DISHES & DOMES

AGES 5-11

THE GAME
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P it
best of three or five games. LEARNING OUTCOME 7 SAFETY
Players will under d the ons Always make sure there is

for warming p p eparing t h b dy enough space for the amount

physically for t throu of people taking part in the
warm up.
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SOLO RALLIES - GETTING TO GRIPS

AGES 5-16

THE GAME

Individually, players
continuous ly bounce a s quash
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a set time.

LEARNING OUTCOME

Children will compare their performance with previous
results and aim to beat their personal best.
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ENGLAND

JUNIOR 101

OFFICIATING

ORGANISING THE GAME SAFETY

Players could work in pairs
and count the score.

Players bounce a ball on their racket and
alternate using the forehand and backhand
sides for the following activities:-

Wherever possible, players should be

wearing goggles when hitting against the
wall with a racket. Always make sure there
is enough space for the amount of people

Racket bounces — ball continuously hitting
the racket.

Bounce the ball from racket to the floor

and then back to the racket (one bounce
each time).

SPIRIT OF THE GAME

Encourage players to concentrate on the
practice to get the technique of each
shot correct, the skills developed here are
needed in the full game.

taking part in the activity.

Dl

MAKE IT EASIER

Y s

MAKE IT HARDER

SKILL LINK

This game encourages and
improves the accuracy of
players’ hand-eye coordination

Change the ball

or, if players can't
complete the game
with a racket, give
them modified
equipment or

let them use their
hands as rackets.

)
Hit the ball onto the wall
after one bounce on the
floor.

and develops individual

competition skills helping
them achieve a personal
best.

Hit the ball off the wall
continuously without the
ball bouncing on the
floor (volleys).

Create a competition to
see which player scores
the most points in a set
amount of time.
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SQUASH (FULL GAME)

AGES 5-16

THE GAME
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LEARNING OUTCOME

Childre wII nder: d h mp
commu ing, c II b mp gw th each
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ORGANISING THE GAME

If not on a squash court, use throw-down
lines to mark out enough playing areas,
with two players playing per court. Ensure
that each court has a suitable ball and two
rackets.

Serve from one half of the court into the
other hitting the ball against the wall
above waist height (on court it must be

above the middle red line. Dependent on
ability, explain service box rules.)

Play for a set time or to the best

of five games, each game being the first
to 11 points. If the score is 10-all, then the
first person to go two points clear wins.

The ball can bounce once on the floor
or can be volleyed.

OFFICIATING

You can encourage players to rotate as
officials and scorers for each match.

SAFETY

Wherever possible, players should be
wearing goggles when hitting against the

wall with a racket. Always make sure there
is enough space for the amount of people
taking part in the activity.s

If, in attempting a shot, a player could risk
hitting their opponent with the racket or
ball, stop and play the rally again. This is
known as a ‘let’. Ensure the players know
this rule.

MAKE IT HARDER

~

MAKE IT EASIER

Use a softer ball. Use a harder ball.

SPIRIT OF THE GAME

Encourage the movement
from and back to the
T Zone after each shot.

Think tactically and
encourage players to hit
the ball away from their
opponent into space.

Serve above waist height
or play normal service rules
if on a squash court.

SKILL LINK

Assess your opponent:
Which shots do they
struggle to return?
How can you play to
ensure you win the point?






