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APPROPRIATE SPORTS AND EVENTS SELECTION FOR ATHLETES

What would have happened if someone selected the sports that you played in high school or community leagues and you were told that you had no other choice but to participate in those activities?  Do you think you would have looked forward to practice or competition?
One of the most important factors that influence an athlete's motivation in sports is having a choice in selecting the sport in which he/she wants to take part.  A Special Olympics athlete is no different.  The problem is that there are many people who play a role in the selection process and that may, in fact, create more obstacles to overcome.  It is important for coaches to recognize these obstacles and to do everything possible to allow their athletes to compete in sports in which they will learn and develop skills, and most important of all, have fun.  
The Special Olympics athlete may be influenced by coaches, family members, peers, teachers or role models in sports.  The coach has the difficult job of working with all of these people along with other factors, which influence the selection of sports.

Variables that Influence the Selection of Sports
1. AGE APPROPRIATENESS - While physical developmental needs may be a primary concern, athletes may need some guidance in selecting a sport appropriate for their age.

2. READINESS LEVEL - A Special Olympics athlete needs to be ready for competition both mentally and physically.

a. Mental Readiness - Athletes must want to play and understand the rules.  There should be a desire to participate and a level of confidence to experience success.

b. Physical Readiness - Athletes must be physically fit.  Athletes must develop fitness levels required for successful participation in the sport selected.

3. ABILITY LEVEL - Coaches know that there is a minimal skill level required for participation in competition for each and every sport offered in Special Olympics.  Athletes must demonstrate these skill levels in order to compete according to the rules and ensure safe participation.  Athletes may also develop high enough skills that they are no longer appropriate for an event; such as, the softball throw or the 25m walk and can move up to an event more appropriate to their skills.
4. ATHLETE PREFERENCE - An athlete should be offered every opportunity to select the sport in which he/she will participate, however, this freedom of choice may need to be supervised by the coach.  All factors must be considered.

5.
PEER INFLUENCE - Athletes may select a sport because a friend is participating in it.  The element of socialization is a goal of athletes who train and compete in Special Olympics.  On the other hand, an athlete who participates in a sport "just because his/her friends play" may require direction from the coach.

OTHER FACTORS:

1.
Budget:  How much money will facilities, equipment, uniforms, etc. cost?

2. Trained Coaches:  Do you have enough volunteer coaches who know the sport?  How about the athlete who selects aquatics and none of your coaches swim?

3. Facilities:  While a gymnasium may fit the budget, can you get access to tennis courts?  Ice time?  A pool?

4.
Equipment:  Do you have the necessary equipment?  Is it safe to use?

5. Administrative Support:  Will your administration support your efforts to develop a team?  Do they encourage athletes to take full advantage of all opportunities?

6. Family Support:  At-home training, transportation to practices and competitions, and moral support from family members are all necessary for successful participation in Special Olympics.  Are your athletes' families involved in Special Olympics?

7. Time:  How much time do you have?  Can you compromise selections of sports and the time available to volunteer?  Who selects the sport for an athlete?  Knowing that all of these variables exist will allow you to help your athletes select the sport in which they will experience the most success and enjoyment.

COMPETITION AND THE DIVISIONING PROCESS

Introduction

Special Olympics competitions provide athletes with the opportunity to demonstrate sports skills they have acquired during training.  Special Olympics athletes, like all dedicated athletes, strive for their best performance at each competition.  To enhance their competitive experience, competitions should be organized to highlight the athletes.  In Special Olympics, this means that, regardless of an athlete's place of finish, each performance is considered a personal victory.  The athlete is most important.

Special Olympics has developed modified rules, when necessary, in order to maximize the successful participation of all athletes and encourage competition throughout every level of the organization. Competitions must be conducted consistently, in accordance with these rules, and capably officiated.

The fundamental difference which sets Special Olympics competitions apart from those of other sports organizations is that athletes of all ability levels are encouraged to participate and every athlete is recognized for his or her performance.  Competitions are structured so that athletes compete with other athletes of similar ability in equitable divisions.  Historically, Special Olympics has suggested that all divisions be created where the variance between the highest and lowest (or slowest and fastest) scores within a division not differ by more than 10%.  This "10% statement" is not a rule, but should be used as a starting point or a guideline for establishing equitable divisions when the number of athletes competing is appropriate.

Divisioning Procedures

An athlete's ability is the primary factor in divisioning Special Olympics competition.  The ability of an athlete or team is determined by an entry score from prior competition(s) or a preliminary event/trial at the competition itself.  Other factors which are also significant in establishing competitive divisions are age and gender.

Ideally, competition is enhanced when all divisions accommodate at least three and no more than eight competitors or teams of similar ability.  In some cases, however, the number of athletes or teams within a competition will be insufficient to achieve this goal.  The following are examples of procedures utilized to attempt to create equitable divisions:

1. Divide Athletes by Gender (unless identified as coed)

a. Females vs. Females/Males vs. Males

b. Males and females may compete against each other if similar in age and ability.
c. If the athlete is the only member of his/her sex in a division, he/she may compete against the opposite sex similar in age and ability.
d.
Special Olympics rules regulate that all athletes must be divisioned against at least one other person (two if possible) for competition purposes.  

e.   
If there is only one athlete of any age or ability in an event, he/she may still compete as a single-person division.
2.
Divide Athletes by Age -- An athlete's age group for competition is determined by his/her age on the opening date of the competition.

a. Divide athletes into age groups: 8-11, 12-15, 16-21, 22-29, 30+, 50+
b.
Athletes should compete in their age group unless:

1) An age group has less than three competitors, so they shall compete in the next oldest group.

2)
The athletes are "moved up," so they will be grouped by ability with athletes in that group. (Example: 8-11 year olds move up to 12-15 group and some divisions become Juniors, 8-15 years.)

3.
Divide Athletes by Ability
a. Rank athletes from high to low performances from entry scores or preliminary/trial scores.  Group as many possible together per division (based upon three to eight per division and utilizing a starting point of 10% difference - though 15% or 20% may be necessary to create divisions when athlete populations are low.)

b. When athletes' extreme highs and lows are problems, athletes should be merged with higher age groups or combined with similar ability groups of the opposite sex.  Finally, if an athlete's score is so extreme, he/she should be assigned to a division more similar to their own ability, regardless of age group, in order to ensure the chance to compete against other athletes.

c.
If preliminary/trial events are held, these "onsite" scores will be utilized in a manner similar to the previously noted divisioning procedures.  The value of preliminary/trial events is the similarity of judging, playing facility, environmental conditions, etc. for all athletes and the resulting consistency of scores to aid in the divisioning process and, hopefully, to create equitable competition.

4.
Team Divisioning -- Teams will be based upon ability with divisions that are created via scores of previous competitions, competitions on site - preliminary rounds/games (volleyball and bocce will also include the Special Olympics Skill Assessments Tests – SAT’s).
a. If possible, divisions will also be based upon same sex competition.

b.
If possible, divisions will be based upon age groups.

Note:
A team with at least one male on it will be categorized as a male team.  Similarly, a team will be placed in an age category based upon the oldest player's age.

Conclusion

The goal is always to create equitable divisions of three to eight athletes or teams.  A variation of 10% in ability from highest to lowest performances in each division is the ideal situation; however, 15% or 20% is often necessary if numbers and abilities vary.  Sex, age and ability may be "merged" in order to guarantee the chance for athletes to compete against others.  These types of "merges” are most often categorized as coed, open or coed open division.  Lastly, despite the most perfect 10% groupings, finishes may vary greatly - sport is affected by weather, illness, excitement, state of mind, medicine, time of day, sleep, diet, etc.  There is no "sure thing" in the divisioning process or in any event's final outcome.
Official Sports
Special Olympics Inc. summer and winter rules allow programs to offer 27 official sports.  Currently, Special Olympics Wisconsin offers competition in 18 sports and over 75 different events.  Local Agencies and Regions have the option to train and conduct competition in any official sport or event listed in the Special Olympics, Inc. Rule Books.  Please contact your Region or Program office if you have any questions concerning official sports.

SOWI Uniform Requirements at a Glance
 This section includes highlights of the rules for uniforms.  Specific uniform rules can be found in the specific sports rules for each sport.

Uniform commonality:  SOWI uniform rules have been modified to make it easier for Agencies who wish to use uniform shirts for multiple team sports.  The following guidelines should be used for teams wishing to create uniform shirts that can be used for all SOWI team sports.  Please note that this only pertains to numbering and not to specific uniform types required by each sport. 

•
Numbers should be a minimum of 4 inches in height on the front and 6 inches in height on the back

•
The stripe forming the numbers must be a minimum of ¾ inch (2cm) in width
•
Legal numbers that can be used for all SOWI sports are: 1-5, 10-15, 20-25, 30-35, 40-45, 50-55

Bowling: 

· Athletes must be neat in appearance 

· Athletes in Teams and Doubles must wear matching shirts. 

· No numbers are required

Volleyball 

· All Jerseys must be of identical color, trim, cut and style except for the libero player where the top is opposite color of team

· Numbers must be a minimum of 4 inches in height on the front and 6 inches in height on the back

· The stripe forming the numbers must be a minimum of ¾ inch (2cm) in width 
· Legal numbers 1 – 99

Alpine Skiing/ Snowboarding

· An approved snow sports helmet must be worn by all athletes for all events.  

Snowshoe racing

· Snowshoes must be a minimum of 17.78 x 50.8 cm (7 inches x 20 inches) as measured by the frame.  Snowshoes must be made of a frame with decking material (no plastic shoes are allowed)

·  The attachment of any additional “spikes” is not permitted.

· The foot must be secured through a direct mount binding system to the snowshoe.

· The use of poles is optional.

Basketball Skills 
· Athlete must wear athletic attire.  

· No denim is allowed.  

· Appropriate athletic shoes are required. 

· No number is required

Team Basketball 

· All uniforms must match in color, trim, cut and style

· Numbers must be a minimum of 4 inches in height  on the front and 6 inches in height on the back

· The stripe forming the numbers must be a minimum of ¾ inch (2cm) in width 
· Legal Numbers are: 0 or 00, 1-5, 10-15, 20 -25, 30-35, 40-45, 50-55
Gymnastics
· Male gymnasts shall wear tank tops (leotards) and long gymnastics pants or white gymnastics shorts. 

· T-shirts that are tucked in may replace the tank tops. 

· Gymnasts may compete in white socks, gymnastics slippers or bare feet.

· Female gymnasts shall wear a long sleeve leotard; have bare legs, bare feet, and wear white peds or gymnastics slippers. 

·  Flesh colored tights with bare feet are permitted, but not recommended.  No deduction will be taken for use of flesh colored tights.

· No jewelry is allowed.

Aquatics 

· Athletes must wear proper swimming attire as outlined by USA Swimming Rules and Regulations.  Goggles may be worn.

· No competitor shall be permitted to use or wear any device that may aid his/her speed, buoyancy or endurance during a competition (such as webbed gloves, flippers, fins, etc.).  Only those athletes in assisted events may utilize flotation devices.

Athletics

· Competitors must wear athletic clothing including an athletic shirt, shorts or sweatpants and athletic shoes.  

· No denim or dress clothes are 

· No hats may be worn 

· All relay team members shall wear identical singlets or shirts.

· Athletes may compete in shoes with spikes provided the host facility allows spikes.  

· No jewelry may be worn during competition.

Soccer
· All uniforms must be identical in color, trim, cut and style. 

· Numbers must be a minimum of 4 inches in height in front and 6 inches in height in back

· The stripe forming the numbers must be a minimum of ¾ inch (2cm) in width 
· Legal numbers 1 – 99

·  An individual may wear leg tights, leotards or sweat pants but they must be the same color of the team’s uniform shorts.  

· Shin guards are required and must be covered completely by the stockings.

· Tennis shoes or soccer shoes are required. No metal cleats are allowed. Baseball or football cleats are not allowed.  

· Undershirts, if worn, must match the sleeve color of the uniform. 

·  Under shorts, if worn, must match the shorts color of the uniform.

· The goalkeeper shall wear colors which distinguish him from the other players and from the referee. The goalkeeper jersey does not have to have a number associated to the jersey.

Powerlifting

· Plain shorts and T-shirts may be worn and can include the Special Olympics logo and Agency name only.
· No sweatpants, bike shorts, tank tops (unless paired with an undershirt) or sweatshirts may be worn.  T-shirts must be tucked-in at all times.   If a lifting suit is worn, the costume shall consist of a one-piece, full-length lifting suit of one-ply stretch material without any patches or padding. A non-supportive weightlifting/wrestling type suit is also a legal suit. For specific rules on lifting suits see powerlifting rules.

· Long pants may not be worn.

· Undershirt – A T shirt of any color or colors must be worn under the lifting suit by all competitors during the performance of the squat and the bench press. It is optional for men, but mandatory for women to wear a T-shirt during the performance of the deadlift. 

· Specialized “squat briefs” or other types of supportive briefs shall not be worn.  

· Footgear - Long socks (up to the knee, completely covering the shin) must be worn for the dead-lift.  Use of duct or athletic tape is acceptable.  

· Athletic shoes for training, powerlifting or weightlifting boots ONLY must be worn.  No hiking or work boots allowed.  The height of the heels shall not exceed 5cm.

· Belt - A belt made of leather, vinyl, nylon, or other similar non-stretch or non-metal (other than buckle and stub attachments material) may be worn on the outside of the suit.  Dimensions: Width – a maximum of 10cm; thickness – a maximum of 13mm. The belt may not encircle the body more than once.  Belts shall not have additional padding.

· Wraps – Wrist wraps of a maximum width of 8cm and a maximum length of 1m may be worn. 

· Supportive wraps – Only IPF approved wraps shall be permitted for use in powerlifting competitions. Non supportive wraps:  Wraps made of medical crepe or bandage and sweatbands do not require IPF approval.

· Baby powder, pool hall chalk, liquid chalk, resin, talc or magnesium carbonate are the only substances that may be added to the body or attire. The use of oil, grease, or other lubricants is forbidden.

· Athletes with physical disabilities (e.g. wheelchair, cerebral palsy, amputees) may wear a two-piece outfit with both upper and lower pieces being form fitting. Either snug fitting track trousers or snug fitting shorts may be worn. A full-length aerobic suit may be worn while performing the bench press. Lifting with prosthesis is allowed and orthotics with shoes will be allowed.

Bocce
· Teams must wear uniform tops that match in color, trim, cut and style. 

· Uniform bottoms do not need to match. 

· No denim or cut-off shorts are allowed. 

· Shoes must cover the athletes’ toes. No sandals or flip flops are allowed. 

· Numbers are not required

Softball/Tee Ball 

· Players must wear uniforms that are identical in color, trim, cut and style.  

· Team pants must either be all long or all short in style.  

· Ball caps, visors and headbands are optional for all players. If worn, they can be mixed, but must be worn properly. Player socks need not match.

· Numbers must be a minimum of 6 inches in height and are required on the back only

· Legal numbers: 1-99

· During warm-ups or during play, the catcher is required to wear a face mask and a batter's or catcher's helmet and a chest protector.  Shin guards are strongly suggested for safety but not required.

· Steel spikes, street shoes and jewelry are not allowed.  Gym, tennis, running, and soft or hard rubber spike shoes will be allowed.

· Gloves are required.  A first baseman's trapping style mitt may be worn by the first basemen or catchers only.

· Batting helmets with two ear flaps and chin straps are required for all offensive players while batting and base running.  The batter must wear the batting helmet at all times while still on the base paths.  

· Only bats marked by the manufacturer as "Official Softball" may be used.  In addition, any bat that is not on the approved bat list shown on http://www.teamusa.org/USA-Softball/Play-ASA/Certified-ASA-Equipment will be considered illegal and may not be used for competition

Tennis

· Athletes must be neat in their dress and wear proper tennis clothing.

· Soft-soled athletic shoes are required.

·  No blue jeans, cut-off shorts, loud sports shirts or street shoes are allowed.  

Golf

· Appropriate golf attire is required. 
Flag Football

· All players on a team must wear uniforms (shirt and pants) that are identical in color, trim, style and material.  All uniform shirts must be tucked in.  Taped numbers on pinnies are not legal in SOWI competition.

· Numbers must be a minimum of 4 inches in height in front and 6 inches in height in back.

· Receiver’s gloves may be worn

· All players' pants shall be either all long or all short in style and must not have pockets.

· No cut-off shorts or denim jeans are allowed.  

· Hats (baseball style caps or caps with hard visor) may not be worn

· No jewelry is allowed.  

· An intermediate (youth) size football will be used in all divisions.  Leather, synthetic leather, or rubber footballs are appropriate for use in training and competition.  Nerf footballs may be used in training to assist athletes who are having difficulty catching the ball, but will not be used in competition.

· A protective mouthpiece must be worn at all times.

·  Players must wear rubber-cleated or flat-soled athletic shoes.

· Metal cleats, spikes, hiking boots or other equipment deemed dangerous by officials will not be allowed.

· A one-piece, three-flag belt will be worn during the game at all times.
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NON-ESSENTIAL SPORTS ASSESSMENTS AND SKILLS

While these skills assessments are not essential for registration for SOWI events, some Agencies have found  them to be useful for internally gauging the skill level of athletes.  As volleyball and bocce skills assessment tests are required for registration, they are included with their respective sports rules.

Soccer
9F
Golf
12F
Softball
21F
Flag Football
27F
FOOTBALL (SOCCER) TEAM SKILLS ASSESSMENT TEST (FSAT)
These skills are designed to help determine a preliminary idea as to the ability level of the athletes. They should 

be used as a teaching method for basic skills used during a game setting.
a.
Football (Soccer) Team Skills Assessment Test – Dribbling
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1)
Set-up:  12m dribbling slalom:  five cones (minimum 18" high), 2m apart, staggered 0.5m from central line, and three to five balls at the start line.

2)
Test:  (Time: one minute) Player dribbles through slalom as quickly as possible, rounding all cones.  Player leaves ball over the finish line (ball must be stopped) and sprints back to the start.  If there is time remaining, player starts with second ball and repeats.  Player continues to repeat until one minute has elapsed to signify the end of the test.  A whistle will be blown when one minute has elapsed to signify the end of the test.

3) Scoring:  Player scores five points for each cone passed (to the outside) (i.e. 25 points per successful run).  Cones that are knocked down do not count.

b.
Football (Soccer) Team Skills Assessment Test – Control and Pass
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1)
Set Up:  Two cones to form a "passing gate" 5m wide, 7m from the starting line, two passing "target gates" (cones and 1m flags if possible) as shown, and four to eight soccer balls. (If balls are in short supply, use four balls but have an efficient retrieval system for returning the balls to the coach.)

2)
Test:  (Time: one minute) Coach rolls the ball at a moderate pace to the waiting player.  The player may wait on the line or move towards the ball once it has been rolled.  

Player controls the ball and dribbles through the passing gate.  Coach alternately calls and physically indicates "left" or "right" to designate target.  Ball 1: Right / Ball 2: Left / Ball 3: Right, etc.  Players can dribble as close as they like before passing the ball through the target.  The coach will roll the next ball as soon as the player returns to the starting line.  At one minute, a whistle will be blown to signify the end of the test.

3)
Scoring:  Player scores 10 points for each successful pass through a target gate.  A ball that hits the cone and goes through will count.
c.
Football (Soccer) Team Skills Assessment Test – Shooting
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1)
Set Up:  Penalty area and full-size goal, with nets, on a regulation field and four to eight balls at the top of the penalty arc.  (If balls are in short supply, the test can be run with four to five balls with a good retrieval and return system.)

2)
Test:  Player starts at the penalty spot, runs to the first ball, dribbles into the penalty area and shoots, attempting to shoot the ball in the air into the goal.  Players can shoot from whatever distance they choose once they are inside the penalty area.  As soon as the player has shot, he/she returns and repeats with another ball.  A whistle will be blown after one minute to signify the end of the test.

3)
Scoring:  Player scores 10 points for each shot traveling from foot to goal in the air and five points for each shot that touches the ground before entering the goal.

FINAL FSAT SCORING:  Total the final score for each of the three FSAT skill tests for each player.  This score should then be entered on the roster entry form for district and State competition.

FOOTBALL (SOCCER) SKILLS ASSESSMENT (FSAT) SCORE SHEET

	NAME
	DRIBBLING
	CONTROL & PASS
	SHOOTING
	FINAL TOTAL
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	10
	      


	      


	      


	      


	      




Sum of the top seven athletes’ total scores:      
 divided by 7 =       
 (Team Score)

NOTE:  These scores must be transferred to the district and State registration rosters.


Golf Level 1 – Individual Skills Contest (Not offered as competition by SOWI)

The purpose of Level 1 individual skills is to allow athletes to train in basic golf skills. The development of these key skills is necessary to advance to Level 2.  A maximum of 120 points may be scored in Level 1.

a.
Short Putt

1) Purpose:  To measure the athlete's ability to putt focusing on the short putt.

2) Equipment:

a) A regulation putting green with a properly marked (target) hole

b) One putter for each athlete

c) Five balls for each player

d) A chalker may be used to mark the circle targets around the hole

3) Description:

i. A target hole is selected and two circles are placed around the hole.  The first circle shall have a radius of .5m and the second shall have a radius of 1.5m from the hole.

ii. The athlete will have five attempts from a clearly marked spot, 2m from the hole.

iii. The short putt should be set up on a green with as flat a surface as possible.

4)
Scoring: 

a) The athlete will have five attempts to putt the ball at the hole from a line 2m from the hole, scoring points according to where the ball comes to rest.

b) The athlete will score one point for making a stroke at, and striking the ball. (A swing and a miss counts as one attempt, and the athlete receives a score of zero.)

c) A second point is scored if the ball stops on or within the 1.5m circle.

d) A third point is scored if the ball stops within the .5m circle.

e) If the ball goes in the hole, a total of four points will be awarded for that attempt.

f)
The short putt score shall be the sum total from the five attempts.
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b.
Long Putt

1)
Purpose:  To measure the athlete's ability to putt focusing on the long putt.

2)
Equipment: 

a) One putter for each competing athlete 

b) A regulation putting green with a properly marked (target) hole 

c) Five balls for each hole being used 

d)
A chalker to put the target circles around the hole

3)
Description:

a) A target hole is selected and two circles are placed around the hole.  The first circle shall have a radius of .5m and the second shall have a radius of 1.5m from the hole.

b) The athlete will have five attempts from a marked spot, 8m from the hole.

c) The long putts should be set up on a green with as flat a surface as possible.

d) NOTE:  Putting uphill is recommended.

4) Scoring:

i. The athlete will have five attempts to putt the ball at the hole from a spot 8m from the hole, scoring points according to where the ball comes to rest.

ii. The athlete will score one point for making a stroke at, and striking the ball.  (A swing and a miss count as one attempt and receive a score of zero.)

iii. A second point is scored if the ball stops on or within the 1.5m circle.

iv. A third is scored if the ball stops on or within the .5m circle.

v. If the ball goes in the hole, a total of four points will be awarded for that attempt.

vi. The long putt score shall be the sum total from the five attempts.
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c.
Chip Shot

1)
Purpose:  To measure the athlete's ability in hitting chip shots at 14m from the hole.

2)
Equipment:  

a) An assorted number of irons for both right-handed and left-handed players 


NOTE: Woods and putters are not permitted for this skill.

b) Five balls for each hole being used

c) A putting green with clearly marked target flag and hole

3)
Description: 

a) A chipping area is set up which includes a 3m by 3m square hitting area 14m from the hole.  The chipping area should be between 3m and 4m from the edge of the green. 

b) A 3m radius circle and a 6m radius circle will be placed around the hole.

c) A safely marked hitting area 3m x 3m square will be chalked up and marker provided.

d)
The athlete is instructed to chip the ball at a designated hole getting it as close to the hole as possible.

4)
Scoring: 

a) The athlete will attempt five shots at the target, scoring points according to where the ball comes to rest.

b) Athletes will score one point for making a stroke at and striking the ball. (A swing and a miss counts as one shot and receives a zero score for that shot.)
c) A second point is scored if the ball comes to rest inside the 6m circle around the hole.

d) A third point is scored if the ball comes to rest inside the 3m circle around the hole.

e) A fourth point is scored if the chip shot comes to rest in the hole.

f) The total score from the five attempts will be the athlete's final score for the chip shot.

5)
Diagram (Chip Shot):
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d.
The Pitch Shot

1)
Purpose:  To measure the athlete's ability in hitting controlled pitch shots in the air in the proper direction to a defined circular target area.

2)
Equipment:  

a)
An assorted number of pitching irons for both right-handed and left-handed players 

b) Five golf balls for each station being used

c) A marked hitting area, paint or chalk and marker

d) Shag bags or tubes to retrieve balls at station

e) A target flag and hitting mat or artificial surface

f) A banner sign, net or barrier that measures 1m in height by 5m wide.  Two support poles measuring 2m to be used to support the banner, sign, net or barrier

3)
Description:

a) A target area shall be defined as a circle with a 12m diameter

b) The distance from the hitting area to the 1m high barrier shall be 5m

c) The distance from the 1m high barrier to the target area shall be 5m

d) The golfer shall make five attempts.  The athlete is instructed to pitch the ball over the barrier at the designated target area.   NOTE: The skill station should be located in a restricted area such as a range in order to provide the safest environment.  If an unrestricted area is used, it should be roped off and clearly identified for volunteers, spectators and athletes.

4)
Scoring:

a)
The athlete will attempt five shots at the target, scoring points according to where the ball lands. 

b)
Athletes will score one point for making a stroke at and striking the ball. (A swing and a miss counts as one shot and receives a zero score for that shot).  

c)
A second point is scored if the ball goes over the barrier and between the upright poles.

d)
A third point is scored if the ball lands inside the 12m circle and rolls out, or if the ball lands outside the 12m circle and comes to rest inside the circle.

e)
A fourth point is scored if the ball lands inside the 12m circle and comes to rest inside the circle.

f)
The pitch shot score shall be the sum total from the five attempts.

5) Diagram (Pitch Shot):
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e.
Iron Shot

1)
Purpose:  To measure the athlete's ability to hit an iron shot for distance within a set hitting area.

2)
Equipment: 

a)
An assorted number of irons for right-handed and left-handed players

b) An appropriate number of golf balls based on the number of competitors.  It is recommended that five balls per athlete be available to eliminate having to retrieve balls.

c) Marking paint or chalk, and marker to mark hitting area and boundary lines.  (½" cord or rope can be substituted for marking boundary lines and making them more visible.)

d)
Hitting mat or carpet, tees, helmets, a safety zone for score keepers to stand in and shag bags or tubes to retrieve balls (if necessary)

e)
A target flag and eight cones or other viable markers to identify distance locations

3)
Description:

a)
The athlete may choose to hit the ball off a tee, mat or the ground.  The athlete is instructed to hit the ball from the teeing area toward a designated flag in the hitting area trying to keep the ball within the boundary markers and achieving a distance of more than 90m.

4)
Scoring: 

a)
The athlete will attempt five shots at the target, scoring points according to where the ball comes to rest.

b) Athletes will score one point for making a stroke at and striking the ball.  (A swing and a miss counts as one attempt and the athlete receives a score of zero for that shot).

c)
Two points are scored for a ball that comes to rest between the 30m and the 60m lines within the 35m wide boundary lines.

d)
Three points are scored for a ball that comes to rest between the 60m and 90m lines within the 35m wide boundary lines.

e)
Four points are scored for a ball that comes to rest beyond the 90m line with the 35m wide boundary lines.

f)
The athlete’s score for the iron shot shall be the sum total of the five attempts.

5.
Diagram (Iron Shot):
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f.
Wood Shot:

1)
Purpose:  To measure the athlete's ability to hit a wood shot for distance within a set hitting area.

2)
Equipment: 

a) An assorted number of woods for right-handed and left-handed players

b) An appropriate number of golf balls based on the number of competitors.  It is recommended that five balls per player be available to eliminate having to retrieve balls.

c)
Marking paint or chalk, and marker to mark hitting area and boundary lines. (A ½" cord or rope can be substituted for marking boundary lines, making them more visible.)

d)
Hitting mat or carpet, tees, helmets, a safety zone for scorekeepers to stand in and shag bags or tubes to retrieve balls (if necessary)

e)
A target flag and eight cones or other visible markers to identify distance locations

3)
Description:  The athlete may choose to hit the ball off a tee, a mat or the ground.  The athlete is instructed to hit the ball from the teeing area toward a designated flag in the hitting area trying to keep the ball within the boundary markers and achieving a distance of more than 90m.

4)
Scoring: 

a) The athlete will attempt five shots at the target, scoring points according to where the ball comes to rest.  

b) Athletes will score one point for making a stroke at and striking the ball (a swing and a miss counts as one attempt and receives a score of zero for that shot).  

c) Two points are scored for a ball that comes to rest between the 60m and 90m lines with the 50m wide boundary lines.

d)
Three points are scored for a ball that comes to rest between the 90m and 120m lines with the 50m wide boundary lines.

e)
Four points are scored for a ball that comes to rest beyond the 120m line with the 50m wide boundary lines.

f)
The athlete’s score for the wood shot shall be the sum total of the five attempts.

5)
Diagram (Wood Shot):
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GOLF – LEVEL I -
INDIVIDUAL SKILLS 
Scorecard

Name:      

Agency Name:       

Agency Number:       
 Division:       


(If Applicable)

SHORT PUTT

	TRIAL 1 – 5 PUTTS
	
	TRIAL SCORE

	#1
	#2
	#3
	#4
	#5
	
	      


	      

	      

	      

	      

	      

	
	


Miss = 0 Points


Strike = 1 Point


Within 1.5m circle = 2 Points


Within .5m circle = 3 Points


In the hole = 4 Points


Maximum Score = 4 Points per Putt and 20 Points per Trial

LONG PUTT

	TRIAL 1 – 5 PUTTS
	
	TRIAL SCORE

	#1
	#2
	#3
	#4
	#5
	
	      


	      

	      

	      

	      

	      

	
	


Miss = 0 Points


Strike the ball= 1 Point


Within 1.5m circle = 2 Points


Within .5m circle = 3 Points


In the hole = 4 Points


Maximum Score = 4 Points per Putt and 20 Points per Trial

CHIP SHOT

	TRIAL 1 – 5 CHIP SHOTS
	
	TRIAL SCORE

	#1
	#2
	#3
	#4
	#5
	
	      


	      

	      

	      

	      

	      

	
	


Miss = 0 Points


Strike the ball= 1 Point


Within 6m circle = 2 Points


Within 3m circle = 3 Points


In the hole = 4 Points


Maximum Score = 4 Points per Putt and 20 Points per Trial

PITCH SHOT

	TRIAL 1 – 5 PITCH SHOTS
	
	TRIAL SCORE

	#1
	#2
	#3
	#4
	#5
	
	      


	      

	      

	      

	      

	      

	
	


Miss = 0 Points


Strike the ball = 1 Point


Ball over barrier = 2 Points


Ball lands in 12m circle or lands outside 12m circle and comes to rest inside the circle = 3 Points

Maximum Score = 4 Points per Putt and 20 Points per Trial

Ball lands in 12m circle and 

comes to rest inside the circle = 4 Points


IRON SHOT

	TRIAL 1 – 5 IRON SHOTS
	
	TRIAL SCORE

	#1
	#2
	#3
	#4
	#5
	
	      


	      

	      

	      

	      

	      

	
	


Miss = 0 Points


Strike the ball= 1 Point


*Past 30m Line = 2 Points


*Past 60m Line = 3 Points


*Past 90Mm = 4 Points


Maximum Score = 4 Points per Putt and 20 Points per Trial

*(Within Width Boundary)

WOOD SHOT

	TRIAL 1 – 5 WOOD SHOTS
	
	TRIAL SCORE

	#1
	#2
	#3
	#4
	#5
	
	      


	      

	      

	      

	      

	      

	
	


Miss = 0 Points


Strike the ball = 1 Point


*Past the 60m Line = 2 Points


*Past the 90m Line = 3 Points


*Past the 120m Line = 4 Points


Maximum Score = 4 Points per Putt and 20 Points per Trial

*(Within Width Boundary)

FINAL SCORE – COMBINE TRIALS

	      
 


Softball Skills Assessment Test (SAT)
* The Skills Assessment Tests are no longer mandatory to complete*
1.
Test Procedures

a. Softball Team Skills Assessment Test (SAT)

1)
Test #1 Base Running – SAT

[image: image11.png]



a) 
Set Up:  Standard softball field – three bases, home plate, stopwatch

b)
Test:  Bases are set up like a baseball diamond and positioned 19.81m (65') apart.  The athlete is instructed to start at home plate and run around the bases as fast as possible, touching each base en route.

c) Scoring:  The time starts when the athlete leaves home plate.  The time stops when the athlete touches home plate after circling the bases.  The time elapsed in seconds is subtracted from 50 to determine the point score.  A penalty of five seconds for each base missed or touched in an improper order shall be assessed.  The best score of two trials is recorded.  Athletes should not be asked to take the two trials consecutively.
2)
Test #2 Throwing – SAT
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a) Set Up:  An outfield or a smooth grass field that can be marked off in feet
Needed: two measuring tapes, softballs, two small cones or marking stakes

b)
Test:  The player being tested stands behind the throwing line, back far enough to take one or more steps in preparation for throwing.  The player has two trials to throw the softball as far and as straight as possible down the throwing line, without stepping over the restraining line.  Coaches, assistants or other waiting players should be positioned in the field to indicate, using a cone or marking stake, the spot where each ball first touches the ground.  The better of the two throws is measured and recorded as the player's score.  If a player steps on or over the restraining line before releasing the ball, the trial must be repeated.  There will be a maximum of two repeats.

c)
Scoring:  The net throwing score equals the throwing distance, measured at a point on the throwing line straight across from (perpendicular to) the spot where the ball landed, minus the error distance – the number of meters the ball landed off target, away from the throwing line.  The player’s score is the better of two throws.  Both error scores and distance scores are measured to the nearest meter.


Scoring example:  If a ball lands even with (perpendicular to) the 50m point on the measuring tape, but is 6m off to one side, the player's score is 44 points. [Distance thrown (50m) minus number of meters off target (6m) results in a net score of 44m.]  Athletes score one point per meter, i.e.:  44m = 44 points.  If the score falls between meters, it should be rounded down, i.e.:  44.73 = 44 points.

3)
Test #3 Fielding – SAT
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a)
Set Up:  Standard infield or a smooth field with short grass on which chalk markings or cones can be placed, softballs, fielding gloves, measuring tape

b)
Test:  The player being tested stands in a ready position (A) behind a 1.53m (5') restraining line.  A thrower stands behind the throwing line and throws two practice and six test balls to each player.  Each throw must strike the ground before the 9.15m (30') line and must stay within the sideline boundaries of the marked area.  The throw should be made sidearm, with sufficient velocity to carry an untouched ball to line C – the velocity indicator distance beyond the endline.


The prescribed distance beyond the endline is marked by a cone or similar object.  Of the six test trials, two balls should be thrown directly to the player – two to the right and two to the left side of the player. The player attempts to field each ball cleanly, i.e. with no noticeable bobbling or temporary loss of control, and tosses it back to the thrower.


In each trial the player starts beyond the 1.53m (5') restraining line, but must move ahead of the 18.29m (60') line toward the approaching ground ball in order to obtain maximum points.  Any throw not made as specified should be repeated.


NOTE:  It is important to periodically check the velocity of the throw by occasionally instructing the player to let a ball go by untouched.  Throws should reach the velocity marker.

c)
Scoring:  Each ball cleanly fielded in front of the 18.29m (60') endline counts for five points.  A ball which is bobbled, but stopped from going past the player, equals four points.  Balls fielded behind the 18.29m (60') line receive three points for cleanly fielded balls, and two points for bobbled balls.  Balls are considered to have been fielded in front of the 60' endline when at least the player's glove and ball are clearly in front of the line.  Any ball which is missed entirely, or touched but gets by the player, scores no points.  The 

score is the sum of all six trials.  It is recommended that the scorer stand just outside the marked area, even with the 18.29m (60') endline.  The maximum score for this test is 30 points.

4)
Test #4 Batting - SAT
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a)
Set Up:  Standard softball field, 12 marking cones, softballs, bats, measuring tape
b)
Test:  The batter assumes a normal batting stance at the plate.  From the pitchers mound, a coach will throw five hittable pitches that the batter attempts to hit as hard and far as possible.  These pitches should be within a 6'-12' regulation arc.  Only five swings are allowed to each batter.  An individual (another coach recording results) should determine whether pitches are within the regulation arc and are hittable.  For tee ball, five hits are allowed off the tee.
c) Scoring:  The distance of the longest hit shall determine the athlete's final score.  The distance of a hit is measured from home plate to the point where the ball first touches the ground.  The distance is measured to the nearest meter (1 meter = 1 point, 46 meters = 46 points).  If the score falls between meters, it should be rounded down, i.e.:  46.73 = 46 points.

SOFTBALL INDIVIDUAL SKILLS CONTEST SCORE SHEET
Coaches are asked to administer the Skills Assessment Test (SAT) for each of their players on three separate occasions before district tournament registration to properly assess the overall team skill level which contributes to divisioning.
	NAME
	BASE RUNNING
	THROWING
	FIELDING
	HITTING
	FINAL TOTAL

	
	1
	2
	3
	1
	2
	3
	1
	2
	3
	1
	2
	3
	

	1
	      

	     

	     

	     

	     

	     

	     

	     

	     

	     

	     

	     

	     

	      


	2
	      

	     

	     

	     

	     

	     

	     

	     

	     

	     

	     

	     

	     

	      


	3
	      

	     

	     

	     

	     

	     

	     

	     

	     

	     

	     

	     

	     

	      


	4
	      

	     

	     

	     

	     

	     

	     

	     

	     

	     

	     

	     

	     

	      


	5
	      

	     

	     

	     

	     

	     

	     

	     

	     

	     

	     

	     

	     

	      


	6
	      

	     

	     

	     

	     

	     

	     

	     

	     

	     

	     

	     

	     

	      


	7
	      

	     

	     

	     

	     

	     

	     

	     

	     

	     

	     

	     

	     

	      


	8
	      

	     

	     

	     

	     

	     

	     

	     

	     

	     

	     

	     

	     

	      



THIS IS NOT A DISTRICT ENTRY FORM!
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SPECIAL OLYMPICS WISCONSIN – SOFTBALL
THIS IS NOT A DISTRICT ENTRY FORM!
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Flag Football Individual Skills Assessment Test

Catching: “Run & Catch”

1. Purpose: To measure athlete’s ability to catch a football.

2. Equipment: Five footballs, measuring tape, field paint, 28 cones, or numbered mats to mark catching spots and start/finish lines.

3. Description: A starting line, finish line, quarterback box, and five catching spots should be marked/ placed on the field. The catching spots should be marked 1-5 (left to right).

- 
The quarterback box should be placed in between the starting and finish line. 

- 
The quarterback box will be 4 yards X 4 yards.

- 
Catching spots are 1 yard X 1 yard.

- 
Catching Boxes 1 & 5 will be 5 yards from the quarterback box.

- 
Catching Boxes 2 & 4 will be 12 yards from the quarterback box.

- 
Catching Box 3 will be 20 yards from the quarterback box.

- 
The starting line should be placed on the left side of the quarterback and the finish line should be placed on the right side of the quarterback. Athletes will start to the left of the quarterback and finish on the right side of the quarterback.

- 
Each athlete will begin at the starting line. Once the official quarterback gives the signal, the athlete must run to each catching box (in numerical order), stopping to catch a pass at each spot. Once the ball is completely caught, the athlete drops the ball and goes to the next catching box. Once the last ball is caught, the athlete will sprint through the finish line. If a throw from the QB is deemed inaccurate, athletes will receive an additional throw from the same spot.

4. Scoring: Athletes will receive points for completing catches.

-  
2 pts: for a complete catch (clearly caught with both hands)

-  
0 pts: if athlete is unable to catch or touch a well-thrown pass.

-  
Athletes can gain a maximum of 10 points in this drill.

-  
Officials will be present to confirm point total.
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Throwing for Accuracy 

1. Purpose: To measure the athlete’s ability to throw a football accurately.

2. Equipment: Five footballs, measuring tape, field paint, 28 cones, or numbered mats to mark catching spots and start/finish lines.

3. Description: A starting line, finish line, quarterback box, and five catching boxes should be marked/ placed on the field. The catching boxes should be marked 1-5 (left to right).

- 
The quarterback box should be placed in between the starting and finish line.

- 
The quarterback box should be placed in between the starting and finish line. 

- 
The quarterback box will be 4 yards X 4 yards.

- 
Catching spots are 1 yard X 1 yard.

- 
Catching Boxes 1 & 5 will be 5 yard from the quarterback box.

- 
Catching Boxes 2 & 4 will be 12 yards from the quarterback box.

- 
Catching Box 3 will be 20 yards from the quarterback box.

-
The starting line should be placed on the left side of the quarterback and the finish line should be placed on the right side of the quarterback.

- 
The player being tested stands inside of the quarterback box. Five human targets/volunteers are placed in each catching spot. The athlete must throw to each target (in numerical order), gaining points for completed passes. The receiver must stay in the catching box.  Scoring is based on accuracy of the throw not on the volunteer catching the pass. 

       4. Scoring: Athletes will receive points for completed passes.

-
2 pts: For an accurate & completed throw.

- 
0 pts:  Receiver is unable to catch or touch ball in targeted area. If the ball hits the ground prior to reaching the target, the throw will be recorded as a failed attempt. 

-
Athletes can gain a maximum of 10 points in this drill.
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Throwing for Distance 

1. Purpose: To measure the athlete’s ability to throw a football for distance.

2. Equipment: Three-five footballs; measuring tape; field paint; four cones

3. Description: Athlete gets two attempts to throw football as far as possible. The goal line of a Special Olympics flag football field can be used as the starting line.  
4.  Scoring: Athletes will receive a maximum of five points per throw.

· 1 pt: 0-10 yards

· 2 pt: 10-20 yards

· 3 pt: 20-30 yards

· 4 pts: 30-40 yards

· 5 pts: 40+ yards

· Athletes can gain a maximum of 10 points in this drill.
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Agility & Speed: Hand-Off                                                                              

1. Purpose: To measure the athlete’s speed, agility and ability to receive a hand-off.
2. Equipment: Three footballs, eight cones, field paint, measuring tape, and stop watch

3. Description: The ball is marked at the 20-yard line or 20 yards from the goal line. The quarterback will be position 20 yards from the goal line. Athlete begins five yards behind the quarterback and between the cones.

- 
The quarterback will give the signal and hand the ball off to the athlete.        

- 
The clock will start on the quarterbacks signal.

- 
The athlete must maneuver around the four cones and sprints to the finish line/end-zone between the cones and must maintain possession of the football.

- 
Each cone will be 1.25 yards apart

- 
A fumble at the exchange between the QB and the athlete would be a redo.

- 
If an athlete losses control of the ball, the clock continues to run. The athlete can recover the ball. However, if the ball goes outside the 3m lane, the athlete can either pick up the nearest back-up football or recover the errant football to continue the event.

4. 
Scoring: The athlete will receive two attempts. The athlete can receive a max of five points per attempt for a total of 10 points.

-
The athlete will be timed from QB’s signal to when he/she crosses the finish                line between the cones with possession of the football.

- 
One-second will be added for every missed cone. 

-
Conversion Chart will indicate score. Athlete can gain a maximum of 10 points.
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	Agility & Speed: Hand-Off 

	Conversion Chart

	         Seconds                   Points

	Under 7.5 seconds
	5

	7.5-9
	4

	9.1-10.5
	3

	10.5-12.0
	2

	12.1 and over
	1


Flag Pulling

1. Purpose: To measure the athlete’s ability to pull an opponent’s flag.

2. Equipment: Five footballs, four cones, five volunteers and measuring tape

3. Description: The athlete stands in the middle of a 5 X 5 yard grid. 

· Volunteers will one at a time jog through the grid with a football and attached flags.  The athlete attempts to pull the volunteers flag before the volunteer leaves the grid.  Volunteers will move straight through the box without attempting to elude athlete. Speed of volunteers will increase incrementally until the last volunteer is sprinting through.

· This is not a timed event.  Each additional attempt will not start until the athlete has repositioned themselves at the center of the grid.

4. Scoring: The athlete will receive five attempts

· The athlete will receive two points for successful flag pull.

· The athlete will receive one point for any unsuccessful flag pull in which either the flag or ball carrier was touched, but the flag did not come off.

· The athlete will receive zero points for any unsuccessful flag pull in which the flags or ball carrier are not touched at all.

· Once the jogging volunteer leaves the grids, the athlete must reposition themselves in the center of the grid. 

· Athletes can gain a maximum of 10 points in the drill.

FLAG PULLING


[image: image15]
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First, a number is assigned to each defensive position...

1 - Pitcher , 8 10
2 - Catcher 6

3 - First Baseman

4 - Second Baseman
5 - Third Baseman

g | 6-Shortstop
7 - Left Fielder
8 - Center Fielder
9 - Right Fielder

10 - Short Fielder (SP)

2

Two positions used on offense only will utilize initials in recording
their position. The designated player in fast pitch will use “DP”
and the extra playerin slow pitch willuse “EP.” If the “DP"is used,
the player playing defense only will be listed in the #10 spotinthe
batting order. Both the “DP” and the “EP” can be listed anywhere
in the batting order.

Recording a player reaching a base...

In the rectangle to the right of a player, under the appropriate
inning, draw a pencil line from home base around the diamond
to the base reached. Next, you will note on the right side of each
box, a series of abbreviations. These refer to a number of
possible ways in which the player may reach base...

1B-One Base Hit  2B-Two Base Hit  3B-Three Base Hit
HR-Home Run HP-Hit by Pitcher  SAC-Sacrifice
BB-Baseon Balls  SB-Stolen Base (Bunt or Hit),
8 10 B
Draw a dash through the 7 A X
. > 6 3B
appropnate abbreviation. HR
For example, a batter SAC
making a two-base hit o
would be scored... 2 SB
1B
28
When a runner reaches home 38
base, fill in the entire st\'g
diamond solidly. HP
BB
_sB
. g8 10 1B
7 9 28
: 6 38
A hit batter would be shown HR
as reaching first base. SAC
Rt
8B
2 SB

Recording an out...

In the lower part of the appropriate rectangle to the right of the
player, record the number of the defensive fielder who catches
a ground ball and then the number of the player making the
putout.

A fly ball to center field 7
would be scored F8... 6 -38

Each out is numbered and
circled (note 1 and 2). 8 10 1B
Thus 3 indicates the third
and last out of an inning. HR

Recording certain other plays...

Within the player’s rectangle, write in near the bottom other
abbreviations, as follows...

Strikeout (called or sWiNGING) «...coveeeeeeeeeceeeeennnn. Ke, K3, Kbt
Pass Ball . feeteteetteeeeeaanennrnneennnn———eane PB
Wild Pitch eeeeemeseeeeeeomeaesetoeeaennaanaaenneann o sannnnnnnneneann WP
Error (either thrown or dropped by the fielder) ....................... E

In addition, indicate the fielder making the error, thus .....E5
Fielder's Choice ...FC
Double PlaY ...t DP
Run Batted In ...RBI

Also, list the batting order # of the player credited with the RBI.
Sacrifice Fly .... SF

In addition to recording each play within the player’s rectangle,
it is advisable at the same time to place-a series of dots in the
appropriate column at the right side of each page. This is a
double check on the completeness of your recording, and also
speeds up the final scorekeeping at the end of each game.

If all players are at bat before an inning ends, then mark out the
printed number at the top of the column for the next inning, and
continue the same inning down a second column. You'll find
there are enough extra columns. When a player leaves the
game, draw a vertical line on the right side of the box showing his
action in the last inning played. Actions of his substitute continue
thereafter horizontally across the page.

8 10 o 18

28

38

4 | Aoams ¢ "R
SAC

Sub i

' 88

/Y |\ fHaeers 2 | € 2 SB

At the end of each inning, add vertically the total runs, hi.ts
errors and the number of players left on base (LOB) for the entire
inning. For example...

Team Totals R H | S

E o8l L — 3

8
For example, should the batter 7 8 10 9 28
hit an infield ground bali to 6 38
shortstop relayed to first base 8'12
in time for the out, this would HP

- .2 88

be scored 6-3... QO Y 7 op

A detailed instructional manual on scorekeeping may
be purchased from the ASA National Office. For more
information or to place your order, please call:

1-800-654-8337




Flag Football Individual Skills Assessment Score Sheet

Name       
 

Agency       
 
Assessment Date       
 

Scoring:

· The highest attainable score for each Skill is 10 points.

· Catching: “Run & Catch”, Throwing for Accuracy and Flag Pulling will be scored on one attempt each.  

· Throwing for Distance and Agility & Speed:  Hand-off will be scored on two attempts each.  Utilize conversion charts below to determine points for each attempt.  

· The FINAL TOTAL is a sum of all total scores.

	SKILLS
	SCORE
	TOTAL

	Catching:  Run & Catch

2pts for a complete catch
	                     /                    /                     /       
       /            
    .       
	      

	Throwing for Accuracy

2pts for an accurate & completed throw
	      
       /                    /  
         /  
                  /            
       
	     

	Flag Pulling

2pts for successful flag pull

1pt for any unsuccessful flag pull in which the flags or ball carrier was still touched
	      
      /                    /  
        /  
                  /            
       
	     

	Agility & Speed:  Hand-off

Use conversion chart below
	1st attempt:


     / 
             /                    / 
                  /              
                     
2nd attempt:

    
      / 
             /  
      /  
                /                 
     
	     

	Throwing for Distance

Use conversion chart below
	
            /                    

	     

	FINAL TOTAL
	
	     


	CONVERSION CHARTS

	Agility & Speed:  

Hand-off
	
	Throwing for Distance

	Seconds
	Points
	
	Yards
	Points

	Under 7.5
	5
	
	40+ yards
	5

	7.5-9
	4
	
	39-30
	4

	9.1-10.5
	3
	
	29-20
	3

	10.5-12
	2
	
	19-10
	2

	12.1 and over
	1
	
	9-0 yards
	1


SOCCER SCORE SHEET

Field___________





Time___________





Scorer____________
Team Name: ____________________________

	No.
	Athlete Name
	Goal
	Card R/Y

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	


Score

	1st
	2nd
	OT
	Final

	
	
	
	


Winner______________________
Loser_______________________
Team Name: ____________________________

	No.
	Athlete Name
	Goal
	Card R/Y

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	

	
	
	
	


Score

	1st
	2nd
	OT
	Final

	
	
	
	


SOFTBALL SCORING



SPECIAL OLYMPICS WISCONSIN

COMPETITION GUIDE EVALUATION FORM

2016 – 2017
Which sections of the handbook were the most helpful?      

     


     


     


     


Which section of the handbook would you delete?      


     


     


     


     

What content area(s) would you recommend adding?      


     


     


     


     


Errors:

Page
Error

     

     


     

     


     

     


     

     


     

     


Please Return To:

Special Olympics Wisconsin
Name:      

2310 Crossroads Drive Ste 1000
Address:      

Madison, WI  53718
City:      


State:      

Zip:      



Phone:      



Email:      

INDIVIDUAL SKILLS CONTEST SCORE CARD





Name:	


Agency Name:	


Agency Number:	Division:	


	(If  Applicable)





EVENT CODE:	


�
TRIAL 1�
TRIAL 2�
�
BEST SCORE�
�
BASE RUNNING�
�
�
�
�
�
THROWING�
�
�
�
�
�
FIELDING�
�
�
�
�
�
HITTING�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
TOTAL SCORE�
�
�
�
�
�
�
�
DATE:	


PLACE:	


(If Applicable)





INDIVIDUAL SKILLS CONTEST SCORE CARD





Name:	


Agency Name:	


Agency Number:	Division:	


	(If  Applicable)





EVENT CODE:	


�
TRIAL 1�
TRIAL 2�
�
BEST SCORE�
�
BASE RUNNING�
�
�
�
�
�
THROWING�
�
�
�
�
�
FIELDING�
�
�
�
�
�
HITTING�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
�
TOTAL SCORE�
�
�
�
�
�
�
�
DATE:	


PLACE:	


(If Applicable)





5yards








5 yards








Athlete





Volunteers
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