STRIKING & FIELDING GAMES

Pepper SKILL FOCUS .
WS oo

. Australia ﬁﬁ

GAME SUMMARY: : Equipment needed: Game setup:

Any of the fielders can bowl > Ball (soft) - 1 per group Mark out a V-shaped playing space with a line in an arc shape approximately 5 metres out from

the ball to the batter. The : >Bat-1pergroup the base of the V. Play in groups of 5 or 6. One player is the wicket keeper who stands behind

batter hits the ball back to ¢ >Markers the base of the V. One player is the batter inside the arc. The other players are fielders and

the fielders. ¢ > Coloured dots they must stand outside the arc. The batter must hit the ball within the boundaries of the V.

A

OPTION 1: COOPERATIVE OPTION 2: COMPETITIVE

‘£ Batter and fielders work together to score points as a team. Batters work against fielders to score points for themselves.
o
= TO FIELDERS: “Try to catch the ball when the batter hits it to you. Stand behind the line  TO FIELDERS: “Try to catch the ball when the batter hits it to you. Stand behind the line and
U and throw the ball underarm to the batter.” throw the ball underarm to the batter.”
E TO BATTER: “Hit the ball up to the fielders so they can catch it.” TO BATTER: “When a fielder bowls the ball to you, hit it anywhere inside the V area. Try to place
= TO WICKET KEEPER: “If the batter misses the ball, you need to pick it up and roll it back  the ball so it is not caught by a fielder.”
‘£ to a fielder.” TO WICKET KEEPER: “If the batter misses the ball, you need to pick it up and roll it back to a
= fielder.”
I Swap batters after the batter hits a set number of balls (e.g. 10).
'&J Swap positions after the batter faces a set number of balls (e.g. 10).
o Scoring: As a team, count how many times the ball is caught out of 10 hits. Teams try ASK TO BATTER: “How will you decide where to hit the ball?”
U to beat the team’s score with each new batter. ASK TO FIELDERS: “How can you be ready to catch the ball?”
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BRANCH OUT! Tips to modify Pepper
R g

: the batter. Make it harder by bowlingon  : Eqmpment _
* the full. : : > Make it easier by using large, soft balls.

Make it harder by using smaller balls but
: ensure they are soft for safety.

ooooooooooooooooooooooooooooooooooooooooooooooooooo

> Rotate bowlers or restrict the number
: of times players can bowl to make sure

: everyone gets a turn. > Vary the bat according to ability level.

: Have a variety of bats and allow players to
4dchoose.

> 1 hand, 1 bounce: fielders can catch with
: one hand after the ball bounces once.

> Option 2: If the batter is caught they are :
out and have to swap with a fielder.

. o
ooooooooooooooooooooooooooooooooooooooooooooooooo

Environment:
§> Replicate the game in an adjacent area
:to ensure all participants are engaged.

Teachlng Style:
> Use player role models to demonstrate
: effective batting and fielding skills.

> Move the fielder line closer or further

: > Use questioning to encourage players : away from the batter

to think about their own strategies and

technique. : > Make it easier for the batter by having a

: : il to hit to and fielders futh
: > Place staff helpers with each group to : argerspace w0 it 1o anc fercers fukner

manage the game and keep score. ésmaller with fielders closer together.

« °
ooooooooooooooooooooooooooooooooooooooooooooooo

. o
ooooooooooooooooooooooooooooooooooooooooooooooooo

ooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooo

The Playing for All cards are based on the content of Sport Australia’s Playing for Life cards. The content has been used with permission.

STRIKING & FIELDING GAMES | Pepper

: apart. Make it harder by making the space

ALTERNATE SPORTS & SKILLS

Use this game to develop cricket or
softball batting and fielding skills.

SAFETY!

> Use soft balls to make it safe for
fielders.

> The wicket keeper should roll the
ball back to fielders.

> The fielders need to be a safe
distance from the batter and a safe
distance from each other.

> Batters should hit the ball below
head height.

> Players need to be aware of others
around them to avoid collision.
Fielders should call ‘mine’ when
fielding the ball.

ooooooooooooooooooooooooooooooooooooooooooooooooo



STRIKING & FIELDING GAMES

SKILL FOCUS

Over The Pit

GAME SUMMARY:

Players hit a ball over a marked
area called a ‘pit’. Fielders try
to catch the ball.

Equipment needed:
> Balls (variety of sizes)
> Bats (variety of sizes)
> Markers

> Batting tee

> Coloured dots

Striking | Fielding | Shot Placement

Special ﬂ'ﬁ' ﬁ]&.

AUS oz i
Game setup:

Australia
Mark out a rectangle area for the ‘pit’. The batter stands on one side. On the other
side, place coloured dots to show where the fielders stand. Put players in groups of
4 or 5 with 1 batter and 3 or 4 fielders per group.

STAGE 1
Place a batting tee on the batter’s side.

TO BATTER: “Hit the ball off the tee. Try to make it go over to the other side of the pit.”
TO FIELDERS: “Stand on a dot. Try to catch the ball.”

Swap positions after the batter hits a set number of balls (e.g. 4).

Scoring (optional): Batters get a point if their ball bounces on the other side of the pit
without being caught.

COACH INSTRUCTIONS

FOUNDATION:
Skill Development

—

STAGE 2
Add a ‘feeder’ to deliver the ball to the batter.

TO FEEDER: “Bounce the ball to the batter. Try to make the ball bounce up to the batter at waist
height.”

TO BATTER: “Hit the ball over to the other side of the pit. You get one point if the ball hits the
ground without being caught.”

TO FIELDERS: “Start by standing on a dot. You can move once the batter hits the ball. Try to catch
the ball on the full. After you field a ball, roll it back to the feeder.”

Swap positions after the batter hits a set number of balls (e.g. 4).

ASK BATTER: “How will you decide where to hit the ball?”,

ASK FIELDERS: “How can you be ready to catch the ball?”. “How can you let your team mates know
that you are going for the ball so you don’t run into each other?”

COMPLEX:
Strategies & Tactics

PHYSICAL LITERACY ELEMENTS

Object Manipulation | Reaction Time | Self-Perception | Content Knowledge

AC:HPE CONTENT DESCRIPTIONS
ACPMP043 | ACPMP045 | ACPMP061 | ACPMP063




ALTERNATE SPORTS & SKILLS

BRANCH OUT! Tips to modify Over The Pit

ooooooooooooooooooooooooooooooooooooooooooooooooooo

: > Vary scoring e.g. batter gets 1 point if a

: fielder touches the ball before it bounces

and 2 points if the ball hits the ground
: without being touched by a fielder.

> Play in teams i.e. 3 batters vs 3 fielders.

: Change teams once the batting team have

: been caught 3 times.

> 1 hand, 1 bounce: fielders can catch with

: one hand after the ball bounces once.

> Feeder can throw the ball to the batter
: on the full (underarm).

. o
ooooooooooooooooooooooooooooooooooooooooooooooooo

Teaching Style:
> Use player role models to demonstrate :
: effective batting and fielding skills. :

> Use questioning to encourage players
: to think about their own strategies and
: technique.

> Place staff helpers with each group to
: manage the game and keep score.

« >
oooooooooooooooooooooooooooooooooooooooooooooooo

ooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooo

‘ ......................................

. .
:
.
:
.
:

: Equipment:

: > Make it easier by using large, soft balls. ~ :
: Make it harder by using smaller balls such as :
: tennis balls. :

> Vary the bat according to the sport you
: are coaching as well as ability level. Have a
dvariety of bats and allow players to choose. :

Environment:

§> Replicate the game in an adjacent area
:to ensure all participants are engaged.
:> Make the ‘pit’ area larger or smaller.

§> Make it easier for the batter by having a
:larger space to hit to and fielders further

§smaller with fielders closer together.

. o
ooooooooooooooooooooooooooooooooooooooooooooooooo

The Playing for All cards are based on the content of Sport Australia’s Playing for Life cards. The content has been used with permission.

: apart. Make it harder by making the space

Use this game to develop cricket or
softball batting and fielding skills.

SAFETY!

> Use soft balls to make it safe for
fielders.

> Fielders should roll balls back to
the coach or feeder.

> Fielders need to be a safe distance
from the batter and a safe distance
from each other.

> Batters should hit the ball below
head height.

> Players need to be aware of others
around them to avoid collisions.
Fielders should call ‘mine’ when
fielding the ball.

> Ensure a safe distance between
groups and that the ball is hit away
from other groups if game is repli-
cated.

ooooooooooooooooooooooooooooooooooooooooooooooooooooo

STRIKING & FIELDING GAMES | Over The Pit



STRIKING & FIELDING GAMES

SKILL FOCUS

6 or Safe

AUS oo
. Australia ﬁﬁ
GAME SUMMARY: : Equipment needed: Game setup:

Players hit a ballinto the field. : > Balls (tennis balls) Mark out a V shaped playing area with both boundaries branching out from the
They need to choose between @ > Bats (variety of sizes) batting tee. Coloured dots can be used to show where the fielders stand (optional).
running to a safe zone for 1 > Markers Place a hoop or base in the middle of the playing area 5 - 10 metres in front of the
point or running a round trip ¢ >Hoop orbase batting position. Put players in groups of 4 with 1 batter and 3 fielders per group.

for 6 points. > Batting tee
> Coloured dots (optional)
2! & 1 Point
STAGE 1 STAGE 2
W TO BATTER: “Hit the ball into the field then run to the hoop (or TO BATTER: “Hit the ball into the field. You need to run to the hoop. If you get there before the fielders put the ball in the
% base) and back to the start.” hoop you're safe and you get 1 point. If you think you have time, you can run back to start for 6 points. If the fielders put the
= TO FIELDERS: “If the ball comes near you, pick it up and put it back ball on the tee before you get back, you don’t get any points.”
b on the batting tee. Try to put the ball on the tee before the batter  TO FIELDERS: “If the ball comes near you pick it up. You need to decide whether you think the batter will stop at the hoop or
= getsback.” if they will Ery to run back to the start. If you think they will only be able to run to the hoop, try to beat them by putting the
o ball on the ground in the hoop before they get there. If you think they will try to run back to the start, try to put the ball on
!,_, Swap batters after each turn. the tee before they get there.
Zz
E Scoring optional. Award points for the batter if they beat the Swap positions after each turn.
U ball back to the tee.
< ASK TO BATTER:  “How will you decide whether you can get back for 6 points?”
8 ASK TO FIELDERS: “How can you work together as a team to beat the batter?”. “How will you decide where to put the ball?”

FOUNDATION: ‘ ) COMPLEX:
Skill Development Strategies & Tactics

©00000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000¢

PHYSICAL LITERACY ELEMENTS AC:HPE CONTENT DESCRIPTIONS

Moving with Equipment | Object Manipulation | Confidence | Rules | Strategy & Planning | Safety & Risk ACPMP043 | ACPMP061




BRANCH OUT! Tips to modify 6 or Safe

: > Vary scoring, e.g. 2 points if batters getto : s E \

: the hoop. : : k=quipment: :
: : > Vary the size of ball. Make it easier witha :
: larger, softer ball. Make it challenging with a:
: smaller, harder ball. :

oooooooooooooooooooooooooooooooooooooooooooooooooooooo

> |f their ball is caught, batters do not score.

> Fielders can throw or roll the ball to each

: other in the field. : > Vary the bat according to the sport you

: are coaching as well as ability level. Have a
dvariety of bats and allow players to choose.

> Have one player stand in the hoop and :
: fielders aim to pass them the ball before the :
: batter gets to the hoop.

> One fielder can bowl the ball to the batter
- instead of using batting tee.

.
ooooooooooooooooooooooooooooooooooooooooooooooooooooo

Environment:
:> Replicate the game in an adjacent area
:to ensure all participants are engaged.

Teaching Style:
> Use player role models to demonstrate
: effective batting and fielding skills.

:> Move the hoop closer or further away

: > Use questioning to encourage players *From the batter

to think about their own strategies and
: technique.

:hoops slipping on hard surface.
> Place staff helpers with each group to : PS> 5HPPINg

manage the game and keep score. : > Have a larger ‘safe zone' instead of a

ooooooooooooooooooooooooooooooooooooooooooooooooo

o
oooooooooooooooooooooooooooooooooooooooo

oooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooo

The Playing for All cards are based on the content of Sport Australia’s Playing for Life cards. The content has been used with permission.

STRIKING & FIELDING GAMES | 6 or Safe

§> Play indoors or outdoors. Be mindful of

ALTERNATE SPORTS & SKILLS

Use this game to develop cricket or
softball batting and fielding skills.

SAFETY!

> Ensure the equipment used is
suitable for players’ ability level.

> Batters run with the bat (don't
drop it).

> The fielders need to be a safe
distance from the batter when balls
are hit.

> Ensure a safe distance between
groups.

> Players need to be aware of others
around them to avoid collisions,
especially when putting the ballin
the hoop. Fielders should call ‘mine’
when fielding the ball.

ooooooooooooooooooooooooooooooooooooooooooooooooo



STRIKING & FIELDING GAMES

times in a row as they can.

B t T ~ SKILL FOCUS . s so
dt 1apping " Special 7~
Striking Aus Olympics f§ ® a\
: Australia ﬁﬁ
GAME SUMMARY: : .
Players aim to tap the ball : Equipment needed: Game setup: . N .
into the air with a bat as many  : > Bats or racquets - 1 per player Players spread out ensuring they have sufficient space between each other. Give each player a
¢ >Balls-1 per player ball and a bat or racquet.

STAGE 1 STAGE 2 STAGE 3
‘£ Play individually. Play individually. Play in pairs.
g “Hold your bat / racquet flat. Try “Tap the ball into the air with your bat / racquet. Try to do small taps up and “Throw the ball to your partner. Your partner needs to tap the ball back to you
U (o balance the ball on your bat / down. Count how many times in a row you can tap the ball. Make sure you keep  for you to catch. Count how many times in a row you can tap the ball back and
E racquet for as long as you can." your eyes on the ball.” catch it without the ball dropping.”
(II-) "When I say TAP, try to flick the ball  If the ball drops, players pick it up and start counting again from the Swap batters and throwers after the ball is dropped or after a set period
E into the air then hit it again with beginning. of time. Pairs try to beat their score.
T vour bat / racquet.”
(O] ASK: "Which part of the bat / racquet should you hit the ball with to make it go  ASK: "Where is the best place to aim your throw so your partner can tap it
g straight up in the air?" "How should you hold the bat / racquet to have the most  back?" "How should you hold your hands ready to catch?"
b control?"

Skill Development Strategies & Tactics

PHYSICAL LITERACY ELEMENTS AC:HPE CONTENT DESCRIPTIONS

Object Manipulation | Coordination | Reaction Time | Motivation | Confidence | Safety & Risk ACPMP043 | ACPMP061




BRANCH OUT! Tips to modify Bat Tapping ALTERNATE SPORTS & SKILLS

Use this game to develop hand eye
coordination and striking skills for

cricket, softball, tennis and table tennis.
..\h ........................................... .
R ................................................ . EqUIpment :
:RNules: : > Vary the size of ball. Make it easier with a :

:>Set a challenge, e.g. stand on one foot  : larger, softer ball. Make it challenging with a :
Ewhile tapping the ball. : :smaller, harder ball. ;
:> Challenge players to use the thin edge of : :> Use a bat or racquet relevant to the sport

‘..the bat / racquet (|f appropriate). ou are coachmg

B
oooooooooooooooooooooooooooooooooooooooooooooooooo

oooooooooooooooooooooooooooooo

SAFETY!

> Ensure the equipment used is
suitable for the ability level of the

‘ players.

Environment: $ > Ensure adequate space between
:> Play indoors or outdoors on grass or ~ : individuals and groups.
:hard surface. :

§Teaching Style:
: > Use role models to demonstrate
: effective throwing and catching skills.

> Players must not interfere with
:> Try to minimise distractions. : other players.

> Use one on one discrete coaching to
-assist players during the game. :

: > Stage 3: Move the batter and thrower > Bats must not be swung around.

. o
oooooooooooooooooooooooooooooooooooooooooooooo

oooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooo

The Playing for All cards are based on the content of Sport Australia’s Playing for Life cards. The content has been used with permission.

STRIKING & FIELDING GAMES | Bat Tapping



STRIKING & FIELDING GAMES

SKILL FOCUS

Batters vs Fielders

Striking | Fielding | Shot Placement Special .ﬂﬁ-ﬁﬁg

Throwing | Running Aus Olympics f§ o a‘
Australia ﬁﬁ

GAME SUMMARY:

This is a race between bat-

ters and fielders. The batters

try to make a run before the

fielders complete a challenge.

Equipment needed:  Game setup:

> Bats (several options) Split group into batters and fielders. Set up a batting tee. Mark out a line approximately 8 metres wide
> Ball and 10 metres in front of the batting tee. Fielders to stand behind this line.

> Field markers

> Coloured dots

> Batting tee

.
.
.
.
.
.
.
.
.
.
.
.
.
.
.
.
.
.
.
.
.
.
.
°
H

[
™~

STAGE 1 STAGE 2
Individual batter only. Set up 2 markers each side  Divide players evenly into batting and fielding teams. Place a dot for each fielder in a circle between the batting tee and the fielders’

‘2 of the batting tee for the batter to run between. line. Set up 4 markers in a square behind the batting tee for the batting team to run around.

g TO BATTER: “Hit the ball over the line then run TO BATTING TEAM: “The batter hits the ball over the fielders’ line then puts the bat down — don’t throw it. The whole batting team then needs

W between the 2 markers.” to run around the 4 markers.”

o |

E TO FIELDERS: ‘“Field the ball and put it back on TO FIELDERS: “Once the ball has been hit, 1 player must field the ball. Everyone must run and stand on one of the dots. Pass the ball to each

wn the tee before the batter can make it to the second other around the circle. When everyone has touched the ball call STOP!”

Z marker.”

E Batters get a point for every player that runs around all 4 markers before fielders call “STOP.”

U Scoring Optional: Batter gets a point if they can

<L run between the 2 markers before the fielders put ASK TO BATTERS: “Where is the best place to hit the ball to make it hard for the fielders?”

8 the ball on the tee. ASK TO FIELDERS: “How can you pass to each other as quickly as possible?”
FOUNDATION: ‘ ) COMPLEX:
Skill Development Strategies & Tactics
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PHYSICAL LITERACY ELEMENTS AC:HPE CONTENT DESCRIPTIONS

Object Manipulation | Relationships | Collaboration | Strategy & Planning | Tactics ACPMP043 | ACPMP061




BRANCH OUT! Tips to modify Batters vs Fielders

oooooooooooooooooooooooooooooooooooooooooooooooooooooo

> Change the task the fielding team need
:to complete e.g. fielders need to line up
:and make a tunnel with their legs. They call
:“STOP!” once the ball is rolled through the
stunnel.

§> Batters can have the ball bowled to them.

i> Specify the type of pass fielders must use. ,:

. o
ooooooooooooooooooooooooooooooooooooooooooooooooo

Teaching Style: :
: > Use role models to demonstrate k
: effective batting and fielding skills. :

> Use questioning to encourage teams :
: to think of their own strategies. :

> Modify equipment and rules during
: the game to suit ability level of
tindividual batters.

. o
ooooooooooooooooooooooooooooooooooooooooooooo

ooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooo

“ ........................................

. .
.
:
:
:
:

§EqU|pment
> Vary the size of ball.

§> Vary the type of bat. To make it easier, use
:a light, wide bat (e.g. tennis bat). To challenge
:players, use a heavier, narrow bat (e.g. crlcket
:bat).

> Use a batting tee or witches hat to hit off.
Field markers can be used to kick off.

oooooooooooooooooooooooooooooooooooooooooooooo

: Environment:

:team. Replicate game if there are more
#participants.

§> Increase or decrease distance for the
: batting team to run.

§Fielders when passing the ball.

:stray balls.

The Playing for All cards are based on the content of Sport Australia’s Playing for Life cards. The content has been used with permission.

STRIKING & FIELDING GAMES | Batters vs Fielders

:> Play game with no more than 5 on each

> Increase or decrease distance between :

§> Ideally play indoors for easy retrieval of

.
ooooooooooooooooooooooooooooooooooooooooooooooooo

ALTERNATE SPORTS & SKILLS

Use this game to develop cricket or
softball batting skills. Balls can also be
thrown, rolled or kicked into the field.

SAFETY!

> Ensure the equipment used is
suitable for the ability level of the
players.

> The fielders need to be a safe
distance away from the batter until
the ball has been hit.

> Batters must hit towards the
fielders’ line. Use a soft ball to
prevent injuries.

> Batters must drop the bat, not
throw it.

> Players on the fielding team need
to be aware of others around them
and take care when picking up and
throwing balls. To avoid collisions,
the fielder closest to where the ball
is hit should call “MINE”".

> Ensure batting team are standing
well back from the batter while they
are hitting off the tee.

ooooooooooooooooooooooooooooooooooooooooooooooooo



STRIKING & FIELDING GAMES

B t t h B k t SKILL FOCUS ) o
ea e u c e Throwing | Fielding SPEC_IBI Z"éﬁﬁo
Shot Placement | Striking Olympics f§ ® a‘
: Australia ﬁﬁ
GAME SUMMARY: : Equipment needed: Game setup:
A player throws or hits balls ¢ >1bucket (or hoop) Mark out a diamond playing area. Put a base (or coloured dot) to mark 1st, 2nd, 3rd and
into the field. Fielders must ¢ >3balls home base. Place a bucket (or hoop) in the middle of the diamond.
collect the balls and put them ¢ > Field markers / coloured dots / bases  Play in groups of no more than 7, with one thrower and 6 fielders. The thrower stands
into a bucket as quickly as ¢ > Batand batting tee (optional) on home base. All fielders must start outside the diamond. Coloured dots can be used to
possible. : show fielders where to stand.
Thrower
. Fielder 2nd 1st
3rd -
STAGE 1 STAGE 2
Give the thrower 3 balls. Give the thrower 3 balls.
‘£ TO THROWER: “Throw 3 balls into the field one at a time. Try to throw them in different directions.” TO THROWER: “Throw 3 balls into the field one at a time, then run around all the bases. Try to
o get back to home base before all the balls are put into the bucket. You get 1 point for each base
= TO FIELDERS: “Stand still until all balls have been thrown. You must then collect the balls and put  you run past before the fielders call STOP.”
U theminto the bucket as fast as you can.”
) TO FIELDERS: “Stand still until all balls have been thrown. You must then collect the balls and
o Swap thrower after each turn. put them into the bucket before the thrower can run around all bases. Call STOP when all balls
|—
7)) are in the bucket.”
Z Scoring Optional: Use a stopwatch to time how long it takes the fielding team to get all balls
T into the bucket. Swap thrower after each turn.
(U]
<L ASK TO FIELDERS: “How can you work together to get the balls into the bucket as quickly as ASK TO THROWERS: “Where is the best place to throw the balls to make it hard for the
8 possible?” fielders?”
FOUNDATION: ‘ ) COMPLEX:
Skill Development Strategies & Tactics
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PHYSICAL LITERACY ELEMENTS AC:HPE CONTENT DESCRIPTIONS

Reaction Time | Speed | Collaboration | Strategy & Planning ACPMP043 | ACPMP061




BRANCH OUT! Tips to modify Beat the Bucket

Equnpment
§ > Vary the type of ball according to skill
: level and sport you are coaching.

oooooooooooooooooooooooooooooooooooooooooooooooooooooooo

: > Fielders need to pass the ball once before
:they can put it into the bucket.

:> Throwers can only throw the ball forwards

:into the diamond area. :
: +> If playing with a bat, make it easier by

: allowing players to choose a lighter, wider

:> Allow 1 fielder to start inside the diamond, at

: ensuring a safe distance from the thrower.

> Use a batting tee or witches hat to hit off.
Field markers can be used to kick off. :

ooooooooooooooooooooooooooooooooooooooooooooo

> Modify scoring, e.g. players get 10 points if
: they make it to home base before the fielders
scall STOP.

JRTRTTITTIPPIPPTIPPRPPRRP T ) E .
i T eaching Style: : : Environment:
: > Use role models to demonstrate ): : > Replicate game if there are more

: effective throwing / batting and fielding : participants.

: skills.
: : Make it harder for the thrower by
tincreasing the distance between bases.
:Make it harder for the fielders by
gdecreasing the distance between bases.

> Use questioning to encourage teams
: to think of their own strategies.

> Modify equipment and rules during
: the game to suit ability level of
:.individual batterS. .: ...................................................

. o
oooooooooooooooooooooooooooooooooooooooooooooo

oooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooo

The Playing for All cards are based on the content of Sport Australia’s Playing for Life cards. The content has been used with permission.

:> Increase or decrease size of playing area. :

ALTERNATE SPORTS & SKILLS

Use this game to develop batting skills
for cricket or softball. Balls can be hit,
rolled or kicked into the field.

SAFETY!

> Ensure the equipment used is
suitable for the ability level of the
players.

> The fielders need to be a safe
distance away from the thrower
until the balls have been thrown.

> |f batting, ensure players drop the
bat, not throw it.

> Players on the fielding team need
to be aware of others around them
and take care when picking up and
throwing balls. To avoid collisions,
the fielder closest to where the ball
is hit should call ‘MINE'.

> Fielders must get out of the way
of the thrower as they are running
around the bases.

ooooooooooooooooooooooooooooooooooooooooooooooooo

STRIKING & FIELDING GAMES | Beat the Bucket



STRIKING & FIELDING GAMES

SKILL FOCUS

Bucket and Hoop

GAME SUMMARY:

A player hits balls into the
field aiming to score points
by hitting targets such as
buckets and hoops.

Equipment needed:
> Coloured dots

> Balls (tennis balls)

> Bats (variety of sizes)
> Markers

> Batting tee (optional)

Striking | Fielding | Shot Placement

special 7,

Aus Olympics f§ﬁ'ﬁa‘
Game setup:

Australia
Mark out a square playing area. Put coloured dots to mark where
the batter and feeder stand. Place several targets in the field, e.g.
3 buckets and 4 hoops. Split players into groups of 3 (1 batter, 1
feeder, 1 fielder).

> Buckets and hoops (or other equipment to create targets)

Batter

[ Fielder

STAGE 1

Use batting tee. Place a coloured dot 3 metres from the batter for the feeder to stand on.
TO BATTER: “Hit the balls one at a time. Try to make the ball bounce in either a bucket or a hoop.”
TO FEEDER: “Place a ball on the tee then go back and stand on your dot. After each hit place a

new ball on the tee for the batter to hit.”
TO FIELDER: “Pick up the balls hit by the batter. Roll them back to the feeder.”

Swap positions after the batter hits a set number of balls (e.g. 4).

ASK:
TO BATTER: “How should you hold your bat to hit the ball?

COACH INSTRUCTIONS

FOUNDATION:
Skill Development

—

STAGE 2
Feeder to throw or bowl the ball to the batter.

TO BATTER: “Hit the balls one at a time at the targets. If your ball bounces in a hoop you score 1
point, if your ball bounces in a bucket you score 3 points.”

TO FEEDER: "Stand on your coloured dot. Bow! the ball underarm to the batter. Aim for waist
height so it’s easier for them to hit the ball.”

TO FIELDER: “Field the balls and roll them back to the feeder.”

Swap positions after the batter hits a set number of balls (e.g. 4). Batters keep their own
score and try to beat it next time.

ASK:
TO BATTER: “How can you control how far you hit the ball?”

COMPLEX:
Strategies & Tactics
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e
BRANCH OUT! Tips to modify Bucket and Hoop

oooooooooooooooooooooooooooooooooooooooooooooooooooooo

> Vary scoring, e.g. 10 points for the buckets
:and 5 points for the hoops. Award points for :

:hitting the outside of a bucket.

§> Vary the scoring challenge to encourage

:batters to be strategic about shot placement, :

:e.g. aim for 10 points in 6 hits.

§> Make it easier by adding targets. Make it
<harder by taking some targets away.

> Batters can hit the ball after 1 or 2 bounces.y

fTeaching Style: ‘
:> Use role models to demonstrate '
: effective batting and fielding skills. .

: > Use questioning to encourage players :
: to think about their own strategies and :
: technique. :

> Place staff helpers with each group
: to manage the game and / or feed the
~ball to the batter to increase success.

® o
oooooooooooooooooooooooooooooooooooooooooooooo

ooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooo

w ......................................
.
.
:
:
:
:

Equipment:

: > Vary the size of ball. Make it easier with a

: larger, softer ball. Make it challenging with a
§smaller, harder ball. :

> Vary the bat according to the sport you
: are coaching as well as ability level. Havea !
variety of bats and allow players to choose. :

> Use different equipment to make targets,
e.g. wickets, bins, coloured dots. :

o
oooooooooooooooooooooooooooooooooooooooooooooooooo

: Environment:

:are engaged.

§to different positions in the field.

> Vary position of feeder, e.g. for cricket
:and softball have the feeder directly in

: front of the batter, for tennis have them
§Feed the ball from the side.

§> Move the feeder closer or further away

o
ooooooooooooooooooooooooooooooooooooooo

The Playing for All cards are based on the content of Sport Australia’s Playing for Life cards. The content has been used with permission.

STRIKING & FIELDING GAMES | Bucket and Hoop

§> Replicate game to ensure all participants

> Move the targets closer, further away or :

ALTERNATE SPORTS & SKILLS

Use this game to develop cricket or
softball batting skills. Players can also
use a tennis racquet to practise shot
placement.

SAFETY!

> Ensure the equipment used is
suitable for the ability level of the
players.

> The fielder needs to be a safe
distance from the batter when balls
are hit.

> Ensure a safe distance between
groups.

> Play must stop before a fielder can
retrieve a ball from another group’s
playing space.

ooooooooooooooooooooooooooooooooooooooooooooooooo



STRIKING & FIELDING GAMES

Catching Challenge === Special 7€,
AUS owmeics £

GAME SUMMARY:

Players throw and catch a ball,
trying progressively harder
catching challenges.

Equipment needed: Game setup:
> Balls - 1 per player Players spread out ensuring they have sufficient space between each other. Give each player a ball.

Play in Pairs Throw, Jump & Catch
Bounce....& Catch Throw, Clap & Catch Throw under leg & Catch

Throw between hands Throw, Jump & Catch Throw, Spin & Catch Throw, Clap & Catch Throw, Spin & Catch
STAGE 1 STAGE 2 STAGE 3
Play individually. Follow the coach. Progression from stage 1 - make up own movements. Play in pairs.

“Iwill throw the ball in the air. Before |  “See if you can think of your own movement to perform before you catch “Throw the ball to your partner. Your partner needs to perform a movement before
catch it, I will do a movement. See if you the ball. Make sure you throw underarm and keep your eyes on the ball.”  they can catch the ball. See if you can think of a new movement to perform.”
can copy me.”

Players practice a skill then perform it to the coach. Pairs practice a skill then perform it to the coach.

Scoring Optional: Give players a score out of 10 for performance. Scoring Optional: Give players a score out of 10 for performance.

ASK: “How high do you need to throw the ball to be able to perform a ASK: “Where is the best place to aim your throw so your partner can catch it?”
movement before catching it?” “Why is it best to throw underarm?” “How should you hold your hands ready to catch?”

Some movements players can perform before catching the ball include: clapping, hopping, spinning around, jumping, touch the floor etc. Other throwing and catching challenges can
include throwing the ball between legs or around the back, bowling the ball overarm into the ground and catching after 1 bounce or throwing the ball from hand to hand like juggling.

FOUNDATION: ‘ ) COMPLEX:
Skill Development Strategies & Tactics

COACH INSTRUCTIONS
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BRANCH OUT! Tips to modify Catching Challenge T,

Use this game to develop catching skills
for cricket and softball.

ooooooooooooooooooooooooooooooooooooooooooooooooooooo

:> Set a challenge, e.g. count how many times ‘E .

§yrc]>u ;aﬁ clap /hop /jump etc before catching : :> \Z:;ptl::::ae of ball. Make it easier with a :

.t ? : : :

pohebe ylarger, softer ball. Make it challenging with : SAFETY!

:> Players can perform more than one a smaller.

:movement each time, e.g. throw — clap — spin
:—catch. :

> Ensure the equipment used is
suitable for the ability level of the

> Use equipment relevant to the sport you players. Avoid using hard balls.

are coaching such as a softball glove.

.
eececccscccsscccces NEHEIE cococccsccocccocccsce oo

> Ensure adequate space between
individuals and groups.

> Players can create and perform a routine.

.
ooooooooooooooooooooooooooooooooooooooooooooo

> Players must not interfere with
other players.

oooooooooooo

: Environment: :
:> Play indoors or outdoors on grass or :
*hard surface. :

oooooooooooooooooooooooooo

{Teaching Style:

:> Use role models to demonstrate

: effective throwing and catching skills. 2. Try to minimise distractions

. .
ooooooooooooooooooooooooooooooooooooooooooo

:> Use one on one discrete coaching to
tassist players during the game.

.
oooooooooooooooooooooooooooooooooooooooooooooo

oooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooo

The Playing for All cards are based on the content of Sport Australia’s Playing for Life cards. The content has been used with permission.

STRIKING & FIELDING GAMES | Catching Challenge



STRIKING & FIELDING GAMES

Continuous Cricket

GAME SUMMARY:

A ball is bowled to the batter
who hits the ball and runs to
a marker and back. Fielders
try to get the ball back to the
bowler as fast as possible.

Equipment needed:

> 1 bat

> 1 ball

> Field markers / coloured dots
> Batting tee (optional)

SKILL FOCUS

Australia

Striking | Fielding Special oﬂ"éﬁ&
Shot Placement | Throwing | Catching Aus D’ympics r§ﬁ.ﬁa

Game setup:

Mark out a square playing area. Put a coloured dot to mark where the bowler stands. Place a
set of wickets behind where the batter stands, and another set of wickets approximately 4 — 6
metres to the side. Play with 1 batter and no more than 5 fielders.

STAGE 1 STAGE 2

I

STAGE 3

Place ball on batting tee. Bowler bowls the ball. Progression from stage 2.

TO BATTER: “Hit the ball into the field then run to the wickets TO BOWLER: “Throw the ball underarm towards the wickets.” TO BATTER: “This time, if your ball is caught by a fielder you are

‘£ and back.” out. If the bowler hits the wickets with the ball you are also out.”
o TO BATTER: "Hit the ball into the field then run to the wickets
- TO FIELDERS: “Stop the ball before it goes past you. Put it back  and back.” Swap batters after 5 - 10 turns if they do not go out. Batters
U on the batting tee as quickly as you can.” count how many runs they make in total.
> TO FIELDERS: ‘“Field the ball then throw it back to the bowler.
l“_‘ Swap batter after each turn. The bowler can bow! the ball at the wickets at any time.” ASK TO FIELDING TEAM: “Where should you stand in the field?”
0 How can you work together to get the ball back to the bowler
Z Give each batter 5 turns then swap with someone in the quickly?”
T field. Batters can't go out.
(U]
g ASK BATTER: “Where is the best place to hit the ball to make it
b hard for the fielders?”
FOUNDATION: : ) COMPLEX:

Skill Development

Strategies & Tactics
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BRANCH OUT! Tips to modify Continuous Cricket

:> Fielder must pass to another fielder before E \
:throwing the ball to the bowler. : : k=quipment: S
: : : > Vary the size of ball. Make it easier with a

§> Batters can make more than 1 run each : larger, softer ball. Make it challenging with a
Sturn. :smaller ball. :

oooooooooooooooooooooooooooooooooooooooooooooooooooooo

> Vary the type of bat. To make it easier, use :
: a light, wide bat (e.g. tennis bat). To :
dchallenge players, use a heavier, narrow bat

e.g. cricket bat.) .

§> Play with 2 batters, one at each set of :
:wickets. Batters change places after each hit. :

—

> Bowler can bowl underarm or overarm

‘(if safe). , ) , :
> Use a batting tee or witches hat to hit off. :

Field markers can be used to kick off.

o
oooooooooooooooooooooooooooooooooooooooooooooooooo

Environment:
:> Replicate game if there are more than 6
: players.

§Teaching Style: :
:> Use role models to demonstrate '
: effective batting and fielding skills. .

> Use questioning to encourage teams : :
to think of their own strategies. : :> Move batter's wickets closer or further
: > Modify equipment and rules during
: the game to suit ability level of
individual batters.

. .
ooooooooooooooooooooooooooooooooooooooooooooo

:> Increase or decrease size of playing area. :

. o
ooooooooooooooooooooooooooooooooooooooooooooooooo

ALTERNATE SPORTS & SKILLS

Use this game to develop cricket or
softball batting skills. Balls can also be
thrown, rolled or kicked into the field.

SAFETY!

> The fielders need to be a safe
distance away from the batter until
the ball has been hit.

> Batters must hit into the playing
area and below head height.

> Batters must run with the bat, not
drop or throw it.

> Players on the fielding team need
to be aware of others around them
and take care when picking up and
throwing balls. To avoid collisions,
the fielder closest to where the ball
is hit should call ‘MINE'.

> Fielders must not interfere with
running batters.

oooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooo

The Playing for All cards are based on the content of Sport Australia’s Playing for Life cards. The content has been used with permission.

STRIKING & FIELDING GAMES | Continuous Cricket



STRIKING & FIELDING GAMES

Engage All

GAME SUMMARY:

All players on the batting and
fielding teams must work
together to beat the other
team.

> 1 bat

> 1 soft ball

> Field markers
> Coloured dots

.
.
.
.
.
.
.
.
.
.
.
.
.
.
.
.
.
.
.
.
.
.
.
.
.
.
H

SKILL FOCUS

Striking | Fielding | Shot Placement
Throwing | Catching

Equipment needed: Game setup:

Special | Fﬁ \
Aus Olympics fglaOﬁ%‘

Australia

Mark out a square playing area. Put a base (or coloured dot) to mark where the batter stands. Coloured
dots can be used to demonstrate where the batting and fielding teams should stand. Place helpers in

the field to assist fielders.

> Batting tee (optional) A batting tee can be used if required.

STAGE 1 STAGE 2 STAGE 3
Individual batter only. Place ball on batting tee. Divide players into batting and fielding teams. Progression from stage 2.
[72)]
g TO BATTER: “Hit the ball into the field.” TO BATTER: "Hit the ball into the field, then run around your TO FIELDERS: “This time, once the ball has been fielded, you
= team. Count how many laps you can run around your team must pass the ball from player to player. Once every player on
 TO FIELDERS: “If the ball comes near you, pick it up and put it before the fielding team calls STOP!” your team has touched the ball, call STOP!”
D back on the tee.”
E TO FIELDERS: “Stay on your dot until the ball has been hit. One  ASK TO FIELDING TEAM: “How can you work together to pass
wn Swap batters after each turn. player must field the ball. Everyone else must run to that player  the ball around every player as quickly as possible?”
E and touch the ball. When all fielders are touching the ball, call
STOP.”

I
(O
< ASK TO BATTING TEAM: “Where is the best place to hit the ball
8 to make it hard for the fielders?”

FOUNDATION: : : COMPLEX:

Skill Development

Strategies & Tactics

©00000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000000¢

PHYSICAL LITERACY ELEMENTS

Movement Skills | Speed | Self-Perception | Collaboration | Strategy & Planning

AC:HPE CONTENT DESCRIPTIONS
ACPMP043 | ACPMP045 | ACPMP061 | ACPMP063




BRANCH OUT! Tips to modify Engage All

: Equipment:
: > Vary the size of ball. Make it easier witha :
: larger, softer ball. Make it challenging with a:
: smaller, harder ball. :

oooooooooooooooooooooooooooooooooooooooooooooooooooooo

> The batter can either hit off a marker or
: tee, or the ball can be bowled underarm by a
: member of the fielding team.

> Change the task the fielding team needs

: to complete e.g. fielders need to lineup and :
: make a tunnel with their legs. They call STOP :
once the ball is rolled through the tunnel. :

> Vary the type of bat. To make it easier, use :
: a light, wide bat (e.g. tennis bat). To :
dchallenge players, use a heavier, narrow bat

e.g. cricket bat). .

: > Batters can weave in and out of team

: members instead of running around the . . . :
. > Use a batting tee or witches hat to hit off. :

Field markers can be used to kick off.

.
oooooooooooooooooooooooooooooooooooooooooooooooooo

Teaching Style:
> Use role models to demonstrate
: effective batting and fielding skills.

ooooooooooooooooooooooooooooooooooooooooooooo

: > Use questioning to encourage teams :

Environment:
: to think of their own strategies.

:> Play game with no more than 5 on each
:team. Replicate game if there are more

> Modify equipment and rules during ‘ participants.

games to suit ability level of individual
- batters.

. .
ooooooooooooooooooooooooooooooooooooooooooooooo

ooooooooooooooooooooooooooooooooooooooooooooooooo

ooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooo

The Playing for All cards are based on the content of Sport Australia’s Playing for Life cards. The content has been used with permission.

ALTERNATE SPORTS & SKILLS

Use this game to develop cricket or
softball batting skills. Balls can also be
thrown, rolled or kicked into the field.

SAFETY!

> Ensure the equipment used is
suitable for the ability level of the
players.

> The fielders need to be a safe
distance away from the batter until
the ball has been hit.

> Batters must hit into the playing
area.

> Batters must drop the bat, not
throw it.

> Players on the fielding team need
to be aware of others around them
and take care when picking up and
throwing balls. To avoid collisions,
the fielder closest to where the ball
is hit should call “MINE”.

> Fielders must not interfere with
running batters.

ooooooooooooooooooooooooooooooooooooooooooooooooo

STRIKING & FIELDING GAMES | Engage All



STRIKING & FIELDING GAMES

SKILL FOCUS

Hit 4 and Go

S ial 23
AUS oo &0y

Australia f§ﬁ’ﬁ a

small, soft and hard)

GAME SUMMARY: : Equipment needed: Game setup:

Players hit 4 balls into the ¢ > Coloured markers Place a base (or coloured dot) to mark where the batter stands. Use 2 markers to

field and run around markers. ¢ >Bat indicate where the batter must run while the fielders are retrieving balls. Spread

The fielders return the balls ¢ >Base coloured dots around the field and ask players to each stand on a dot. Choose 1

and call “STOPr’ ¢ > Coloured dots player to bat at a time and swap the batter with someone in the field after each turn.
> 4 balls (different options of large and Place helpers in the field to assist fielders.

A

‘£ STAGE 1 STAGE 2 STAGE 3

QO Place a ball on a marker in front of the batter.  Place 2 balls on 2 markers in front of the Place 4 balls on 4 markers in front of the batter.

[ batter.

U 7O BATTER: “Hit the ball into the field.” TO BATTER: "Hit the balls into the field then run around the (coloured) markers. Count how

2 TO BATTER: “Hit the balls into the field then run  many runs you can make before the balls get put back.”

= TO FIELDERS: “If the ball comes near you, pick it around the (coloured) markers.”

‘£ up and put it back on the marker.” TO FIELDERS: “Stay on your dot until all balls have been hit. Then pick up the balls and put them

- TO FIELDERS: "After the balls have been hit, pick back on the markers. You can collect one ball each. When the balls are all back, call STOP!”

I Swap batters after each turn. them up and put them back on the markers as

2 fast as you can.” ASK: “Where can you best hit the balls to make it harder for the fielders to collect and return

o them?”

(V)
FOUNDATION: ‘ ) COMPLEX:
Skill Development Strategies & Tactics
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e
BRANCH OUT! Tips to modify Hit 4 and Go

oooooooooooooooooooooooooooooooooooooooooooooooooooooo

: > Vary the number of balls for the batter to
: hit (e.g. minimum 1, maximum 4).

> Allow fielders to pass or roll the ball

: between their team mates to return the balls :

: quicker.

> Players with mobility difficulties can

: nominate someone to run between the cones :

i for them.

.
ooooooooooooooooooooooooooooooo

ETeaching Style:
: > Use visual aids such as a picture card to
: demonstrate the skill you want players to
: perform.

> Use appropriate physical assistance to aid
: skill development.

§> Use questioning to encourage players to
: think of their own strategies.

§> Place a staff helper in the field (if possible)

.
ooooooooooooooooooooooooooooooooooooooooooooooooooooo

ooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooo

m ......................................

. :
:
.
.

Equipment:

: > Vary the types of bats available. Make it

: easier by using a lighter, wider bat or tennis :
: racquet. Make it harder by using a heavier, :
:narrow bat.

: > Vary the type of balls. To increase success,

use a larger softer ball. To challenge players,

oooooooooooooo

:players.

:> This game can be played outdoors or
sindoors.

The Playing for All cards are based on the content of Sport Australia’s Playing for Life cards. The content has been used with permission.

STRIKING & FIELDING GAMES | Hit 4 and Go

:> Replicate game if you have more than 5

. .
ooooooooooooooooooooooooooooooooooooooooooooooo

ALTERNATE SPORTS & SKILLS

Place soccer balls on the markers for
players to practice kicking skills.

SAFETY!

> Use balls appropriate to the skill
level of the players.

> Fielders must start at a safe
distance from the batter.

> Fielders need to be aware of
others around them to avoid
collisions.

> Make sure the batter’s running
area is away from the fielding area.

ooooooooooooooooooooooooooooooooooooooooooooooooo



STRIKING & FIELDING GAMES

SKILL FOCUS

In the Zone

S ial 23
AUS oo &0y

Australia '§ﬁ’ﬁ a

Equipment needed: Game setup:

GAME SUMMARY_: ' > Bats - variety of types Put a coloured dot to mark where the batter stands and a different coloured dot for the bowler. A
Batters try to maximise points @ 5 a|l - several types batting tee can be used in place of a bowler. Use markers to make 3 zones in front of the batter, with
by hitting a ball into zones with 5 Field markers different colours to indicate each zone.
the highest score. : s Coloured dots

¢ > Batting tee (optional) Put players into groups of 4 - 5. For each game have 1 batter, 1 bowler and the rest are fielders.

r} A [ 3 Points\/ 2 Pointsf 1 Point

7,

v STAGE 1 STAGE 2

g TO BATTER: “Hit the ball into the field.” “If you hit the ball over the [white] line you score 1 point. If you hit the ball over the [blue] line you score 2 points. If you hit the ball over the [red] line you

= score 3 points. If a fielder catches catches your ball, you get 0 points.”

 TO FIELDERS: “If the ball comes near you

a pick it up and bring it back to the bowler.”  TO BATTER: “Hit the ball into the field. You will get 3 turns to hit the ball. You need to try to get the highest score.”

!7) Batters get 3 hits then swap with a TO FIELDERS: “Stay on your dot until the ball has been hit. Field the ball and bring it back to the bowler.”

Z fielder.

T ASK TO BATTER: “Where should you try to hit the ball to get the highest score?” “What is better, to hit the ball in the air or along the ground?”

U Scoring optional.

g ASK TO FIELDERS: “How should you stand when the batter is hitting to show you're ready to catch or field the ball?” (i.e. watch the batter and have

hands ready to catch).

(V)
FOUNDATION: ‘ : COMPLEX:
Skill Development Strategies & Tactics
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BRANCH OUT! T|pS to mOd|Fy In the ZOﬂe ALTERNTESPORTS&SKILLS

Use this game to develop cricket or
softball batting skills. Balls can also be

‘ | thrown, rolled or kicked into the field.

Eqmpment

: > Vary the size of the ball. Make it easier with :
: alarger, softer ball. Make it challenging with a :
§smaller ball. :

:> Set a points target for batters so they need
:to be more strategic, e.g. score 5 pointsin3 :
:shots.

:> Make it harder by bowling overarm, make it :

:easier by bowling underarm or with a bounce. : : : |
: Y J : :> Vary the type of bat. To make it easier, use : SAFETY!
*> Add a bonus point by getting batters to run :a light, wide bat (e.g. tennis bat). To challenge : > Ensure the equipment used is

4players, use a heavier, narrow bat (e.g. cricket : suitable for the ability level of the

<to a marker and back before the fielders get
: bat). players.

:the ball back to the bowler.

. . . : > The fielders need to be a safe
> Use a batting tee or witches hat to hit off. distance away from the batter until

Field markers can be used to kick off. the ball has been hit.

> Batters must hit into the playing
area.

§> Change the value of the zones to increase
:engagement, e.g. the middle zone is worth
:10 points.

§> Give the fielders a challenge, e.g. all need :
“to touch the ball before returning to bowler. s

> Players on the fielding team need
to be aware of others around them
and take care when picking up and
throwing balls. To avoid collisions,
................................................ - the fielder closest to where the ball

Enwronment is hit should call ‘MINE'.

> Play game with no more than 5 on each
:team. Replicate game if there are more
: participants.

E.Teaching Style:
¢ > Use role models to demonstrate

§eFFective batting and fielding skills. 2ibicldersimUsnodinkEfereIED

running batters.

> Use questioning to encourage teams : : :
: to think of their own strategies. : :>Zones can be increased or decreased in

isize to allow more or less point scoring.

: > Give one on one coaching to the side
i of the game. :

.
ooooooooooooooooooooooooooooooooooooooooooooooo

oooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooooo

The Playing for All cards are based on the content of Sport Australia’s Playing for Life cards. The content has been used with permission.

STRIKING & FIELDING GAMES | In the Zone



STRIKING & FIELDING GAMES

SKILL FOCUS

Target Throw & Run

S ial 23
AUS oo &0y

Australia f§a’€?‘

GAME SUMMARY: Equipment needed: Game setup:

A player throws a ball from a . . )

launch pad’ at a taraet in the > Coloured dots Mark out a square playing area. Put a base (or coloured dot) to mark the ‘launch pad’ where
P 9 > Base the thrower stands, and a marker to the side of the launch pad approximately 3 - 5 metres

field. Fielders try to return the
ball to the launch pad before
the thrower can run around a
marker and back.

> 1 ball (have various sizes to suit  away. Markers can also be used to indicate a safety zone in front of the launch pad.

different abilities)

> Markers Place a target in the field, and coloured dots either side of the target to show fielders where
> Target (e.q. cricket wickets or to stand, leaving a clear path between the thrower and the target.

witches hats)

.
.
.
.
.
.
.
.
.
.
.
.
.
.
.
.
.
.
.
.
.
.
.
.
.
.
.
.
.
.
.
ry

SAFETY ZONE = ) © — = )
SAFETY ZONE

[72]
Z
(_3 STAGE 1 STAGE 2
B TO THROWER: “Throw the ball at the target then run around the [coloured] marker and back to TO THROWER: “Throw the ball at the target then run around the [coloured] marker. Count how
= thelaunchpad. Count how many runs you can make before the fielders put the ball back on the many runs you can make before the fielders put the ball back on the launch pad.”
& (qunch pad.”
!,-, TO FIELDERS: “Stay on your dot until the ball has been thrown. You need to pass the ball 3 times
E TO FIELDERS: “Stay on your dot until the ball has been thrown. If the ball comes near you pick it between your team then put the ball back on the launch pad.”
T up and put it back on the launch pad.”
(@) ASK TO FIELDING TEAM: "How can you work together to bring the ball back as quickly as
g Swap thrower after each turn. possible?”
(V)
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BRANCH OUT! Tips to modify Target Throw & Run

oooooooooooooooooooooooooooooooooooooooooooooooooooooo

:> Add scoring, e.g. throwers get 1 point
:for each run they make before the ball is
:returned, plus bonus points for hitting the
itarget.

§> Increase or decrease the number of passes
:fielders must make before returning the ball. :

§> Add different targets with targets further
:from the thrower worth more points.

§> Players with limited mobility can perform
:an on-the-spot action instead of running
:(e.g. balance, star jumps etc).
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§Teaching Style:
:> Use role models to demonstrate
§eFFective throwing and fielding skills.

§> Use questioning to encourage teams
:to think of their own strategies. :

§> Place staff helpers i in the field to help

ooooooooooooooooooooooooooooooooooooooooooooo
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Eqmpment
§ > Vary the size of ball. Make it easier with a
: larger, softer ball. Make it challenging with a
§smaller harder ball.

: > Use equipment that makes the target
sachlevable e.g. cricket wickets, witches hat,
dchair (ensure it is saFe for fielders). :

ooooooooooooooooooooooooooooooo

: Environment:

:Replicate game if there are more
#participants.

§> Move the target closer or further from
:the thrower.

§> Move the running marker closer or
«further from the thrower.

oooooooooooooooooooooooooooooooooooooooooooooooo

The Playing for All cards are based on the content of Sport Australia’s Playing for Life cards. The content has been used with permission.

STRIKING & FIELDING GAMES | Target Throw & Run

:> Play game with no more than 5 fielders.

ALTERNATE SPORTS & SKILLS

Use this game to develop cricket or
softball batting skills by getting players
to hit the ball at the target.

Balls can also be bowled or kicked.
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SAFETY!

> Ensure the equipment used is
suitable for the ability level of the
players.

> The fielders need to be a safe
distance away from the launch pad
until the ball is thrown.

> If using a bat, make sure it is
dropped, not thrown.

> Players on the fielding team need
to be aware of others around them
and take care when picking up and
throwing balls. To avoid collisions,
the fielder closest to where the ball
is hit should call “MINE".

> Fielders must not interfere with
throwers when running.

ooooooooooooooooooooooooooooooooooooooooooooooooo





