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Sunday March 22 
Time Activity Numbers Location 
3.00 -3.30 Arrival – student gear to homerooms Everyone School Hall 

4:00 Mihi Whakatau Everyone School Hall 

5.00 Barbecue Everyone RAS Food Tech Room 

5.30 – 6:00 Billets Collect  Everyone School Hall 

 
 
 
 
 
 

Monday March 23 
Time Activity Numbers Location 
8:10 

8.30 

Morning Briefing 

Team Briefing 

Coordinator Staffroom 

9.00 to 12.00 Soccer Girls 

Volleyball Boys 

Tech Challenge 

Art Challenge 

8 

8 

2 

2 

RAS field 

Gym/field 

Tech room 

Tech Room 

12.00 to 3.00 Soccer Boys 

Volleyball Girls 

Archery 

Art Challenge 

8 

8 

2 

2 

RAS field 

Gym/field 

Van Sheds 

Tech Room 

3.15 Buses Depart 
  

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 

 

Tuesday March 24 
Time Activity Numbers Location 
8:10  
 
8:30 

Morning Briefing 
 
Team Briefing 

Coordinator 
 
Everyone 

Staffroom 
 
Homerooms 

9.00 to 12.00 Touch Boys 

Basketball Girls 

Robotics Challenge 

Art Challenge 

8 

8 

2 

2 

Field 

Gym/Quad 

Library 

Tech Room 

12.00 to 3.00 Touch Girls 

Basketball Boys 

Chess 

Art Challenge 

8 

8 

2 

2 

Field 

Gym/Quad 

Hall 

Tech Room 

3.15 Buses Depart 
  

3:30 Rugby Trial 
 

RAS Field 

 
Wednesday March 25 
Time Activity Numbers Location 
8:10  
 
8:30 

Morning Briefing 
 
Team Briefing 

Coordinator 
 

Everyone 

Staffroom 
 
Homerooms 

9.00 to 12.00 Netball Girls 

Indoor Netball Boys 

Golf 

Art Challenge 

9 

7 

3 

2 

Cage 

Quad 

Reefton Golf Course 

Tech Room 

12.00 to 3.00 Playball 

Badminton 

Food Tech 

Wearable arts 

3pm Photo Challenge due 

9 

4 

2 

2 

1-2 

RAS Field 

Gym / Hall 

Food Tech Room 

TBC 

TBC 

3.00 Onwards 

4:30 

 
 
 

5:30 

Obstacle course 

 
Wearable arts fashion show 

Photo slideshow 

Team 3 minute skit/show 

 
BBQ 

12 

 
1 

 

20 

RAS Field 

 
Hall 

Hall 

Hall 

 



 

 

Thursday March 26 
Time Activity Numbers Location 
9.00 to 12.00 Ki O Rahi 

Ultimate frisbee 

Rogaine 

9+ 

8 

2 

Field 

Field 

School Quad 

12.00 to 3.00 Multi - Sport 

Bowls 

16 

4 

TBC 

Reefton Bowls Club 

7.00 Student Social 

Tournament Team Selection 

Everyone School Hall 

Staff Room 

10.00 Billets Collect/Buses Depart Everyone Home Rooms 

 

 

 

 

Friday March 27 
Time Activity Numbers Location 
9.00 Poroporoake 

 
Everyone School Hall 

9.30 Naming of tournament teams 
 

Everyone School Hall 

10.00 Farewell/Buses Depart 
 

Everyone 
 

 

 
 
 
 
 
 
 
 
 
 
 



 

 

Volleyball 
Monday 

 
Venue: Gym/Field 
Coordinators: Hannah Johnson / Alan Brodie 
Time:  Boys: 8:50am 

Girls: 12pm 
Outline: 
Number of Players: 6 players on court 
• Subs: Rotating subs allowed on change of service, or otherwise umpire must be notified 
• Scoring & Points: Rally score format, a point every served ball. A game is to 21 points. 
• Timeouts: 1 time out of 30 seconds per game. 
 
Rules of the Game 
The rally point-scoring format will be used. 
All matches are the best of 3 games. A team must be ahead by a 2 point margin to win the game. The 
3rd game of all matches will be played to 13.  
The ball must be served within 5 seconds after the referee’s whistle. When the serving team commits 
a foul, the ball shall be given to their opponent, who shall rotate one position clockwise. The server 
shall serve from within the serving area. The serving area extends across the entire length of the 
baseline.  
The server is permitted on court only after the ball has been struck.  
All players other than the server shall be within their playing area in order of serving, with 3 players 
forward. Players are allowed to move from their initial positions once the ball has been struck (3 front 
row players, 2 backline players and 1 server).  
The ball may be volleyed 3 times before it is hit over the net. One volley constitutes one hit by a player. 
A ball that touches the top of the net is considered in play, including on a service. In returning the ball, 
a player may follow through over the net, providing they contact the ball on their side of the net. 
Players blocking may reach across the net, but can only touch the ball after the opponent has 
contacted the ball to return it. The ball may be hit with any part of the body above and including the 
waist. Blocking and attacking the serve is not permitted. 
The players of a team shall not interfere with or reach under the net deliberately, or interfere with 
the opposing team. The ball may be recovered from the net provided the player does not touch the 
net. 
A complete cross of the foot over the centre line is a foot fault. 
 
 
 
 
 
 
 
 
 



 

 

 
A point will be awarded to the opposing team, for the following fouls and penalties: 
 
Ball hitting the ground 
Ball hit out of court 
Ball not clearly hit i.e. pushing/throwing/catching  
Ball volleyed more than 3 times per side 
Ball is double volleyed  
Player touching the net 
Ball/body contact below the waist  
Player out of position at serve 
Player crossing the centre line (i.e. foot fault)  
Server serving out of position 
More than six (6) players on the court / illegal sub  
Illegal serve or delay of serve – 5 sec rule 
Taking more than 1 time-outs in a game  
Interference with net / opposing team 
Blocking or attacking the serve 
 



 

 

Football 
Monday 

 
Venue: School Field 
Coordinators: Bex Turnbull  
Times:  Girls: 8:50am 

Boys: 12pm 
Games will be 10 minutes each way with a 2-minute half time. The team is to be made up of 6 outfield 
players and one designated goalie 
 
Rules 
Start/Restart of Play 
At the beginning of the game, choice of ends and the kick-off shall be decided by the toss of a coin. 
The team winning the toss shall have the option of choice of ends or the kick-off. The game shall be 
started by a player taking a place kick (i.e. a kick at the ball while it is stationary on the ground in the 
centre of the field of play) into his opponents' half of the field of play. Every player shall be in his own 
half of the field and every player of the team opposing that of the kicker shall remain not less than 10 
metres from the ball until it is kicked-off; it shall not be deemed in play until it has travelled the 
distance of its own circumference. The kicker shall not play the ball a second time until it has been 
touched or played by another player. 
 
Fouls and Misconduct 
There's a difference between fouls and misconduct. A foul can occur when a player tries to get the 
ball from his opponent and kicks him or pushes him away accidentally, whereas misconduct means 
that a player wilfully targets his opponent and punches, kicks or pushes him away. Fouls can only occur 
when the ball is in play, but misconduct can occur when it's out of play as well.  
Depending on the seriousness of the foul or misconduct, the referee can penalise it with a yellow or 
red card in addition to a free kick or penalty kick. 
 
Free Kicks 
Players from the opposing team must be at least 10 metres away from the position where the free 
kick will be struck. Also, the player that kicks the ball initially on a free kick cannot touch it again until 
a teammate or opposing player touches it. 
 
Penalty Kicks 
Penalty kicks are conceded when a defended player fouls or commits handball inside the goal box.  
 
The Throw In 
The player taking the throw must keep his feet outside the side line, with the sole on the ground and 
the actual throw must be executed with the ball thrown over the thrower's head. 
 
 
 
 



 

 

The Goal Kick 
A goal kick is awarded when the keeper receives the ball from within the field of play or an attacking 
player sends the ball over the defenders goal line. The goalie may not receive the ball intentionally 
from their own team mates (no pass back to goalie). The goal kick can be taken from anywhere inside 
the goal box. 
 
 
The Corner Kick 
A corner kick occurs when the ball passes over the defending player's goal line, with a defender having 
touched the ball last. The corner kick acts as a direct free kick taken from the corner of the pitch (if 
the ball passes the line on the left of the goal, the corner is taken from the left corner and if it passes 
on the right, the corner is taken from the right corner). 
 
Offside Rule 
The offside rule will be used in games. 
The laws for defining whether or not a player is offside are as follows: 
A player is offside when he is nearer to the opponent’s goal line than the ball and the second last 
opponent. Being level with the second last opponent does not constitute being offside, neither does 
being level with both the last two opponents if they happen to be in line. 
When judging the condition of being “nearer”, only a player’s head, body and feet are taken into 
consideration. The position of a player’s arms does not count. 
A player cannot be offside in his own half of the pitch regardless of where he is positioned in relation 
to the ball or members of the opposing team. 
A player is not considered to be offside, regardless of his relative position, if he receives the ball 
directly from a goal kick, a throw-in or a corner kick. 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 
 
 
 



 

 

Tech Challenge 
Monday 

Venue: Tech Room 
Coordinator: Simon Burke 
Time:  8:50am 
 
Competition Brief: 
 
Students are to create a bridge that spans a distance of 1.5 metres and is anchored to two tables. The 
centre of the bridge must have an area of 300mm clear and have no supports above the deck for 
200mm the width of the bridge cannot be smaller than 100mm. 
 
Students are encouraged to create models of their design before Tournament but all construction for 
Tournament must happen during the allotted time on the day of competition. 
 
The winning structure will be the bridge that can support the most weight in the clear middle area 
(weight will begin at 2.5kg and increase in increments of 1.25kg) Failure is defined as a 100mm sagging 
in the middle relative to the anchor deck height or detachment of an anchor or catastrophic failure of 
any other kind resulting in the weights falling from the bridge. 
 
 
Materials: 
 
40 wooden ice-cream sticks 
30 A3 sheets of paper 
15 metres of string 
1 full roll of sticky tape (the tape often used in tape dispensers at school) 
10 plastic 2l milk bottle lids 
PVA glue 
Tools available: 
Craft knives 
Drills 
Pliers 
Scissors 
Band saw 
 
 
 
 
 
 
 
 
 



 

 

Art Challenge 
Monday - Wednesday 

 
Venue:  Tech Room 
Coordinator: Carina Webb 
Time:  8:50am  
 
Outline: 
 
Theme: Native flora and fauna – your place 
 
Equipment: (All provided) - Timber panel, paint – primary colours, brushes, builders pencil/chalk 
 
Teams of 2 students 
 
Each team can pre-prepare an artwork/draft (on paper), reflecting the theme. This is 
to be hand drawn, then painted onto an outdoor wooden panel (1000mmx500mm in 
portrait). This will be mounted (at a later date), onto our Enviro-Schools garden 
fence. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 

 

Photo Challenge 
Monday - Thursday 

Venue: ICT Room 
Coordinator: Vincent Arnull 
Time: Due 3pm Wednesday 
 
Competition Brief 
1 Photo per School 
Theme: Tournament week Reefton 2020 
Only photographs taken during the tournament in Reefton may be used in the competition 
 
Equipment 
Cell phone or digital camera 
The final image to be transferred to computer and then printed to A3 photo paper and displayed in 
the hall before the tournament dance. 
 
In camera image manipulation 
The image can be manipulated by any in camera phone manipulation e.g. black and white, Bokeh 
effect etc. 
 
Post Image computer manipulation 
Photoshop and any other image manipulation program cannot be used. Only simple post image 
cropping before printing using either Word or Publisher is permitted. No masks or pre-prepared 
images or effect are permitted. 
 
A designated student from each school will present 1 photograph of the schools choice that they will 
print to A3 size. The final print will be on A3 photo paper and presented for judging by an 
independent judge. 
 
Time Frame 
Monday, Tuesday, Wednesday morning will be available for taking photographs 
Wednesday Afternoon 
The computer suite will be available for 1-2 students to review their images, select their final image, 
print and laminate the image for presentation and judging Wednesday evening. 
 
 

 
 
 
 
 
 

 
 
 
 
 



 

 

 

Archery 
Monday  

Venue: 3 Bay Van Shed Reefton Area School 
Coordinator: Simon Burke 
Time:  12pm 
 
One boy and one girl will participate in an Archery challenge. 
 
Competition Brief 
 
Archers have a set time limit in which to shoot their arrows (6 arrows in three minutes). The male 
and female student from each school will shoot and then their combined total will be recorded for 
each of the four distances 5m 10m 15m and 18m the winning school will be determined by total 
points.  
 
In the unlikely event of a draw both the male and female archers from both teams will fire one 
arrow each the arrow closest to the X ring (the bulls eye) will be the winner. 
 
 
Equipment 
 
Bows and arrows will be supplied (20 pound draw) 
Target is 60 cm Standard WA target. 
Protective equipment will be supplied 
No additional equipment is permitted (such as trigger release devices, finger tabs and gloves) 
 
 

 
 
 
 
 
 
 
 
 

 
 

 
 
 

 
 
 



 

 

 

Basketball 
Tuesday 

 
Venue: Gym/Quad 
Coordinators: Hannah Johnson 
Time:  Boys – 12pm 

Girls- 8:50am 
 

Basketball will be played between the Gym (odd games in the draw) and outside courts  (even games 
in the draw).  This will mean a requirement for change between the two courts at one point during 
the draw. The coordinator will advise when and if this needs to happen.  
 
Rules 
10 Minutes each way with 2min half time 
1 timeout per team per half allowed, no time out in last 2min of each half 
 
Number of Players - The team is made up of 5 players playing on the court and up to 5 players sitting 
on the bench that can be used for substitution during the whole period of the game. 
 
Scoring - If the player successfully shoots from outside of the 3 points line, the basket is worth 3 points, 
otherwise it is worth 2 points. It is also possible to score one point when shooting from the free throw 
line. 
 
Violations - A violation results in the awarding of the ball to the opponents. 
 
Traveling - A player taking more than 2 steps without bouncing the ball on the floor.  
Double Dribble - When a player stops dribbling and then starts dribbling again or when s/he bounces 
the ball with both hands on the ball. 
Carry - When the hand twists when in contact with the ball, beyond the vertical, rolling the ball from 
under and over the ball. The hand must always remain on the top of the ball. 
3 Seconds - a Player must not remain in the offensive key for any longer than 3 seconds. This may not 
be called unless they receive the ball or influence the play. 
Fouls - A foul is an illegal action that can be committed by player from one team against a player from 
the opposing team. If contact occurs beyond what is deemed to be reasonable, or if a player thereby 
obtains an unfair advantage from it, a foul is committed. 
Defensive foul - This occurs when the offensive player is being fouled by the defender. Defenders 
should not block, push, trip, strike or hold the player in possession of the ball.  
Offensive fouls - For example, a player in offence commits a foul when charging into a stationary 
defender. 
 
 
 
 



 

 

Touch Rugby 
Tuesday 

 
Venue: School Field 
 
Coordinator: Bex Turnbull / Wayne Wright 
 
Time:  Girls: 12pm 

Boys: 8:50pm 
Rules 

Length of play will be 10 minutes each way with a 2 minute half time 

6 Players on field 

Scoring 

A touchdown will be awarded when a player places the ball on or over the score line prior to being 
touched.  

A touchdown will be worth one point. The Dummy Half is not permitted to score touchdowns. Once a 
touchdown is scored the scoring team must return the ball to halfway without delay. 

Substitution  

Teams may interchange players at any time. Players coming on to the field may not do so until the 
player being replaced has come off.  

Roll Ball 

A means of restarting play. Players must perform the roll ball on the mark while facing their 
opponent’s defending score line and rolling the ball backwards between their legs a distance of not 
more than one metre. Players must not delay performing the roll ball. 

The Touch 

Players from both teams are permitted to effect the touch. A touch is contact with any part of the 
body, ball, clothing or hair. A minimum of force is to be used at all times. The team in possession is 
entitled to 6 touches. 

The Tap 

The tap is taken by placing the ball on the ground on the mark, releasing the ball from both hands, 
tapping the ball with the foot a distance of not more than one metre and retrieving the ball cleanly. 
Any player from the attacking team may take the tap. 

A change of possession shall occur when: 

The ball goes to ground.  

The Dummy half places the ball in the Touchdown zone. 

The 6th Touch occurs. 

The player in possession steps on or over the boundary of the field of play.   

At a change of possession play is restarted with a roll ball. 



 

 

The Penalty 

When a player/team is penalised the non-offending team shall restart play with a tap. The tap is taken 
at the mark and the defending team must retire ten metres from the mark until the ball has been 
tapped. 

Play restarts with a tap when the following infringements occur: 

Forward Pass 

Touch and Pass 

Roll ball performed off the mark 

Performing a roll ball prior to a touch being made 

Defenders offside at the roll ball (5 metres) 

Defenders offside at the tap (10 metres) 

Deliberately delaying play 

More than six players on the field 

Falsely claiming a touch 

Not returning the ball to half way after a touchdown is scored (10m is also given) 

Using more than the minimum force to make a touch 

Misconduct 

Offside/Onside 

After a touch has been made all defending players must retire 5 metres from the mark.  

Defenders cannot move forward until the dummy half has touched the ball. 

Obstruction 

Players of the attacking team are not to obstruct defending players from attempting to effect a touch.  

Defending players are not to obstruct/interfere with attacking players supporting the ball  

carrier. 

Extra Time and the Drop Off 

When a match is drawn and a single winner is required, extra time is played and teams drop players 
every two minutes until down to 3. The first team to score a Touchdown wins the match. 

Player Attire 

Footwear with moulded soles are permitted. Bare feet, spikes and footwear with screw-in studs are 
not permitted. Players are not to wear any item of jewellery that might be dangerous. 

The Referee 

The referee is the sole judge on matters of fact and is required to adjudicate on the rules of the game 
during play. All officials, players and coaches involved in the match are under the control of the 
referee.  Foul Play will Not be Tolerated any foul play (the referee being the sole judge) will result in 
the offending player being penalised, sent to the sin bin for a period of time, or being sent from the 
field for the remainder of the match, depending on the severity of the offence. 

 
 

 



 

 

Robotics Challenge 
Tuesday 

 
Venue: Library 
Coordinator: Raquel Busson 
Time:  9am 
 
 
Equipment 
Reefton Area School will supply  

• the Edison Robots, 
• Chromebooks and all other equipment required at the time of the challenge. 

 
Competition Brief 
2 students per team. 
Each team will work to programme and alter their Edison to complete a set course. 
 
Time Frame: Maximum of three hours. 
 
Equipment for us to supply 
Edison, 2 per team. 
Chromebooks 
Paper 
Pencils 
Rulers 
EdCreate Packs 
Printed Instruction books for Tank/Water Cannon etc. 
 
 
 

Chess 
Tuesday 

Venue: Library 
Coordinator: Vincent Arnull 
Time:  12pm 
 
2 players- one female and one male 
 
All chess rules apply including en passant 
 
Time limit 20 minutes for each player for each game 
 
The player loses when they have used up their time on the chess clock, resigned, or are checkmated. 
 
 



 

 

Rugby Trial 
Tuesday 

Venue: School Field 
Coordinator: Wayne Wright 
Time:  3:30pm 
 
The rugby trial will be an opportunity for boys to be selected to trial against Canterbury AS students 
and be part of the TOSI Rugby team to travel to Nationals.  
 
If students have not been able to attend tournament or are unable to take part in the trial they may 
still be eligible to travel to trials based on individuals merits and past performances. 
 
It is essential that the names and required information be submitted on the provided form prior to 
the trials to allow the selectors and coaches to be able to run the trial as smoothly as possible. 
 
It is anticipated that the trial consists of team drills and practices. Participants will be assessed on 
skill level, contact readiness, experience and fitness. Organisers may run a modified game involving 
full contact. Mouth guards are essential. 
 

Rugby Trial 2020 - Student Information 
 

 
School:  

 
Student Information 

 
 

Surname First Name Preferred 
Position 

2nd Preferred 
Position 

Current  
Level 

     

     

     

     

     

     

 
Please fill in and e-mail  to Wayne at Reefton Area School  
 
waynewright@ras.school.nz 



 

 

Netball 
Wednesday 

Venue: School Cage 
Coordinators: Bex Turnbull 
Time: 8:50 
 
Rules: 
10 minute halves with a 2min halftime 
Substitutions - A team may make substitutions at the half time break as well as during a stoppage due 
to injury or illness. If a substitution or team change is made due to injury or illness, the injured or ill 
player must be involved in the substitution or positional change. The opposing team is free to make 
substitutions or positional changes, regardless if the team who called for the time out makes no 
changes. 
 
Contact - A player cannot accidentally or deliberately come into contact with another  player in a way 
which impedes their play. For example, pushing, charging, tripping, throwing the body against an 
opponent or using the ball to push or contact an opponent. Players must not hold an opponent, nor 
keep their elbows against another player. 
 
 Obstruction - A player with arms extended cannot defend a player with the ball, closer than 0.9m (3 
feet). This distance is measured from the first landed foot of the attacking player to the nearer foot of 
the defending player. A player may stand closer to an opponent without the ball provided their arms 
are not extended, but a player may not use intimidating actions against an opponent with or without 
the ball. If the attacking player lessens the distance in their throwing or shooting action, then the 
defending player is not considered to be obstructing because it was the attacking player and not the 
defending player who shortened the distance. 
 
Held Ball - A player must pass the ball or shoot for goal within three seconds of receiving the ball. 
 
Over a Third - The ball cannot be thrown over a complete third without being touched by a player in 
that third.  
 
Offside - Players must stay within their designated playing areas.  
 
Playing the Ball (or Replay) - A player who has possession of the ball may not bounce the ball and re-
gain possession of the ball (replay it). 
 
 
 
 
 
 
 
 



 

 

Indoor Netball 
Wednesday 

Venue: School quad 
Coordinator: Hannah Johnson 
Time:  8:50am 
 
Rules: 
10 minute halves with a 2min halftime  
6 players on the court at one time. The team is made up of two Attack players, two defence players 
and two link/centre players. 
The court is divided into two halves, an attack half and a defence half. Attack players are restricted to 
the attack half and defensive players are only allowed in the defence end. Link players are allowed to 
go everywhere but the goal circles. 
 
The Link/Centre players from each team will alternate the pass off to start each quarter.  
Both Link/Centre players from each team must be positioned in their defence halves when the pass 
off at the beginning of each quarter is taken. All other players must be in their correct positions.  
A Defence player will restart the game from the base line after each goal is scored. 
 
Scoring - When the ball is thrown over and completely through the goal ring by an Attack player 
from within the goal circle, one goal is scored.  
When the ball is thrown over and completely through the goal ring by either an Attack or 
Link/Centre player from outside the goal circle two goals are scored. 
 
Substitutions - A team may make substitutions at the half time break as well as during a stoppage due 
to injury or illness. If a substitution or team change is made due to injury or illness, the injured or ill 
player must be involved in the substitution or positional change. The opposing team is free to make 
substitutions or positional changes, regardless if the team who called for the time out makes no 
changes. 
 
Contact - A player cannot accidentally or deliberately come into contact with another  player in a way 
which impedes their play. For example, pushing, charging, tripping, throwing the body against an 
opponent or using the ball to push or contact an opponent. Players must not hold an opponent, nor 
keep their elbows against another player. 
 Obstruction - A player with arms extended cannot defend a player with the ball, closer than 0.9m (3 
feet). This distance is measured from the first landed foot of the attacking player to the nearer foot of 
the defending player. A player may stand closer to an opponent without the ball provided their arms 
are not extended, but a player may not use intimidating actions against an opponent with or without 
the ball. If the attacking player lessens the distance in their throwing or shooting action, then the 
defending player is not considered to be obstructing because it was the attacking player and not the 
defending player who shortened the distance. 
Held Ball - A player must pass the ball or shoot for goal within three seconds of receiving the ball. 
Offside - Players must stay within their designated playing areas.  
Playing the Ball (or Replay) - A player who has possession of the ball may not bounce the ball and re-
gain possession of the ball (replay it). 



 

 

Golf 
Wednesday 

 
Venue:  Reefton Golf Club 
  
Co-ordinator: Wayne Wright 
 
Time:  8:50 am  
 
 
Rules: 
 
Teams will be made up of 3 players (I adult, 2 students) An adult golfer will be assigned to a team if 
required. 
 
Each non golfer will be assigned a handicap of 36. Handicapped players will play to their handicap. 
Maximum handicap will be 36. 

 
This will be an AMBROSE competition 
 
The competition will be played over 8 holes. 
 
The score after 8 holes played will be multiplied by 2.25 to establish a gross score. The score will be 
rounded up to the nearest whole number. 
 
Handicaps will be added together and then divided by 6 to gain a team handicap. 
 
The team score will be the gross score minus the team handicap. 

 
All team members tee off, then members of team all play their next shot from the best ball of the 
team. 
 
Each player must have at least two of their first shots used by the team at some stage during the 8 
holes. 
 
Teams are to supply their own clubs and balls. Some clubs and balls will be provided should schools 
require them. 
 
 
 
 
 
 
 



 

 

Badminton 
Wednesday 

 
Venue: Hall / Gym 
Coordinator: Hannah Johnson / John Adams 
Time: 12pm  
 
Outline: 
Four students to participate – girls pairs and boys pairs. Second chance double elimination draw will 
be used. Games will be best of three sets or the team with the highest points at the end of 15 minutes. 
 
Rules: 
A player must wait until his opponent is ready before serving. If the opponent attempts a return then 
he is ruled having been ready. 
The feet of both players must remain in a stationary position until the serve is made. Your feet can 
not be touching the line at this time. 
It is not a fault if you miss the shuttle while serving. 
The shuttle cannot be caught and slung with the racket. 
A player cannot hold his racket near the net to ward off a downward stroke by his opponent or to 
interfere with his racket. 
 
Faults: 
The shuttle, at the instant of being hit is higher than the servers waist or the head of the racket is 
higher than the servers racket hand. 
The shuttle does not land in the correct service court. 
The server's feet are not in the service court or if the feet of the receiver are not in the court diagonally 
opposite the server. 
The server steps forward as he/she serves. 
Any player balking or feinting his opponent before serve or during serve. 
A serve or shot that lands outside the court boundaries, passes under or through the net, touches any 
other obstructions or a players body or clothing. The boundary and service lines are considered in 
play. 
The shuttle in play is struck before it crosses the net to the striker's side of the net. You may follow 
through over the net. 
A player touching the net or its supports with his body or racket while the shuttle is in play. 
Hitting the shuttle twice in succession by a player or team. 
 
 
 
 
 
 
 
 
 



 

 

Playball 
Wednesday 

Venue: School Field 
Coordinator: Bex Turnbull 
Time:  Wednesday 12pm 
 
Outline: 
 
(Gloves are optional - schools to provide their own where possible) 
 
1) There are 8 players in our playball teams. 
2) The playing field is divided into the infield and outfield – Ideally normal softball positions. 
3) The lines between the bases are 60’ apart and when joined they form a “diamond”, inside the 
baseline is known as the infield 
4) Each game is 2 innings per team at 7mins per innings or 3 out all out. 
5) The pitcher must have both feet on the pitcher’s rubber and can only take one step forward while 
pitching. 
6) The ball must be thrown underhand. 
7) The batter is out if and when: a) three strikes have been called b) a fly ball is caught. Runners 
must touch each base in order. Runners may overrun 1st base only, all other bases the runner may 
be tagged and called out if they are off the base. Runners cannot lead off a base, they must be on 
base until the ball as left the pitcher’s hand. After a fly ball has been caught the base runners can be 
out if they are off base. A base runner cannot pass another base runner that is ahead of them. 
Stealing a base is not permitted 
8) A runner is out if: a) they are tagged with the ball before reaching a base b) the ball gets to 1st 
base before the runner c) they run more than 3 feet out of the base line to avoid being tagged 
9) Catchers should remain a suitable safe distance (approx. 3-4m) behind the home plate. 
 
Rules: The normal rules of softball apply unless modified as stated below: 
 
Each batter faces 3 underarm pitches from a member of their own team. The third pitch does not 
need to be caught out by the catcher. Pitching distance is 10-12m, or whatever distance it takes to 
get the ball across the plate. Ensure that pitchers are a “safe” distance back. A defensive player 
should be fielded in the normal pitching position and fields any ball hit in that direction. Batters must 
hit one of the three balls delivered. The batter is out if they have not put the ball in play by the third 
pitch. When 2 pitches have been made, a foul ball on the 3rd delivery does not count as the third 
pitch, unless the foul ball is caught, then the batter is out in the normal manner. No bunting or 
stealing bases. The runner cannot leave the base until the ball is hit (no leading off). 
The pitcher bats like any other team member and is replaced on the “mound” by another team 
member when batting and base running. 
 

 
 
 



 

 

Top Chef 
Wednesday 

 
Venue: Food Tech Room 
Coordinator: Carolyn Milne 
Time: 12pm Wednesday   
 
Competition Brief 
 
Schools will provide a team of TWO students to compete in this challenge. 
 
Theme: Italian 
 
Teams are to prepare a two course (main and dessert) menu that meets the theme of 
the challenge. Each team will prepare a written menu to accompany their meal. 

 
Ingredients 
 
Reefton Area School will provide all ingredients. A list of required ingredients no 
later than Wednesday 11th March 2020. Proteins provided will be: chicken and beef 
mince. 
 
Reefton Area School has 7 fully equipped kitchens.  
 
Judging Criteria 
Will include: 

• hygiene,  
• kitchen safety  
• technique, 
• taste 
• presentation 

 
Time: 4 Hours 
 

 
 
 
 
 
 
 

 



 

 

Wearable Arts 
Wednesday 

 
Venue: TBC 
Coordinator: Ruth Allot 
Time:     12pm 
 

Competition Brief: 
The piece must be able to be modelled by a student from your school. It should reflect ‘your 
place’. Students can have a maximum of a 100-word blurb to accompany their piece 
explaining its significance.  
 
Students can use any recycled materials from Reefton or they can bring materials from 
home. They can plan a design before coming but they cannot have started to create their 
design (including cutting or shaping materials) before tournament begins 
 
Theme: Your place (could be a landscape, a symbol, animals, history, the possibilities are 
endless) 
 
Materials provided: Stapler, PVA glue, Paintbrushes, Paint, Newspaper, a collection of 
recycled materials, scissors, sellotape/masking tape, paper for recycling, needles and thread 
for hand sewing, tin snips. 
 
You need to bring: Any other recycled materials you want to use. 
 
Time Frame: 
Students will have between 12-3:30pm on Wednesday to complete their designs. 
 
 
 

Obstacle Course 
Wednesday 

 
Venue: School Field 
Coordinator: Hannah Johnson 
Time: 3:30pm 
 
Teams of 12 to compete in the obstacle course, six boys and six girls. 
 
There will be 6 challenges, where one boy and one girl from each team will compete. All challenge 
times will be added together when race is finished.  
 
 



 

 

Team Skit, Song or Dance  
Wednesday 

Venue: Hall 
Coordinator: Bex Turnbull 
Time:  4:30pm 
 
Each school will have a three minute performance on stage. This performance can be a skit, play, 
improvisation, lip sync, dance or song. Everyone in the team needs to participate. Points will be 
awarded for entertainment value, creativity, humour, costumes or use of props and inclusion of the 
whole team. 
 
 

Entertainment 
Value 

Creativity Humour Costumes/Props Inclusion of 
whole team 

Total Score 

 
/20 

 

 
/10 

 
/10 

 
/10 

 
/10 

 
/60 

Comments: 
 
 
 

     

 
 
 

Rogaine 
Wednesday 

 
 
Venue: School quad 
Coordinator: Kate Hawes 
Time:    8:50am 
 

Outline: 
 
Teams of two need to find as many checkpoints as possible in the time allowed. Checkpoints are 
scored differently depending on the level of difficulty in reaching the check points. Teams travel 
entirely on foot, navigating by map and compass between checkpoints. Team members must stay 
together during the entire race. If teams fail to return before the allocated time frame, points will be 
deducted from the team final score.  
 
 
 



 

 

Ki O Rahi 
Thursday 

Venue: School Field 
Coordinators: Bex Turnbull 
Time: 8:50am 

 
Guidelines: 
Players: 1 mixed team per school. 5 minute quarters – with minute intervals. 
Every quarter teams change roles (e.g. ki oma team in first quarter are taniwhas in the second.) 
 
The Field 
There will be two Ki o Rahi fields set up for this draw. Two teams play against each other on a 
circular field consisting of 3 highly visible concentric circles. Each circle constitutes a zone. 
The outer zone is 'Te Ao'. It is 12 metres wide. 
The middle zone is 'Te Roto'. It is 6 metres wide. 
The central zone is 'Te Motu' - this zone includes the ‘Tupu’ and ‘Pawero’. 
 
Equipment 
All equipment will be provided. Players are to wear gym shoes or bare feet. Rippa tags will be used. 
 
Game Play 
7 players per team on the field, up to 5 subs on the sideline. At least 3 females on the field at all 
times. 
We will be using Rippa tags therefore no tackling, pulling on clothes, etc for this particular event. i.e. 
non contact! 
Once a tag has been ripped off, the player has 3 seconds to get rid of the ball – this applies to both 
teams. Then player needs to put tag back on. 
Players must have both tags on their belts before they can resume play. 
This is a very fast game so time-wasting will result in a handover to the opposition. 
The game starts with ki oma kicking or throwing the ball from the “marama” zone into the 3 people 
in the pawero who throw it out again to their team members in the Te Ao zone. If it is not caught in 
the Pawero zone then the ball is handed over to the taniwha team. 
 
Ki Oma team (team defending the tupu) 
Aim: Defend the tupu (up to 3 players) 
Score points by touching the pou AND THEN running into the Pawero zone = points depend on how 
many pou you touched BEFORE you ran in and touched ball on ground. 
No more than 3 players defending the tupu – they are allowed to join their team mates in the Te Ao 
zone but they must enter and exit through Te Ara. 
 
Ki oma cannot enter the Te Roto zone (middle zone) unless they are running into the Pawero zone 
(centre zone) to score a point (therefore has possession of the ball) or they are in no way interfering 
with the run of play and are making an effort to get out of the Te Roto zone. 



 

 

Ki oma lose all accumulated points if the ball (and ball carrier) enters the Te Roto zone and comes 
back out into the Te Ao zone. 
A point is scored by the ki oma team when the pou (large cones or poles) is touched by the ball 
carrier(s) and the ball is carried from the Te Ao zone (outside zone) across the Te Roto and the 
player has placed the ball down (under control) in the Pawero Zone. There is the potential to score 
up to 7 points a touch down. 
If a “try” is scored by ki oma, the restart goes back to the “marama” zone. 
If a tag is pulled off by an opposing player while they are in the Te Roto zone, the ball will be 
handed over to the team attacking the tupu (taniwha team). 
If ki oma lose the “ki” (ball) (i.e. taniwha gain control) and then regain the “ki” the number of 
pou touched goes back to zero. 

 
Taniwha team (team attacking the tupu) 
Aim: Score points by throwing ball (ki) at tupu = 1 point 
Defend the “Pawero Zone” 
Taniwha team cannot enter the Pawero zone at any time. 
A point is scored by the Taniwha team when the ki touches the tupu (including own goals). 
The ball is still alive when the ball rebounds off the tupu – there is no re-start. 
Taniwha team have 10 seconds to throw the ball at the tupu from the time the ball enters the 
pawero zone. After the 10 seconds if the Taniwha team still have possession the ball is handed to 
the ki oma players in the pawero. 

 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

7m 

4m 

4m 



 

 

Ultimate Frisbee 
Thursday 

 
Venue: School Field 
Coordinator: Hannah Johnson 
Time:  8:50am   
 
One Mixed team per school. Seven players on the field, at least two girls must be on the field at all 
times. 
 
Rules: 
 
Each point starts with a throw-off from the goal line (“pull”). All players must remain in their end 
zone until the pull is thrown. At the start of the game a toss decides which team throws the first pull. 
A point is scored when the disc is caught by a team member in the oppositions end zone. 
 
No running with the Disc 
 
Non-Contact  
 
Turnovers occur if  

- Disc falls on ground 
- Disc handed between team mates 
- Held longer than ten seconds 
- Thrower catches own pass 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 

 

Multisport 
Thursday 

 
Venue: The Strand (swimming pool car park) 
Coordinator: Bex Turnbull / Kate Hawes 
Time: 12 – 3pm 
 
8 Boys and 8 Girls 
 
Competition Brief 
 

• A team race comprising four stages including a swim, mountain bike (MTB), run and 
raft section. 

• Each school fields one 8-person male team and one 8-person female team. 
• The swim and bike stages require one competitor from each team, the run stage 

requires 2 competitors from each team, and the raft stage requires 4 competitors 
from each team. 

• Swim Stage 
One team member swims 90m (3 lengths) of the town swimming pool. 

• Mountain Bike Stage 
One team member mountain bikes from the swimming pool car park around the 
pump track, down The Strand, over the town bridge and up Ross Town to the 
Powerhouse and completes two loops of the Powerhouse track finishing at the swing 
bridge. The course is approximately 5.5km. Competitors will have a chance to walk 
and bike around the pump track prior to the race as part of their race briefing, and 
can take a bypass option on any technical sections. 

• Run Stage 
Two team members run from the swing bridge up the Resevoir track, then up the 
Konini track to the picnic table and return down the track to Broadway running down 
to the town swimming pool car park. Both run competitors must complete the 
course before the raft competitors can begin their stage and should stay within 10m 
of each other during the race. The approximate 1.8km run includes a steep ascent of 
140m across 700m distance, (1:5 gradient). 

• Raft Stage 
Four team members assemble a raft from resources provided (tubes, rope, paddles) 
in the swimming pool car park and raft 90m (3 lengths) of the town swimming pool 
with all four team members on board. All resources provided must be used in the 
assembly of the raft. Time penalties will be added if competitors swim with the raft. 

 
Equipment 

• Each team will need to provide their own mountain bike and cycle helmet for the 
competitor in the mountain bike stage.  The cycle helmet must meet an approved 
standard as listed by the NZ Transport Agency.  Competitors must wear appropriate 
clothing for their event.  Run and bike competitors must wear a high vis vest to be 
provided by school teams. Swim and raft competitors will have access to the 
changing rooms at the town pool to change into their swimsuit 5-10 minutes prior to 
racing.  



 

 

• All raft resources will be provided. 
 
Rules 

• Transitions are clearly marked as “B” and “R” and the transition official will describe 
the course to competitors of each stage at the transition prior to racing. 

• Each competitor must tag their team member at transition.  Both run competitors 
must complete the course before the raft competitors can begin their stage. This will 
be monitored by the transition official and if they observe that this has not 
happened the team will be disqualified. 

• All resources provided must be used in the assembly of the raft. Time penalties will 
be added if competitors swim with the raft. 

• Transition officials have First Aid Kits and hold current First Aid certificates so in the 
event of an injury competitors must go to a transition official.  Transition 
officials/course marshals will contact emergency services in the event of a more 
serious injury. 

• If a competitor does not complete a stage then the team is disqualified and cannot 
continue to the next stage. 

• If the bike and helmet to be used by the competitor in the MTB stage does not meet 
safety requirements the competitor may not compete in this stage, therefore the 
team will be disqualified.  The team MAY still race the other stages non-
competitively however. 

• If competitors are still on the course at 2:45pm they will be unable to continue and 
will be returned to the start at the swimming pool car park, hence their team will be 
disqualified. 



 

 

Course Map 

 
 



 

 

Outdoor Bowls 
Thursday 

Venue: Bowls Club 
Coordinator: John Adams 
Time:  12pm 
 
4 players  (2 boys and 2 girls) 
All standard bowls rules apply  
Must have smooth, flat shoes on the green.  
 
 
 
 
 

 
Dance  
Thursday 

Venue: Hall 
Coordinator: Simon Burke 
Time:  7pm-10pm 
 
 
The Theme for the dance is Masquerade 
 


