SPARKS–A–RAMA AND AWANAGAMES

SCHEDULE

WELCOME

1.
Clubbers

2. Parents and others

3. Press pass/ gym shoes

ANNOUNCEMENTS:




1. 
Describe order of today’s events

2. Opening Ceremony, Sparks-A-Rama, AwanaGames.                                                             

FLAG CEREMONY – “All Please stand”

1. “Clubbers attention (On floor and in Stands)!     Present colors!”

2. Ladies and Gentlemen, our National Anthem.  “Star Spangled Banner”
[Sing OK]

3. Pledge to the American Flag – “I pledge allegiance to the flag...”

4. Pledge to the Awana Flag – “I pledge allegiance to the Awana Flag...”

5. Awana Key Verse:  “Romans 6:23 For the wages of sin is death . . .”

6. Sparks Key Verse:  “John 3:16 – For God so loved the world, that...”

7. Sparks Theme Song:  “We are Sparks for Jesus, Sparks to light...”

8. Sparks Yell:     “Who are we?.....Who for?.....What to do?”

9. Opening prayer ________________________

10. Post Colors!

PRESENTATION OF TEAMS 

INTRODUCE GAMES DIRECTOR
Games Dir. = ____________________from __________________________.

TURN EVENT OVER TO GAMES DIRECTOR.

Introduce:  CIRCLE DIRECTORS 


Circle 1 Dir. = 



 Circle 2 Dir. = 





Circle 3 Dir. = 



 Circle 4 Dir. = 




EXPLANATION OF SCOREBOARDS, POINTS, SPORTSMANSHIP & COACHES POINT

FIVE COUNT, & PROCEDURE FOR LINE JUDGES RAISING HANDS.  Note: WE WILL NOT BE POSTING SPARKSARAMA SCORES.  THEY WILL BE ANNOUNCED AT END AT AWARD PRESENTATION.

INTRODUCTION OF STARTER – Name: ______________
 From: 
 _______________


Have Sparkies sit down. Explain procedure:  Sparkies,  Ready!     Set!     (*!) Whistle

SPARKIES, ARE YOU READY TO PLAY?

1.  SPARKY CRAWL


All 15 members of each team crawl across to opposite team line;



Ht 1
Ht 2

then one player runs back into the center for pin or bean bag.

      Fl 1




Two heats – teams return to their line on 2nd heat.





Pin is worth 4 pts; Bag is 2 pts.

2.   SPARKY SAFARI


One heat of three girls per team and one heat of three boys run 



Girls   Boys

single laps each with bean bags on heads, passing to next player 

     Fl 1




on completion of lap. Third player runs into center to score.

Player #3 must have bean bag on head until s/he crosses the circle line for the approach to the center pin.  Players do not have to have hands on hips.  If bag falls off, player may not touch the bag with hands until it hits the floor.  While moving, player may not touch bag with hands.  Bean bag must be passed (handed of, not thrown) to next player.  Pin is 4 pts; Bag is 2 pts.

3.   SPARKY BEAN BAG IN & OUT
All 15 members of each team take turns placing a beanbag in or 



Ht 1   
Ht 2  

retrieving the bean bag from the container in the center of the square. 

     Fl 1




Players may not proceed into the circle before being tagged or given  

the beanbag.  The last player runs into the center for the pin or the bean bag.  There are two heats.  Pin is worth 4 points, Bag is 2 points.
________________________________________________________________________________________

Half Time

GOSPEL MESSAGE


1.
Introduce speaker:







2. Wrap Up: “Everyone please print your name & city on the tear off card at the side of your program. If you made a decision to receive Christ today please so indicate on the card in order that we may pray for you as you begin your Christian life. And be sure to tell someone (an Awana Leader?) about your decision. Now, will you all tear off the card at the dotted line together? Ready, tear! A basket will be passed among you and you don’t have to put any money in it (isn’t that great?) just the card you tore off. Thanks.”

3. There will be a drawing at the end of Sparks-a-Rama for those that fill out the slip and turn it in.

INTERMISSION: Dismissal of T&T Teams to staging area. Stay with your coach and find your team’s banner. It will be attached to a pole. Wait there until a circle judge comes to get your team.

Sparkies, let’s stand and stretch.

Sparks Book Achievements: Recognition of clubber’s book achievements

________________________________________________________________________________________

4.   RABBIT HUNT


One team (rabbits) stands inside circle while other three teams 



R     B     G     Y

(hunters) stand around circle and for 30 seconds throw two 


Fl 1



rubber balls at rabbits.  When hit, rabbit leaves circle.  Rabbits not 






hit earn one unit each.  Highest number of units earns 6 pts, next 4 






pts, third 2 pts.

5.   SPARKY TRAIN


One heat of five girls per team and one heat of five boys form 


   Girls  
Boys


trains as each holds onto waist of player ahead of him.  Trains 

   F 1




must proceed one lap without breaking (stop and reconnect if 






break occurs) and then last player runs into center for pin or bag.






Pin is worth 4 pts; bean bag is worth 2 pts.

6.   SPARKY BALLOON POP
All 15 members of each team straddle teams diagonal line, with 


   Ht 1
    Ht 2 


player #15 on the 8’ hash mark, their backs to the center of circle,

     Fl 1




and they must pass balloon between their legs.  Last player runs to






center triangle with balloon, sits on it to break it. First to succeed






earns 4 pts, second earns 2 pts.

  There will be 2 heats .  Player #15 for heat 1 must be a girl, and for heat 2 player #15 must be a boy.

SCOREKEEPERS CHECK FINAL SCORES – ANY FIRST PLACE TIES? – POST SCORES

(Tie breaker is the Sparky Balloon Pop)


READ ALL SCORES:

AS SCORES ARE READ THEY WILL BE POSTED .   4th  /  3rd  /  2nd  /  1st

Line Leaders and Game Directors will distribute ribbons to teams as scores are read. Teams are to remain seated on square until lead off by Line Leaders

Special Announcements ~ Instructions

ASK PEOPLE IN STANDS TO PLEASE REMAIN SEATED. Teams will be lead off the gym floor to a transfer area (tell where area is located). Parents please wait until after all the teams have left the gym before you go to find your child(ren). This is necessary if we are to proceed in an orderly and safe fashion. The coaches are the ones who have the responsibility that each child gets to the proper adult. Meet them in the transfer area.



CLOSING PRAYER



DISMISS TEAMS BY CIRCLES (with coaches & Line Judges, to transfer area).

INTERMISSION:


Dismissal of Sparks parents. “Ushers, please open the appropriate exit doors.”

“Please keep off the playing area – we will be bringing in the AwanaGames teams as soon as possible and we need to clean off the playing area. Your cooperation is highly appreciated.”

Break Time 5-10 min while T&T Teams get ready on their circles.

AWANAGAMES SCHEDULE

Minimum Qualifications to be on team. 

PRESENTATION OF TEAMS & CIRCLE LOCATIONS

Turn event over to Game Director

EXPLANATION OF SCOREBOARD, POINTS, SPORTSMANSHIP & COACHES POINTS, FIVE COUNT, & PROCEDURE FOR LINE JUDGES RAISING HANDS.

TEAM SIZE: 10-18 PLAYERS.


Test firing of gun: Clubbers,  Ready!     Set!     Bang!!!

“TEAMS, ARE YOU READY TO PLAY?”

1.  BEAN BAG RELAY
Three heats.  First and second heats are 8 players each and the third heat will consist of 16 players.  Heats 1 and 2 will have 7 bean bag tosses and heat 3 will have a total of 15 bean bag tosses.  At the starting signal, the team leader will toss the beanbag to each player for the prescribed number of tosses and when that is done he/she will run out around their color circle pin and into the center to touch their scoring pin. Center pin is worth 3 pts, Striped bag under pin worth 1 pt.  Heat 3 is 4 points and 2 points. No player may throw the bag more than twice except the game leader. Players must be thrown to in succession.
2.  SPRINT RELAY


Three players run one lap each, passing baton.  Third player runs



to center to touch or tip scoring pin.  1st = 4 pts, 2nd = 2 pts.
Explain rules. No tag rule. Must pass baton within team area.

     




Dropped batons may not leave the game square. 






Must have possession of baton to score.

3.  BEAN BAG BONANZA
Total of 10 players in two heats, 5 per heat.  5 players line up on their quarter circle.  Player #1 at the starting signal runs in to the center and switches the solid color bean bag for the striped beanbag and then runs back to hand off the beanbag to player #2.  Play continues for two circuits.  When player #5 receives the bag the second time he/she runs into the center to touch or tip their scoring pin.  Bean bag must be in possession at the point of touching the scoring pin.  First place is worth 4 points; second place 2 points. 1st = 4 pts, 2nd = 2 pts.
4.  THREE-LEGGED RACE
Two heats of two players, two laps. Teams must touch own 



  HT 1
   Ht 2

center pin with their hand wins. First place = 3 points. Second

     Fl 
 
(3/4)      (5/6)

place. = 1 point. TAG RULE IN EFFECT.  Explain Tag Rule
     F2

(3/4)      (5/6)

disqualified: If ankle band comes apart, knock over circle pin, or






tagged.

5.  SPRINT RACE


One player runs three laps.  Out if passed or tagged.

     Fl 1 (3/4)



4 pts / 2 pts  Players, Tag rule is in effect.
     Fl 2 (3/4)

6.  FOUR(three) WAY TUG
Three heats of two players pull on rope to pick up bag on floor



Ht 1  Ht 2  Ht 3
behind them.  Every 15 sec., gun moves bags closer.  2 pts / heat

     Fl

¾      5/6    5/6

Explain rules: Bean Bag on 11’ mark for ¾ graders, 12’ mark 

     F2               ¾      5/6    5/6

for 5/6 graders.  Must have at least one hand on rope to pick up


bean bag to win.

7.  BALLOON VOLLEY

Three heats of two players hit balloon over team line. 2 pts/heat

H1  H2   H3   

The first heat will start with the gun.  After that each circle

     F 1

¾    ¾    5/6

continues each heat and flight with the Circle Director’s whistle.

     F 2 

¾   ¾     5/6

Ushers, please close all doors.






Explain rules. (No kicking or grabbing of balloon.)

8.  MARATHON RELAY

Three players run two laps each.  No Tag Rule!
     F 1 (1-3/4; 2-5/6)


First = 4 pts , Second = 2 pts.     Explain rules.  Players must

     F 2 (1-3/4; 2-5/6)


have possession of baton when they touch or tip their scoring pin.






Must run outside of circle pins.  Pass within team area

9.  MARATHON RACE

One player runs (5 laps for girls, 6 laps for boys).  Tag rule is in 

Fl 1 (5/6)
effect.  Touch or tip scoring pin.  4 pts / 2 pts   Explain rules.   Run outside of circle pins.
     Fl 2 (5/6)



(5 laps =157 yards,6 laps = 188 yards.)

10. BALLOON RELAY

Three heats of five players. 



H1   H2   H3

First place = 3 pts/heat. Second place = 1 pt/heat
     Fl 1 



Rules:  Straddle diagonal line, face center, balloon pass through

     Fl 2 



all legs (except #5).  Player #1 must pass in front of 8’ hash mark.






Player #5 must receive balloon behind circle line. 






Possession balloon to win.  Balloon breaks = disqualified

SCOREKEEPERS VERIFY SCORES   ~   DO NOT POST   ~   CHECK FOR TIE SCORES

FIRST PLACE TIES ARE BROKEN BY PLAYING A TEAM HEAT OF THE BEANBAG RELAY.
RECOGNITION OF ALL TEAMS:  “Didn’t these boys and girls play well” Give them a hand!”
Give recognition of clubbers book achievements and Scholarship Camp qualification.


“AS I READ ALL FINAL SCORES THEY WILL BE POSTED!”



As scores are posted, Line Leaders and Circle Directors will present all awards!


SPECIAL ANNOUNCEMENTS   ~   INSTRUCTIONS Teams will be dismissed to the receiving area. Parents please remain seated in the stands until after the last team has exited. Pictures and congratulations can be made there. No one will be allowed on the playing area. Your cooperation is greatly appreciated. 


ANNOUNCE ALL CIRCLE SCORES
4th  /  3rd  / 2nd  /  1st


CLOSING PRAYER- Remember decisions made to invite Christ into life.


DISMISS TEAMS BY CIRCLES & COLORS

DISMISS THE AUDIENCE: Remind them where to pick up their children.

Options:


Eph 2:8-9


Rom 6:23


Rom 3:23





F1	H1 (8 players)


	H2 (8 players)


	H3 (16 players)


F2	H1 (8 players)


	H2 (8 players)


	H3 (16 players)


[8players=7throws]


[16players=15throws]





F1  (2-3/4; 1-5/6) 





F2  (2-3/4; 1-5/6)





	H1	H2


F1





F2








