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BEATBALL 
OBJECT:  be the first team to get to HOME base.-- "Beat the ball” 

 

Equipment Needed:  2 sets of bases.  1 playground ball 

  

●        2 Teams 

●        One set of bases is set up shorter distance from the second one... so it looks like one set inside of the other 

●        The inner set if used by the team fielding the ball. 

●        The outer set is used by the kicking team who will be running the bases. 

 

RULES: 

●        no “outs” per say 

●        Everyone runs the bases as if they got a home run. 

Runner and the fielders must touch every base 

 

PROCEDURES of PLAY 

●        Ball is pitched/rolled to the player at home base. 

●        Once the ball is kicked, the player runs all the bases, ensuring to touch each base in sequence - 1st, 2nd, 3rd 

then home. 

●        If they miss a base, they must go back and touch it and the all the other bases after that (ex.  Missed 2nd.  Must 

go back and touch 2nd, then 3rd then home) 

●        Runner keeps going until he/she reaches home 

  

Meanwhile, once the ball is kicked, the fielding team catches, stops, etc the ball, and must throw it to all the bases in 

sequential order -- first base, second base, third base and home; ensuring to touch each and every base. 

  

Whichever team reaches the home base first, scores the point.  If the runner beats the ball home, he/she scores a 

point. otherwise the fielding team gets the point. 

 

●        Once that play is completed; process is repeated with the next kicker and so on. 

●        This process continues for say a set number of kickers (as decided by the instructor/official) 

●        Then the teams switch places, allowing the other team to have their turn “at bat”. 

 

Variations:   (Which we have NOT done yet) 

If the runner beats the ball home, he/she scores a point. otherwise the runner is out. 

After 3 outs, switch kicking team 

  

  

 

 

  



KICKBALL 
2 teams 

Equipment:  4 bases, 1 kickball 

  

●       After kicking the ball, the player must run to first base. 

●       Once the fielding team gets the ball to the pitcher, the runners must stop running the bases 

●       If the ball is caught in the air, the runner must go back to the base they were on and may not advance. 

●       Runners are not allowed to pass any other runners on base ahead of them. 

●       The ball is “pitched” to the kicker by rolling it on the ground. 

●       The kicker must kick the ball from at or behind the home base. 

●       If a runner makes it all the way around the bases without getting out, the team scores 1 point. 

  

A runner is out 

  

●       if the ball they kicked is caught in the air before touching the group 

●       if the runner is touched by the ball while not on a base 

●       If the fielding team tags the base of a forced play with the ball in their possession 

  

The game follows the same basic overall rules as baseball, with the following exceptions: 

  

●       ***Foul balls  may count as an out. (If coach decides to play this way) 

●       Can only throw out a runner, if the thrown ball hits the runner below the chest 

●       3 outs per team  (Coach may adjust) 

●       Everyone stays in the same lineup order as beginning of game -- team receives automatic side out if 

found to be batting out of order 

●       Everyone must be in the line up to take a turn kicking 

●       After taking a kicking turn, kicker goes to the end of the line and then the next kicker is up 

  

  

ELIMNATION GATORBALL 
  

Equipment:  8 gatorballs 4 Teams 

  

Playing area:  4 quadrants (oversized 4-square court) 

  

● Game is played just as in gatorball/dodgeball, with the following exceptions: 

● If a player is hit by the ball, they are eliminated and must join the team of the thrower 

● If a player catches a ball, then the player that threw the ball is eliminated and must join the team of 

the player that caught the ball 

● No head shots allowed. 

● Object of the game is to eliminate the other teams and make them part of your team, and then “take 

up property” by taking the last player of a square, your team can then take over that space. 

 

  



ARCHERY: 
  

● Targets are placed at 10 meters and 15 meters 

● 5 whistle blasts or more signals an emergency on the range.  Students are to stop what they're doing 

and go behind the safety line (or waiting line) 

● 2 whistle blasts signals "get bow" 

● 1 whistle blast signals "shoot" 

● 3 whistle blasts signals "go get arrows" 

● A Dry Fire is drawing the bow string and releasing without an arrow 

● to 'Anchor' is drawing the bow string to the corner of your mouth 

● Bows and arrows should be pointed downrange at all times 

● All three fingers of your draw hand should be placed below the arrow, with no part of your fingers 

touching the arrows. 

● Weight should be placed evenly on both feet. 

● When retrieving arrows two hands must be used to pull the arrow straight out of the target. 

● When carrying arrows students must use two hands.  One hand covering the tips, and one hand 

covering the words on the arrows. 

● When nocking an arrow, students should grab the arrow 'thumb down' and hold the arrow by the 

shaft.  Students should never pick up an arrow by the fletchings or nock. 

● The feathers on the arrows are called "Fletchings" 

● Students should never hold the bow by the strings or the cams or wheels.  Students should only hold 

and carry the bows by the limbs of the bow. 

● a round of shooting is called a "flight" 

● Hitting the center of the target will score the archer 10 points. 

● A perfect score for a round of archery is  50 points. 

  

 

  

  



RAPID FIRE (GATOR BALL GAME) 
Object of the Game: 

To eliminate 10 (or number can be adjusted depending on the team size)  of the opposing team by 
throwing one of 10 game balls and hitting the opposing player below the shoulders on the fly. 
  

Equipment needed: 

20 gator balls 

2-3 sets of colored pennies 

10-30 cones 

Area needed -- about the size of 2 volleyball court..or larger depending upon size of group 

Before you begin -- divide into 3 even teams. 

 

Start the game as in gator ball (Dodgeball) -- 10 balls in the middle of the court. 

2 teams lined up on opposite end zones 

3rd team on one side of the court.  

 

Before play begins -- Each team must select between 6-10 players that will be the "Go-getters" 

●        Go-getters are the only players allowed out of bounds to go retrieve the balls and put them back in play.  

They may choose to remain as go-getters the entire game or if they would like to come into the game, once they 

retrieve a ball and then swap with another team mate.   Then that player becomes a Go-getter and so on. 

●        Go-getters can not get out. 

●        If a go-getter catches a ball in the air thrown by the opposite team then the player that threw the ball is out. 

 

Once play begins, as in gator ball/dodgeball -- once a player is out, they must go to the "side out" side of the court 

(opposite the team waiting) 

 

Once either team has 10 players out, then the ref blows the whistle... the team out..must immediately depart the 

court..on the outside, as the team waiting enters the court... armed with their gator balls (10 total -- no more than 1 

per player). 

 Anyone who enters the new round of play  with a ball..must first run to their end zone...touch line and then they may 

begin play and throw the ball attaching the other team. 

 

The team that was knocked out..must then gather 10 balls from the mis-throws, out of bounds,  loading their 

basket/hopper... once 10 balls are gathered... then they prepare to be ready to enter the game at any time... by 

distributing their gatorballs..only one per player is allowed. 

 

Play continues.. Until the next team is eliminated from their round, then the team awaiting... can enter the game..... 

just as before.... and game continues.... 

 

RULES: 

NO HEAD SHOTS.  If a player is hit in the head.. then the player who shot it  is out. 

If holding a ball, no deflections are allowed 

If a player catches a ball thrown at them, then the player that threw it is out and then one player from the same team 

of the player who caught the ball may return to the court. 

  



SPIKEBALL 
  

●       Teams are made up of 4 players 

●       2 teams play in a game 

●       Each team can have up to 3 hits to spike the ball into the net 

●       There are no boundaries. 

●       No one is allowed to hinder the play of the other team. 

●       Object of the game is to hit the ball off the net so it can NOT be returned by the other team. 

●       Spikeball combines the skills from Volleyball  and  4-square 

●       Games are typically played to  21 points. 

●       Games MUST be won by 2 points unless otherwise agreed upon. 

●       Players are NOT allowed to carry or throw the ball. 

●       When in doubt on the legality of a play,  replays are allowed. 

●       If using more than one hit, teams Must alternate touches between teammates. 

●       Players  may use any part of their body to hit the ball (single contact) 

●       You are NOT allowed to impede or block the opposing teams play on the ball.  This is called a hindrance. 

●       A team loses the point if a player hits a shot off the net and it subsequently hits him/herself or the 

teammate. 

●       The TV Show “Shark Tank” helped launch the marketing of the game of Spikeball. 

  

  

  

 

 

  



  

  

TEAM STORMBALL -- Volleyball- Four Square:  

  

●        4-5  teams 

●        Need an area with an oversized 4-square court (4 equally sized squares) 

●        1 Stormball -- or lightweight, oversized, floater type volleyball 

Object:  For each team to keep the ball from hitting the ground in their square, and play the 
game just as in 4-square, but without any bounces,  Instead, the players will try to keep the ball up 
in the air and out of their square. 

How To Play 
●        Each team stands in one of the four squares. 

●        To start the game, the team  in square four (or King square)  serves the ball by hitting it in an upward direction, 

approx. 6ft in the air, towards one of the other squares   The receiving team then hits the ball while still in the air to 

any other player in one of the other squares. 

●        No blocks or attempts to block the serve are allowed.  Teams must rotate the server for each play 

●        The ball must not bounce or touch the ground in another team's square, and they are not allowed to hit the ball 

more than 1 time in a row 

●        If a team hits the ball so that it misses another team's square, they are "out". 
●        If a team allows the ball to land inside their square,   they are "out" 

●        When a team is out, the other teams move up to take their place, and that team moves to the last square 

(which we affectionately call “Dirt”) , or to the “5th- outside” holding position, if there is more than four teams. 

●        The object of the game is to move up to the “KIng’s Square” and defend thy throne, by holding on to the 

serving position. 
●        There is no limit to how many hits a team can have, but no one is allowed to hit the ball more than 1-time in 

succession.  

  

All is considered “in play” -- meaning, if the ball bounces off the shed, play it.  If it hits the basketball net or pole or 

backboard, play it.  Play continues until it lands on the ground. 

  

 
 


