
Have-A-Go
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Coaching Philosophy
When working with entry level participants, co-ordinators should always focus the majority of their 
sessions on a variety of games or game based activities. Should skill development be required at this 
level it is suggested that it take place during the game. By doing this participants will be active for a 
greater period of time and will gain more enjoyment from their cricket experience. 

Always remember- children want to play the game of cricket, so let them play!
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The G.A.M.E Method
Coaches at this level should ensure that sessions are as game-based as possible and create an 
environment where children can learn and develop their cricket skills but most importantly enjoy 
their cricket experience. To achieve this aim the G.A.M.E method of coaching has been introduced.

GAME   
• Name the game/activity
• Demonstrate/explain the game/activity to give the participants a clear visual picture of what 

is to be performed
• Start the activity as quickly as possible 

ASSESS
• Skill Performance – observe how effectively each participant is managing the performance of 

the activity including decision making. For example, are they coming up with ways of scoring?

MODIFY  
• Skill Performance – aim to assist players within the game. Where necessary, take a player 

aside for individual coaching using the S.P.I.R method outlined on the next page.
• Decision making – try not to provide solutions. Encourage participants to adopt different 

strategies by using prompts or leading questions
• The Game – ensure that the game is conducted in such a way that a key skill is focused upon. 

If a game is obviously not challenging enough or too difficult, make the necessary adjustments 
to allow the participants to perform it effectively

ENCOURAGE
• Effort – praise and reward the participants for effort in performing activities
• Excellence – recognise success

Coaching Methodology
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The S.P.I.R Method 
This is an effective method of skill instruction when teaching a particular motor skill for the first time.

SHOW (Demonstrate) 
Name the skill
Show the entire skill first
While making instructional points demostrate skill again
Include no more than three coaching/instructional points
Ask if there are any questions
Finally demonstrate one more time asking the participants to watch closely for the coaching points

PRACTISE
Practise immediately
The participants copy what they have been shown
The whole skill is performed first
Then revise individual parts of the skill if there are any problems

INSTRUCT (or error correction)
Observe each group for 15-30 seconds
Repeat the key points of the activity
Provide further instruction

REWARD
Praise good effort
Show pleasure in their efforts
Value the efforts of each player

Coaching Methodology
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These sample sessions demonstrate how a centre may conduct a Have-A-Go season. 
Centre Co-ordinators are encouraged to develop plans which best suit the age group and skill levels.

*Example only. 
TIME (Mins) STRUCTURE EXAMPLE

0-5 WELCOME INTRODUCTION and RECAP OF LAST 
SESSION

5-15 WARM UP ACTIVITIES KING BALL and COUPLE TAG
15-35 GAME GOLDEN CHILD 
35-60 MAJOR GAME DOUBLE CHANCE PAIRS

TIME (Mins) STRUCTURE EXAMPLE

0-5 WELCOME INTRODUCTION and RECAP OF LAST 
SESSION

5-15 WARM UP ACTIVITIES GIANT GERM and CATCHING CROSSFIRE
15-35 GAME CATCHER KEEPER
35-60 MAJOR GAME KANGA 6’S

Sample 10 Week Season Plan
*Example only. 

WEEK WEEK FOCUS GAME MAJOR GAME

1 BATTING ACTIVITIES RAPID FIRE TEE PAIRS CRICKET

2 CATCHING ACTIVITIES KEEPER CATCHER TEE PAIRS CRICKET

3 FIELDING and THROWING 
ACTIVITIES GOLDEN CHILD PAIRS CRICKET

4 BATTING ACTIVITIES V BALL PAIRS CRICKET

5 RUNNING BETWEEN WICKETS DIAMOND CRICKET CONTINUOUS CRICKET

6 CATCHING ACTIVITIES TEE SQUARE CONTINUOUS CRICKET

7 BOWLING ACTIVITIES FOUR BOWLER CRICKET DOUBLE CHANCE PAIRS 
CRICKET

8 BOWLING ACTIVITIES BOWLER GOALER DOUBLE CHANCE PAIRS 
CRICKET

9 BATTING ACTIVITIES RAPID FIRE KANGA CRICKET

10 FIELDING and THROWING 
ACTIVITIES LINE UP CRICKET KANGA CRICKET

( 4’s, 6’s, etc.)
 

Sample Sessions
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Colour Catching

> Group players into pairs, with each having 
two balls between them of different colours.

> The 2 players stand about 5m apart with one 
having his back towards the other.

> Player 2 must throw one of the two balls 
under arm to player 1.

> On player 2’s signal, player 1 must turn around 
and catch the ball, however before catching 
it, he/she must call out the colour of the ball 
to their partner.

Fielding; Catching

Game Rules
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> One player begins with the ball and is the 
tagger.

> This player can run an unlimited distance in 
an attempt to catch another player.

> Once there is more than one player ‘caught’, 
the ‘caught’ players can not run any more 

than 10 paces before they must throw the 
ball, either at a ‘free’ player or as a pass to a 
‘caught’ player.

> On being caught all players are identifi ed by 
wearing a cap or colour band.

> The game continues until everyone is caught.

Fielding; Throwing

Game Rules

King Ball
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> Select two teams of 2-5 players, who position 
themselves at either end of the playing fi eld.

> Players throw the ball to land in the 
opposition’s zone. One point is scored if  the 
opposition drops the ball or throws it out of 
the zone.

Fielding; Catching; Over-arm throwing

Game Rules

Meteorites
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> Players surround the leader who stands in 
the centre of a given area with a bucket full 
of balls.

> As quickly as possible, the leader rolls and 
throws the balls in all directions.

> The players retrieve the balls (only permitted 
to bring back one at a time). The aim is to 
keep the bucket full of balls for the leader.

Fielding; Catching

Game Rules

Keep the Bucket Full
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Giant Germ

> Best conducted in a fairly restricted area.

> One or more pairs link both hands and chase 
other players, attempting to ‘eat’ them by 
looping their arms over their heads. 

These  caught players then join the linked 
group.

> The ring or rings grow bigger and bigger. 
The last one caught is the winner.

Game Rules
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Couple Tag

> The game is played in a designated area.

> One player is nominated as the ‘tagger’.

> As the ‘tagger’ tags others, they join hands 
until a group of 4 is created.

> Groups of 4 then divide into couples. 
They continue to chase and tag until more 
groups of 4 are formed, and again they split 
into couples.

> The game continues until one player who has 
not been tagged remains.

Game Rules
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Snowball Tag

> Mark out a square approximately 10m x 10m.

>  Place balls together at edge of square.

>  One player begins with a ball and is the 
tagger.

>  The tagger attempts to catch other players 
by tagging them with the ball or hitting 
below the shoulders with an underarm 
throw.

>  All caught players collect a ball and 
become taggers.

>  Last player caught wins.

Game Rules
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> Select 2 teams of 3-4 players, one batting 
team, and one fi elding team.

> In turn the batters hit the ball off the tee 
(must be hit into/through the square) and 
attempt to run to the back baseline.

> The fi elding team fi elds the ball and tries to 
hit (underarm throw below shoulder height) 
or tag the batter to stop them running.

> The fi elders can only take fi ve steps 
maximum when in possession of the ball.

> If the batters make it to the back baseline 
they must wait until another batter has hit 
a ball into play and then attempt to score 

by running through the square evading the 
taggers to reach the front baseline. 

> Each batter who successfully makes it back 
to the front baseline scores 1 run.

> It is possible to have multiple runners in the 
square at one time.

> The batter can be ‘out’ caught, tagged or hit.

> The game continues until all players have 
batted, all have been out, or three out all out.

 Note: Adjust size of fi eld according to 
number of players

Long Ball

Batting; Hitting the ball
Fielding; Stopping and catching

Game Rules
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> Players form a circle with one ball between 
each pair. Each person has a partner 
opposite them in the circle.

> Every pair must throw the ball to each other 
across the circle.

> If either player drops the ball they are out of 
the game and both must sit down.

> The last remaining pair wins.

Fielding; Catching; Throwing

Game Rules

Catching Crossfire
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Beat the Ball

> Form two equal teams.

> Set up a ‘baseball’ type diamond with one 
player on each base and other fi elders inside 
the area.

> The fi elding team should have a wicket 
keeper at stumps (Position A).

> The batter hits the ball off the tee within the 
diamond, then runs around the diamond in 
an anti-clockwise direction.

> When the fi elder gathers the ball it is fi rst 
thrown to the wicket keeper at the stumps 
from where the ball was hit, and then from 
base to base in a clockwise direction.

> If the batter beats the ball back the batting 
team score a run, if the batter does not, the 
batter is out .

Fielding; Throwing

Game Rules

A

BC

D
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Run Out Game

> Select two teams of 4-6 players, one running 
and one fi elding.

> Set up one set of stumps and a marker 15 m 
apart.

> Parallel, set up another set of stumps and 
position a tee with a ball on top, 25m away.

> On the coaches call of ‘go’ the fi rst runner 

sets off to run two runs and the fi rst fi elder 
runs to collect the ball and return to a 
receiver at the stumps.

> Running team scores 2 if batter beats the 
ball.

> After all players have had a turn reverse roles.

> Highest score wins.

Batting; Running
Fielding; Throwing

Game Rules
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Rapid Fire

Fielding; Stopping the ball and catching
Batting; Grip and swing

Game Rules
> Teams of 4-6.

> The object of the game is for the batting 
team to hit the ball from the tees, through 
the goals which are guarded by the fi elding 
team. Fielders cannot move forward of the 
goals (Safety Zone) until the last ball is hit.

> The goals should be approximately 20m 
from the batters. (This will vary with age/
ability).

> Each time the ball passes through the goals 
the batter scores ten.

> Batter has 3-6 hits.

> After the last ball is hit the batter runs 
between A-B or C-D  scoring single runs to 
be added to those acquired from hitting 
through the goals.

> To stop the batter from running the fi elders 
have to retrieve the balls and put them back 
on the tees in the designated area.

> When all players from one team have batted, 
the teams reverse roles.

A B C D
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Rapid Fire

Fielding; Stopping the ball and catching
Batting; Grip and swing

> Decrease playing area.

> Increase/decrease number of balls hit.

> Increase distance to score a run.

> Only allow underarm throwing.

Game Extension

A B C D
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> The game is played between two teams of 
even numbers.

> Field of play is about 15m by 15m square with 
cones at each corner.

> One set of stumps is set up on one corner whilst 
a second set of stumps (bowlers end) is set up 
an appropriate distance away from the stumps. 
(Diag A).

> Another cone is set up behind the bowler’s 
stumps for the bowling team to stand behind.

> One team line up as ‘runners’ whilst the other 
team line up behind the bowler’s cone with one 
wicket keeper behind the stumps.

> The fi rst member of the bowling team begins 
to bowl at the stumps.

> Each player gets one bowl before returning to 
the back of the line.

> As the fi rst bowler commences, the fi rst runner 
begins running in an attempt to get around all 
four corners.

> The bowlers are trying to hit the stumps.
> When the bowlers hit the stumps the runner 

must stop and kneel down where they are 
(Diag B).

> As soon as the stumps are hit the next runner 
begins to run.

> Each time a runner makes it around all of the 
cones ‘home’ a run is scored.

> The bowlers continue to target the stumps until 
all runners have had a turn.

> The last runner is called the Golden Child, and 
when it is that runner’s turn ‘Golden Child’ is 
called out to signal that it is the last runner.

> The Golden Child attempts to run around the 
cones tagging any other member of his/her 
team who had been stopped previously. (Diag C)

> The tagged runners then follow the Golden 
Child (Diag D) and attempt to reach ‘home’.

Game Rules

Golden Child

Bowling; Grip, straight arm

Diag. A

Diag. B

Diag. C

Diag. D
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Bowling; Grip, straight arm

Golden Child

Game Extension
> Increase distance for runners.

> Increase distance from bowler to stumps.

Diag. A

Diag. B

Diag. C

Diag. D
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V-Ball

Batting  Fielding
Bowling Running between wickets

> The game is played between two teams

> Batters hit the ball and run between the 
wickets until out

> Batters can be dismissed by being caught, 
bowled or if they hit the ball out side the ‘V’

> Fielders must fi eld outside the ‘V’ or beyond 
the stumps at the bowler’s end.

> Fielders return the ball to bowler

> When all players have batted teams reverse 
roles

Game Rules
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Batting; Fielding; Bowling; Running between wickets

V-Ball

Game Extension
> Only allow non preferred hand throwing.

> Only allow underarm throwing.

> Increase/decrease playing area.
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Four Bowler Cricket

> Select two teams of 6 players.

> The 3 sets of stumps are positioned to face 
the four directions of bowling.

> The bowling team has 4 bowlers (placed 1 on 
each marker) and 2 fi elders.

> The batting team bat one at a time.

> When the batter hits the ball, they must run 
around the marker from which the bowler 
delivered the ball and return to the batting 
position (scoring one run).

> The ball is returned by the fi elder to any of 
the bowlers who may bowl immediately, 
whether the batter has returned or not.

> The batters may be ‘out’ Bowled or Caught 
only.

> Teams change over when all batters have 
been dismissed.

Batting; Grip, hitting, judgement
Bowling; Grip, straight arm

Game Rules
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Four Bowler Cricket

> Match evenly skilled players to bat/bowl to 
each other.

> Use coloured tape to highlight the seam on 
the ball and encourage players to bowl with 
seam spinning upright.

> Only allow underarm throwing for all fi elders 
to increase their underarm skills.

> Place tees on a stump to increase catching 
opportunities.

> Only allow non preferred hand throwing.

Batting; Grip, hitting, judgement
Bowling; Grip, straight arm

Game Extension
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> Select players into 3 teams of 4 (ideally 12 per 
game however fewer / greater numbers can be 
accommodated see below).

> Team 1 bat, team 2 bowls / wicket keeps and 
team 3 fi elds (if only 2 teams one bats the 
other bowls).

> Where numbers allow and an assistant coach 
is present, have the next 4 to bowl as follows: 
2 in the fi eld, 2 practicing running between 
wickets to the side (rotate after 12 balls).

> Place 2 tees either side of the pitch and just 
forward of the batter.

> The bowling team bowls from X to the stumps 
at Y at all times.

> Each bowler bowls 6 balls and then the 
bowling team rotates to bring a new bowler to 
the crease.

> If ‘bowled’ ball is missed (and doesn’t hit the 
stumps) or can’t be reached, batter hits ball 
from a tee of their choice.

> Only the hit ball is in play.
> Batters can be ‘out’ Bowled, Caught or Run Out 

at any set of stumps.
> Batters rotate to next base if out, no runs are 

scored on a delivery if a run out occurs.
> When the batter hits the ball, all 4 batters must 

run in an anticlockwise direction to the next 
base.

> Batters may run more than one base at a time.
> One run is scored for each successful run to the 

next base by all 4 batters.
> After all bowling team members have bowled 

6 balls each team changes roles.
> The game continues until each team has batted 

and bowled.

Batting; Grip, swing, judgement
Bowling; Grip, side on, straight arm

Game Rules

Diamond Cricket
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Diamond Cricket

> Lengthen or shorten the pitch depending on players reaction time and skill level.

> Introduce ‘tip and run’- running each ball to increase the number of runs batters will attempt.

Batting; Grip, swing, judgement
Bowling; Grip, side on, straight arm

Game Extension
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Caterpillar Cricket

> Select 2 teams of 4-6 players, one batting 
team and one bowling.

> In turn the batters hit the ball, off the tee 
placed on top of the stump, attempting to 
hit over the target line.

> If the ball passes over the target line the 
batter ‘collects’ the rest of the team by 
running to the marker at which they are 
waiting and then runs around markers A, B 
and C and on through the gate. The rest of 
the team follows in single fi le.

> Once the ball has crossed the target line the 

fi elding team fi elds the ball and then passes 
it to each fi elding team member. The fi nal 
fi elding team member to be passed the ball 
must then run and hit the stumps to stop 
the batters running.

> One run is scored for each batter who has 
passed through the gate before the stumps 
are hit.

> No runs can be scored by a ball which is 
caught.

> The game continues until each batter has a 
turn and then roles are reversed.

Batting; Fielding

Game Rules

A

BC
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Caterpillar Cricket

> Increase/decrease distances between A, B & C.

> Increase/decrease distance to the target line.

> Increase team numbers.

> Place tee on a stump for more catching opportunities.

Batting; Fielding

Game Extension

A

BC
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Tee Line Cricket

> Place a stump in the ground.

> Place a tee on the stump and a ball on the tee.

> Batter 1 ready at the tee – all others fi elding.

> Maximum 8 per group (6 playing, 2 being 
coached to the side - rotate through the 
game).

> Each batter has 6 scoring hits off the tee 
(miss-hits or hits that do not go beyond the 
neutral zone do not count).

> Fielders cannot enter the neutral zone.

> The fi elder who stops the ball returns it by 
ROLLING it to the batter.

Batting; Batting grip, striking balls, batting stance

Game Rules
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Tee Line Cricket

> Increase/decrease the neutral zone appropriate to the batters skill level.

> Widen the playing area to create more gaps between fi elders.

Batting; Batting grip, striking balls, batting stance

Game Extension
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> Select 2 teams of 6 players.

> Mark out the playing area with 4 markers, size 
dependent on number of players.

> Designate the ‘Bowler Goaler’ area with 3 markers 
at each end.

> Players in possession of the ball can take a 
maximum of fi ve steps before attempting to pass 
to a team-mate. If the ball hits the ground or is 
intercepted the opposing team takes possession.

> The object is to pass the ball to the ‘Bowler Goaler’ 
in the designated area (where no other players 
can enter) who then bowls attempting to score by 
hitting the stumps.

> The ball cannot be intercepted once bowled until 
after it passes the stumps.

> If the stumps are hit a goal is scored and the ball 
is returned to the centre for the scoring team to 
restart the game.

> If the Bowler Goaler misses the stumps the 
opposing team begins with the ball from the 
backline.

> NO contact is allowed.

 Note: Players can be designated forwards, 
defenders etc. with restricted areas to reduce 
congestion

Hand-Eye coordination

Game Rules

Bowler Goaler
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> Only allow non preferred hand throwing.

> Only allow underarm throwing.

> Increase/decrease playing area.

> Increase/decrease distance between bowler and stumps.

Hand-Eye coordination

Bowler Goaler

Game Extension
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Tee Square

> The game is played on a square area of 15-
20m. There is a similar square (neutral zone) 
within the larger square.

> The game is played between 2 teams of 
4-10 players.

> One team bats whilst the other team fi elds 
and bowls.

> Players take turns to hit the ball from the Tee. 
The ball must be hit between line X and Y 
(but can travel beyond W and Z).

> The batter then runs around the larger 
square trying to complete one lap before 
the fi elding team can relay the ball back to 
a team mate at the stumps.

> The bowler attempts to hit the stumps (by 
bowling the ball). If successful and the batter 
has not completed the lap then the batter is 
out and no score is registered. If the batter 
does complete the lap then they score 1 run.

Bowling; Fielding; Batting

Game Rules
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Tee Square

> Increase/decrease playing area.

> Only allow underarm throwing.

> Only allow non preferred hand throwing.

> Increase distance from bowler to the stumps.

> Place tee on a stump for more catching 
opportunities.

> Increase/decrease neutral zone.

Bowling; Fielding; Batting

Game Extension
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Field Ball

> Two sets of goals 5m apart.

> Playing fi eld 30- 40m long.

> Aim to score a goal by rolling ball from 
outside goal zone through the goal.

> Players may underarm the ball to team mates.

> Players cannot run with the ball but can run 
to receive it.

> One goal keeper inside goal zone per team.

Fielding

Game Rules
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Field Ball

> Only allow non preferred hand throwing.

> Increase/decrease playing area.

> Remove the goals & goal keeper, and make 
players throw to a team mate inside the goal 
zone who must catch the ball to score.

Fielding

Game Extension
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Line Up Cricket

> Number each player in batting order.

> Place the ball on the tee.

> Position the 2 markers at each side of the 
wicket forward of the batter (near batter = 
easy, further away more diffi cult).

> Each batter in turn aims to hit the ball 
between the foul markers and then run 
between the running markers.

> A fi elder collects the ball.

> All others run and line up behind the fi elder.

> The ball is passed back until the last player 
in the line has it.

> The last person then runs to touch the 
stumps at the bowler’s end with the ball to 
stop the batter running.

> Repeat for each batter in turn.

> Batter with the most runs wins.

Hitting
Running between wickets

Game Rules



on field
Game Focus

58GAME EXTENSION  •   PAGE  

 C R I C K E T  A U S T R A L I A  H A V E - A - G O  R E S O U R C E  

Line Up Cricket

> Introduce teams with larger numbers.

> Increase/decrease the size between foul markers.

Hitting
Running between wickets

Game Extension
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> Set up stumps 13 – 16m apart.

> Place 2 batting tees with a ball on either side 
of pitch just forward of batter.

> Organise players into pairs and number each 
pair.

> Maximum 10 per group (2 batting, 8 fi elding).

> Each pair bats in turn for 12 balls

> Those not batting are fi elding.

> Players should be positioned as wicketkeeper 
and bowler to assist with run outs

> Batters can be ‘out’ Caught or Run Out only.

> If batters go out they do not score from that 
attempt however they continue to bat.

> When each pair has batted a 2nd innings 
can begin.

> Highest scoring pair wins.

Batting
Running between wickets

Game Rules

Tee Pairs Cricket
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Pairs Cricket

> Batters can be out bowled, caught or run out.

> If batters get out they simply swap ends and 
continue to bat.

> After two overs the batting pair retire and 
the next pair have their turn to bat.

> Each player bowls one over of 6 balls while 
their partner wicket keeps. After they have 
completed their over they swap.

> The ball must be bowled with a straight arm. 
If a pair is not batting or bowling, they are 
fi elding, so that everyone is involved.

> Batters do not have to run when they hit the 
ball. If the ball is missed, batters may still run.

Batting; Bowling; Fielding

Game Rules
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> Set up stumps 13 – 16m apart.

> Place 2 batting tees with a ball on each either 
side of pitch just forward of batter.

> Organise players into pairs and number each 
pair.

> Maximum 10 per group (2 batting, 8 fi elding).

> Each pair bats for 2 overs and bowls for 2 
overs). Bowling can be underarm if required.

> When partner is bowling, other partner 
Wicket Keeps.

> If  ‘bowled’ ball is missed, and does not hit the 
stumps or can’t be reached, batter hits ball 
from a tee of their choice.

> Only the hit ball is in play.

> Batters can be ‘out’ Bowled, Caught or Run 
Out only.

> If Batters go out they swap ends and continue 
to bat.

> If pairs are not batting or bowling they are 
fi elding.

> Everyone Bats, Bowls, Fields and Wicket keeps.

Batting; Grip, stance, hitting, judgement
Fielding
Bowling; Grip, straight arm

Double Chance Pairs Cricket
Game Focus

Game Rules
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Game Extension
> Introduce fi elding restriction (i.e. 2 slips) to 

increase number of gaps.

> Match evenly skilled players to bat/bowl to 
each other.

> Use coloured tape to highlight the seam on 
the ball and encourage players to bowl with 
seam spinning upright.

> Implement a double score zone in various 
places on the fi eld.

> Only allow underarm throwing for all fi elders 
to increase underarm skills.

> Place tees on a stump to increase catching 
opportunities.

> Only allow non preferred hand throwing.

Batting; Grip, stance, hitting, judgement
Fielding
Bowling; Grip, straight arm

Double Chance Pairs Cricket
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Double Pitch Cricket

> 2 Games are played simultaneously, side by side.
> Fielders rotate off one oval then go and bat on the other.
> Can be used with various game forms published in this manual.

* Alternative to Pairs Cricket.

Batting; Fielding; Bowling

Game Rules
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Double Pitch Cricket

Batting; Fielding; Bowling

Game Extension
> Free hit after a no ball or wide, player can only 

go ‘out’ Run Out.

> Increase/decrease ground size.

> Place tees on a stump to increase catching 
opportunities.

> Only allow non preferred hand throwing.

> Change the position of the double score zone 
to benefi t less skilled players.

> Introduce fi elding restriction (i.e. 2 slips) to 
increase number of gaps.
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> Select 2 teams of 4 - 6 players.

> Number pairs in each team 2 – 3.

> Each pair bats for 2 overs. 

> Each pair bowls for 2 overs.

> When partner 1 is bowling, partner 2 
wicket keeps.

> A wide ball (one that cannot be reached by 
the batter in normal stance) results in a free 
hit from the off side tee and the ball must 
be hit forward (a hit behind the stumps does 
not score).

> Fielders cannot move closer until after the 
free hit has been taken.

> Fielders cannot fi eld any closer than 10m 
from the batter.

> Only the hit ball is in play.

> Batters can be ‘out’ Bowled, Caught or Run 
Out (and only run out from a free hit).

> If Batters go out they swap ends and continue 
to bat.

> Fielding teams score 5 bonus runs for each 
wicket they take.

All areas of cricket

Game Rules

Kanga Cricket
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> Allow batters to advance to spin bowling.

> Match evenly skilled players to bat/bowl to 
each other.

> Use coloured tape to highlight the seam on 
the ball and encourage players to bowl with 
seam spinning upright.

> Only allow underarm throwing for all fi elders 
to increase their underarm skills.

> Place tees on a stump to increase catching 
opportunities.

> Only allow non preferred hand throwing.

> Change the position of the double score zone 
to benefi t less skilled players.

> Introduce fi elding restriction (i.e. 2 slips) to 
increase number of gaps.

All areas of cricket

Kanga Cricket

Game Extension
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Batting
Fielding; Catching, throwing

Continuous Cricket

Game Rules
> The game can be played in teams or by 

having a fi elder replace the batter when they 
have completed their run.

> The ball is bowled to the batter who hits  
the ball into the fi eld of play and then runs 
around one of the markers (A or B).

> The fi elders must return the ball to the  
bowler who can bowl the ball at anytime.

> Batters can be out two ways- caught or 
if the bowler hits the stumps by bowling 
it (Overarm or Underarm). The umpire 
may retire a batter after he/she scores a 
predetermined number of runs.

> Ensure fi elders rotate their positions.

> If in teams, sides reverse roles after all players 
in team batting fi rst have had a turn.
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> Bowler bowls the ball instead of underarm.

> Only allow underarm throwing.

> Only allow non preferred hand throwing.

> Increase distance from bowler to the stumps.

> Implement double score zone.

> Increase/decrease distance for batters to run.

Continuous Cricket

Batting
Fielding; Catching, throwing

Game Extension




