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Part 3 Training Theory / Chapter 3.13. Archery games

WORD HUNTING
3D Equipment: 1 word hunting sheet and 1 writing pen for each archer. Game idea: Finding all the hidden archery
JIG

expressions as quickly as possible. Number of archers: Single player. Rules: On the left side is the list of archery
TIP expressions that are hidden. They can be vertical, horizontal, diagonal and upside down in the puzzle. If a word is
PIN found, it is marked (circled). The winner is the first to find all the expressions. ATTENTION: The game can take up to
RED 30 minutes. Challenge and focus: Concentration, tactics, dealing with archery expressions. Variation: Give a time limit.
HIT The winner is the one who has found the most words in the given time.
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QZ2HYTHNKAO0ORMWMOAZ2UMWMOoOHZAOHPHEZRNX
ROy EROQOHEPEQLOAQOPUOUSTSTXROMOZWMOOUAHAAO
CHYPOOYHVNWNLVNODPDPEEEAOAEHPDPCEAOOW®NAONWAH
HY ROPFPHOSHAIDPMOCCAIN < HAHTHPIOIDHDK
HHAPPQO<SHHOCVOPEHUOEPEEHEHETONTDOOOMWR
oOXmIWNPIZRHASDTXOHHRQALEPELKZ2UDTAWOOgW
ZEYTO0RMHHKK<{ QOO YYHVOUEHEHIETOHAHWH
KPY"oOoOUZHYpPUOUHPHZOEMDODIDAZXYOQI ™A
O PHCSOYEHPEPEHEHADZNUODPDRNEAPEHOW
Z2nABP0YOYEHELTHCOIZHOHHOQAQWWEOIME
HN WHAHHPZ2O0OCHNIWRZIEHXAP XHABREODQON
<HHOZHOZHAXBHPHODMWOMPHEHRZZC
WROSwOWhLHZEHgHAUHAWHACGC< NEHHQQOPX
HF<KKQZ2HSPODOIPAQOLRIIPWVCONEHKIOHDTIO S
NnoXHAdDOH WO EHAAODEREREXAWOZYEDOQWWYPH
BNEPFOZOQWOoOsTOoOWHMPWOWOVNMOPEHEHOMZRZIEAZA
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Part 3 Training Theory / Chapter 3.13. Archery games

FIGURE HUNTING

Equipment: One figure hunting sheet for each player, stopwatch.

Game idea: Finding the numbers as quickly as possible.

Number of archers: Single archers, number doesn’t matter.

Rules: The numbers are searched forin order from 1-100 as quickly as possible. Once

they have been found, they are tapped with the finger. The time taken to find the 100
digits is stopped and compared.
Challenge and focus: Concentration and activation.
Variation: backwards search from 100-1.
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Part 3 Training Theory / Chapter 3.7 Mental Training:
Concentration exercise

Urte Paulus

THE BIG BOOK
OF ARCHERY

MISSING

The cards are printed and cut out. Before the game
they are shuffled and placed in a pile with the
illustrated side down.

The aim of the exercise is to name the missing item
as quickly as possible after turning over the top
card.

Variation 1: As a performance check, the time until
all the cards have been turned over can be noted
down.

Variation 2: The exercise can also be done as a
competition between 2-4 archers.
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