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Newsletter #5 
 

How to access the promotional tools 
 
To find all the past Newsletters, videos and pictures, log on to the following address: 
 
http://www.kin-ball.qc.ca/classeur  
 
The different files and folder will then be listed, to open a folder or to download a file, 
click on it. 
 

 
 

Important Notice 
 
 
 
If your ball’s bladder bursts, replace it, then contact Pierre-Julien Hamel (pjhamel@kin-
ball.qc.ca), but make sure that you keep all the pieces of the broken one. In order to 
honour the warranty, it is very important that you return the broken one to Kin-Ball 
Canada. 
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Objective of the week: Increasing the speed 
 
Since “speed” is one of the most effective offensive strategies of KIN-BALL® sport, here 
is how to develop your players’ ability to play fast. In the course of the game, the team in 
reception has 10 and 5 seconds to hit the ball to the next team during which they can 
make ball displacement and passes. Even though using this time to come back to the 
middle of the court to have more offensive possibilities is a good strategy. But freezing 
the ball where it’s caught and surprising the other teams by playing it as fast as possible 
is often better.  
 
You will find the details about the 5 seconds and 10 seconds rule in your “KIN-BALL® 

sport official rules” book at pages 18. 
 

 
 

Modified games 
 
In order to encourage your participants to use this new skill during game time, you can 
proceed with two different modified way of playing the sport. 
 
The first one would be to give a bonus point to a team each time they are able to hit the 
ball within 5 seconds following the first contact in defence. In order to make it more 
efficient, the teacher will have to make a loud count down during the play so the 
participants know how much seconds they have left. Start the countdown at the moment 
the first player of the designated team touches the ball. 
 
You can adjust the speed of the countdown to the level of the participants. 
 
Proceeding this way, the team that executes this skill the most often will get more points 
and will be more involved in the game than the other teams. If you are using this game, to 
avoid always having the same team attacked over and over, you have to make sure that 
the teams are balanced and you could reset the score every two minutes. 
 
This modified game is more efficient for younger participants (elementary school). 
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For the second modified game you will have to make a loud countdown of five seconds 
from the moment the designated team touches the ball in defence. During the modified 
game time, every time a team takes more than five second to catch and hit the ball to 
another team, you will whistle a fault for time. You can see the referee signal at page 34 
of the “KIN-BALL® sport official rules”. 
 
You’ll then realize that fewer hits are going to be recovered by the defensive teams. You 
can then remind your participants to make sure they go back to their collective defensive 
positions as fast as they can after their team hit the ball to avoid being out speeded.  
 
In order to make the play more efficient, make sure that your teams are balanced. 
 
This modified game is more efficient for older participants (middle and high school) 
 
REMINDER:  You should not use modified games for the entire game time.  

You should use this modified rule for a maximum of 10 minutes if your 
activity lasts one hour. 

 
Game of the week 

 
 
Start your engines! 
The players are positioned in two circles; the 
bigger circle on the outside is surrounding a 
smaller one in the middle. The players from 
the two circles face each other and the 
distance between them should be large enough 
for the ball to pass between them. Using their 
hands, the players will push on the ball to 
allow it to move forward between both circles.  
The objective here is to have the ball rolling in 
the speedway (between the circles) as fast as 
possible for a pre-determined amount of laps. 
You can start with 5 laps and see how much 
time it takes to do it in one direction. Then 
having the ball rolling in the opposite 
direction for another 5 laps, time how much 
faster they are able to get. You can vary the 
amount of laps during the game. 
	  
Safety tips:  
In order to avoid injuries, make sure you tell your players to keep their feet on the ground 
at all times and never kick the ball. You should also request that the ball stays on the 
ground while playing the game. 
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SPECIAL MESSAGE 
 
Since we know that the internet server of the teachers in New-Brunswick had trouble, 
we are republishing this message. 
 
According to the participants who assisted the training session in St John, New 
Brunswick, October 7th, the event was interesting and resourceful. Kin-Ball Canada 
would like to thank Cheryl Aylward for welcoming the training at her school, Lorne 
Middle School. 
 
Thank you very much for your interest in the program, please contact us for any question. 
 
Pierre-Julien Hamel 
General Manager 
Kin-Ball Canada 
514 252-3210 
pjhamel@kin-ball.qc.ca 
info@kin-ball.com 


