
1 
 

 

 

     

 

 

 

MODIFIED RULES OF PLAY 
  

Document Control: This document is under continual alteration to ensure a fair and fun 
competition. The latest version can be found at www.omgames.com.au or www.sygwa.com.au  
 

http://www.omgames.com.au/
http://www.sygwa.com.au/
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WELCOME TO ON MISSION GAMES 
Modified Sports Rules 

 

These rules cover; Masters, State Youth, Emerging Youth & Regional games. 

• Not all sports listed are on offer at all games. Sports for each games are listed in the 
online registration for each games.  . 

This document outlines the rules for all sporting events being played. Due to the time-constrained 
nature of the competition, rules may be modified from their traditional form to ensure games are 
completed within the time schedule. Most rules are modified simply by time, however some sports 
field sizes are also changed in order to cater for multiple sports/teams in limited time frames. 

Team Coordinators: Please provide a copy of these rules to your Team Captains in each sport. 

GENERAL RULES FOR ALL EVENTS 

• All competitors must attend the pre-match briefing for each session any last minute 
rule/fixture changes will be communicated by the Event Coordinator at this time. 

• Please refer to the equipment and safety requirements for each event for details of what 
equipment is supplied by OM Games and what equipment is to be supplied by participants. 

• Ending Play - at the sound of the final siren, play will continue until the ball (or other) is 
considered dead.  If this is not suitable for a particular sport, the rule will be modified and 
listed under that sports rules. 

• All umpires and scorers for the games have volunteered their time to help ensure the games 
are played fairly and according to the rules. Please respect our volunteers. 

• For each sport, there may be multiple events (different time slots), of the same sport 
conducted over the course of Games. Each event is separate and will contribute points 
towards the Overall Points tally. 

• Sports are classed as either Male, Female, Mixed or Open. Sports classed as Mixed will have 
a minimum gender balance stated. Sports classed as Open have no prescribed gender 
balance. 

• Safety - It is recommended for all outdoor sports to slip, slop, slap. 

• Safety - For all sports we recommend to have a water bottle at hand and have                                                        
plenty of fluid intake. 

• Safety - It is recommended for all physical sports that participants warm up and warm down. 

 



4 
 

AFL 9’s 
  

Teams consist of nine (9) players with three (3) females on the field at any time. 

1. An alternative sized field will be in place and each field is divided into 3 zones equal sized with 
a total size of 100m x 50m. 

2. Players may interchange at any time. There are no restrictions on the number of interchanges. 

3. Teams consist of three forwards, three centers and three backs distinguished by either bibs, 
wristbands or arm bands.  Players must be in their zones at the start of the match and after a 
goal has been scored.  Once the game is in progress, players can move as follows: 

• forward line players can move freely across the forward and center zones; 
• center zone players can move across all three zones; and 
• back line players can move freely across the back and center zones. 

Female players must be spread across the ground with one female participant being allocated 
a position in each zone (similar to netball). 

4. The AFL’s 9 football will be used otherwise a synthetic ball can be used. 

During play 

5. The game commences by a ball up between two centerline players in the center of the ground 
(one from each team only); players must stand toe to toe in the ball up (like basketball), i.e. 
no running up.  The two competing players in the ball up cannot grab the ball or take 
possession of it until it has been touched by one of the center players not involved in the ball 
up.  The center players not involved in the ball up may play the ball if the ball hits the ground, 
but there cannot be a third person attempting the hit out.  

6. The ball must be disposed of by a handball or kick (as per the Laws of Australian Football).  
Players are not permitted to throw or hand the ball to another player or a free kick will be 
awarded to the opposing player. A player is not permitted to deliberately kick the ball off the 
ground, i.e. soccer style. If this occurs, a free kick will be awarded to the nearest opponent. 

7. Only forward players can shoot for a goal within his/her scoring zone.  The player standing on 
the mark must be inside the scoring zone.  The field umpire will be the sole judge whether the 
kick for goal was successful.  If a turnover takes place inside the forward zone whereby the 
defensive team lets the ball touch the ground, the ball must be disposed of once (i.e. by kicking 
or hand passing to another team member) before the team can shoot for goal. 

8. No direct kicking from the back zone to the forward zone.  When the ball is in transition from 
the back zone to the teams scoring zone, it must be possessed by a player in mid zone.  
Failure for this to occur will see a free kick awarded to the opposition team at the point in 
which the ball entered the scoring zone. 

9. Contested marks - allowed.  A defender can spoil a mark with a straight arm clenched fist, but 
no swinging of the arm is allowed.  If the ball is spoiled and hits the ground, the umpire will 
call play on. 
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AFL 9’s cont / 2 

 
 

10. Uncontested marks – if the ball is dropped by a player attempting an uncontested mark, the 
umpire will blow the whistle and the ball is turned over.  The closest opposing player shall be 
awarded a free kick. 

11. When the ball goes out of bounds (ball completely over the line) by hand or foot, the nearest 
opponent shall kick the ball back into play.  If there is any doubt as to which team last touched 
the ball before it went out of bounds, the umpire shall call a ball-up five meters in from the 
boundary line. In the event of the ball going out of bounds after a “play on” call (i.e. as a result 
of a smother, touched in transit, spoil at a marking contest), a ball up shall occur. 

12. After a goal (6 points for males and 9 points for female forwards), play is restarted in the center 
of the field via a ball up.  If a behind (1 point) is scored the ball is required to be kicked back 
into play from between the goals by a defender. 

13. A turnover occurs when the ball touches the ground as a result of a poor kick or handball and 
when the ball goes out of bounds.  If a turnover occurs the game stops and the opposing team 
gains possession of the ball from where the ball first made contact with the ground/went out 
of bounds.  Players may attempt to intercept the ball in flight, however must not make contact 
with an opposing player.  Players are not permitted to dive on the ball; a free kick will be 
awarded against the player diving on the ball. 

14. A player may stay in possession of the ball for a maximum distance of 15 meters involving one 
bounce unless the player is adjudged holding the ball for running too far.  Opposing players 
can tag the person with the ball.  When tagging a player, the tagging player shall yell “tag” or 
“touched” to notify the tagged player and the umpire.  This will result in:  

• If the player with the ball is touched in the team’s forward zone, a turnover is called 
and the tagging player shall be awarded a free kick; 

• If the player with the ball is touched in the team’s center or back line zone, the tagged 
player must stop and has three seconds to dispose of the ball by way of a handball or 
kick.  The stopped player cannot play on.   

15. Where a player is moving whilst in possession of the ball he/she must bounce the ball or touch 
it on the ground after 15 meters, irrespective of whether such a player is running in a straight 
line or otherwise.  A player in possession may bounce the ball only once.  He/she must 
dispose of it by hand or foot and may not touch it again until it has been touch by another 
player. 
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AFL 9’s cont / 3 
 

16. A mark is taken if, in the opinion of the umpire, a player catches or takes control of the football 
after it has been kicked by another player irrespective of the distance travelled.  It is not a 
mark if the ball touches the ground or has been touched by another player during the period 
when the ball was kicked until it was caught or controlled by the player.  When a player is 
awarded a mark or free kick an opposing player may stand at the position on the playing 
surface where the mark or free kick was awarded know as “the mark”.  No opposition player 
maybe closer than 5 meters away in any direction.  There is to be no contact in a marking 
contest.   

17. “Play On” will occur when: 

• A player, after taking a mark, runs around or over the spot “the mark” where he/she 
caught the ball  

• When a player after a turnover has occurred runs around or over the spot “the mark” 
where the ball made contact with the ground due to the turn over. 

• The ball after being kicked has been touched in transit 

18. Once a player receives a free kick, that player must go back behind the mark to take the kick 
or handball.  There is no playing to advantage.  If the ball is kicked and touched by the person 
on the mark, play on is called. 

19. If a player cannot take a free kick that has been awarded due to injury or illness then the 
teammate that was closest to the incident may take the kick. 

20. A 15 meter penalty may be awarded when a player: 

• Oversteps the mark 

• Engages in time wasting 

• Uses abusive, insulting, threatening or obscene language or behaviour 

• Enters the protected 5 meter area around a player which has been awarded a mark or 
free kick 

• Has not returned the football directly and on the full to the player awarded the free kick 
or mark 

• Engages in any other conduct for which a free kick would originally be awarded. 
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AFL 9’s cont / 4 

 
Contact 

21. OM Games will abide by the AFL 9s Touch rule which is a semi-contact version that requires 
players to implement a touch in place of a tackle.  In this form of the game, a one handed 
touch can be applied to dispossess a player of the ball.  There is to be no contact other than 
a touch. Players cannot: 

• Hold an opponent with their hands 

• Knock the ball out of an opponent’s hands 

• Push the player in the side 

• Steal the ball from another player 

• Deliberately bump another player  

• Barge or fend off opponents 

22. Smothering the ball when an opponent is being kicked is permitted. 

23. Shepherding is permitted with the shepherding player only permitted to run with their arms 
outstretched, and not making contact with opposing players.  Opposing players are not 
permitted to have physical contact with the player shepherding the ball carrier. 

 
 

EQUIPMENT AND SAFETY 
• We will supply all equipment except personal protective equipment 
• All jewelry or dangerous clothing is to be removed 
• It is strongly recommended that mouth guards are worn during play. 

Emerging & Regional Games Rulings 
• Up to 2 current youth leaders can join this event 
• Leaders cannot play in the forward or ruck 
• Only 1 leader may play per Zone 
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ARCHERY  
 
1. Teams consist of 4 competitors – no reserves 

2. All teams when not competing must stay behind the back marking line. 

3. If it is your turn to shoot, you move up to the front rope. When loading your arrow it must 
only face the target in front, you must not turn sideways to talk with a friend.  

4. If when loading the arrow it slips out and goes forward of the shooting line, you cannot get 
it. It must remain there until the round is concluded. 

5. Each person shoots 4 arrows at the target and the combined scores are added. 

6. Outer White circle – 1 point 

Inner White – 2 points  Outer Black - 3 points 

Inner Black – 4 points  Outer Blue – 5 Points 

Inner Blue – 6 Points  Outer Red – 7 Points 

Inner Red – 8 Points   Outer Yellow – 9 Points 

Middle Yellow – 10 Points  Inner Yellow – 11 points 

7. When all arrows are fired, you must place your bow down on the quiver. When all bows are 
on the Quiver, the sports coordinator will blow the siren/whistle. On hearing this, teams can 
go and collect their arrows and report scores to the central scorer. If arrow nibs remain in 
the board, there are pliers available to pull it out. 

8. Once all arrows are accounted for and are in the quivers, the team then go behind the 
second line and the next teams can go forward (upon direction of the sport Coordinator), 
but must not pick up any arrows until the next siren/whistle is blown. Then they can repeat 
the process. 

9. Scoring – At completion of game, please record full scores  

 

EQUIPMENT AND SAFETY 

• We will supply all equipment ( This way everyone is playing on an even base) 
• ALL participants (competitors and spectators) shall follow all directions of the Sport 

Coordinator.  
• DO NOT enter target lanes until ALL bows have been laid down. 
• A loaded Bow “must” only be held in the direct of the target boards.  
• Never dry fire a bow. ‘Dry firing’ is pulling back on the bow string and letting go with no arrow 

nocked. 
• ANY violation of this instruction will cause that competitor to forfeit that round. 

Emerging & Regional Games Rulings 

• Up to 1 current youth leaders can join this event 
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ARCHERY TAG 
TEAMS: 5 Players a side 
 
PLAY:  

• Teams start on opposing baselines with all arrows in pairs in the green zone 
• Game play commences on the whistle, and teams race to the green zone to collect arrows 
• During the game players cannot shoot from or be shot from the green zone, however if they 

are in the green zone for more than 5 seconds the rep will allow the opposing team to start 
firing at that player 

• Teams must stay on their own side of the battlefield and not enter the opposing teams half 
at any time 

• If at any point during the game a player is down and requires assistance, the rep will blow 
the whistle multiple times in short bursts to hold play. Players are to hold their fire and not 
move around the field until the rep advises it is safe to do so 

• A player is eliminated if they receive a direct hit anywhere on the body by the arrow head. A 
ricochet (off the ground, a bunker or bow) is not deemed a direct hit and the player remains 
in the game 

• An eliminated player must raise their bow in the air, signaling they have been hit, and move 
to the side of the battlefield 

• Teammates can revive an eliminated player in one of two ways: 
➢ Each team has a 5-dot target board on the opposing teams side of the battlefield. 

Shooting one of the 5-dot targets all the way out will revive one player (simply hitting 
the target board without a target dot coming out doesn’t count) 

➢ Catch an arrow on the full to revive a player. Must be on the full, and not a ricochet. 
A failed attempt to catch on the arrow head is a direct hit on the hand and that player 
is out. A failed attempt to catch on the arrow shaft is not a direct hit, and therefore not 
out 

➢ Any player whose arrow is caught is not out, it only brings back an eliminated player 
from the team who caught it 

➢ Players are not to knock out target dots from the board on their side of the field, 
preventing the other team from reviving eliminated players. Any team caught 
intentionally doing so will be disqualified from that game, and not receive any points 

• Game ends on a single whistle, or if all players from one team are out before time is up  
• The winning team is the one with the least number of players out at the end of the game 
• In case of a countback being needed, number of players remaining need to be recorded. 

 

*At the end of the game players are asked to assist resetting the field as quickly as possible (targets 
back in place, arrows in the green zone, bows & face shields on the base line) to enable the next game 
to commence on time 
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ARCHERY TAG cont / 2 
 
 
LOADING/SHOOTING AN ARROW 
 

• Players hold the bow in their non-dominant hand 
• Make sure the bow is the right way up – ‘Archery Attack’ at the top, single finger saver above 

double finger saver 
• Players turn the bow so knuckles are up, palm down 
• Place an arrow on top of the bow, and pull the nock back so that it locks into the bow string 
• Turn the bow back up, keeping it on a slight angle and the bow arm bent to prevent the bow 

string making contact with the arm 
• Place fingertips only on the finger savers, draw back as far as possible towards the cheek, 

elbow up 
• Avoid wrapping the index finger of the bow arm around the arrow 
• Take aim – and fire!! 

 

 
EQUIPMENT AND SAFETY 

• OM Games will supply all equipment  
• Players should warm-up and stretch before playing and wear appropriate clothing for 

bending, ducking, and squatting movements. 
• Players must not pick up their bows until directed by the referee. This will not occur until 

all players on the field are correctly wearing their face mask. 
• Face shields must be worn at all times while on the battlefield. Eliminated players must 

not remove their face shield until they have left the field; revived players must have 
face shields on before re-entering the battlefield 

• Do not dry fire the bows – pulling the bow string back and letting it go without an arrow, 
as it can damage bows 

• Do not aim or shoot at anyone not wearing a face shield 
• Bunkers are held down with sandbags, which can pose a trip hazard – take care when 

running around bunkers 
• At the start of play arrows are all located in the green zone (explained in game rules), 

and players run in to obtain arrows. Be mindful of others running in from the other side, 
don’t slide in feet first and don’t fight over arrows 

• If players notice at any point throughout game play an issue with an arrow such as a 
missing/broken nock, inform the rep immediately who will remove it from the game and 
replace it with a new arrow 

• Covered shoes are required 
• All jewelry is to be removed 
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ATHLETICS 
 

1. Teams of four (4) must consist of two (2) males and two (2) females. 

2. Each participant competes in all events and a collective score will be added to make the team 
total. Events will include: 

a. Javelin - using a Vortex, each participant will have 3 attempts to throw the vortex as 
far as possible, with the total distance measured on the best attempt. All four 
participant’s distances will be combined to give an overall distance and therefore 
placing against other teams. Points will be awarded on this basis.  

b. Shot Put - each participant will have 3 attempts to ‘put’ the ball as far as possible, 
with the total distance measured on the best attempt. There are a few rules governing 
the throw: The player must first position the shot just behind his neck, between the 
neck and the shoulder.  

The player is not supposed to throw the ball in the conventional way, but has to put 
it. This means that the player is supposed to push the ball into the air, and not throw 
it like a baseball. The player puts the shot from the starting position and then, using 
the body, pushes the shot into the air. All four participant’s distances will be combined 
to give an overall distance and therefore placing against other teams. Points will be 
awarded on this basis.  

c. Long Jump - the object of long jumping is to run down a long runway and then jump 
into a sand pit when you reach a white line. If you cross the white line your score does 
not count. After jumping your distance is measured from the furthest back point in the 
sand where you landed. The best distance from 3 attempts will be recorded. All four 
participant’s distances will be combined to give an overall distance and therefore 
placing against other teams. Points will be awarded on this basis.  

d. Discus - each participant will have 3 attempts to throw the discus as far as possible, 
with the total distance measured on the best attempt. All four participant’s distances 
will be combined to give an overall distance and therefore placing against other 
teams. Points will be awarded on this basis. 

e. Tug-o-war – round robin competition involving all 4 team members.  The anchor 
person must not tie the rope around themselves.  Participants must not twist the rope 
around their arms.  
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ATHLETICS cont / 2 

 

f. 4 x 100 meters – four sprinters, in the same designated lane, each run 100m to 
complete a lap of the track. During their individual legs they have to carry a baton 
that must be passed to the next runner within a 20m changeover box that’s situated 
10m before and 10m after the start of each subsequent leg. The first team across 
the finish line, baton in hand, wins. Each place will be awarded a score, with that 
score added to the overall team tally.  

 

 
EQUIPMENT AND SAFETY 

• All sports equipment will be supplied. 

• It is important to remain hydrated. 
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BADMINTON 
 

1. All Badminton tournaments are doubles tournaments. Teams consist of two (2) males 
(men’s), two (2) females (women’s) and one (1) male and one (1) female (mixed). (No 
reserves) 

2. Games will be played to a time limit. Scoring is continuous for the duration of the game (no 
sets or end changes). 

3. Points are awarded per serve - for example, if the serving team commits a fault, a point is 
awarded to the opponent; if the receiving team commits a fault the serving team wins the 
point.  

4. The receiving area for service is “Short & Fat” as per standard badminton doubles rules. 

5. For the purposes of this competition, service will alternate between teams after every 5 
points. Player A1 will begin serving diagonally from the right service court, then from the left, 
alternating until 5 points have been played. Service will then transfer to Player B1 on the 
opposing team for 5 serves, then to Player A2, and finally to Player B2. Service will continue 
to alternate in this manner until time runs out. 

6. Service faults include hitting the shuttle above waist height; server or receiver not standing 
in correct service area; and shuttle landing outside the correct service area. 

7. A general fault has occurred when the shuttle drops outside the court or fails to go over the 
net; a player hits the shuttle twice in a row; both partners hit the shuttle on consecutive shots; 
or the net is touched while the shuttle is in play. 

8. A let is played if the server serves from the wrong service court; players on opposite teams 
commit faults at the same time; the shuttle gets damaged or caught in the net; or another 
shuttle lands on the court. 

9. Due to time restraints service will be alternate sides rather than teams scoring until both 
players have served. The team mentioned first in the fixtures book will serve first. 

10. Finals: (SYG) In the event of a drawn game after full time, (2) minutes extra time will be 
played. 

 

 

 
 

 
EQUIPMENT AND SAFETY 
• Players to supply their own badminton racquets. 
• OM Games will supply shuttlecocks 

 
Emerging & Regional Games Rulings 
• No youth leaders can join this event 
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BASKETBALL 
 

1. Umpiring: Event Coordinator will allocate umpiring duties as necessary. 

2. Teams consist of 5 players on court as per standard basketball rules. Substitutions may be 
made at any time as permitted by the umpire(s). 

3. Scoring: Each team is required to provide at least one person to score for their game. If you 
do not have a scorer and there is a dispute there is no appeal process. The score sheet 
cannot be altered after the game. 

4. Fouls: Each player is allowed three (3) personal fouls before he/she is disqualified from the 
game. Each team is allowed five (5) team fouls before incurring the free throw penalties on 
the sixth and every following defensive foul. 

5. Technical and Intentional Fouls: A technical foul involving the equipment or minor swearing 
will be recorded on the score sheet as a T in that player's foul count. The opposition will be 
awarded two free throws and possession of the ball from the half line. A technical foul or 
intentional foul against another player disqualifies the offender from the rest of the game and 
possibly from the rest of the games that day. All instances should be reported to the Event 
Coordinator immediately as they occur. 

6. Time outs: Teams are not allowed time outs. The referee may call a time out in the event of 
an injury in order to get the injured person seen to and off the court. 

7. Disputes: All disputes are to be reported to the Event Coordinator at the main scorer’s table 
straight after the game in order to come to as quick and fair decision as possible. 

8. Finals: (SYG) In the event of a drawn game after full time five (5) minutes extra time will be 
played.   

9. All other Australian standard basketball rules apply. 

 

 

 

 

EQUIPMENT AND SAFETY  
• Players to supply their own team singlet. 
• OM Games will supply basketballs. 
• It is strongly recommended that mouth guards are worn during play.  

Emerging & Regional Games Rulings 
• Up to one current youth leaders can join this event 
• Leaders are not permitted in the keyway at any time and cannot score 
• Leaders can only block or reject other leaders, they may not block any other player. 
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BEACH VOLLEYBALL 
1. Teams consist of six (6) players. 

2. Teams must have a minimum of at least two (2) players of each sex on the field at all times.  

3. The serve must be clean and not touch any nets (roof, wall or game). 

4. On receipt of the serve, the receiving team must touch the ball at least two times and no more 
than three times before returning the ball to the other team. For example, no spiking the 
serve. 

5. When returning the ball over the centre net to the opposition, the ball cannot touch the roof 
net. The ball can be played of the side nets at other times. 

6. No player can touch the cross-court net at any time. 

7. All other rules are as for volleyball. 

8. No injury time is given. 

9. First serve by team listed first in the fixtures. 

10. In the event of a tie in a final, five (5) minutes extra time is played. 

EQUIPMENT AND SAFETY  
• OM Games will supply all equipment except personal protective equipment 
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BOCCE 
1. For SYG Teams consist of four (4) players. Each player has one (1) shot per end and should 

play in the same order for the entire game. (Not competition) 

2. For Masters, Emerging and Regional Games Teams consist of (2) players. Each player has 
one (2) shots per end and should play in the same order for the entire game. (Not competition) 

3. Each game is on a time limit. Teams should be ready to start and finish the game as quickly 
as possible on the sounding of the whistle.  

4. On the first end the winning team throws the jack (small white ball) and delivers the first ball. 
Teams will then play alternate balls until all have been played. 

5. On all ends the jack must be delivered within the playing area and at least half the distance of 
the rink.  The jack will be centered at the distance delivered. If this distance is not reached the 
opposing side will deliver the jack; however, the original team will play the first shot. 

6. Balls to be lobbed under arm. You can “spock” (kill) any ball or the jack whilst in play to try and 
get extra shots or kill the end. 

7. At the end of each end (when both teams have played all their balls) the team Captains will 
determine the number of shots to be scored on that end. One point is gained for each ball that 
one team has closer than your opponent. If you are unsure of the score or it is too close see 
one of the helpers. 

8. Scores for each end are aggregated for the game score. Refer to the sample scorecard for 
correct scoring. 

9. The winning team on each end delivers the Jack to start the next end. 

10. In the case of a drawn end the side that delivered the Jack on that end commences the next 
end.  

11. If a ball goes out of bounds (rink) in any direction it is considered “Dead” and removed from 
the game for that End. 

12. If the Jack goes out of bounds (rink) in any direction, the End is declared “dead” and you 
commence another End in the normal way. 

13. Fouls: 

a. Jack delivered too short - refer to Rule 5. 

b. Jack is killed in any direction by “spooking” - refer to Rule 1 

c. Ball goes out of bounds in any direction - refer to Rule 11. 
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BOCCE cont / 2 

 
14. Delivery must be from outside (end) of rink area. No penalty will be given for a foot fault. But 

we are to enjoy our game and you should not take advantage of this. 

15. The winning team is the team with the highest score when time runs out. 

16. Quarter and Semi Finals (SYG) will be played on the basis of the first team to nine (9) shots 
(points). Final will be played on the basis of the first team to 11 shots (points). 

17. Team to commence the game is the team mentioned first in the fixture book. 

 

 

 

 

 

 

 

 

EQUIPMENT AND SAFETY  
• OM Games will supply all equipment. 
• This is an outdoor event. Players are encouraged to wear sun protection, enclosed shoes 

and remain hydrated. 

 
Emerging & Regional Games Rulings 
• Up to 1 current youth leaders can join this event 
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CHESS 
 

1. All standard rules of Chess apply. Players are particularly reminded about en passant, 
castling and pawns promoting.  

2. Moving pieces 
a. Unless Rule 2b applies, if a player touches a piece during his or her move, that piece 

must be moved or taken if possible (‘touch move’ and ‘touch take’). 
b. A player may adjust one or more pieces on their squares without having to move or 

take them if the player first expresses an intention to do so (for example, by saying 
‘j’adoube’ or ‘I adjust’). 

c. Each move must be made with only one hand. That same hand must be used to press 
the clock (also see Rule 5.b). 

d. Once a player releases his piece onto the new square, the move is over and cannot 
be changed.  

3. Ending the Game 
a. The game ends by checkmate, resignation, a win on time (see Rule 3b) or by a draw. 
b. A win on time (flag fall) occurs when a player notices that their opponent has run out 

of time, claims a win on time and has sufficient material to checkmate. A win on time 
counts as a win for competition purposes. 

c. Apart from the standard chess rules about draws, a draw can also occur in the 
following situations: 

i. a draw proposed by one player is accepted by another; 
ii. a position where neither player can checkmate their opponent’s king (e.g. 

through insufficient material); 
iii. a player valid claiming their opponent’s time can expired and the player having 

insufficient material to checkmate; and 
iv. both players running out of time. 

4. Tournament Structure  
a. This tournament will be run on a Swiss System, which aims to have players on the 

same or similar score play each other each round. A player’s opponent and colour 
will be determined each round. This tournament will aim for players not to have the 
same colour for three consecutive rounds. 

b. The first round will be randomly determined. Subsequent rounds will be determined 
using the Swiss System. 

c. Players score 1 point for a win, 0.5 points for a draw and 0 points for a loss. 
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CHESS cont / 2 

 
d. Before the competition starts, the Event Coordinator will announce what tiebreak 

method/s will be used if players finish the competition on the same number of points. 
e. Chess Clocks. Each match will be played with each player having 15 minutes each 

on their clock. 
f. The player playing black will choose which side of the board the clock is on. 
g. If there are problems or questions during a match, players must stop the time running 

and refer to the Event Coordinator before restarting play. 
5. The Event Coordinator may modify these rules prior to the competition starting. If so, the 

Event Coordinator will inform all competitors of any changes. 
6. The Event Coordinator may decide on matters that occur during the competition, including 

altering any rules as necessary. The Event Coordinator’s decisions are final. 
7. Players are reminded of the traditional Chess standards of modesty, quietness and fair play. 

The Event Coordinator may penalise players appropriately for any breaches. 

 
 

 
 
 
 
 
 
 
 
 
 
 

EQUIPMENT AND SAFETY  
• OM Games will supply chess boards, pieces and clocks. 
• Check your bags or personal gear is not going to be tripping hazards to others. 

 
Emerging & Regional Games Rulings 

• No youth leaders can join this event 

 



20 
 

 

 

CONNECT 4 
1. This game is for individual players 
2. Players take turns to place a counter into one of the slots on the game board. 
3. A game is won when a player places a token that completes a line of 4 of their coloured 

tokens. A line can be horizontal, vertical or diagonal. 
4. Each match has a time limit and will consist of no more than 5 Games.  
5. Players will take turns being the first to drop. 
6. Once a token is dropped it cannot be changed 
7. Scoring – At completion of a match, please record the number of games won by each player. 
8. If time permits you may play more games, but only up to the first 5 games are to be recorded 

with number of wins/losses. 
 

 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

EQUIPMENT AND SAFETY  
• OM Games will supply all equipment. 
• Check your bags or personal gear is not going to be tripping hazards to others. 

 
Emerging & Regional Games Rulings 

• No youth leaders can join this event 

 



21 
 

 

 

CONTINUOUS CRICKET - Mixed 
 

1. A team will consist of 8 players on the field with at least 2 females, plus subs. 
2. Tip and run – If the ball hits any part of the bat or hand, batters must run around the marker 

and back.  
3. The batter is out if; 

a. The ball hits the wicket,  
b. Ball is caught or  
c. Deliberately uses body to protect wickets etc. 

4. Batters can run a maximum of 4 runs per hit (four times around the marker). 
5. Play ceases on timer. If all batters are out they can start again in the same order until the 

timer expires. 
6. Sportsmanship – Once a batter reaches 20 runs they must swap out, if all batters are out 

and time permits they may get a second shot if their round comes up again. 
7. Bowlers must bowl under arm.  
8. Only the bowler can run out (or bowl) the batter. 
9. Wide’s can be called and will result in 2 runs for the team batting 
10. Deliberate time wasting will result in 10 points being deducted from your overall church score. 
11. Scoring – At completion of game, please record full scores from both teams 

 

 

 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

EQUIPMENT AND SAFETY  
• OM Games will supply all equipment. 
• Game is played with a softer ball 

Emerging & Regional Games Rulings 

• Up to 2 current youth leaders can join this event 
• Leaders cannot bowl and must be at the end of the batting order 
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CORN HOLE 
Corn hole boards (base line), are to be placed 7m apart for EYG and Regional games and 9m apart 
for SYG and Masters age groups.  

PLAY:  

1. The object of the game is to gain points by landing your Cornhole Bag in the hole on the 
board at the other end of the field.  First team to 15 points wins that round.  

2. Teams consist of 2 players with one player from each team at each end. 
3. Each team has 4 Cornhole bags with each player having 4 throws.  The bags are thrown 

alternately by players at one end, then the other team members throw from the other end. 
4. Players throw Cornhole bags from immediately beside the corn hole boards and must not 

have any part of their feet in front of the base line. They can throw from either side, but 
must throw from that same side for that innings. 

5. Throws are to be under arm 
6. If a bag lands in, or is knocked into the hole, it is worth 3 points 
7. If a bag lands on the board but does not go in the hole it is worth 1 point. If it in-part touches 

the ground it is counted as a foul and needs to be removed before the next throw. 
8. If a bag touches the ground before finishing up on the board, it is regarded as a foul and 

should be removed from the board before play continues. 
9. For the second innings, the person who started second in the previous round has first 

throw. 

Game Scoring: 

1. During each innings if the opposing team scores the same as the other team throwing from 
their end, it cancels out the both teams score to that value so neither gains that/those points. 

a. A 3 point shot can cancel another 3 point shot  
b. A 1 point shot can cancel another 1 point shot 
c. A 3 point shot cannot cancel 2 three point shots just 1, nor can a 3 point cancel out 

one or more 1 point shots. 
2. If time runs out the team with the highest score wins 
3. When recording scores, please do not just record win/loss but how many points both teams 

gained for the round. 

 

 

 

 

 

 
 
 
 
 
 
 
 

 
EQUIPMENT AND SAFETY 

OM Games will supply all equipment  
 

 
Emerging & Regional Games Rulings 

No youth leader can join this event 
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CROQUET 
 

1 Croquet will be played in teams of 2 (open).  

2 This will be basic croquet, no bonus hits or extra points will be awarded. 

3 Players take turns hitting their own ball, every player must hit their ball before the first player 
goes again. After the first player, the first player from the second team takes their shot, 
followed by the second player from the first team and the second player from the second 
team. 

4 All balls must pass through hoops in the correct order before progressing to the next hoop. 

5 Balls can be played backwards through a hoop to get into a better position to pass through 
correctly; this does not count as passing through the hoop. 

6 The winner will be the first team that have directed BOTH their balls through all six hoops 
and into the finishing peg. 

 
 

 

 
 
 
 
 
 
 
 
 
 
 

EQUIPMENT AND SAFETY  
• OM Games will supply all equipment. 

 
Emerging & Regional Games Rulings 
• No youth leaders can join this event 
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DARTS 
1. (SYG) Teams consist of three (3) players. 

2. Masters, Emerging & Regional Games Teams consist of Two (2) Players. 

3. Competitors MUST know how to score their own games. 

4. Each side starts with a score of 501. Game scoring commences immediately a double is 
thrown, with each score being subtracted from the remaining total. 

5. The first team to reduce their score to exactly zero is the winner. To finish, a double must be 
thrown which exactly reduces the score to zero (this is called a ‘Peg’). 

6. If a greater score is thrown than is required to reduce the remaining score to exactly zero, 
then none of the three darts thrown count and the score remains as it was before that throw 
was taken. This is called a “bust” and the other team has its turn. 

7. If the game ends before the time expires, both teams cease play. (Players will be able to 
practice in the remaining time). 

8. If the game time ends before any team reaches zero (pegged), the team with the lowest score 
will be deemed the winner. 

9. Scoring – Winner (2 points) - Loser (0 points) - Draw (1 point each). 

10. The grand final (SYG), will be played from a 401 score and be the best of three games. 

 

 

 

 

 

 

EQUIPMENT AND SAFETY  
• OM Games will provide Darts, however players may choose to bring their own darts. 
• OM Games will supply dart boards. 

 

 
Emerging & Regional Games Rulings 
• No youth leaders can join this event 
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DODGEBALL – Mixed 
 

1. There will be six (6) active players per team during the game.  There must be at least 2 
players of each gender in the active six. Teams may make a maximum of four (4) 
substitutions during a game as long as they maintain the gender balance at all times. 

2. Each team must wear clearly identifying team colours 

3. The number of balls for the game will be six (6). 

4. Players start by taking a position behind their end line. At the commencement of the game 
teams approach the centre line to retrieve the balls. A maximum of 3 balls per team can be 
collected. Balls must be taken behind the attack lines before they can be thrown at opposing 
players. The throw will not count if not taken behind the throw line first. 

5.  Players attempt to eliminate opposing players by tagging them with a ball. If a player is hit 
by any ball which has NOT touched the ground that player is ‘out’. Play continues until either 
team has eliminated all the other players or the allotted time finishes. 

6. If a defending players catches a ‘live’ thrown ball, the thrower is then ‘out’ and a defending 
player can return to the game in order of first out - first in. If a defending player does not catch 
the ball, they are ‘out’. 

7. Defenders may block a ‘live’ ball with another ball (that ball is still live until it hits the floor). 
Defenders may block a ‘live’ ball then throw the blocking ball down and catch the ‘live’ ball. 

8. Players cannot leave the court to avoid being hit or to catch a ‘live’ ball. Players cannot hit 
defenders with a throw above the shoulders; this will result in the thrower being called out. If 
the defender ducks or dodges a high throw and is hit above the shoulders, they will be called 
out. 

9.  It is illegal for the leading team to control all balls for more than 5 seconds. If this occurs the 
umpire will stop the play and evenly distribute the balls across both teams. Unsportsmanlike 
like behaviour will result in ejection from the game. 

 

 

 

 

 

EQUIPMENT AND SAFETY  
• Players must supply their own shoes with non-marking soles 
• OM Games will supply all equipment except personal protective equipment 

 

 
Emerging & Regional Games Rulings 
• Up to 1 current youth leaders can join this event 
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EIGHT BALL - Open 
 
1 These games are based on times, you should finish the game in that allotted time, but if 

not count up points earned for both teams. 

2 Rules are the Eight Ball rules as displayed on the wall at On-Cue Billiards. 

3 Teams receive 1 point per ball sunk and 3 points for the 8 ball (max points per team/game 
being 10 points).  Points accumulate over each match to determine overall winning team. 

4 End of game, fixed nominated pocket for the 8 ball.  8 ball potted in wrong pocket is a lost 
game, in on the black is a lost game. 

5 Please record points from both players ie outright win is 10 points 

 

 
 

 

 
 
 
 
 
 
 
 
 

 
EQUIPMENT AND SAFETY  
• OM Games will provide all equipment however you may supply your own Cue. 

 

 
Emerging & Regional Games Rulings 
• No youth leaders can join this event 
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FINSKA 
Finska will be played in teams of 2. 

Objective 

Be the first team to reach exactly 50 points by knocking down the 
numbered pins. 

Setting up 

1. Set up the 12 numbered pins in a tight cluster as shown 
2. Place the Finska carry case 4 metres away to mark the Throwing position 
3. Numbers 10, 11, & 12 should be in the centre 

General Play 

1. From the throwing position, teams take turns to throw (under arm) the large throwing pin 
(“The Finska”) towards the numbered pins. Each player in their team must alternate throws. 

2. After each throw the score is noted and added to the teams total score and the numbered 
pins are placed back upright where they lie (using the base of the pin to mark the spot). The 
pins will spread as the game continues. 

Scoring 

1. A Multiple Pin score occurs when more than one pin has been fully knocked down. The team 
scores the number of pins fully knocked down eg. Knocking down the 7, 11 and 12 scores 3 
points. 

2. A Single Pin score occurs when only one pin has been fully knocked down. The team scores 
the number marked on that pin eg. Knocking down only the 7, scores 7 points. 

3. Pins must lie fully flat to be counted as knocked down. A pin resting or leaning on another 
pin is not down. 

The “Twists” 

1. A team that scores Zero on three consecutive turns, immediately loses the match. 
2. If a team’s score exceeds 50, then that teams score drops back to 25. 

Time constraints 

1. If time runs out, the team closest to, but not over 50 points at the siren wins. 
2. Both team’s scores need to be recorded to calculate their % F/A. 

 

 

EQUIPMENT AND SAFETY  
• OM Games will supply all equipment. 

 

 
Emerging & Regional Games Rulings 
• No youth leaders can join this event 

 

2 1 

4 10 3 

6 12 11 5 

9 8 7 
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FISHING 
1. Two (2) people per team. 

2. Fishing will only be permitted in the designated area as specified by the event coordinator.  

3. Fishing will only be permitted with hand lines or a rod and reel. 

4. Each fisher-person can use a maximum of two fishing lines (handline or rod and reel) each, 
during the competition.  

5. The competition will be determined by the weight of the fish caught.  

6. Each player will have the weight of their 2 heaviest fish recorded. The team’s score will be the 
combined weight of the 2 heaviest fish caught by each player in the team. 

7. Care must be taken so as not to harm the fish unnecessarily, this is a catch and (kiss) release 
competition. 

8. For the purpose of this competition, a successful catch does not include: 

• Squid 

• Crabs 

• Sea Snake 

• Sting Ray. 

 

EQUIPMENT AND SAFETY  
• Players to supply their own fishing rod or hand line and tackle. 
• OM Games will supply bait. 
• Be aware of slippery edges/rocks 
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FRISBEE/DISC GOLF 
 

1. Teams will consist of 2 players, with each team having a Frisbee/Disc (or set of discs).  
2. Course will be 9 holes, with each team to complete 2 rounds of the course. 
3. If a number of teams register, the coordinator has the option to organize a shotgun start ie 2 

teams start at hole 1, 2 teams at hole 2 etc. 
4. Each team will be paired with another team to travel the course. In the event of uneven number 

of teams, one group may be assigned 3 teams to travel together. Each team will have a 
scorecard to record their own score AND the other team’s score. Scores are to be confirmed 
after each hole before progressing to the next tee. 

5. The first throw on any hole must always be taken from behind the Tee Marker. 
6. Each team member alternates taking the shot for their team. 
7. Every throw until the Frisbee/Disc is in the basket counts as one shot.  
8. Lowest total score over all 18 holes is the winner.  
9. Each team will have their own score card. However, during each hole both teams playing that 

hole must be able to check and confirm throws of the other team.  Score cards must be 
checked by the other team at the end of each hole, before progressing to the next hole. 
 

EQUIPMENT AND SAFETY  
• OM Games will supply all equipment except personal protective equipment 
• Players are encouraged to wear enclosed shoes. 

  
 

 

Emerging & Regional Games Rulings 

• Up to 1 current youth leaders can join this event 
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HANDBALL 
 

1. Six (6) players per team (5 players and 1 Goalkeeper). 

2.  Playing the ball: players are allowed to: 

• Throw, catch, stop, push or hit the ball, by using hands (open or closed), arms, head, 
torso, thighs and knees. 

• Hold the ball for a maximum of 3 seconds. 

• Take a maximum of 3 steps with the ball. 

• Bounce the ball to reset the 3 second count. 

Players cannot: 

• Touch the ball more than once, unless it has touched the floor, another player, or the 
goal in the meantime. Fumbling the ball is not penalized. 

• Touch the ball with a foot or leg below the knee, except when the ball has been thrown 
at the player by an opponent. 

• Play the ball intentionally out over the side line or the team’s own outer goal line. 

3. The Goalkeeper can touch the ball with any part of their body while in the act of defense 
inside the goal area. 

4. When defending players cannot pull or hit the ball out of the hand of an opponent; block or 
force away an opponent with arms, hands or legs; restrain, hold, push, run or jump into an 
opponent; otherwise impede, obstruct or endanger an opponent. 

 

EQUIPMENT AND SAFETY 

• OM Games will supply all equipment except personal protective equipment. 
• It is strongly recommended that mouth guards are worn during play. 
• It is up to each individual to supply personal safety equipment. 
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HANTIS 
 

1. Teams consist of 2 players who will contest alongside each other 
2. There are 4 tables which are the playing surface, each person starts the point standing 

behind their table. The serving team must stand behind the back of their table until the ball 
is in play, but the receiving team is allowed to stand up to the front of their table. Once the 
ball is in play, all players can move anywhere they want. 

3. The serve in Hantis is very similar to a serve in Table Tennis. The ball must first hit the 
server's hand then off the serving table, and into the other team's possession. The ball may 
be served to either defending table. Once the ball has hit the server's table, it is in play. Each 
team has 5 serves, then alternate. After 10 serves, teams swap ends of court. The person 
on the right at serving end serves at all times. 

4. Once the ball is in play, each player has 1 bounce on their table and 2 hits with any part of 
their body (using hands gives most control).  

5. If the ball hits the opposition's table, your hit count resets. This means you can dribble the 
ball on their table if you want to as each time it hits their table, you get another 2 hits. 

6. The winner is the first team to 21 with a lead of 2. Using your team-mate maximises your 
chance of winning the point as it doubles the time you are in possession and vastly increases 
the moves you can pull. 

7. You can win points in these ways: 
• If the ball hits the opposition's table then it hits the ground inside the  boundaries of 

the court  
• If the ball hits the opposition's body, then it hits the ground 
• If an opposing player has more than 2 touches of the ball before it hits your table. 
• If the opposing server serves it off their table onto the ground (Excluding game point, 

see below) 
• If the opposition cups/grabs the ball mid-rally. The ball must be hit only. 
• If the opposition 'traps' the ball on a table. 
• If excessive body contact is used. 
• If the opposition hits the ball onto your table and then it goes out of the boundaries of 

the court, they lose the point, Hantis is more about precision than brute force. 
• 2 points are awarded when you hit the ball to bounce once on one opponent's table, 

then the other opponent's table, then it hits the ground within the boundaries of the 
court. 
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HANTIS cont / 2 

 

8. Edge Rules, these are important to determine who is awarded the point if the ball hits the 
edge of a table then goes up, or down: 

• If the ball hits the edge of a table and goes UP, it is still in play. 
• If the ball hits the edge of a table and goes DOWN, it depends on two things. If the 

ball has travelled OVER another edge of the table and it hits the edge and goes down, 
whoever's table that is loses the point. If the ball hasn't travelled over another edge if 
it hits the leading edge and goes down, whoever hit the ball loses a point. 

9. When a team reaches game point (20 points) the losing team will serve until a tie. If a tie 
happens, the team that reached game point first would then serve. At game point, teams can 
choose their best server and can opt out of alternating every 5 serves. Once a team leads by 
2 points after game point, they have won the game. The serving team is allowed 1 fault per 
point on game point. 

10. Depending on time restrictions, matches can consist of 1, 3, 5 or 7 sets. 

 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

EQUIPMENT AND SAFETY  
• OM Games will supply all equipment. 

 

 
Emerging & Regional Games Rulings 
• No youth leaders can join this event 
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HOCKEY (indoor Rules) 

 
1. Teams consist of no more than six (6) players with at least two (2) females on the field at all 

times. Subs are permitted. 

2.  Balls cannot be lifted even when shooting for goal. 

3.  No hitting allowed. 

4.  Short corners are not played; a free hit is taken from the black arc outside the attacking D 
closest to where the penalty was awarded. 

5.  Any ball over the backline will result in a 16 meter free for the defending team. Except if 
deliberate by the defensive side which will result in a free from the 25 meter mark. 

6.  Standard game play Hockey rules apply (e.g. feet, third man). 

(7 & 8 are for SYG) 

7.  In the event of a tie in a semi-final up to 5 minutes extra time is played (golden goal applies). 
If after 2 extra times there is still no result the team ranked highest over the normal rounds is 
the winner. 

8. In the event of a tie in a final up to 5 minutes extra time is played (golden goal applies – first 
team to score wins). If after 2 extra times there is still no result the team with the highest 
percentage over the normal rounds is the winner. 

9. Play is started by the team listed first. 
10.  A goal is scored once the ball has passed over the goal line and it was touched inside the 

attacking D. 
11.  A goal is scored if the ball is raised by a defender or goalie into the goals.  
12. Scoring- At the completion of game, please record full scores from both teams. 

 
 

 
 

EQUIPMENT AND SAFETY 
• OM Games will supply hockey sticks and balls. Individuals are permitted to bring and use 

their own sticks if desired 
• It is strongly recommended that a mouth guard and shin-guards are worn during play. 
• It is up to each individual to supply personal safety equipment. 

 

 
Emerging & Regional Games Rulings 
• Up to 1 current youth leaders can join this event 
• A Leader may not score 
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INDOOR CRICKET 
 

1.  A team will consist of six (6) players. 

2. The rules will be as for normal Indoor Cricket but with the possibility of some modifications to 
allow for time restrictions as fixtures may require. 

3. The venue will provide the umpires and they, along with the Event Coordinator will advise 
the rules and modifications as necessary. 

4. Each competitor must bat and bowl in order for the duration of the event. This order is not to 
be changed or reset at the end of a game. If for any reason the playing order needs to be 
changed, the Event Coordinator must be notified first. 

5. Two overs per pair of batters.  

6. 1 over per game per bowler. 

 

EQUIPMENT AND SAFETY 

• OM Games will supply all equipment except personal protective equipment. 
• It is strongly recommended that mouth guards are worn during play. 
• It is up to each individual to supply personal safety equipment. 
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INDOOR SOCCER  
1. A team consists of five (5) players. Apart from a Goalkeeper. If mixed, there must be at least 

two (2) females in field at all times. 

2. Substitutions (Masters) are allowed as required.  (SYG) once the referee has been notified 
from outside the playing area. Substituted players must exit and enter at the designated point. 

3. To commence play the team mentioned first has first kick off and chooses direction. Opposing 
players must be (3) metres from the centre mark, and all players must be within their own 
half of the playing area.  A goal may not be scored direct from the kick off unless touched by 
another player. 

4. After a goal has been scored the other team has a centre kick off. 

a. Players must start in their own half 
b. Opposing players must be at least (3) metres from centre mark at kick off 

5. A goal is scored when the ball has completely crossed the goal line.  

6. There is no offside  

7. There are NO THROW INS for field players, (only for Goalkeepers) - instead there are kick 
ins. The whole of the ball has to have crossed the line and the team whose “kick in” it is, kicks 
the ball in from the side line or corner. 

8. When the ball is out of bounds over the base line, being last touched by an attacker, the 
game is restarted by the Goalkeeper throwing the ball directly out of the penalty area. 

9. In general play, the Goalkeeper may play the ball EITHER by throwing it OR provided they 
haven’t handled it, by kicking it. 

10. A player receiving the ball from the Goalkeeper cannot return it directly to the Goalkeeper 
until the ball has been touched by any other player. 

11. Infringements in the general course of play are similar to field soccer, such as no tackling 
from behind, ball handling, rough play…etc HOWEVER there is: 

a) NO slide tackling  
b) NO shoulder-charging   

12. When a player is taking a free kick, all opposing players must be at least five (5) metres from 
the ball until it is in play. 
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INDOOR SOCCER – Cont / 2 

13. A penalty kick is taken from the penalty mark and only the defending Goalkeeper may be in 
the goal area. The Goalkeeper must not move their feet off the goal line until the ball has 
been kicked.  Infringement by the Goalkeeper will result in either the score counting or a 
replay of the penalty kick. 

14. A player on the ground cannot play the ball, whether deliberately or not. 

 

 

 

 

 

 

 

 

 

EQUIPMENT AND SAFETY 

• OM Games will supply all equipment except personal protective equipment. 
• It is strongly recommended that mouth guards are worn during play. 
• It is up to each individual to supply personal safety equipment. 

 
Emerging & Regional Games Rulings 
• Up to 1 current youth leaders can join this event 
• A Leader may not score 
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KUBB 
Aim 

The aim of the game is to knock over all your opponents Kubb’s and then the king.  If the king is 
knocked over by any piece being thrown before all the opponents Kubbs are all down, then the other 
team wins.  

Set up 

The field is set up 5m wide by 8m long. Pegs are placed in 
each corner.  Five Kubbs are evenly placed along each 
baseline, with the King placed in the centre of the field. 

 

Throwing instructions 

Throwing batons must be held at either end (not in the 
middle) and thrown UNDER ARM and end over end. 
Sideway throws that spin the batons horizontally are not 
permitted. When throwing, a player must have both feet 
within the sidelines defined by the corner posts. 

 

 

Tip 

When tossing captured Kubbs back into your opponent’s half, try to cluster them to increase your 
chances of knocking down   multiple Field Kubbs with a single throw.  

 

Playing instructions – State Youth Games 

1. Teams consist of 3 players per side. 
2. Team A throws batons at team B’s Kubbs to try to knock them over.   By knocking them over 

team A has now captured them. 
3. If any Kubbs are knocked over, then at the completion of team A’s throw,  team B throws 

then them back anywhere within team A’s half, where team A will stand them up where they 
land. 

4. If when throwing Kubbs back they land either in team B’s side or out of bounds (either on the 
full or bounce/roll out), then team B gets a second try.  If on second throw they land outside 
the field then team A can place them anywhere within their side they choose, but not within 
1 baton length of the king and not up against the boundary markers. 

5. If in attempting to clump your Kubbs together when throwing your captured Kubbs back, you 
knock over other Kubbs, the knocked over Kubbs are to be stood up where they were 
standing. 

6. In clumping Kubbs together if landing together, they can be stood up together, however not 
on top of each other. 
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KUBB cont / 2 

 
7. Play then switches where team B throws the batons at the Kubbs in team A’s end. 
8. This process is repeated until one of the teams has captured all the other teams Kubbs, then 

the focus is to knock down the king. 
9. Kubb is a game that can be completed in 5 minutes or go as long as an hour (depending on 

skill levels).   
10. Due to time constraints at these games, each game goes for a set time (unless a winner is 

declared), if at the end of that time a winner is not found, the team that started 2nd must have 
the last throw.  Any Kubbs they capture should then be thrown back to their side.  At this 
point all Kubbs should be added up and the team with the most captured Kubbs is the winning 
team.  

11. If a team has won outright, then their score will be marked as 11 – 0, that is they have 
captured all kubbs and the king. 
 

 

 

 

 

 

 

 

 

 

 

 

EQUIPMENT AND SAFETY 
• OM Games will supply all equipment 
• When throwing batons, opposing team must stand off to the side of target area. 

 

 
Emerging & Regional Games Rulings 
• Up to 1 current youth leaders can join this event 
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LAWN BOWLS 
 
1. Teams consist of four (4) players for SYG & (2) players for Masters, Emerging and Regional 

Games. Each player has two (2) shot per end and should play in the same order for the entire 
game. (Not competition) 

2. Each game is on a time limit. Be ready to start and finish the game as quickly as possible on the 
sounding of the whistle. 

3. Team to commence the game is the team that wins a coin toss. 

4. On the first end the winning team rolls the jack (small white ball) and delivers (rolls) the first ball. 
Teams will then play alternate bowls until all have been played. 

5. On all ends the jack must be delivered within the playing area and at least half the distance of 
the rink.  The Jack will be centered at the distance delivered. If this distance is not reached the 
opposing side will deliver the jack; however, the original team will play the first shot. 

6. Bowls must be rolled and finish within your rink (playing area).  

7. At the end of each end (when both teams have played all their bowls) the team Captains will 
determine the number of shots to be scored on that end. One point is gained for each bowl that 
one team has closer than your opponent. If you are unsure of the score or it is too close see one 
of the helpers. 

8. Scores for each end are aggregated for the game score. Refer to the sample scorecard for 
correct scoring. 

9. The winning team on each end delivers the Jack to start the next end. 

10. In the case of a drawn end the side that delivered the Jack on that end commences the next end.  

11. If a bowl goes out of bounds (rink) in any direction it is considered Dead and removed from the 
game for that End. 

12. If the Jack goes out of bounds (rink) in any direction the End is declared dead you commence 
another End in the normal way.  If the jack goes into the DITCH within your rink boundaries it 
remains there and you continue to bowl to it but must remain on the playing area to be a LIVE 
bowl. 

13. Any bowl which touches the jack and finishes in the DITCH will remain there until the completion 
of the end.  Other bowls finishing in the DITCH are to be removed. 
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LAWN BOWLS cont / 2 

 
14. FOULS 

a. Jack delivered too short - refer to Rule 5. 

b. Jack is killed in any direction - refer to Rule 12 

c. Bowl goes out of bounds in any direction - refer to Rule 11. 

15. Delivery must be from where you set your mat on the RINK centre line. No Penalty will be given 
for a Foot Fault. But we are to enjoy our game and you should not take advantage of this. 

16. The winning team is the team with the highest score. 

17. Scoring – Winner (2 points) and points for and against.  Loser (0 points) and points for and 
against. Draw (1 point each) and points for and against. 

18 – 20 are for SYG 

18. Teams to play in Quarter Final games will be based on Total points scored, then shots up 
(aggregate score difference) and if needs be %. 

19. Quarter and Semi Finals will be played on the basis of the first team to 9 shots (points). 

20. Final will be played on the basis of the first team to 11 shots (points). 

 

 

 

 

EQUIPMENT AND SAFETY 
• All equipment will be supplied by the club. 
• Footwear can only be thongs, flat shoes or bare feet. 
• Bowls need to be rolled, not thrown. 

 

 
Emerging & Regional Games Rulings 
• No youth leaders can join this event 
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MASTERMIND 
 

1. Standard Mastermind rules apply 

2. Each player attempts to master the opponents’ code. 

3. The person that masters the code in the smallest number of attempts is the winner. 

4. In the event that neither opponent masters the code before reaching the end of the board, 
the one that has the most pegs correct at the end of the board wins. 

5. In the event that both players have equal correct at the end, a count back is performed in 
order to see who had the most at an early stage. 

6. In recording scores, it is important to record how many rows it took to work out the code for 
both teams and not just the win/loss. 

7. If you get through your game quickly you can play again to gain best out of 3, again recording 
all scores. 

 

 

 

 

 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

EQUIPMENT AND SAFETY 

•  OM Games will supply all equipment. 

Emerging & Regional Games Rulings 

• No youth leaders can join this event 
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NERF WARS 

 
PLAY:  

1. The object of the game is to for a player to capture the flag from the center of the 

playing area and get it to the opposing team’s end zone whilst avoiding being hit. 

2. Each round is for a set time period of 2 minutes and each game has 4 rounds. At the 

conclusion of each round Darts are collected and evenly distributed to each player. 

3. To start a round, all 4 players must be touching the back boundary of the field. Play 

begins on the referee’s whistle.  

4. The flag is only to be carried in a player’s hand, it must not be hidden or tucked into 

clothing etc. 

5. If a player runs out of darts they may reload with darts collected from the field. 

 
GETTING OUT:  
6. A player is out if: 

a. Hit by a dart to any part of the body other than their head. 

b. In order to avoid being hit a player goes out of bounds. 

7. Once hit, a player is required to self-declare the hit by raising one hand and calling 

“HIT” then keeping their hand raised until they have vacated the playing field. 

8. If a player is hit while carrying the flag, they must drop it ‘where they are’. This means 

no throwing it or taking another step in any direction. 

 
THE OUT ZONE:  
9. Once a player is out, they must quickly move to the Out Zone, being careful not to block 

or obstruct play.  

10. They must line up here until the end of the round 

11. Once in the Out Zone, players must lay their blasters to the ground and either sit, kneel 

or squat so as to be easily identifiable as not being in play.  

12. Players that are out must still pay close attention to the game.  

13. If a player deliberately obstructs play while out, the round will be stopped and the other 

team will be declared the winner of that round with the maximum 8-0 score. 
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Nerf Wars Cont. 
FOULS 
14. A referee will declare a Foul if: 

a. A player False-Starts more than once per game. 

b. A player intentionally fails to self-declare a hit.  

c. If any physical obstruction or contact is made to the opposing team. 

d. If a player intentionally aims at non-combatants, including players leaving the field 

following a hit. 

15. A first Foul (Yellow Card) for a player will result in the player being out for the remainder 

of the round.  

16. A second Foul (Red Card) for the same player will result in the player being out for the 

remainder of the game.  

17. Any argument regarding the referee’s decision will be considered a second Foul. 

 
ENDING A ROUND/GAME:  
18. A round concludes when either: 

a. The flag reaches one of the teams’ end zone without the carrying player being hit. 

b. Time expires. 

19. NOTE: Even if one team loses all players, the other team must still get the flag to the 

end zone before the time expires to gain the points for the flag. 

SCORING: 
20. Teams with players remaining at the end of the round score a point for each player still 

in play. 

21. A captured flag is worth 4 points. 

22. If time expires before the flag has reached an end zone, the round will be scored 

according to how many players each team has remaining. 

23. The winning team is determined by the total score across all 4 rounds. 

24. When recording the final scores record points from both teams and not just a win/loss. 

 
EQUIPMENT AND SAFETY 

• OM Games will supply all equipment  
• Safety glasses must be worn at all times during play. Referees will stop play if a player removes 

their glasses. 
• Never lean on, drop or stand on the blasters, lay flat when not in play. 
• Covered shoes are required 

 
 

 

 
Emerging & Regional Games Rulings 
• One youth leader can join this event 

 

 
Emerging & Regional Games Rulings 
• One youth leader can join this event 
• A youth leader cannot hold the flag 
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NETBALL 
 

1. Teams consist of seven (7) players plus subs.  

2. Teams must be on court ready to play at the commencement of each half. Any time after the 
central whistle has blown will infringe on the team's playing time. 

3. No injury time will be given. It is important for an injured player to be replaced with a reserve 
immediately. 

4. It is the responsibility of EACH team to provide two (2) umpires for the duties allocated to 
them. 

5. You are reminded that all umpires are voluntary and are there for the players’ benefit. Please 
remember this before disagreeing with any of their decisions. 

6. The team mentioned first must pick up the scorecard prior to commencement of game and 
keep score. The winning team is responsible to take the game results to the score bench.  
Also to make sure both teams’ names are correct at the top of the score card. It is no good 
just stating the team name as they may be team name 1 or team name 2 etc.  

7. All other rules for netball apply 

8. FINALS: In the event of a drawn game after full time 5 minutes extra time will be played. 

Mixed Netball 

1. Same rules apply to mixed netball as for netball. 

2. Each team must have at least two (2), and no more than three (3), male players on the court 
at any time.  Only one (1) male player allowed at each of the defending/offending ends. For 
example you can’t have a male GS and a male GA (or a male GK and a male GD). 

 

 

 

 

 

 

EQUIPMENT AND SAFETY 

• All teams must bring their own whistles for umpiring duty. 
• OM Games has some netball bibs, but it is preferable if teams can bring their own as we 

may not have enough, or they may need to be shared through multiple players/teams. 
• OM Games will supply netballs. 

Emerging & Regional Games Rulings 
• Up to 2 current youth leaders can join this event 
• Leaders cannot play any position relating to the goals.  That is GA, GK, GS & GD.  
• Leaders may play as C, WD, or WA 
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ORIENTEERING 
 
1 This is a team sport consisting of 3 people. 

2 Each team will be given a score sheet, one compass and one set of directions. 

3 This event is based on most correct codes first, and time taken - second,  

4 Some codes are further away than others, and some have second or third locations to find 
from finding the first marker. 

5  Each team will have to bring back codes from markers around the course using a compass. 

6 Teams will be given a set of coordinates and they need to seek out the tree marker and 
write down the code, before returning to base to get their next coordinates. 

7 The team with the most correct coordinate codes is the winning team. If two or more teams 
get the same amount of correct codes, then the team to hand their score sheet in first is the 
winner. 

8 Central scorer - when recording scores, please number the score sheets in order of their 
final return in case timing is needed to work out placing’s. 

 

 

 
 
 

 

EQUIPMENT AND SAFETY 
• OM Games will supply Compasses 
• This is an outdoor event in the bush. All players must have enclosed shoes 
• It is recommended all players wear long sleeves and long trousers to cover arms/legs. 
• It is strongly recommended all participants carry a water bottle 

 
Emerging & Regional Games Rulings 
• Up to 1 current youth leaders can join this event 
• Leaders cannot hold the compass and must take a supportive role and NOT dominate 

decisions.  
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SCRABBLE 
 

1 Rules are the official Scrabble rules as supplied with the game set 

2 Timing of the games and the amount of time allowed to place a word will be explained by the 
sports coordinator prior to the commencement of play. 

2.1 Prior to the overall game start, the coordinator will decide on use of clocks. 

2.1 If a game is not completed before the allowed time ends, both players must have a 
full rack of seven (7) tiles after the last play (unless the bag is empty) and these must 
be subtracted from their final score as in normal Scrabble 

3 Scoring is added progressively, not at the end 

4 The team to blindly select the closest letter to A plays first and has the double word score. 

5 The official Scrabble book of words is the only accepted reference book to be used to resolve 
disputed spelling.  Players may not refer to the book during play (the Coordinator or his/her 
assistant will use the book to resolve any challenges). 

5.1 Challenges. If your opponent places tiles that you believe do not form a scrabble word, 
you may “challenge”. Notify the coordindator (or their assistant) who will look up the 
challenged word in the official Scrabble book of words. If they do not find the word, 
your opponent must remove the offending tiles and forfeit their turn. If the word is 
found, there is no penalty to either side. 

5.2 The coordinator (or their assistant) will not look up any words unless the tiles have 
been placed in a legal Scrabble move and they have been challenged (i.e. no “fishing” 
for words). 

5.3 Once you start your turn, no prior moves may be challenged, even if a non-word was 
placed.  

5.4 If a player constantly challenges legal words, the coordinator may deem them as 
stalling for time and may penalise them with missing a turn.  

6 Please record both teams scores/points and not just a win/loss 

 

 
 

EQUIPMENT AND SAFETY 
• OM Games will supply scrabble sets. 
• Check your bags or personal gear is not going to be tripping hazards to others. 

Emerging & Regional Games Rulings 
• No youth leaders can join this event 
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SOCCER 
 

1. The team consists of nine (9) players including a Goalkeeper. There must be at least three 
(3) players of each sex on the field at all times. 

2. Each team must provide at least one person to act as a boundary umpire as required by the 
Event Coordinator. 

3.  All rules are the same as for normal soccer. 

a. If there are exceptions from normal rules the Event Coordinator will advise Team 
Captains before the commencement of the event. 

b. The field size and goal size will vary from normal size for field soccer.  

4. Finals (SYG) – in the event of a draw, the game is decided by a penalty shootout. 
Each team takes 5 penalty kicks. At least 2 kickers must be female. If the penalty 
shootout also ends in a draw, a sudden death penalty shootout situation will be used 
until a winner is decided. 

5. All scores need to be recorded as points for and against and not just a win/loss. 

 

 

 

 

 

 

 

 

 

 

 

 

EQUIPMENT AND SAFETY 
• OM Games will supply all equipment except personal protective equipment. 
• It is strongly recommended that mouth guards are worn during play. 
• It is up to each individual to supply personal safety equipment. 

 

Emerging & Regional Games Rulings 
• Up to 2 current youth leaders can join this event 
• Leaders may NOT score  
• Leaders may NOT be goal keeper 
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SUDOKU 
 
1 The Sudoku grid of rows and columns is also divided into individual 3x3 boxes. 

2 The aim of the game is to fill each row, column and 3x3 box with the numbers 1 to 9. 

3 You cannot repeat numbers in a row, column or 3x3 box and you cannot change the 
numbers already in squares. 

4 Two Sudoku puzzles are allocated per time slot.  A bonus puzzle sheet is also able to be 
attempted if time permits during the timed rounds, however not in breaks.  This bonus sheet 
is to be handed in at the completion of the final round. 

5 Scoring 

 10 points are awarded for each correctly completed Sudoku per round within the time 
allocated. 

The first ten (10) players to complete both Sudoku puzzles before the time expires will also 
earn time bonus points.  If only one (1) player finishes before the time expires then only 1 
player will receive bonus points.  Ten bonus time points will be awarded to the first player 
to finish, then 9 points for the second, 8 points for the third, etc, through to 1 point for 10th 
place. 

2 bonus points will be awarded for each correctly completed Sudoku puzzle on the bonus 
sheet. 

 

 

 

 
 
 

 

 

 

 

 

EQUIPMENT AND SAFETY 

• OM Games will supply all equipment. 

Emerging & Regional Games Rulings 
• No youth leaders can join this event 
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SQUASH 
1. Scoring will be continuous for the duration of each game. 

2. To save time, the team mentioned first in the fixture book will serve first. 

3. The server only scores points. For example, if the server commits a fault, service passes to 
the opponent. If the receiving team commits a fault, the serving team wins the point. 
(International rules) 

4. All other rules for squash apply. 

 

 

 

 

EQUIPMENT AND SAFETY 

• Players must supply their own racquet. 
• It is strongly recommended that players wear eye-protection. 

Emerging & Regional Games Rulings 
• No youth leaders can join this event 
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TABLE TENNIS – Mixed, Male, Female 
1. Teams consist of two players   

• Mixed – 1 Male, 1 Female 

• Male – 2 Males    

• Female – 2 Females 

Scoring will be continuous for the duration of each game (No sets).  

2. Service change will be after each 5 points. 

• Service change is as follows - you MUST serve from the right-hand side of the table to the 
opposition’s right-hand side for each of your 5 serves. After your 5 serves are complete 
swap places with your partner who becomes the receiver for the oppositions next five serves 
before commencing his/her own set of 5 serves. 

• Once the ball has been successfully served you and your partner must hit the ball in 
sequence, alternately, until the rally is over. If you hit the ball out of order your team will 
automatically lose the point. 

3. Service: a serve is only legal if it bounces twice; once on the server’s side and once on the 
receiver’s side, it must be served from the palm of the hand and not from your fingertips. The 
ball must rise a minimum of 150mm after leaving the palm of the free hand. Your hand must be 
behind the base line of the table and above table height. Also your body must be completely 
behind the table. If the serve is not legal as above it is counted as a point against the server. 

If the ball brushes the net as it passes over to the correct corner of the table (as in a legal serve), 
this is counted as a ‘let’ and the serve will be replayed. If the server serves three lets in a row 
this will result in a point against the server.  If the ball brushes/hits the net but does not land in 
the correct corner, (as in a legal serve), this will result in a point against the server. 

4.  Your free hand may never touch the table or the ball (after the serve has been made), any 
infringement of this rule results in a point against the offending team. 

5.  The ball can be hit with the hand holding the bat (up to the wrist), but not by the hand alone or 
the bat when not held. 

6. When handing in your scores please register both teams’ scores not just a win/loss. 

EQUIPMENT AND SAFETY  
• OM Games will supply all equipment except personal protective equipment, however, 

players can use their own bats. 

 

Emerging & Regional Games Rulings 
• No youth leaders can join this event 
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TEN PIN BOWLING 

 
1. Teams of four (4) players (SYG).  Teams of two (2) players for Masters Games.  Each player 

will be assigned to a lane and will already be entered into the computer system.   

2. Each player will play 2 complete games. 

3. The team score will be the total of all players 2 complete games. 

4. The team with the highest overall score will win.  There are no finals 

5. If 2 or more teams totals are even, the Event Coordinator will determine the winner or ranking 
from the highest number of strikes obtained over the 2 games. 

 

EQUIPMENT AND SAFETY 

• Players must wear sneakers or joggers.  (SYG) Players can choose to hire bowling shoes 
at their own expense. To hire shoes you must have your own socks.  

• All other equipment is supplied.  
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TENNIS – Men’s, Women’s, Mixed 
 

1. Teams consist of two players  

• Men’s – 2 Males    

• Women’s – 2 Females 

• Mixed – 1 Male, 1 Female 

2.  Scoring will be continuous (no sets), with highest games scored winning. 

3. Teams will change ends after the first game, then after every second game. 

4. Due to time restraints, games that reach a score of 40-40 will be decided by the next point 
(no Deuce) 

5. All normal rules for the doubles format of Tennis apply. 

6.  Please register both teams scores and not just a win/loss 

 

 

 

 

 

 

 

EQUIPMENT AND SAFETY 
• Players must supply their own racquet. 
• OM Games will supply Tennis Balls. 

 

Emerging & Regional Games Rulings 
• No youth leaders can join this event 
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TOUCH RUGBY 
 

1. The game of touch has seven (7) players with at least two players of each sex on the field at 
all times. 

2. Each team must provide at least one person to act as a boundary umpire as required by the 
Event Coordinator. 

3. A touchdown is awarded when a player other than the dummy half places the ball on the 
ground over the team’s attacking score line and within the boundaries of the extended 
sidelines. 

4. All penalties (except off-side) result in a change of possession, and begin with a roll-ball. 

5. For offside, advantage shall be paid where possible, and if not, the touch count will start 
again, and the play will commence with a roll - ball. 

6. On a roll-ball, the defence can only move forward once the dummy half has touched the ball. 

7. Dummy half cannot score. 

8. A touch is contact on any part of the body, ball or clothing. 

9. Play is started by the team listed first in the fixtures. 
10. Play is started with a roll-ball because there is no half time. 
11. After a try is scored the opposite team restarts play in the middle of the field with a tap. There 

is no dummy-half for a tap. 
12. An attacking team has six touches (five possessions and hand over at the sixth) unless 

another penalty applies or is awarded. 
13. The touch-pass rule will not be applied. Instead a touch will be counted. 
14. Please record both teams scores and not just a win/loss 

 

 

 
 
 
 
 

EQUIPMENT AND SAFETY 
• All equipment is supplied.  
• It is strongly recommended that mouth guards are worn during play. 
• It is up to each individual to supply personal safety equipment. 

 

Emerging & Regional Games Rulings 
• Up to 2 current youth leaders can join this event 
• Leaders may NOT score  
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TRIATHLON 
 

1. Each team must supply two officials who are required to report to the Event Coordinator 
30minutes before the event commences to be allocated positions along the course.  

2. All team members to report 30 minutes before the event commences to check in, for sport 
briefing and team numbering. If you are late you may miss your start times. 

3. Each team consists of three (3) competitors, one for each stage. (Due to fences in the way 
this cannot be an individual’s event) 

a. Swim: 200m – (4 lengths of the pool) 

b. Ride: Approx. 6km, Off Road. - (5 laps of the circuit) 

c. Run: Approx. 2km – (one lap of the enclosed area then lap of large oval) 

4. The swimmer must tag the rider before they leave the changeover area, likewise with the 
rider and the runner. 

5. Churches nominating more than 1 team must put faster teams in the second or third starts of 
that gender.  All teams still compete evenly (in genders), re-time, it just means more teams 
will finish together. 

Team recommendations: 

• It is recommended all teams bring a puncture repair kit/pump, basic tools to fix any bikes 
prior to the race. 

• If possible bring a spare bike & helmet 

• It is not possible to use the same bike as another team as all bikes will be in use at the 
same time.  Ie a guy cannot use a girl’s bike, although they start after the girls, they will all 
still be doing laps at the same time. 

• Please note: the cycle track is a bush track and not on a hard road surface. 

• If possible have back up swimmers ready to go who have brought bathers with them 

• It is strongly recommended to secure your bikes over the weekend including easily removed 
wheels. 

• Runners (or another person) to count cyclists laps.  Sometimes cyclists have done either 
one too many laps or short one. 

 

EQUIPMENT AND SAFETY 
• Cyclists to supply their own bike and helmets. The bike leg of the triathlon is off-road, 

through bush tracks and sand. 
• Cyclists must wear an approved Australian standards helmet, which must be fastened on 

their head at all times while they are on their bike. 
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ULTIMATE FRISBEE 
 

1. Each team consists of seven (7) players plus substitutes. There must be at least two (2) 
players of each sex on the field at all times. Each team must provide at least one person 
to act as a boundary umpire as required by the Event Coordinator. 

2. To start play (the team mentioned first will have the first pull of the disc): each point begins 
with both teams lining up on the front of their respective end zone line. The defense 
throws (‘pulls’) the disc to the offence. 

3. Scoring - each time the offence completes a pass in the defence’s end zone, the offence 
scores a point. Play is initiated each time a score is made. When a score is made the end 
zones are reversed. The scoring team will then be heading in the opposite direction. The 
scoring team will “pull” the Frisbee into play. 

4. Movement of the disc - the disc may be advanced in any direction by completing a pass 
to a team-mate.  Players may not run with the disc. The person with the disc (‘thrower’) 
has ten seconds to throw the disc. The defender guarding the thrower (‘marker’) counts 
out the stall count (10 Seconds). 

5. Change of possession - when a pass is not completed e.g. out of bounds, disk dropped 
or interception, the defense immediately takes possession of the disc and becomes the 
offence. 

6. Substitutions - players not in the game may replace players in the game after a score and 
during injury time-out. 

7. Non-contact - no physical contact is allowed between players. Picks and screens are also 
prohibited.  A foul occurs when contact is made. Fouls - when a player initiates contact 
on another player a foul occurs. When a foul disrupts possession, the play resumes as if 
possession was retained. If the player committing the foul disagrees with the foul call, the 
play is redone. 

8. Self-Refereeing - players are responsible for their own foul and line calls; players resolve 
their own disputes. 

9. Spirit of the Game - Team Frisbee stresses sportsmanship and fair play. Competitive play 
is encouraged, but never at the expense of respect between players, adherence to the 
rules, and the basic joy of play. 

10. Finals (SYG): In the case of a draw, play continues until the next point is scored. 
11. Please record both teams scores and not just a win/loss 

EQUIPMENT AND SAFETY   
• OM Games will supply Frisbee’s 

Emerging & Regional Games Rulings 
• Up to 2 current youth leaders can join this event 
• Leaders to not dominate play and should work towards others scoring  
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UNO 
 

1. Each game (table) will involve up to five (5) competitors 

2. Competitors play continuous games for the fixtured time frame, at the end of which, each 
person’s score is given to the event scorer. 

3. In the time frame given the first three (3) games count ie best of 3.  Please keep a tally of 
overall scores for all 3 games. 

4. Incomplete hands count for points at the conclusion of each game. Number cards  
0-9, Face value.  

Draw 2, Reverse & skip 20 points.  

Wild & Wild Draw Four 50 points 

5. The only score which is counted is the first three (3) completed games.  Any subsequent games 
played in the allotted time are not contributed to the overall scores and are played just for fun. 

6. During the allotted time, three (3) games must be completed if not, then competitors continue 
to play until it is concluded.  The Event Coordinator is not to commence the next round until all 
tables have completed one round. 

7. Lowest overall score over all rounds wins the competition. 

8. Please record each person’s scores 

 
 

 

 

 

 

EQUIPMENT AND SAFETY 
• All equipment is supplied. 

 

Emerging & Regional Games Rulings 
• No youth leaders can join this event 
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VOLLEYBALL 
 

1. Teams will consist of six (6) players on the court. Substitutes may be rotated on court into 
service position. 

2. Teams must be mixed with at least two (2) players of each sex on the field at all times. 

3. Scoring will be continuous (i.e. not sets, no end changes). 

4. Points are awarded as per (new) international rules. 

5. A ball landing on the line is considered IN play. 

6. Players will rotate clockwise when that team gains the service. 

7. Serves may be over-arm or underarm, and must be made from outside the baseline of 
the court. There are no double faults (i.e. if first service is out, service changes to the 
other team). 

8. A player continues to serve until the serving team loses a rally. 

9. The ball may be played off the net (except on service) as long as no player touches the 
net. 

10. Players may not touch the net or its posts, or reach over/under the net to play a ball. 

11. The ball can be touched up to three times before it must be returned over the net. No 
player may touch the ball twice consecutively with the exception of a block. 

12. The ball may not be held or carried. Any part of the body may be used for contacting the 
ball. 

13. Once the ball touches the ground, it is out of play. 

14. No injury time is given. 

15. Please record both teams scores and not just a win/loss 

 

EQUIPMENT AND SAFETY 
• OM Games will supply the Volleyball’s. 

 
 

 
 
 

Emerging & Regional Games Rulings 
• Up to 1 current youth leaders can join this event 
• Leaders are not permitted to block or spike the ball 
• Leaders must serve last in their teams rotation  
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WALLYBALL 

 
1. Teams will consist of four (4) players on the court. Substitutes may be rotated on court 

into service position (however subs are not advised). For Mixed competition, there is to 
be a minimum of one (1) female on the court at all times. 

2. Players hit the ball across the net, strung halfway down a squash court. 

3. Scoring will be continuous (i.e. no sets). A change of ends shall occur every 15 points. 

4. Each team is allowed three (3) “touches” before returning the ball over the net. Players 
must not hit the ball consecutively (except blocking – see rule 8) 

5. The server stands in the back-right corner with one foot remaining in the service box. The 
serve must clear the net and not touch any wall on the full. If the ball touches the net tape 
on service and bounces into an opponent’s court, a let shall be played. 

6. Team members take it in turns to serve, rotating one place clockwise each time service 
is won. 

7. The ball ma hit the front and back walls underneath the 6’ line and the ball may hit any 
part of the sidewalls. The ball however is not allowed to be struck onto both sides in the 
one shot. 

8. Ceiling fans ad lights are OUT. Above the 6’ line on the front and back walls is OUT at all 
times. If a ball hits on the line, the ball will be played as IN. 

9. A player may “block” the ball by using their hands and forearms when within one meter 
of the net. In doing so, a player must not move arms in a forward motion (i.e. Spike/strike 
the ball). Block does not count as a touch. A blocked shot does not count as one of a 
teams three (3) touches, and the blocking player may hit the ball once more 
(consecutively) in recovering their own block. 

10. Players may not touch the net or its posts, or reach over/under the net to play a ball. 

11. The ball may not be held or carried. Any part of the body may be used for contacting the 
ball. 

12. Once the ball touches the ground, it is out of play. 

13. No injury time is given. 

14. Please record both teams scores and not just a win/loss 

 

EQUIPMENT AND SAFETY 
• All equipment is supplied. 
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XBOX - OPEN 

 
The set up for Xbox is using 4 projectors and 4 screens.  This means we have 16 people or 4 teams 
of 4 playing at the same time. 
 

1 This will be played in teams of 4 with no subs.  
2 At the conclusion of each game scores are to be recorded from each team. 
3 At the conclusion of the session, all teams scores are added together to get final placings. 

 
 

 

 

EQUIPMENT AND SAFETY 
• OM Games will supply all equipment. 

 
 

 
 

 

 
 

Emerging & Regional Games Rulings 
• Up to 1 current youth leaders can join this event  


