the body of the player
in front. When the entire file is on the floor, the rear man rises, moves
forward, and the others in turn do likewise. The team wins which first
has all of its players on their feet with all hands still clasped.

MASS CONTESTS IN OTHER CHAPTERS
Water Tug-of-War. Water Touch.

MASS CONTESTS Iz\l SOCIAL GAMES FOR RECREATION
Signalling Touch. *  Signalling Execute. Form A.



CHAPTER XI

INDIVIDUAL (OMPETITION WITH POINTS
SCORED FOR TEAM

I[N the group contests considered in this chapter, all members of the
team do not compete at the same time as in mass contests, but rather
they compete singly, each individual meeting in competition one repre-
sentative of the opposing team. When the team member wins in his
competition, he scores points for his team.

The usual plan is to number the individuals and call out the numbers
at random, thus bringing individual competitors from opposing teams to-
gether; or the players may line up and compete when their turn comes.
When the individual wins, one point is scored for the team.

In some types, each team selects a number of individual contestants to
represent it in each event. Each team is credited with the points won by
the contestants—five for first place, four for second, three for third, two
for fourth, and one for fifth. Sometimes only three places are selected,
scoring five, three, and one.

Attention

Playground, Gymnasium Late Elementary to Senior High School

This delightful contest is best played by two teams of from eight to
twelve players each. If there are more players two contests should be
started.

Line up the two teams eight feet apart, each in single rank and facing
the other. Have the players of each team number off so that the holders
of each number stand opposite each other (Figure 23). The leader stands
between the lines at one end. Use the end walls of the gymnasium as
turning lines or if outdoors, establish a line at each end, twenty feet from
the players.

The leader calls a number, fo. instance “Three.” The two players hold-
ing this number run to one end wall or line, then to the other end wall
or line, and then back to their positions in the lines. ‘The player who
comes to attention in his posmon first scores one pomt,for his team. The
team that scores eleven points first wins.

The leader should call the numbers at ¥andom to keep all the players
alert. 'The captams keep theu‘ own tearit’s score and call it out loud after
each fun, _

. 3 s%
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Plus-and-Minus Attention.—This is a most fascinating variation
of Attention, calling for computing numbers as well as running. Arrange
the teams as in Attention.

Designate one team as “plus” and the other team as “minus.” The
leader calls two numbers, such as “Six and three.” The two players desig-

Ficure 23.

nated run as in Attention. The players to run in this case will be Number
9 of the plus team (6+3) and Number 3 of the minus team (6—3).

Circle Attention.—This is an adaptation of Attention usable when
there is not enough space for the line form. Arrange the players in a circle.
Divide the circle in half making two teams. Number the players on each
team consecutively so that opposing players with the same numbers stand
directly opposite each other. The leader calls a number and the two
players holding this number run around the outside of the circle to the
right and back to their positions again. The player coming to attention
first scores one point for his team. The team scoring eleven points wins.

Like Numbers Touch

Playground, Gymnasium, Club  Late Elementary #o Senior High School
This is a combination of Touch and Attention. Divide the group into
two teams and line them up in ranks facing each other, about eight feet
apart. Number the players of each team so that the opponents holding
the same number are opposite each other. The leader calls the object to be
touched and a number—for instance, “Touch door—Three.” Whereupon
the two players holding this number run, touch the door, and return to
position. ‘The player first coming to attention in his’ position scores one
point for his team. The team scoring eleven first wins. ‘
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The numbers should be called at random so that all will be kept alert.
Name suth objects as the following: plaster, metal, paint, glass, the end
wall, stone, tree, ball (kick the ball so that they must chase it), Bill Jones
(he runs).

Spoke Race

Playground, Gymnasium, Club  Late Elementary to Senior High School

The spoke formation is excellent when space is too limited for straight
away races, as is often the case in club rooms.

Divide the players into teams of from five to eight, and arrange the
teams as in the spokes of a wheel (Figure 27, page 164). At the signal
the first player of each team runs around the circle to the right. The one
reaching his original position first scores one point for his team. The play-
ers who ran then go to the hub end of the spoke and the signal is given
for the next runners.

Grab Ball

Playground, Gymnasium, Club  Late Elementary and Junior High Schools-

This contest is suitable when numbers are small. Divide the group into
two or three teams of from four to six players each. Line the teams up
in a single rank with all the players facing a common starting line. Leave
a little space between the teams. Number the players of each team. About
twenty feet out mark a line parallel to the starting line, and on it scatter
balls, stones, or sticks numbering one less than the number of teams. If
there are three teams use two balls; with two teams use one.

The leader calls a number, for instance, “Two.” The Number Two’s
dash forward and try to secure a ball. The player failing scores one point
against his team. The team wins which has the lowest scores when the
play ceases.

Change the Club

Playground, Gymnasium, Club  Late Elementary to Senior High School

This interesting contest is on the order of Snatch-Ball. Mark two lines
on the floor parallel to each other and about forty feet apart; mark three
circles midway between them, two feet in diameter, one in the center and
the other two at the ends, as in Figure 24. The center circle is common
to both teams but the end circles belong one to each team. In the center
circle place two balls, handkerchiefs, sticks, or Indian clubs,

Divide the group into two teams and place the players of each team
behind one of the lines and facing it. Number the players of each team
from opposite ends of the line so that the two plajers holding the same
number stand diagonally opposite each ‘ather. (See diagram.

. The leader calls a aumber, for instance “Two." - Mﬁumbuzddmg
,cotheoenm circle, picks up aclub (or wiumobmtuthm),ylm;
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it in his team’s end circle, and returns to his position. The player coming
to attention first scores one point for his team. The team scoring eleven
points first wins. When the next number is called, the runners transfer
the clubs from the end circles back to the center. A

Call the numbers at random so, that all are kept in a constant state of
expectancy. Announce the score frequenty.
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FiGure 24.

Variation.—Seat the players on the ground. The player wins, who,
after running, seats himself in position first.

Variation.—Seat the players on the floor. When a number is called,
the holders of that number crawl on hands and knees, transfer the club,
and crawl back to position. The one seating himself first wins.

Team Catch-the-Cane

Playground, Gymnasium, Club  Late Elementary and Junior High Schools

This game is on the order of Circle Snatch-Ball. Arrange the players
in a circle not more than fifteen feet in diameter, facing in. Divide the
circle into two tecams and number the players so that the players of the
two teams holding the same numbers are directly across the circle from
each other. The leader holds a threefoot stick or baseball bat vertically
on the floor in the center by steadying it with his finger. He calls one of
the numbers, and the players holding that number dash for the stick
and attempt to catch it before it falls to the floor and snatch it away so
that the opponent cannot grasp it. A player securing possession of the
stick scores one point for his team. If both fail to secure it before it
touches the floor, or. if both catch it sithultaneously, no points are scored.
‘The numbers should be called at random to keep up a lugh state of €Xe.
gectancy, . The team scoring ten points fitst wins, -
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Team Spin-the-Platter.—Same as the above except that a kettle
cover is $pun on the floor instead of using the stick.

Team Catch-the-Balloon.—Same as the above except that the leader
drops a toy balloon as he calls the number instead of holding the stick.
The: player wins who secures the balloon first provided he gets it before
it touches the floor.

Catch Ball.—The circle is arranged as in Team Catch-the-Cane. The
leader tosses a softball in the air and calls a number. The two players
holding the number jump up and attempt to catch the ball. If one suc-
ceeds, he scores a point for his side. If neither catches it, there is no
scoring. Players may contact each other in playing the ball provided they
make a conscientious effort to catch the ball rather than to prevent the
opponent from catching it. The ball must be thrown by the leader high
enough to give the players time to get on their feet, and must land in the
circle or the throw is void. The team scoring ten points first wins.

Faba Gaba
Playground, Playroom Elementary School
This is a team form of throwing beanbags. Arrange the two teams in
files and place a beanbag board ten feet or farther in front of each. The
first players of each team throw three beanbags at the board, and then
the next player throws, and so on. The holes count three, two, and one
points and the team wins that scores fifty points first. -

Serve and Sit

Gymnasium, Playground Late Elementary to Senior High School

This is a contest designed to develop ability in serving a volleyball.
A volleyball court and ball are used. Divide the players into two teams and
line up each team behind the serving line.

The first player of one team serves the ball into the opposing court. It
the serve is good he sits down and the first player of the opposing team
serves. If the serve is not good the player goes to the other end of the
line to await his next turn and the next player of the opposing side serves.

The team wins that has all its players seated first.

Baseball Overtake Contest

Baseball Diamond Later Elementary to Senior High School

- All positions of the infield are occupied except shortstop. The pitcher
holds a softball. The runner stands on.home base and at the signal runs
the circuit of the bases. At the same time, the pitcher throws the ball to
the catcher on.home base and from there the ball is-thrown around the
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circuit of the bases. One point is scored for each base the runner reaches
ahead of the ball.

After all the running team have run, the teams change positions.

Variation.—Same as the above except that all fielding positions are
occupied, and the runner throws the ball into the diamond before running.
If it is fielded in the infield, it is thrown to home base and then around the
circuit of the bases. If it is fielded in the outfield, it is thrown to first base
and then around the circuit.

Basketball Toss-Up

Playground, Gymnasium Late Elementary to Senior High School

Arrange the players on the teams according to height and line up the
two teams facing the center circle of the basketball court. The first player
of each team enters the circle and the leader tosses up the ball between
them. They jump and try to hit the ball. The one succeeding scores one
point for his team. Then the next two compete. The team wins that hat
the highest score when ali have jumped.

*
Basketball Twenty-one—Team Form

Playground, Gymnasium Junior High School to College

Two basketball goals are needed. Divide the group into two teams and
line each up behind the free-throw line in front of its basket. Give the
first player of each team a basketball. Appoint a scorer for each team.

At the signal, the first player of each team throws for the basket, and
whether he makes it or not, immediately runs to the rear of the line.
The second player secures the ball and throws from the point where he
secures it, then the third player, and so on. No bouncing or dribbling is
permitted. Each time a goal is made one point is scored and the scorer
calls the score out loud. When all have thrown, the first player throws
again. The team making twenty-one baskets first wins.

Variation.—Any of the individual forms of Basketball Twenty-one
(Chapter IV) may be used on a team basis by having the players of the
two teams alternate in throwing.

Arch Goal-Ball

Playground, Gymnasium Junior and Senior High Schools

Divide the players into two teams and line one up behind each frée-
throw line facmg the basket. A waste-paper basket may be used if a
basketball goal is not available. Give the last phycr of each team a
basketball. . .o
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At the signal the ball is passed forward over the heads of the players
until it rqaches the front player, who throws for the goal. Whether he
makes it or not, the first player gets the ball, runs to the rear of the line,
and starts the play again. Each goal made scores one point. Play for a
period of three or five minutes and the team wins that has the highest
score.

Variation.—Use any of the methods of passing described in the chap-
ter on “Object-Passing Relays.”

Variation.—Have each thrower continue to throw until he makes the

goal.
Football Target Punt

Football Field Junior High School to College

For this group contest, establish two targets by marking out areas
ten yards square, touching the side lines and between the thirty-five and
twenty-five yard lines, diagonally opposite each other. The two teams line
up behind the thirty-five yard lines. The teams are thus thirty yards apart.

The players of each team take turns in punting the ball, trying to cause
it to fall into the opposite target. Three points are scored by each ball that
falls into the target on the fly, and one by each ball that rolls into the
target. No blocking of the kicks by opponents is permitted.

Football Snatch-Ball

Playground, Gymnasium " Late Elementary to Senior High School

Mark two parallel lines on the ground four feet apart. Divide the play-
ers into two teams and stand them behind the lines facing each other. A
player stands at each end to act as snapper-back, One snapper-back passes
the football back between his legs so that the ball goes down the lane
between the lines. Without stepping over the lines, the players of both
teams reach out and attempt to catch the ball. The: player that catches
it scores one point for his team. If it is fumbled by one player and .is
caught by another before it touches the ground, it counts. If a player steps
over the line in catching the ball, it does not count. The ball is then
snapped from the other end of the line.

Archery and Riflery Team Competition

~ The team events in Archery and Riflery would normally fall within the.
classification of this chapter, in that the individual members of the team
compete and score points for the team. For the convenience of the reader
and recreational leader who may use Lh&:bbok, however, it was thought
advisable to group all the Archery material together, and.all the Riflery
 events together, The team events in these sports will therefore be found
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with the individual events, the Archery on page 2, and the Riflery on
page 79. .
Bowling Team Events

Team competition in Bowling is described in the section dealing with
the Bowling events between individuals. See page 109.

Golf Team Events

For the convenience of the reader, all Golf events are grouped together.
The team events will be found with the Golf events between individuals,
on page 126.

CONTESTS IN SOCIAL GAMES FOR RECREATION BASED ON
INDIVIDUAL COMPETITION WITH POINTS SCORED

FOR TEAM
Nature Symbolism Race. Card Compass Race.
Nature Old-Sayings Race. Old-Sayings Race.
Signalling Attention. Afhnities Race.

Arithmetic Attemion.: Auditory Scouting for Words. -



CHAPTER XII
METHODS OF CONDUCTING RELAYS

I[N THE relay races all players of a team compete in turn, each starting
as the preceding player finishes.

TRACK RELAYS

The standard relay races used in track meets are the half-mile, mile,
two-mile, and four-mile distances. Occasionally a quarter-mile and medley
relay are used.

Relay teams usually consist of four runners, no one of whom may run
more than one relay. Only those contestants may compete in the final
heat who competed in the trials.

Each runner carries in his hand a baton which he passes to the team
mate succeeding him, within a twenty yard zone marked by lines drawn
ten yards on each side of the exchange line. Within this twenty yard zone
the baton must be handed, not thrown—failure to pass it disqualifies the
team.

The teams draw for their positions at the starting line and the batons
must be exchanged in these same positions. However, in the mile, two-
mile, four-mile, and medley relays, the starting lanes of the contestants
are reversed from inside to outside at each exchange of the baton. That is,
if there are seven lanes the team starting in lane 1 exchanges the baton
in lane 7 the next time, and the time following in lane 1 again. Theteam
starting in the middle lane exchanges in the same lane throughout.

SUGGESTIONS ON CONDUCTING MINOR RELAYS

When a group meets regularly, as in a gymnasium class, playground
group, or club, it is desirable to have permanent relay teams which are
comparatively equal in ability. The time-consuming process of organizing
teams each period is thus eliminated. The organization is still further
simplified by the use of a permanent starting line each time. The teams
can then be given a permanent position on the line, and all that is needed
is to announce relays and the teams can organize themselves in their regular
positions on the line. This is speeded up grcatly by“making a contest out
of lmmg up for the relays and awarding points to the teams getting in
position first, these points to be added to thc total points madc by the
tcains in the rdays wluch follow. -

‘ . 160
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Forming Teams—There are four common methods of breaking a group
into relay feams:

1. Have the captains choose teams. This is usually unsatisfactory
because it consumes too much time. Furthermore, there is the possi-
bility of an undesirable effect upon the personalities of those who are
always left until last when teams are chosen.

2. Line the group up in one rank, according to height, with the largest
players at the right end. Have the players count off by four’s if four
teams are wanted, or by the number of teams desired. On command, have
the Number 1’s stay in place, the Number 2’s take two steps forward,
the Number 3’s four steps, and the Number 4’s six steps, and so on. Close
the ranks and march them to the starting line. Such formal methods of
marching usually detract from the spirit of play and as a rule should be
avoided.

3. Line up the players, count off and march them forward as before.
Instead of marching them to the starting line, appoint a captain for each
team and instruct him to take his team informally to the starting line
and line them up in file.

4. Line up the playe® in rank. Select as many captains as there are
to be teams and station tem on the starting line. Have the players count
off by the number of teams desired, that is, if three teams are desired have
them count off by three’s. Tell the Number r’s to run and line up behind
the first captain, the 2’s behind the second captain, and so on.

Uneven Teams—When some teams are short a player it is not wise
to cause players from the other teams to sit out in order to even up the
teams. Have one player on the short teams run twice. In the passing
relays this is impossible of course, and it may be necessary here to ask
players from other teams to drop out. These players should be asked to
assist in the officiating. After each relay have them join their teams again
and have other players fall out.

Starting and Turning Lines—Establish a common starting line for all
the teams. From forty to sixty feet distant establish another line parallel
to it. ‘'This is the turning line. Indoors, a wall is to be preferred as the
turning line in most relays, the runners merely touching the wall and
running back to the starting line. It is usually desirable to establish a
permanent starting line at the desired distance away from a wall, and then
to mark a permanent turning line six feet out from the wall for use in
those relays in which a wall is not usable.

Starting Succeeding Runners—When succeeding runners are merely
touched off there is a tendency to steal at the transfer. Consequently it is
recommended that an object be passed by the runner to the succeeding
player, This may be a handkerchicf, stick, or stone. Groups meeting
regularly will want regular objects to use for this purpose. The official
baton. of the track relays may be used, and the practice in handling it is a
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good. preparation for track, but in recreational relays with all types of
players participating, the baton is so small that it is easily dropped at the
transfer, and consequently slows up the running. It will be found that
three-foot wands made from broomsticks will not only be excellent con-
venient objects to pass but will find many other uses in relays.

A method which may be used at times to prevent stealing at the transfer
is to have the runner run to the rear of the line, and hand the stick to the
last player; it is then passed up to the front player who runs when he gets it.

Another method excellent from thc standpoint of preventing stealing
at the transfer follows: Place the starting line about fifteen feet out from
a wall and arrange the teams in parallel files behind it and facing it
The teams thus stand between the starting line and the back wall. At
the signal player Number 1 of each team runs to the turning line and
back, touches the wall behind his team, then runs up and gives the stick
or handkerchief to Number 2, who repeats. Instead of crossing the starting
line too soon, the tendency is for Number 2 to run back to meet Number 1.
In case no wall is available, a line'may be marked a few feet behind the
teams.

Still another method which accomplishes the same end is as follows:
Player Number 1, as he returns from the turning line, runs past his team
to the right, goes around the end of his team and comes up the other side,
and gives the stick to Number 2. Number 1 then takes his original place.
Number 2 runs to the turning line and back, goes around the end-of his
team and comes up the left side, giving the stick to Number 3, and so on.
This method is frequently used by having the last player run first, which
makes a particularly effective method of running events of the type of the
Somersault Relay, and the Crawl-Under Relay, described later.

Marking the Last Runner—It is a great help in picking winners to
mark the last runner in each team conspicuously. Players, too, like to
know when the last players of the other teams are running. This can be
done by tying a handkerchief around the last player’s arm, having him take
his shirt off, wear a hat, or roll a stocking down. Groups meeting regu-
larly may find it desirable to provide permanent colored sashes; these
can be transferred quickly when necessary, as would be the case when the
rear man runs last in one relay and the front player last in the following
relay.

Throwing up Arms at the Finish—The custom of having all mem-
bers of a team throw up their arms and yell when their last runner finishes
is strongly recommended. This not only facilitates )udgmg but the yclhng
adds greatly to the spirit and enthusiasm,

Penalties—It is usually much too severe a penaltf to a tehy team to
disqualify it for the infraction of a rule by one of its players. The foul
may. have been inadvertently committed in the excitement or may be due
to misunderstaiding as to what was expected of him.  The other players
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on the team are not at fault. When younger players are competing con-
siderable leniency should be shown.

With players who have reached the team stage, however, the rules
should be definitely enforced and the following method of penalizing is
recommended: award one point for finishing first, two for second place,
and three for third place. Add one point for each foul committed. The
team with the lowest score wins.

Recording Scores—When several relays are to be run in succession,
the score should be kept and if possible recorded conspicuously on a black-
board after each relay. Determine the score as described in the preceding
paragraph and record it. The team with the lowest score wins. When
a group meets regularly and uses relays at most meetings, it is well to
keep a permanent score and add each meeting’s score to the total of the
preceding meetings.

METHODS OF CONDUCTING RELAYS

Simple File-Relay Method

Arrange the teams in parallel files facing the starting line as in Figure
25. Sixty feet in front (more or less to meet conditions), mark a turning
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line. Give the first player of each team an object to pass—stick, baton,
handkerchch ball.

- At the signal, the first player of each team runs to the turning line,
remms, and touches off the second player by handing him the object.
The second player runs and touches off the third playcr Oonnnue unul
“all bavs run, - The team finishing first wins. =
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Having completed his run, Number 1 starts a new file to the left of
his team. *Each player after running joins this new file. Thus when the
relay is over the team is already arranged in file formation for the next

relay.
When the last runner of each team finishes, all members of his team

throw their arms over head and yell.
One of the methods of preventing stealing at the transfer, described

on page 161, may be used.

Shuttle-Relay Method

The shuttle race is a form of relay in which the team is divided into
two halves, each half being placed in file opposite the other half with
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the racing area between them (see Figure 26). At the signal player
Number 1 runs across to Number 2 and touches him off; Number 2 runs
across and touches off Number 3;
<< and so on. Number 1, having run,
remains on Number 2’s side; con-
‘< sequently when the race is over the
P) two halves of the team are on
<4 opposite sides of the area than at
the start.
444444« ddddd g Shuttle races are more confus-
< ing to organize and operate than
| the Simple Relay and are not so
” ‘< satisfactory for ordinary use. They
> < do, hocvi'levc:i, magc a f?st race and
» are well a aptc to arge teams
Ficuze 27. and a limited

‘The great ma)omty of the relays
dcscnbed in the following chapters can be wdapted to the shuttle method.
The play leader will have no d:ﬂiculty in determining how most of the

relays described can be conducted in shuttle fashion, S
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Spoke-Relay Method

This is a good type of relay when space is too limited for straight-away
races. Arrange the teams like the spokes in a wheel, radiating from a
hub as in Figure 27. At the signal the last player of each spoke runs
around the circle to the right and touches off the second player who
repeats. The first player then takes his place at the hub end of the spoke.
Continue until all have run. The team finishing first wins.

Circle-Relay Method

Arrange each team in a separate circle. Mark a circle on the floor in
front of the players inside of which they must not step.

At the signal the first player of each circle runs around the circle and
back to his position, touching off the player to his right. This player then
runs around the circle and touches off the third player. Continue until all
have run. The circle finishing first wins.

This method is less satisfactory than the File-Relay and Shuttle-Relay
methods above because of the difficulty in judging and the difficulty the
players encounter in tclling where their team stands in relation to the other
teams as the race progresses.

Relay Methods for Small Spaces

‘These methods are described in Social Games for Recreation, Chapter
VI, “Social Relays and Group Contests.”



CHAPTER XIII

RELAYS BASED PRIMARILY ON
LOCOMOTION

HE outstanding feature of the relays in this chapter is locomotion.
Some of them involve handling objects but such handling is usually
incidental to the locomotion and is added to supply variety and interest.
These relays fall under the following headings: (1) standard relays,
(2) novelty running relays, (3) impeded-progress relays, (4) novelty tan-
dem relays, (5) riding relays, and (6) miscellaneous relays.

STANDARD RELAYS

The standard relays are straight running relays with nothing of the
novelty involved. There are five formations used in conducting such
relays, all of which have been described in the preceding chapter. For
ordinary use in informal relays as they are used in gymnasium, playground,
and club work, the Simple File-Relay Method will be found the most
advantageous.

The methods are as follows:

Simple File Relay (page 163}
Shuttle Relay (page 164)

Spoke Relay (page 165)
Circle Relay (page 165)
Track Relay (page 160)

NOVELTY RUNNING RELAYS

These relays all involve a novelty element of some type, either in the
method of locomotion, or the handling of some object, or performing some
stunt while running,

These relays may be conducted from the file formation used in the
Simple File Relay (page 163), or from the Shuttle Formation (pagc 164).
The file method will be found most advantageous under ordinary circum-
stances. Chapter XII, “Methods of Conducting Relays,” should be read
for the details of the methods which will Jead to the greatest success. ' .

Unless shorter distances are specified, the turning line should be be-
tween forty and sixty-five feet from the starting line—it is better to use a

. : ' 166 o : T
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short distance, making a fast race. Several short relays are much better
than one or two long ones.

In the relays which call for crawling on the floor, there is danger of
knee abrasions. If the players are in gym clothes these should be used with
discretion. They are excellent for clubroom and picnic use where the boys
are usually fully dressed but are wearing play clothes.

One of the methods of preventing stealing at the transfer, described on
page 161, may be used.

Sore-Toe Relay

Gymnasium, Club, Playground Elementary School to Adults

Establish a starting line, and from forty to fifty feet from it and parallel
to it, establish a turning line. If possible use the wall of the gymnasium
for the turning line. Arrange the players of each team in file, one behind
the other, behind the starting line as in Figure 25.

At the signal the first player of each team raises one foot forward,
grasps the toe with both hands, and hops on one leg to the turning line.
Here he raises the other foot, grasps the toe as before, and hops back to
the starting line. He touches off the second player who then repeats.
Having run the first plaﬁr starts a second file just to the right of the first.
The race continues until the last player crosses the starting line, whereupon
all players of the team throw their hands over their head and yell. The
team finishing first wins.

Hopping Relay.—The players hop on one foot to the turning line, and
return hopping on the other foot.

One-Leg Relay.—The player raises one leg behind and grasps it with
both hands. He hops in this position to the turning line, then raises the
other foot, grasps it as before and hops back.

Skipping Relay.—The players skip to the turning line and back. In
skipping the player steps on his right foot, hops on his right foot, steps on
his left foot, hops on his left foot, and so forth.

Crawling Relay —The players crawl on hands and knees. They ars
not permitted to rise to the toe as a means of propelling themselves. The
turning line should be thirty feet distant.

Foot-to-foot Relay.—The players advance by placing the heel of the
advancing foot against the toe of the back foot on each step. The turning
line should be twenty feet distant.

- Eskimo Relay.—With feet together and knees stiff, the contestant
moves by means of a rapid series of toe springs. The tummg line should

be tlnrty feet distant.
.. Heel Relay.—The runner rups on ius heels, kcepmg hxs “toes oE the
,ﬁoor throughout.
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Stiff-Knee Relay.—Keeping his knees stiff the contestant runs to the
turning peint and back.

Toe-Hold Relay.—Bending forward and grasping his right toe with
his right hand and his left toe with his left hand, the runner travels to
the turning line and back.

Crisscross Toe-Hold Relay.—Bending forward and grasping his
right toe with his left hand, and his left toe with his right hand, the con-
testant travels to the turning line and back.

Heel-Hold Relay.—The runner bends forward, grasps his left heel
with his left hand and his right heel with his right hand. In this position
he travels.

All-Fours Relay.—On hands and feet the contestant runs to the
turning line and back.

Rolling Relay.—Lying on the floor parallel to the starting line, each
player in turn rolls to the turning line and back. The turning line should
be about thirty feet distant.

Backward All-Fours Relay.—The players take the ordinary hands-
and-feet position but race backward.

Animal-Imitation Relays

Gymnasium, Club, Playground  Late Elementary to Senior High School

These relays involve an element of imitation which adds much interest.
They are conducted in the same way as the Sore-Toe Relay described above.

Kangaroo-Jumping Relay.—The runner places a cardboard between
his ankles, and holding it by means of his legs only, jumps to the turning
line and back. The turning line should be about thirty-five feet distant.
If the card is dropped, it must be replaced before further progress is made.

Variation.—Instead of using the cardboard, place a basketball between
the legs.

Gallop Relay —The runner places one foot in front of the other, and
keeping the feet in the same relative position, gallops to the turning line
and back.

Crab Relay.—FEach player supports himself on hands and feet, back
toward the floor, and feet toward the starting line. 'In this position he
travcls. ’

' Revmc-Crab Relay.—Same as the Crsb Relay, except that the playerv
travel¥ with'his hands to the front instead of his feet.
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Elephant Relay.—Each runner runs on hands and feet with knees
and elbows stiff. Legs and arms must be kept absolutely rigid.

Bear-Walk Relay.—On hands and feet each runner travels by step-
ping with the right hand and left foot simultaneously and then stepping
with the left hand and right foot simultaneously.

Frog-Jumping Relay.—Each runner in turn takes a position on
hands and feet, hands close together, feet slightly spread with knees out-
side of the arms. He advances by a series of frog-like jumps, leaping for-
ward, landing on hands, and then bringing the feet up to the original
position.

Lame-Dog Relay.—On two hands and one foot and holding the

other foot out behind, each player in turn travels to the turning line and
back.

Snake-Walk Relay.—Each player in turn advances as follows: step
on the left foot, swing the right foot around behind the left and at the
same time rock forward on toe of the left so that the right foot is in ad-
vance of the left when it tduches the floor; then swing the left foot in back
of the right in similar fashion. The turning line should be twenty feet
distant.

Seal Relay.—Each player in turn lies on the floor, face downward,
places his hands on the floor pointing outward, and walks on his hands,
dragging his legs behind. The legs should be kept straight and the toes
pointed.

Pass-the-Buck Relay

Gymnasium, Club, Playground Elementary School to Senior High School

The players stand at stride, bend, and thrust the right hand back be-
tween the legs. At the signal the rear man slaps the hand of the player in
front of him, who immediately slaps the hand of the man in front of him,
and so the “buck” is passed to the front player. When the front player is
slapped, he runs to the turning line, returns to the rear, slaps the hand of
the rear man and then takes his position at the rear of the line. This
continues until the original leading man is back at the head of the line.

Run-and-Sit Relay

Gymnasium, Club, Playground Late Elementary School to Adults
The first player runs to the turmng line, sits on the floor, raises his feet,

and taps themn together three times, rises, and ‘returns, touching o& the

'second player who repeats. Continue until all have run. - s
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Zigzag Relay

Gymna:iu;n, Club, Playground  Late Elementary to Senior High School

Directly in front of each team and near the turning line, set up a row
of five Indian clubs three feet apart. At the signal the first playcr runs
forward, zigzags between the clubs, crosses the turning line, zigzags back
between the clubs and then runs to the starting line, touching off the sec-
ond player who repeats. To compute the score, count one point for each
club knocked over, subtract three for finishing first, two for finishing
second, and one for finishing third; the team with the lowest score wins.

Loop-the-Loop Relay

Gymnasium, Club, Playground Late Elementary School to Adults

At the signal the first player of each team runs back and around the
rear end of his team and then to the turning line. He returns and touches
off the second player, who runs around the rear end of the team and then
to the turning line, and so on. Continue until all have run.

Circle-the-Post Relay

Gymnasium, Club, Playground Late Elementary School to Adults
Directly opposite each team on the turning line, station a man to serve
as the “post,” or set up a jumping standard or an Indian club. At the
signal, the first player runs to the “post,” completely circles it once without
touching it, and returns to touch off the second player who repeats.

Dizzy-Izzy Relay
Gymnasium, Club, Playground Late Elementary School to Adults

The hilarious event is much enjoyed by both contestants and spectators,
but it needs careful supervision.

Give the front player of each team a baseball bat. Station an official
at the front of each team. At the signal, the first player holds the bat
vertically, placing the end of the bat on the floor and placing his forehead
on the upper end. He then runs around the bat five times. The official
beside him counts out loud each time a circuit is made and at the end of
the fifth circuit, slaps him on the back as the signal to run. The player
then drops the bat and runs to the turning line, returns and touches off
the second player, who repeats. Care must be taken to see that the bat is
not lifted from the floor and that the player keeps his forehead on it.

The interest in this contest centers around the struggle of the dizzy
runnerstogctwthcmmmglmeandlgck. When played indoors, it is
well to station a man or two near the side walls; for the dizzy runner in-
variably runs somewhat off his course instead of straight toward the turn-
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ing line, and occasionally falls forcefully against the wall. When a runner
is heading toward the wall, the man stationed there should shove him off
and prevent him from colliding with the hard surface.

Match-Box Relay

Gymnasium, Club, Playground Late Elementary School to Adults

The humorous element in this contest makes it popular as a sociable
event for parties and club meetings as well as for playground and gymna-
sium use.

The turning line should be from thirty to forty feet distant. Place a
match-box cover on the nose of the first player of each team. At the signal
he runs to the turning line, returns, and pushes the match-box cover on
the nose of the second player without the use of the hands. The second
player then repeats.

If the box falls off the nose, the runner may set it on end with his
hand, but from then on it must be pushed on the nose with the aid of the
nose only. The usual custom of not allowing the player to touch the box
cover at all when it falls off, slows up the contest too much. If the cover
falls to the floor in the progess of transferring it to another player, the first
playcr must put it back on his own nose and then attempt the transfer
again. Continue until all have run.

Tunnel Relay

Gymnasium, Club, Playground  Late Elementary to Senior High School

Place a player, preferably a larger one, in front of each team, at a point
half-way down to the turning line. Have these players spread their legs
widely. At the signal, the first player runs, dives between the legs of the
stationed player, runs to the turning line, returns, dives between the legs
again, and then runs to the starting line and touches off the second player
who repeats.

Chair-Arch Relay.—Same as the Tunnel Relay except that chairs
are used to form the arch. Midway between the starting and turning lines
place two chairs in front of each team, lying on the front side so that the
backs overlap, thus forming an arch.

Jump-Ditch Relay

Gymnmum, Club, Playground  Late Elementary to Senior High School

Midway between the starting line and the turning line, draw two lines
across the floor of such distance apart that the players can jump over them.
The space between these lines is known as the ditch. At the sagnal the
first player runs forward, leaps over the ditch, runs to the turning line,
returns; leaps the ditch, and touches off the second player, who repeats. .
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Crawl-Under Relay, Number 1

Gymna:iugn, Club, Playground  Late Elementary to Senior High School

The players stand at stride with feet well apart. At the signal, the first
player in each team turns, drops to his hands and knees and crawls back
between the legs of the team. Having reached the rear, he rises, and runs
to the turning line, returns and touches off the second player who repeats.
The first player then goes immediately to the rear of the line.

Variation.—Have the rear player run first. He crawls forward be-
tween the legs, runs to the turning line, returns, touches off the player at
the end of the line, and then takes his place at the front of the line.

Variation for Small Space.—When there is not sufficient space for
the run to the turning line, it may be eliminated. The first player in each
team crawls back between the legs, runs to the head of the line, touches
off the second player, and then takes his place at the rear of the line.

Crawl-Under Relay, Number 2.—This relay is suitable for limited
space. At the signal the first player takes one long step forward, and
spreads his legs. The second player crawls under the first player’s legs,
rises and stands in front of him spreading his legs; the third player crawls
through the legs of the first two and stands in front with his legs spread.
Continue until the original leading player is back at the head of the line.

Weaving Crawl-Under Relay.—Arrange the teams in parallel files,
then have them face to the side with legs at a wide stride and feet touching
those at either side. At the signal the first player of each team crawls
through the legs, going in and out down the line, through the second
player’s legs from the front, the third player’s legs from the rear, and so on.
On reaching the end of the line he runs to the turning line and back and
touches off the second player who repeats. Number 1 then goes to the
end of the line and spreads his legs.

In-and-Out Relay

Gymnasium, Club, Playground Late Elementary School to Adults

Space the playcrs so that they are four feet apart. At the signal the
rear player zigzags in and out between the players, to the left of one, to
the rxght of the next, and so forth. When he reaches the front of the line
he sprints to the turning line and back, touches off the last player in the
line, and then takes his place at the hcad of the line. ‘The player touched
off runs in the same way.

Variation.—The rear player zigzags in and out between the players as
above until he ‘reaches the front of the line.  He then runs back to his

original position and touches .off the player ahead of him. 'I‘huplayexj
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zigzags to the front of the line, then runs around t‘hc rear of the line and
back to his position, touching off the player in front of him, who repeats.

Obstacle Relay

Gymnasium, Club, Playground  Late Elementary to Senior High School

Between the starting line and the turning line, place a series of obstacles
in the path of each team, such as chairs, jumping standards laid on the
side, rolled mats, and so forth. At the signal the first player runs to the
_turning line, jumping or hurdling the obstacles as he goes; having crossed
the turning line he returns, rejumps the obstacles, and touches off the
second man who repeats.

Human-Obstacle Relay.—Station four men in line with each file be-
tween the starting and turning lines, ten yards apart. The first stands
erect, the second at stride with feet well spread, the third in leapfrog
position, and the fourth erect. At the signal the first player of each team
runs around the first man, dives through the legs of the second, vaults
over the third, runs completely around the fourth, and returns direct to
the starting line, touching Jff the second player who repeats.

Barrel-Obstacle Relay.—A barrel with both ends removed is placed
in the path of each team half way down to the turning line. The first
player dives through the barrel, runs to the turning line, returns, dives
through the barrel again, and finishes, touching off the second player who
repeats.

All-Up Relay
(Set ’em Up Relay)

Gymnasium, Club, Playground Late Elementary to Senior High School

Directly opposite each team at the turning line, draw two tangent circles
on the floor, two feet in diameter, and place three Indian clubs in one.
Books set on end, bottles, or blocks of wood may be substituted for the
Indian clubs. At the signal the first player of each team runs to the clubs,
picks them up using one hand only, and sets them up in the other circle.
He then returns and touches oft the second player, who runs to the clubs
and places them back in the original circle. The third player sets them in
the. other circle again, and so on. If a club falls down before a runner
reaches the starting line, he must return and set it up again.

Variation.—Using one circle only, the runner upon reaching the clubs
knocks them over with his foot and then sets them up again in the circle.

. Variation.—The runner picks up one club at a time and strikes the
top of the club on the flocr, then sets it up in the circle again. = = .+ -
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All-Up-and-All-Down Relay.—Opposite each team on the turning
line, set up three Indian clubs, bottles, books, or sticks of stove wood. At
the signal the first player runs forward, knocks the clubs down, returns
and touches off the second player, who runs forward and sets the clubs up
again. The third player knocks them down, and so on.

Feet and Club Relay.'—Opposite each team on the turning line, set
up one Indian club. At the signal the first player of each team runs for-
ward to the club, sits on the ground, kicks the club over, and sets it up
using only his feet. He then returns and touches off the second player
who repeats. .

Rall-and-Bottle Relay

Gymnasium, Club, Playground  Late Elementary to Senior High School

Half way down to the turning line place three pop bottles in the path
of each team and on the top of each bottle place a golf ball; at the turning
line place three more bottles without balls. At the signal, the first player
of each team runs to the bottles, removes the balls and places them on the
bottles at the turning line. He then touches off the second player who
brings the balls back to the original bottles, and so on.

Jump-the-Stick Relay

Gymnasium, Club, Playground  Late Elementary to Senior High School

Give the first player of each team a wand or broomstick. At the signal
player Number 1 turns, gives one end of the stick to Number 2 and holds
on to the other end. They both bend down holding the stick between
them about six inches from the floor and parallel to it, and run back to
the end of the line of players, one on each side of the line. Each player
jumps over the stick as it reaches him. When the stick has reached the
end, the first player remains there; the second runs with the stick to the
turning line, returns, gives one end of the stick to the third player, and
repeats. Continue until all have run and the first player is back at the
head of the line.

Variation for Small Space.—When space is limited the runs to the
turning line may be eliminated.

Head-Balancing Relay

Gymnasium, Club, Playground Late Elementary School to Adults
A book is placed on the head of the first player of each team. - At the
signal the first player runs to the turning line and back and places the book
1'The idea for this relay was taken fromsS. C. Staley, Games, Contests, and
Relays, p. :59. Copynght, :934. By petmissian cf A. S Bamcs & Company,‘
publishers, . '
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on the head of the second player who rcpcats; The runner is not permitted
to touch the book with his hands unless it falls off, in which case he must
stop, replace the book, and take his hands off it before making further

progress.

William Tell Relay.—Same as the Head-Balancing Relay except that
an apple is used instead of the book.

Message Relay

Gymnasium, Club, Playground Late Elementary School to Adults

This ever-popular relay calls for mental alertness more than physical
ability. Place the captains on the turning line opposite their teams. Give
each captain a folded card on which a brief message of not more than ten
words is written. All cards contain the same message. At the signal the
captains open the cards and read the messages. When a captain is sure he
knows it, he drops the card on the floor, runs and gets the first player in
his file and returns with him, whispering the message to him on the way.
When they reach the turping line, the captain stays there and the first
player goes back to get the second. Continue until all have run. When
the last player of a team gets the message he runs to the leader who is
stationed near the starting line, and states the message to him. Since the
messages as stated are invariably far from correct, the team turning in the
nearest correct statement is declared the winner.

The captains should be cautioned to read the message deliberately
before running. When the captains drop their cards the leader should
immediately pick them up. The players should be warned to run slowly
and pay attention to the message.

Potato-and-Spoon Relay

Gymnasium, Club, Playground Late Elementary School to Adults

Six feet in front of each team there is a circle with a potato in it; at
the turning line there is another circle, empty. Give the first player of each
team a spoon. At the signal he runs to the potato, picks it up in the
spoon without the use of the other hand, runs to the second circle, deposits
the potato in it, returns to the starting line, and gives the spoon to the
second player. This player runs to the potato, picks it up, and brings it
back to the first circle, and so on.

_Stab-the-Spud Relay.—Six feet in front of cach team draw a circ!e
cighteen inches in dxamcter, draw a second circle of the same size opposite
cach team on the turning line. In this second circle place a potato for each
playapnchctgam The first player of cach team has a pointed stick.
Attheugnalthcﬁmplaycrofeachmmrmtothe&rcude,mbs
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a potato .with his stick and returns to the rear circle and deposits the
potato in it, then gives the stick to the second player who repeats.

Potato Relay.—This relay follows the arrangements used in the Po-
tato Race (page 11). The teams are lined up at the starting line and
each player handles the potatoes in turn. The first player places the potatoes

. in the circle, and the second returns them to their original places, the third
places them in the circle, and so on.

Potato-Carrier’s Relay.—In front of each team’s position is a row
of eight circles with a potato in each, as in the Potato Race (page 11).
The first player of each team has a small basket or box. At the signal the
first player runs down the course, picks up all the potatoes and puts them
in the basket, then returns and gives the basket to the second player, who
replaces the potatoes. Continue until all have run.

Coat-and-Hat Relay

Gymnasium, Club, Playground Late Elementary School to Adults

Give an old hat and a rain coat to the first player in each team. At the
signal he runs to the turning line, putting on the coat and hat as he goes,
returns, takes them off and gives them to the second player, who repeats.
The coat and hat may be put on while the player is running, but must be
entirely on when he returns to the starting line; he is not permitted to
start to take them off before crossing the starting line.

Barrel-Rolling Relay

Gymnasium, Club, Playground Late Elementary School to Adults

Place an empty barrel on its side on the starting line in front of each
team. At the signal, the first runner rolls the barrel to the turning line,
turns it around and rolls it back to the starting line. The second player
then repeats, and so on.

Variation.—The players must roll the barrel by kicking it with the
feet and are not permitted to touch it with any other part of the body.

Trundle-Wheel Relay

Gymnasium, Club, Playground Late Elementary and [unior High Schools

This relay is based on the use of the perennially popular trundle wheel.
It is particularly seasonable in the spring. To make the trundle wheel,
secure an old tricycle wheel or other similar metal”wheel. * In the hub
insert a hardwood. stick which will prowude four to six inches on one
side. One wheel is needed for each team. For indoor usc, whzels whxch
do not have a hard rubber tire are difficult to handle.
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Give the first player of each team the wheel and a threefoot stick.
At the signal the player sets up the wheel, places his stick under the hub
stick, and rolls the wheel to the turning line and back, giving it to the
second player who repeats. Continue until all have run.

Tire-Rolling Relay

Gymnasium, Club, Playground  Late Elementary to Senior High School

Give the first player of each team an old automobile tire. Place an
Indian club opposite each team on the turning line. At the signal the
first player rolls the tire to the turning line, rolls it around the Indian club
and back, and gives it to the second player who repeats.

Tire-Jumping Relay.—Establish a rolling line ten feet in front of
the files. Place the first player of each team on the rolling line and give
him an old automobile tire.

At the signal the roller of each team rolls his tire toward his team by
giving it one shove. The players in turn stridejump the tire. If the roller
did not steer the tire exac‘ly straight the line must shift enough to be in
line with the tire. If a player knocks down the tire in attempting to jump
it he must recover the tire and give it to the preceding player who rolls it
back again. As soon as the roller rolls the tire he runs to the front of the
line. When the last man jumps the tire, he rolls it to the rolling line and
then rolls it at his team again. Continue until the original roller rolls the
tire across the rolling line.

Through-the-Tire Relay.—Have all the players drop to hands and
knees. Give the first player of each team an old automobile tire. At the
signal the first player goes through the tire head first; the second player
takes the tire and repeats and so on to the end man. When the end man
has gone through the tire he runs to the head of the line, rolling the tire,
goes through it again and thus starts it back down the line. Continue until
the original leader of the line is back at the front.

Hoop-Rolling Relay

Gymnasium, Club, Playground  Late Elementary to Senior High School

Place an Indian club on the turning line opposite each team. At the
signal the first player rolls the hoop with his hand down the course and
around the club and back to the starting line, handing the hoop to the
second player who repeats. The hoop must be rolled all the way and not
carried. If the club is knocked down it must be replaced before the runner
‘continues. . -

Hoop-and-Stick- Relay.—Give the first player a wand or two-foot
stick with which to propel the hoop. He starts the hoop by holding it



178 ACTIVE GAMES AND CONTESTS

with his"hand and striking the side with the stick and thereafter propels
it by battiny it with the stick only. He rolls it across the turning line, then
back to the second playcr who repeats. If the hoop falls the hand may be
used in starting it again.

-

Through-the-Hoop Relay

Gymnasium, Club, Plavground  Late Elementary to Senior High School

At the signal the first player of each team runs forward and passes the
hoop down over his head and jumps out of it. He does this once between
the starting line and the turning line, and once on the return to the start-
ing line. He then gives the hoop to the second player who repeats.

Through-the-Hoop Relay—Feet First.—At the signal the first
player runs forward, steps in the hoop and raises it over head once on the
way to the turning line and once on the way back. He then touches off
the second player who repeats.

Hoop-Diving Relay

Gymnasium, Club, Playground  Late Elementary to Senior High School

Station a man with a hoop in front of each team, half way between the
starting and turning line. He holds the hoop with the edge touching the
floor and the opening toward the team. At the signal the first player runs
forward, dives or crawls through the hoop, runs to the turning line, re-
turns, dives through the-hoop again, and touches off the second player
who repeats.

Big-Hoop Relay.—Withdraw the nails from three wooden barrel
hoops and, using these as sections, nail them together thus making a large
hoop three to five feet in diameter. One of these large hoops is needed for
each team. At the signal the first player of each team runs back, holding
the hoop vertically with the bottom near the floor. All the players jump
through the hoop in turn. The first player then runs to the turning line,
returns, hands the hoop to the second player, and takes his place at the
rear of the line. The second player repeats.

Rope-Skipping Relay, Number 1

Gymnasium, Club, Playground  Late Elementary to Senior High School
Opposite each team on the turning line place an- eight-foot- skipping
rope. At the signal the first player in each team runs to the turning line,
picks up the rope and skips or jumps it any style four 4imes; he then drops
the rope and returns to thc stamng line, muchmg off the mond playet
who repeats, ' N
Variation.—Skip or jump, the rope bacszrd four times. " | 5:1 e
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Variation.—Specify the style of skipping or jumping: single jump,
double jump, skip, running in place, jumping with one leg, and so forth.

Rope-Skipping Relay, Number 2.—Give the first player of each
team an eight-foot skipping rope. At the signal he runs to the turning
line, running over the rope three times as he goes; he returns running over
the rope three times, and gives it to the second player who repeats.

When the players are experienced at rope skipping, they may be re-
quired to step over the rope every other step.

Variation.—Have the players run backward running over the rope as
- before.
Leapfrog Relay, Number 1

Gymnasium, Club, Playground  Late Elementary to Senior High School

Each player leans forward placing his hands on his knees in leapfrog
position; spread the files sufficiently to give room. At the signal the rear
player vaults over all the players in turn and when he reaches the head of
the line, he leans forward and takes his position there; as soon as the rear
player has passed the next to the rear player, this player starts vaulting
also. Continue until the players are in the same position in the file as at
the start.

Leapfrog Relay, Number 2.—At the signal the rear player of each
team vaults over all the players in turn until he reaches the head of the
line. He then runs to the rear, takes his original place, and touches the
player in front of him. This player vaults over all the players ahead of
him, and when he reaches the front of the line, runs to the rear, leaps
over the end man to his original place, and touches off the player in front
of him. Continue until all have run. This method is perhaps the least
confusing of the various leapfrog relays.

Leapirog Relay, Number 3.—Send player Number 1 midway be-
tween the starting and turning lines and have him lean forward in the
leapfrog fashion. Player Number 2 runs forward at the signal, vaults over
Number 1, stops and leans forward, and Number 1 vaults over him. Num-
ber 2 then remains in place and Number 1 runs to the turning line, re-
turns and touches off Number 3. Number 3 vaults Number 2 and leans
forward; Number 2 vaults Number 3, runs and touches off Number 4.
Continue until all have run.

Leapfrog Relay, Number 4.—Station the Number 1 player of each
team about five yards in front of his team and have him lean forward in
the leapfrog position. At the signal, Number 2 runs forward, vaults ovér
him and runs to the turning line, returns and touches. off Number 5 who
in turn touches off Number 3. In the meantime Number 2 leans forward
in leapfrog position. Number 3 then repeats. Continue until-all have rup.
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Leapfrog Spoke Relay.—Arrapnge the teams as described under the
Spoke-Relay Method (Figure 27, page 164), having the players spaced at
arm’s length apart.

At the signal the end player of each team runs around the circle, re-
turns to his spoke, and leaps over the back of the player now on the end
as in leapfrog. This player then runs around the circle. The first player
continues to leap over the backs of all players on his team until he reaches
the hub end of the spoke. Continue until all have run.

Automobile Relay *

Playground, Gymnasium, Club Elementary and Junior High Schools

Arrange the teams in parallel files and number the players of each team.
Give each number specific instructions which he is to follow when his turn
to run comes: All Number 1’s represent a car with a flat tire going to the
garage (hop on one foot to the turning line and run back). Number 2s
represent a car with carburetor trouble (take three steps forward and two
backward to the turning line and run back). Number 3’s have a wheel off
(go on two hands and one foot to the turning line and run back). Num-
ber 4’s have a battery burned out (pushed by Number 5 to the turning line;
both run back). Number 6’s represent a car that is all right but an old car
(run on all fours both ways). Number %’s represent a car that will run in
reverse only (run backwards to the turning line and back). Number 8s
represent a good car (run fast both ways). If there are more players, other
situations can be easily added. Award five, three, and one points for finish-
ing first, second, and third, and deduct one point for each runner that fails
to follow instructions all the way.

Somersault Relay

Gymnasizun, Playground Late Elementary to Senior High School

At the signal the first player of each team progresses to the turning line
and back by a series of somersaults. No progress may be made with the
feet—each somersault is followed directly by the next. On returning, the
first player touches off the second who repeats. The turning line should
not be over thirty to forty feet distant.

Stunt Relays

Gymnasium, Club, Playground  Late Elementary to Senior High School

Place a mat in front of each team, midway between the starting and
turning lines. Specify some gymnastic stunt or feat,which is to be done.
The first player of each team runs to the mat, does the stunt, runs to the

~ ®The idea for this relay was taken frotn the Cmmnt Comrmtzee Rtpor:,
Marjorie Hillas, chairman, '
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turning line, returns to the mat and repeats the stunt, and then touches
off the second player who repeats.

Such stunts as the following may be used:

1. Forward roll. 3. Cart wheel.
2. Run backward and do a backward roll. 4. Headstand.
' Medley Relay
Gymnasium, Club, Playground Late Elementary School to Adults

Number the players and instruct them how each is to move when his
turn comes. The same method of locomotion is not assigned to more than
one player of a team. The Number 1’s may be instructed to hop on one
foot down to the turning line and run back; the Number 2’s to go on all
fours, the Number 3’s to run backward, and so forth. Any of the methods
of locomotion in the above relays may be used.

IMPEDED-PROGRESS RELAYS

In these relays the rugners are impeded or restricted in some way,
usually by some object or gppliance on the feet. Handicapped in this way,
free locomotion is impossible.

Most of the novelty relays described in the preceding chapters involve
the manipulation of some object or the performance of some stunt that in
a sense impedes free progress. However, only those relays are classified
in the following section in which the free movement of the legs is definitely
impeded, usually by some object on which the contestant stands. The
Tin-Can Stilt Race is an example,

Paper-Walking Relay

Gymnasium, Club, Playground Late Elementary School to Adults

The turning line should not be more than fifteen feet distant. Place
two newspapers folded twice, or two pieces of cardboard, on the floor in front
of each team. At the signal the first player steps on the paper, bends down
and grasps one of the papers in each hand. He places one of the papers
forward, steps on it, then places the other forward and steps on it. In this
manner he makes progress to the turning line and back, touching off the
next player who repeats.

Fan-Walking Relay.—Same as the Paper-Walking Relay except that
large palm-leaf fans are used. The first player of each team stands on the

fans with the handles extending forward. He bends down, grasps the
handlcs, and runs forward on the fans by pulling them forward.

-Wannng Relay.—Same as the Papet-Wal.kmg Rclay exccpt
that br:cks are substituted for the papers.
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Pail-Running Relay

Gymna:izfm, Club, Playground Late Elementary School to Adults

In this interesting relay two buckets of the large size are needed for
each team. Standing with one foot in each pail and holding on to the
handles, the first player of each team runs to the turning line and back.
He then gives the pails to the second player who repeats. ‘- Continue until
all have run. The turning line should not be more than twenty-five feet
distant.

Dishpan Relay

Gymanasium, Club, Playground Late Elementary School to Adults

A large dishpan is needed for each team. At the signal the first player
of each team sits in the pan, and with his hands and feet on the floor slides
the pan forward to the turning line and back. He then gives the pan to
the second player who repeats. 'The turning line should not be more than
twenty feet distant.

Variation.—Same as the above except that the players turn their backs
to the starting line, sit in the dishpan and move backwards.

Chair-Walking Relay

Gymnasium, Club, Playground  Late Elementary to Senior High-School

Two substantial straight-back chairs are needed for each team. The
first player places the chairs side by side with backs turned toward the
starting line. He stands with one foot on each chair and clasps the backs
of the chairs with his hands. At the signal he walks to the turning line
and back by lifting the chairs forward by the hand, and stepping on them.
On returning to the starting line he gives the chairs to the second player
who repeats. Continue until all have run.

The turning line should not be more than thirty feet distant.

Chair-Stubbing Relay.—A sturdy straight-back chair is placed in
front of each team with its back toward the starting line. At the signal
the first player stands on the seat of the chair, grasps the back with his
hands, and by jerking the chair moves forward to the turning line. Here
he jumps off, picks the chair up and runs back, giving it to the second
player who repeats. The turning line should not be over fifteen feet distant.

Slipper Relay

Gymnasium, Club, Playground Lase Elementary &'M 0 Adum
A large pair of house slippers or rubbers is needed for each team; they
must be larger than required by the largest player.so that they will be kept
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on with difficulty. At the signal the first player puts the slippers on, runs
to the turning line, returns, takes the slippers off and gives them to the
second player who repeats. If the slippers fall off they must be replaced
before continuing.

Shoe Relay.—Halfway between the starting line and the turning line,
mark a line across the floor. The first player of each team runs to this
line, takes off his shoes and leaves them, runs to the turning line, returns,
puts on his shoes, and runs to the starting line, touching off the second
player. The shoes must be completely laced. Continue until all have run.

Tin-Can Stilt Relay

Gymnasium, Club, Playground  Late Elementary to Senior High School
The tin cans are prepared by running a three-foot length of light rope
through small holes on opposite sides of the can near the top. The ends
of the rope are tied together so that when a player stands on the cans, the
ropes reach to his knees. Tomato-juice cans or soup cans from which the
contents have been removgd by holes punched in the top are ideal, in that
both top and bottom still femain. Two cans are needed for each team.

At the signal the first player of each team mounts the cans and runs
on them to the turning line and back, giving the cans to the second player
who repeats. The turning line should be about forty feet distant. Con-
tinue until all have run.

Plank Relay

Gymnasium, Club, Playground Junior and Senior High Schools

Two hardwood planks fifteen inches square and one inch thick are
needed for each team. To the middle of one edge of each plank a six-
foot rope is attached. The first player of each team stands with one foot
on each plank, with the rope side to the front, and holds one of the ropes
in each hand. At the signal he travels to the turning point and back by
lifting the planks with the ropes and setting them forward. He then
gives the planks to the second player. Continue until all have run. The
turning line should be twenty to thirty feet distant.

Summer-Snowshoe Relay

Gymnasium, Club, Playground Junior and Senior High Schools

The “snowshoes” are made of barrel tops. Nail a cross strip five inches
wide across the top of the barrel top, and to it nail a toe strap of leather,
or better still of tin from a tin can.’ Forgymnasmmuse,careshouldbc
-ukcn:omnovethcmughedgesandmmthatthere arcnonadspm-
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At the signal the first playcr mounts the “snowshoes” and runs to the
turning point and back, giving the “snowshoes” to the next player who
repeats. Continue until all have run.

Barrel-Stave Ski Relay on Land.—For each team, two barrel staves
are needed, made into skis by nailing on foot straps of tin from a tin can,
or of leather. Select wide barrel staves. The first player of each team
mounts the skis and at the signal moves to the turning line and back with
a sort of skating motion. He gives the skis to the second player who repeats.

Circus-Sandal Relay

Gymnasium, Club, Playground Junior and Senior High Schools

From a piece of four-by-four-inch wood construct high “sandals” sim-
ilar to those used by circus performers on rainy days. These are quickly
made by simply sawing off two pieces of the four-by-four, twelve inches
long, and nailing on foot straps. The foot straps may be of heavy canvas,
leather, or tin cut from a tin can. Two “sandals” are needed for each
team. At the signal the first player of each team puts on the blocks of
wood and runs to the turning line and back, giving the sandals to the
second player who repeats. Continue until all have run. The team
finishing first wins.

Hoop-Hobble Relay

Gymnasium, Club, Playground Junior and Senior High \Sclzool.c

The first player of each team places his feet in the hoop and spreads his
legs so that the hoop is held parallel to the floor at ankle height. At the
signal he runs forward to the turning line and back with the hoop around
his legs, then gives the hoop to the second player who repeats. The runner
must not allow the hoop to rise higher on his legs than half way to his
knees, and he is not allowed to touch it with his hands. Continue until all
have run. The turning line should be twenty to thirty feet distant.

Hoop-Running Relay.—At the signal the first player makes progress
to the turning line and back in the following manner: Holding the hoop
in the right hand he bends forward so that the hoop is nearly parallel to
the floor and close to it; he steps in it with the right foot and then with the
left, transfers the hoop to the left hand, steps out with the right foot and
the left, swings the hoop behind him and takes it in his right hand, and
repeats the steps. On returning to the starting line he touches off the
second player who repeats. The turnmg line should be fifteen to twenty-
five feet distant. .

Crisscross Hoop-Runmng Relayv—At the sxgﬂal the ﬁtst player of
each team moves to the turning line and back. in. the following manner:
With his legs close together he inserts the hoop betwees them: perpendicular



RELAYS BASED ON LOCOMOTION 185

to the floor and touching it; he steps through it with his right foot, crosses
his left foot over in front of the right, crosses his right foot in front of the
left and so on. Each step is made through the hoop. On returning to the
starting line, he gives the hoop to the second player who repeats. The
turning line should be fifteen to twenty-five feet distant.

Sit-in-Hoop Relay

Gymnasium, Club, Playground  Late Elementary to Senior High School

At the signal the first player of each team sits in the hoop, pushes the
“top of it up over his shoulders against his neck, and pushes it against the
back of his knees. He may then stand as erect as possible provided he
keeps the hoop against the back of the knees. In this position he runs to
the turning line and back, giving his hoop to the second player who re-
peats. The turning line should be twenty to thirty feet distant.

Stilt Relay

Gymnasium, Club, Playground  Late Elementary to Senior High School
This contest is interestmg for all ages, even though the players have
had but very little experience with stilts. The turning line should be thirty
feet distant. Give the first player of each team a pair of low stilts. At
the signal he mounts the stilts, moves to the turning line and back, giving
the stilts to the second player, who repeats. Continue until all have run.

Pogo-Stick Relay

Gymnasium, Club, Playground  Late Elementary to Senior High School

Pogo sticks are an interesting addition to the equipment for supervised
play. They form the basis of a most interesting and hilarious relay pro-
vided the players are familiar enough with them to stay on them at all
successfully. One stick is needed for each team.

At the signal the first player of each team mounts and, with the aid
of the spring in the end of the stick, jumps to the turning line and re-
turns, giving the stick to the second player who repeats. If a player falls
off he must remount the stick at the point where his foot first touched the
floor before making further progress. Continue until all have competed.

NOVELTY TANDEM RELAYS

In these relays two players from each team run at once. In other
respects the procedure is as in the Simple File Relay (page 163). These
are among the most mtcrcsung of the relays.

‘Since the players compete in pairs, there should be an even namber of
players on each team. If uneven, designate one player to run twice, =
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a Back-to-Back Relay

Gymnasium, Club, Playground  Late Elementary to Senior High School

The first two players stand back to back and link elbows. At the
signal the front player leans forward, lifts the back player off the floor, and
thus carries him to the turning line. At this line he lowers the back player
to the floor and that player immediately leans forward, lifts the first player
and carries him back to the starting line. They touch off the next pair
who repeat. )
Siamese-Twins Relay

Gymnasium, Club, Playground  Late Elementary to Senior High School

The turning line should be from thirty-five to fifty feet away. The
players run in pairs. Give the first two players of each team a four-foot
stick, such as a broomstick. They stand back to back and straddle the
stick, grasping it with both hands in front. At the signal, they move
toward the turning line, one running forward and the other backward.
Upon reaching the turning line, they stop and without turning around,
return to the starting line, where they give the stick to the next pair who
repeat. Continue until all have run.

Swing-Around Relay

Gymnasium, Club, Playground Late Elementary School to Adults

The players race in pairs. At the signal, the first two players of each
team join hands and run to the turning line, at which point they swing
completely around, swinging each other around in a circle with joined
arms. They then return to the starting line and touch off the next pair
of runners who repeat.

Broom-Riding Relay

Gymnasium, Club, Playground  Late Elementary to Senior High School

Give the first player of each team an old house broom. The players
run in pairs. The first player holds the end of the broom handle with
both hands. The second player sits on the brush part of the broom as
near the end as possible, places his feet on the broom stick and holds the
stick with his hands. In this position they race to the turning line and
back; then the second player pulls the third, Continue until the last
player has ridden the broom.

Bxcycle-Tire Relay . :
Gymnasium, Club, Playground  Late Elementary o Senior High School
Anoldbxcyclenrcxsneededﬁoreachkam. At the signal the first and

second players, before crossing the starting line, stand close together-and
shpthetxredrwkrn ovcrthcnhudszndaromddxmwaim Ja’' this posi- :
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tion they run to the turning line and back. They then remove the tire
and give it to the third and fourth players who repeat. Continue until all
have run,

Over-the-Border Relay

Gymnasium, Club, Playground  Late Elementary to Senior High School

Station the captain of each team behind the turning line, facing his
team. At the signal, the captain runs forward, grasps the hand of the
first player on his team and both run back to the captain’s original place.
The captain then stays there, but the one whom he took over goes back
‘and gets the next player, and so the race continues until all have been
brought over and a new line formed behind the captain.

Wheelbarrow Relay

Gymnasium, Club, Playground Junior and Senior High Schools

This is a thrilling and spectacular évent both to spectators-and con-
testants. Old tricycle wheels at least a foot in diameter are used. Through
the hub a sixteen-inch iron ;od is inserted, just large enough to fit the hub.
The wheel thus revolves o the rod.

At the signal the first player of each team places his hands on the bar
of the wheel as near the ends as possible, and the second player grasps his
ankles and lifts his legs. He pushes him to the turning line and back.
Then the second player takes the wheel and the third player pushes him
and so on.

Human Wheelbarrow Relay.—The turning line should be twenty
feet distant. The contestants compete in pairs. At the signal, the first
player places his hands on the floor, the second player grasps his ankles
and lifts his legs. In this position they travel to the turning line, the front
player traveling on his hands. On reaching the turning line they reverse
their positions and return, touching off the second pair who repeat.

Ditch-Diggers Relay.—Give the first player of each team a wheel-
barrow. At the signal player Number 2 sits in the wheelbarrow and is
wheeled by Number 1 to the turning line and back. Then Number 2
wheels Number 3, and so on.

Plank-Sled Relay *

Gymnasium, Club, Playground Junior and Semior High Schools
" A plank is needed for each team, fifteen inches wide and two feet Jong.
Two six-foot ropes are attached to the plank, one at each end of one of
. %The idea for the use of these planks was taken from A. B. Wegeper, Play
Geames, p. 11. Copyright, 1930, By permission of the Abingdon Press, publishers.,
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the long, sides. These are worth-while articles of equipment for super-
vised play!

. The first player of each team takes the ropes of the plank and the
second player stands on the plank, reaching forward and holding a rope in
each hand. At the signal the first player pulls the second to the turning
line and back. The second player then pulls the third, while the first
player goes to the rear of the line. Continue until all have ridden the
plank.

Variation.—The rider stands on the plank but does not hold the rope.
If he falls off, the plank must be returned to the spot where he first touches
the floor in order to allow him to mount again.

Tandem Hopping Relay, Number 1

Gymnasium, Club, Playground Junior and Senior High Schools

The turning line should not be more than thirty feet distant. The two
players face each other and raise their left legs toward each other. Each
grasps the other’s raised leg at the ankle and in this position they hop to
the turning line and back, touching off the second couple.

Tandem Hopping Relay, Number 2.—The first two players stand
one behind the other. The front player raises his left leg behind and the
back playcr grasps the lcg by the ankle in one hand. The back player
also raises one leg, and in this position they hop.

Tandem Hopping Relay, Number 3.—The two partners stand side
by side, lifting their inside legs, and placing their inside arms around each
other’s shoulders. In this position they hop to the turning line and back,
touching off the second couple.

Centipede Relay

Gymnasium, Club, Playground  Late Elementary to Senior High School

This is a relay adaptation of the Centipede Race. At the signal the sec-
ond player of each team wraps his arms completely around the waist of the
first player in front of him, and in this position they run to the turning
line and return, touching off the next pair, who repeat. Continue until all

have run.
Caterpillar Relay

Gymnasium, Club, Playground  Late Elementary to Senior High School

The first player in each team bends down and places his hands on the
floor; the second playcr bends down and grasps the first player by the
ankles, In this position they move to the:turning line and return, touchmg
off the next pair who repeat. The distances should be short. Thc turmng
line should be twenty to forty feet distant.
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Chain-Crab Relay.—The first two players of each team sit on the
floor, one behind the other, with feet pulled well up against the thighs.
The front player leans back and grasps the ankles of the back player; the
rear player places his hands on the floor behind him. In this position they
move across the turning line, return and touch off the second pair of players
who repeat. Continue until all have run.

Reverse Chain-Crab Relay.—Same as the above exccpt that the
players face in the opposite direction and race backward.

Pony-Express Relay

Gymnasium, Club, Playground Junior and Senior High Schools
Have each team select its lightest and smallest player to act as rider.
At the signal the rider mounts the back of the first player who carries him
to the turning line and back. The rider then transfers himself to the back
of the second pony without touching the floor. The second pony then re-
peats. Continue until all have run. The team finishing first wins.

Horse-and-Rider Relgy.—Have the players arrange themselves ac-
cording to height with the ggest players in front. At the signal the sec-
ond player mounts the first player’s back, and is carried by him to the
turning line where he dismounts. The horse stays at the turning line, and
the rider returns, picks up the third player, and repeats. Continue until
all are behind the turning line.

Carrying-the-Injured Relays

Gymnasium, Playground, Club Junior and Senior High Schools

These relays involve the use of various first-aid methods of carrying
the injured.

Arm-Carry Relay.—The players of each team are stationed according
to size, the largest players in front. At the signal the first player of each
team picks the second player up by the first-aid carry known as the arm
carry: he holds him in his arms with one arm under his thighs and the
other behind his back, while the man being carried puts one arm around
his carrier’s neck. He carries him to the turning line and back, then the
second player carries the third, and so on.

Dead-Man’s-Carry Relay.—At the signal, the second player of each
team places his arms over the first player’s shoulders; the first player grasps
his waist, leans forward lifting him off the floor and runs with him to the
turning line and back. The second player then carries the third, and so on.

Fireman’s-Lift Relay.—At the signal the first player picks the second
up by the firstaid carry known as the fireman’slift: the first player fages
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the second, bends forward and puts his right arm under the second player’s
crotch; the second player lies over the first player’s shoulders; the first
player takes the second player’s right wrist in his right hand and straightens
up. He runs to the turning line and back. The second player then car-
ries the third, and so forth.

When the players have become expert, they may be required to lift the
rider from the floor where he is lying in prone position.

Waist-Carry Relay.—At the signal the second player places his arms
around the waist of the first player, picks him up and carries him to the
turning line and back. The third player then carries the second, and the
first player goes to the end of the file.

Chair-Carry Relay.—Two players carry a third by the first-aid carry
known as the chair carry. At the signal the first two players of each team
form the chair as follows: they face each other, each grasping his own left
forearm with his right hand, midway between the wrist and elbow; each
then grasps the other’s right forearm with the left hand. The third
player sits in the chair, putting his arms around his supporters’ necks,
and is carried to the turning line and back. The second and third players
carry the fourth.

RIDING RELAYS

In the following relays, the contestants propel and ride a vehicle of
some sort.
Roller-Skating Relays

Playground, Gymnasium, Rink Elementary to Senior High School
Roller-skating relays follow the same method 