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I. Philosophy 

a. Maximize participation 

b. Find balance between football, family and other sports. 

c. Easy to split team by ½ or ¼ for activities. 

d. Develop competitive spirit – (post results in weight room and web site) 
e. Develop leadership and roles within teams

f. Develop Toughness

g. Reward success (T Shits and Trophy)
h. Have Fun 

II. Theme 

a. Pacific Rim Bowl 

b. Kamikaze Summer Competition 

c. Four Teams (12-15 players on a team)

i. Tokyo

ii. Osaka

iii. Kobe

iv. Hiroshima 

III. Summer Calendar 

a. Kamizake Draft: June 1 – Teams will draft freshman players and any new players entering the program that spring. 

b. Spring Ball: Five Practices (Week before finals – no practice during finals)
c. Monday after finals: Start Summer Strength and Conditioning (Monday – Thursday 4:00-6:30)

d. Late June: Summer Camp 

e. Kamikaze Competition Begins (Four weeks) 
f. Passing League (July – Tuesday & Thursday)

g. Coach Kitchell Summer Competition 

h. OSAA Moratorium 

IV. How Kamikaze Points are Awarded 

a. Individual Points 

i. One point per person for daily participation

1. Individual players with the highest point total at the end of summer enrolled in “Dedicated Dirty Dozen”. 

ii. Points for team victory in Wednesday Competition Events 
1. Team Handball (Five Points for Winner)
a. Game that mimics ultimate frisbee and water polo (without water)
2. War Ball (Five Points for Winner)
a. Five vs Five Wrestling competition. 

3. Kamikaze Relays (8-5-3 scoring)
a. Tire Flip Relay

b. Obstacle Course Relay 

c. Farmers Walk Relay 


V. Games

1. Team Handball 

a. Object: Throw the ball (Soft dodge ball) into the net. Team with most goals wins. 

b. Develops: agility, hand eye coordination, defensive skills, anticipation, and communication.

c. Time: Two-three minute halves. 

d. All players must play at least a half. 

e. 6 players on the basketball court. 

i. 1 goalie 

ii. 2 midfielders  

iii. 3 offensive players 

b. Shots must be taken out side the three point line. 

c. Offensive player can’t hold the ball more than 5 seconds. 

d. Any missed shot or missed pass is a turnover ( Ultimate Frisbee concept) 

e. Game starts with a jump ball. 
2. War Ball 

a. Object: Five players compete against five players. Each team tries to touch a football on cones 10 yds apart. Entire game is played on your knees. 

b. Develops: Toughness, strength, competitiveness, ball security skills, ball striping skills. 

c. Time: Two- 2:30  Minute Halves 

d. Face Off: To start the game, after a score or when there is a stalemate. 

e. Rules: Stay on your knees, no unnecessary roughness (punching, elbows, kneeing, kicking), Tackling and blocking are OK. Pulling players off the pile is OK, Pass the ball in any manor is OK. 
3. Kamikaze Relays 

a. Tractor Tire Flip Relay

i. One Person Flips Tire 15 yds 

b. Farmers Walk Relay: 

i. Each member of the relay walks with a 45 lbs plate until he can go any further. 

ii. Teammate must take the plates before it hits the ground.

c. Obstacle Course: Make it simple, challenging and fun. 

4. Coach Kitchell Summer Competition 

a. Tribute to Dave Kitchell 1955-2007  (23 year assistant coach at Ashland)
b. Last Year’s Competition: 10 teams including Japan All Stars 
i. Round Robin 7 on 7 

ii. Lineman Challenge

1. Bench Press Relay 

2. Three Plate Endurance Grip Relay 

3. Tire Flip Relay 

4. Obstacle Course Relay

5. Farmers Walk Relay 

6. 20 yd Truck Push 
7. Tug of War Tournament 

