player throws ball to
next team member, then
Jjoins new line behind
second cone.
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Team members line up behind thrower

GRouP GAME ‘ VR et

THROW AND GO

SKILLS:

x Throw
Catch
Transforming
from catch to
throw
Visual

x Advanced mobili‘l‘\/
4 Coordination
Advanced visual
skills while
on the move

@ HOOPS OF FUN! Instead
of cones, use hula hcops as
markers, Players must have
both feet inside the hoop
before throwing!

S» How To PLAY:
Place 2 cones out in front of Crazy Catch, 2m apart. Each
player must throw from behind first cone, run towards
second cone ¢ attempt to catch rebound. They then throw
the ball to next player once they are behind the second cone.
Once the whole team has played, begin from the other side.
The frst team to score 50 successful catches (or the most
catches in a set challenge time period) wins!

@ VARIATIONS:
x Increase the distance between cones to extend challenge.
x Each player runs to the second marker and back again,
while attempting 2 t+hrow-and-catches, before ha.v\div\3 ball
to next player and rejoining team at back of the line.

% SPECIAL FEATURES:
Introduces the skills required in most ball sports by having
players throw and catch whilst on the move.

EQUIPMENT:

* 3 Crazy Catch nets

* At least 3 Crazy Catch
balls or Large balls

* Marker Cones
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GAME FOR LARGE GROUPS |
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THROW AND GO

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



