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Thrower must not catch their return.
After throwing, they rejoin the game as a catcher at either end of the line.
If catcher is on either end of line, remain in position but do not catch the next return.

GROUP GAME | PLAYERS 3-5| ROTATE YOUR MATES

SKILLS: S now To PLAY:

% Throw See if yow can catch more than your mates. The thrower

x Catch cannot catch their own ball and must quickly 9ot out of the

x Tr‘a_v\s(:ormiv\ﬁ way after ’H‘\roWiv\a. A catch is not counted i€ the catcher
from catch to steps in front of the distance line/mark. The frst to catch
throw 10 wins.
Advanced
coordination @ VARIATIONS:
Advanced visual x Have the thrower posiﬁcr\ed at a marked point,
detection of early eg. | metre behind catchers. This will further challenge
ball QAight-path the catchers’ early ball fight detection.

Tr\/ as al, 2 or 3 minute chaHEv\ae and record Your

highest score. Monitor your progress.

Try playing two or three
Dads versus two to SPECIAL FEATURES:

fve kids. The Dad’s will By rotating the players’ positions, all players participate
o._lwa.\/s win, equally in the game.

YEAH RIGHT!!

. . Ball .
EQUIPMENT: tevet (1) S#e., Sane  2Sterctiaia,,  meelarge
* | Crazy Catch net
* Crazy Catch ball or LEVEL i?fmz Sane [Distarce g5, EY";,'QCra_Z\/
Large ball

¥ Marker Cones . 4 - Sid Dist
LEVEL E‘é} SE5%er Insane 5051504 2-5m E\/a';‘;jCY‘G_ZY

CRAZY CATCH | BACKYARD BATTLE | ROTATE YOUR MATES

Print, trim, hole punch and laminate this card and create a file of fun, easy-to-implement games and activities.



