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South Derbyshire Overview 

	Half Term 
	Month 
	Date 
	Day 
	Sport 
	Venue 
	Age 

	1
	October 
	8th
	Thursday 
	Year 3 and 4 Festival of Sport 
	Pingle School
	Y3 and 4 

	
	October
	21st 
	Wednesday 
	Girls Futsal Festival 
	Etwall Leisure Centre 
	Y5 and 6 

	2
	November 
	4th 
	Wednesday 
	Hi5 Netball Tournament 
	Greenbank Leisure Centre 
	Y5 and 6 

	
	November
	11th 
	Wednesday 
	KS1 Multi Skills 
	Etwall Leisure Centre 
	Y1 and 2 

	
	November
	25th 
	Wednesday 
	Basketball Competition 
	Etwall Leisure Centre 
	Y5 and 6 

	
	November
	26th 
	Thursday 
	Basketball Competition 
	Pingle School 
	Y5 and 6 

	
	December 
	3rd 
	Thursday 
	Basketball Finals 
	Greenbank Leisure Centre 
	Y5 and 6 

	3
	January 
	27th 
	Wednesday 
	Sportshall Athletics 
	Etwall Leisure Centre 
	Y5 and 6 

	
	January 
	28th 
	Thursday 
	Sportshall Athletics 
	Pingle School 
	Y5 and 6 

	
	February 
	10th 
	Wednesday 
	Year 3 and 4 Festival of Sport 
	Etwall Leisure Centre 
	Y3 and 4 

	4
	February 
	24th 
	Wednesday 
	Badminton Festival 
	Etwall Leisure Centre 
	Y5 and 6 

	
	March 
	2nd 
	Tuesday 
	KS1 Gymnastics 
	Granville Schools 
	Y1 and 2 

	
	March 
	9th 
	Tuesday 
	KS2 Gymnastics 
	Granville Schools 
	Y3 and 4 

	
	March 
	18th 
	Thursday 
	Mixed Hockey Competition 
	Foremark Schools 
	Y5 and 6 

	
	March 
	24th 
	Wednesday 
	Hockey Finals 
	Foremark Schools 
	Y5 and 6 

	
	March 
	25th 
	Thursday 
	TAG Rugby 
	John Port Schools 
	Y5 and 6 

	
	March 
	26th 
	Friday 
	Swimming Gala 
	Greenbank Leisure Centre 
	Y5 and 6 

	
	April 
	1st 
	Thursday 
	TAG Rugby 
	Pingle School 
	Y5 and 6 

	
	April 
	21st 
	Wednesday 
	Cross Country 
	John Port Schools 
	Y3 - 6 

	5
	April 
	22nd 
	Thursday 
	Cross Country 
	William Allitt Schools 
	Y3 - 6 

	
	April 
	29th 
	Thursday 
	Hi5 Netball Tournament 
	John Port Schools 
	Y5 and 6 

	
	May 
	6th 
	Thursday 
	Orienteering Competition 
	Rosliston Forestry Centre 
	Y5 and 6 

	
	May 
	26th 
	Wednesday 
	Kiwk Cricket Competition 
	Various Clubs 
	Y5 and 6 

	
	June 
	9th 
	Wednesday 
	Girls Kwik Cricket 
	Hilton CC 
	Y5 and 6 

	6
	June 
	11th 
	Friday 
	Boys Kwik Finals 
	Ticknall CC
	Y5 and 6 

	
	June 
	17th 
	Thursday 
	Mini Tennis 
	Greenbank Leisure Centre 
	Y4 - 6 

	
	June 
	25th 
	Friday
	KS1 Mini Olympics 
	John Port, Pingle, Granville 
	Y1 and 2 

	
	July 
	14th 
	Wednesday 
	Rounders Competition 
	Granville Schools 
	Y5 and 6 

	
	July 
	15th 
	Thursday 
	Tennis Competition 
	John Port School  
	Y4 - 6 


	Sportshall Athletics 
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	Year 5 and 6
	

	Local Date Wednesday 27th 2010(John Port) Wednesday 28th 2010 (Pingle) 
County Final – Tuesday 2 March 2010
	

	Local contact details and additional information


	High 5 netball
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	Erewash Dates: Wednesday 4th November at Greenbank, Thursday 29th April at John Port 
	

	County Final – 30th March 2010
	

	


High Five Netball provides the link between First Step Netball and the full 7-a-side rules. The rules have been modified to allow players greater freedom around the court and to give them more time in which to make their decisions and to act upon them. 

AT A GLANCE WHAT IS HIGH FIVE NETBALL

	· 5-a-side – normal court markings
	· 7-9 players in a squad 2 boys in a squad of 7/8 and 3 boys in a squad of 9 

	· Size 4 ball
	· Player rotation

	· 2,74m (9ft) post
	· Scorers/Timekeepers/Centre Pass Markers

	· Pass or shoot within 4 seconds
	· 4 quarters of 6 minutes


WHAT YOU WILL NEED?

1. The Court:  5 members of the squad are on court at any one time 

          Two Posts
The ring should be 2.74m (9ft) from the ground and fitted with a net.

2. The Squad: High Five Netball is a game which may be played by single sex or mixed squads with a maximum of 3 boys in the squad. The squad should consist of a minimum of 7 and a maximum of 9 players with 5 on court at any one time. The squad is made up with the following playing positions GS GA C GD GK as well as scorers/time keeper and centre pass marker who have taken on these roles when off court. In squads of 8 & 9, one person should also be responsible for recording and calling whose centre pass it is.

Scorers: Keep a simple score card for their own team.

 Timekeeper: Time the six minute quarters and indicate to the umpire when the quarter is finished.

Centre Pass Marker: Keep a note of whose centre pass it is and indicate to the umpire after each goal is scored and at the beginning of each quarter.

3. Duration of the game: Matches should be 4 x 6 minutes with 2 minutes at each interval during which squad members’ positions should be rotated. All players must play in at least 2 quarters, but these need not be consecutive. Each player must play in at least two different positions in each match (shooting, centre, defending).

Substitutions may be made at any time in the event of illness or injury.

Rotation patterns:

A rotation pattern must allow for all players have been off court at one time throughout the rotation.

No player should ever be off court consecutively

Rotation patterns will be continous through both the matches being played and the tournament in which teams are playing

4. Start of Play: Team Captains toss a coin to determine who takes the first Centre Pass. Subsequent centre passes must be taken alternately.

Play is started by a pass from the ‘Centre’, who stands with both feet in the centre         circle.

At the start of play the GS, GA, GD and GK may be anywhere in the goal third. The opposing Centre shall be in the centre third and free to move.

When the umpire blows the whistle, the Centre must pass the ball within 4 seconds and obey the Footwork rule. The ball must be caught or touched in the centre third.

1. Playing the Ball: A player must:

a) Pass or shoot within 4 seconds;

b) Obey the footwork rule;

A player may not:

a) Deliberately kick the ball;

b) Bounce the ball more than once;

c) Hand or roll the ball to another player;

d) Place their own hands on a ball held by an opponent;

e) Throw the ball while sitting/lying on the ground;

2. Playing the Ball: A player must:

c) Pass or shoot within 4 seconds;

d) Obey the footwork rule;

A player may not:

f) Deliberately kick the ball;

g) Bounce the ball more than once;

h) Hand or roll the ball to another player;

i) Place their own hands on a ball held by an opponent;

j) Throw the ball while sitting/lying on the ground;

k) Use the goalpost as a support in receiving a ball going out of court or to gain balance;

l) Throw the ball over a complete third without it being touched or caught by another player in that third;

m) Regain possession of the ball, having dropped or thrown it, before it has been touched by another player.

Penalty: Free Pass.

3. Footwork Rule:

a) A player may receive the ball with one foot grounded or may jump to catch the land on one foot. While that landing foot remains on the ground the other foot may be moved in any direction and any number of times, pivoting on the landing foot if desired. Hopping is not allowed;

b) A player may receive the ball whilst both feet are grounded, or may jump to catch and land on both feet simultaneously. The player may then chose to move either foot and the remaining foot shall then be considered to be the landing foot. Proceed as in a) above.

Penalty: Free Pass.

4. Scoring a Goal: A goal may only be scored by the Goal Shooter or the Goal Attack from within the shooting circle.

8. Obstruction: The player with the ball must be permitted an unimpeded throwing or shooting action. One jump to intercept a throw or shot at goal is permitted provided that the player is at least 1m away and that the arms are not outstretched prior to the jump. Jumping up and down in front of a player is not permitted.

Penalty: Penalty Pass or Shot

9. Contact:  No player shall knock or push an opponent or interfere with his/her play, either accidentally or deliberately.

           Penalty: Penalty Pass or Shot
10. Out of Court: A ball is out of court when it, or a player touching it, touches the ground or an object outside the court. The line counts as part of the court. If the ball hits the post and bounces back into court, it is still in play.

11. The Throw-in: The throw-in is taken at the point where the ball crossed the line. Any player allowed in that part of the court may take the throw-in and must stand outside the court with both feet behind the line. When the player taking the throw-in has checked that all other players are on court, she/he must release the ball within 4 seconds.

12. Offside: A player is offside if she/he enters an are of the court in which she/he is not allowed.

Penalty: Free Pass

Penalties: Free Pass/Penalty Pass or Shot A free pass is awarded to a team for any infringement of the rules except obstruction and contact. A player may not shoot directly from a free pass. A penalty pass or shot is awarded to a team against any player causing obstruction or contact. A player may shoot if the penalty is awarded inside the circle. The offending player must stand still beside the player taking the pass. Penalties: Free Pass/Penalty Pass or Shot A free pass is awarded to a team for any infringement of the rules except obstruction and contact. A player may not shoot directly from a free pass. A penalty pass or shot is awarded to a team against any player causing obstruction or contact. A player may shoot if the penalty is awarded inside the circle. The offending player must stand still beside the player taking the pass.
	Tag Rugby
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	Year 5 & 6 Thursday 25th March 2010(John Port) Thursday 1st April 2010 (Pingle) 


	

	County Final – Friday 30 April 2010
	

	


It is advised that the following guide lines are followed at all Tag to Twickenham Festivals as these rules will be played at all regional events and the national final.

What is tag rugby?

· Tag rugby is a fast-moving, non-contact invasion game suitable for mixed sex players. Its safe, non-contact nature where players are stopped by the removal of a tag combined with the speed and fun of rugby, has meant that tag rugby is now the RFU’s official version of rugby for the Tag to Twickenham programme.

What is a tag belt?

· The tag belt is a belt worn around the waist to which two ‘ribbons’ (tags) are attached byVelcro. One tag hangs down each side. The belt is worn on the outside of the clothing.

· Shirts should be tucked in, with the tag belt on top of the shirt. Tags are positioned one on each hip and teams are distinguished by the colour of tags they wear.

Number of players

· Tag rugby is played between teams of eight players, from a squad of 12 which must be made up with a minimum of 4 from one sex, with at least of two from one sex playing at once.

· Substituted players can be re-used at any time.

· Substitutions may only be made when the ball is ‘dead’, or at half time, and must always be with the referee’s knowledge.

Duration of play

· It is understood that each festival will be different and therefore the length of games. It is important that the organiser takes into account pitch space and number of teams taking part. YET NO CHILD SHOULD PLAY MORE THAN THE RFU CONTINUUM STATES. RFU Continuum 9.1.2c – 70 Minutes total at a Festival (per player)

Dimensions of playing area

· The pitch size for competitive regional games will be 60 metres in length and 30m in width. (Inc a 5m dead ball line)

Free pass

· A free pass, from the centre of the pitch, is used to start the match at the beginning of each half and to restart the match after a try is scored. It is also used at the side of the pitch when the ball goes into touch and from where the referee makes a mark when an infringement has taken place. 

· Free passes cannot take place nearer than 7m from the try line. If an infringement takes place over the goal line or within 7m of the goal line, then the free pass should be awarded to the non-offending team 7m from the goal

· line. This gives more space for both the attacking and defending teams.

· At a free pass, the player taking the pass should start with the ball in both hands and, when instructed by the referee (who will call “PLAY!”), pass the ball backwards, through the air, to a member of their team. For safety reasons, the receiver of the pass must start running from within two metres of the free pass mark.

· The player taking the free pass must pass the ball and cannot just run with the ball on the referee’s call. At free passes, opponents must be 7m back from the mark. They cannot start moving forward until the ball leaves the hands of the player taking the free pass.

Scoring a try 

· The object of the game is to score a try by placing the ball with downward pressure on or behind the opponents try line while the ball carrier is on their feet.

Passing the ball

· The ball can be passed only sideways or backwards through air, not handed to another player. If the ball is handed to another player or passed or knocked forwards to the ground (‘forwards’ meaning towards the opponents’ goal line) then a free pass is awarded to the non offending team. If the ball is pulled from the ball carrier’s grasp, a free pass is awarded to the ball carrier’s team.

Knock-on

· A knock-on occurs when a player, attempting to catch the ball, fumbles it and knocks it forwards to the ground towards the opponents’ Try line. A free pass is awarded to the non-offending team unless advantage can be played.

The tag

· A tag is the removal of one of the two tags from the ball carrier’s belt. Only the ball carrier can be tagged.

· The ball carrier can run and dodge potential tagger’s but cannot fend them off using their hands or the ball, and cannot guard or shield their tags in any way. The ball cannot be pulled or wrestled from the ball carrier’s hands at any time.

· Players must always have two tags affixed to their belt whilst taking part in the game. If a player has one or both tags missing, and they become the ball carrier or tag an opponent, then a free pass will immediately be awarded against them unless advantage can be played.

Actions by the ball carrier

· When the ball carrier is tagged, the ball must be passed to a team mate within three seconds (including stopping time). The ball carrier should attempt to stop as soon as possible - within three strides is a reasonable guide for referees, but the ball can be passed in the act of stopping. Players are, however, only allowed one step to score a try after being tagged.

· After the ball has been passed, the player must go to the tagger, retrieve his / her tag and place it back on his / her belt before rejoining play. If the player continues to play and influences the game without first collecting and re-fixing their tag, they should be penalised and a free pass awarded against them at the place of the infringement.

Actions by the Tagger

· When a tag is made, the tagger should stop running, hold the tag above his / her head. At this stage the referee should shout “TAG - PASS!” to help prompt the required actions.

· Once the ball has been passed, the tagger must hand the tag back to the player from whom it was removed and cannot re-join play until this has been done. If a tagger continues to play and influences the game with an opponent’s tag in their hand, or throws the tag to the ground, they should be penalised and a free pass awarded against them at the place of the infringement.

Principles of play

· In attack, the ball carrier should run forward whenever possible with the other players in close support. He / she can dodge potential taggers but cannot fend them off or shield his / her tags. The ball carrier should look to hold the ball in both hands at all times, run at spaces between defenders and, if there are no spaces available, pass the ball to a team mate in a better position. The ball carrier must not deliberately make contact with an opponent – offenders must be spoken to and reminded of the non-contact rules of tag rugby and a free pass awarded to the non-offending side.

· In defence, players should also be looking to run forward to that they can reduce the space their opponents have to play in.

· Defenders cannot physically touch the ball carrier, as the only contact allowed between the two teams is the removal of a tag from the belt of the ball carrier. Any other type of contact on the ball carrier, such as shirt pulling, running in front of or barging the ball carrier, forcing the ball carrier into touch, wrestling the ball from the ball carrier, etc, should be penalised.

Offside

· Offside only occurs immediately at the tag where the offside line is through the centre of the ball. When a tag is made, all players from the tagger’s team must attempt to retire towards their own goal line until they are behind the ball.

· If a player in an offside position (i.e. further forward than the ball) intercepts, prevents or slows down a pass from tagged player to a team mate, a free pass will be awarded to the non-offending team.

· A player can, however, run from onside to intercept a floated pass before it reaches its intended recipient.

	Kwik Cricket
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	Year 5 and 6 Wednesday 26th May 2010 (Boys) Wednesday 9th June 2010 (Girls) 

 
	

	County Final – Friday 18 June 2010 (Boys), Friday 26th June (Girls) 
	

	


1. Aim

1.1. The enjoyment for, and fair play by, all players.

2. Pitch

2.1. Two sets of wickets 16 yards apart.

3. Teams

3.1. Each team comprises of 8 players. Squads are limited to 10 players.

3.2. Quotas pertaining to mixed sex teams have been abolished.

3.3. In the event of injury to a player, a substitute will be allowed to field, but not bowl. Should such an injury prevent the player batting, a substitute will be allowed to bat only with the permission of the opposing member of staff.

4. The Start

4.1. The two teams toss a coin to decide which team has the choice of either batting or fielding first.

5. The Game

5.1. Throughout the Tournament each game shall consist of one innings per team, each innings to be 8 overs long.

6. Batting & Scoring

6.1. The batting side shall be divided into pairs, each pair batting for 2 overs, with a new pair starting at the end of the second, fourth and sixth overs.

6.2. Each team starts batting with a score of 200 runs.

6.3. Each time a batter is out, 5 runs are deducted and the other batter of the pair faces the next ball.

6.4. A batter may be out bowled, caught, run out, stumped, hit wicket.

6.5. There is no LBW law unless the batter deliberately blocks the ball with a leg or foot.

6.6. Runs will be scored in the normal way, as will byes.

6.7. 2 runs will be awarded to the batting team for each wide ball and no-ball bowled, but no extra ball will be allocated, except in the final over of each innings when, in addition to the 2 runs, an extra ball will be bowled. See glossary overleaf for details.

6.8. At the end of the first 2 overs, the first pair of batters retires and is replaced by the second pair until all 4 pairs have batted for 2 overs each.

6.9. The second team then bats for its 8 overs.

7. Bowling and Fielding

7.1. Each player on the fielding side must bowl 1 over.

7.2. Bowling will take place from one end only.

7.3. Bowling should be over arm where possible.

7.4. Players on the fielding side DO NOT need to rotate fielding positions.

7.5. With the exception of the wicketkeeper, no fielder is allowed within 10 yards of the batter until the ball is played by the batter.

7.6. No fielder may field within 10 yards of the wicket, measured from the middle stump except behind the wicket on the off-side. A fielder may move into the restricted area to make a catch or field a ball provided he/she was outside the area when the stroke was made.

8. The Result

8.1. The team with the higher score wins. In the event of a tie the team taking more wickets will be the winner. If it is still equal, each player bowls 1 ball at the wickets (no batter), with the team scoring the higher number of strikes the winner.
	Mini basketball
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	Year 5 & 6 Wednesday 25th November 2009 (John Port), Thursday 26th 2009 (Pingle) 


	

	County Final – end of March 
	

	Local contact details and additional information


Basic Rules 
No contact.
One step while holding ball.

One dribble – a dribble is a continuous bouncing action.
Game Rules 
Teams can be either 3 v 3, 4 v 4 or 5 v 5.  

Where 5 v 5 games, 5 children on the court at all times. 

Squads may contain up to 10 children. 

The court should ideally be between 28m x 15m maximum to 12m x 7m wherever possible. The basketball ring should be 8’ 6” (2.6m) high.

Each game is started by a jump ball in the centre circle and begins when the ball is tapped in by one of the jumpers. 

Players may be substituted at any time on a dead ball.

A basket from the field counts as two points and a basket from a free throw counts as one point

After a basket, the opponents will be given the ball to make a throw in from any point behind the baseline.

A Size 5 ball shall be used.

Violations 
If any violation is committed, the non-offending team should take a throw in from the side line.

Violations Include:

Deliberately kicking the ball or striking it with a fist.

Knocking the ball out of the side lines.

Dribbling with two hands on the ball at once or letting the ball come to rest on two hands then continuing to dribble (Double Dribble).  

Running with the ball (Travelling).

Fouls 

A personal foul involves personal contact with an opponent, if this occurs in the act of shooting two free throws are allowed, otherwise it is sideline ball to the opposing team.

Once a player has 5 personal fouls he/ she take no further part in the game. 

Coaches and officials  

The officials shall be a referee and an umpire, who shall be assisted by a scorekeeper and a timekeeper. 

	Mini Tennis
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	Year 3 & 4
	

	Local Date 17th June 2010 at Greenbank LC 

	

	Local contact details and additional information


Court Size
Mini Tennis Red is played on badminton-sized courts.

Courts are ideally inside, but can also be played outdoors.

The ‘Short & Fat’ area of the badminton court should be used, so that the whole area of the court is used, except the back tramlines.

Team Composition
The suggested team composition is 4 players, 2 boys and 2 girls and schools are welcome to enter more than 1 team, capacity permitting.

Alternatively, should it be jointly agreed locally, a larger team approach can be taken – with teams of 6 or 8.

Players should be from Year 3 and/or Year 4 – i.e. a mixture of the two Year Groups can be used, or your team can be from all one Year Group.

This competition is aimed at encouraging more young people to participate and compete in tennis and is appropriate for a recreational ability level of player. It is therefore not aimed at advanced players who are a ready regularly competing outside of school.

Scoring system
Mini Tennis Scoring does not use traditional tennis scoring i.e. 15, 30, 40 etc. Instead, simple numbered scoring is used, i.e. 1, 2, 3, 4 etc. 

Playing
The serve is decided by a ‘toss’ at the start of the match.

The nominated person serves for the first point; it then alternates every 2 points.

When serving, players should stand behind the inner back tramline.

When serving, the ball must not be bounced before being hit – but can be locally decided
The serve must be hit ‘under-arm’

Serves should be hit diagonally, landing anywhere in the opposite diagonal quarter of the court.

Players stay at the same end of the court for the entire match.

Each court should have a helper/scorer, who calls out the scores and helps out with decisions (the use of a tennis leader is great here).

Sponge, or outdoor Mini Tennis Red Balls should be used for all matches.

Rackets no longer than 23” in length should be used.

	Futsal 
	

	Years 5 and 6 Girls 
	

	Local Date 21st October 2009 at John Port 

	


Basic Overview and Rules 

Teams of 5 players on the court – squad do 7 or 8 ideal 

Game is played to lines on a court 

Pass ins and corners are awarded when the ball is out of play from an opposition member 

Goal keepers to throw or roll the ball into play from a goal kick or saved shot 

Goal keepers can not pick up a back pass 

Players can rotate with substitutes throughout the game 

Ball is reduced bounce making control a lot easier 

	Cross Country 
	

	Year 3-6 boys and girls  
	

	Local Date 21st April at John Port, 22nd April at William Allitt 


	


A full team is made up of 24 pupils with six in each of the following categories, 
6 Girls from Y3 and 4 

6 Boys from Y3 and 4 

6 Girls from Y5 and 6 

6 Boys from Y5 and 6 
Schools can enter students into one or all of the categories.  The course is approximately 1 mile for years 3 & 4 and 1.5 miles for years 5 & 6.  

Each member will get a ticket once they cross the finish line. Their ticket will go to the overall score for the team/school. All six runners will count towards the overall team time/placement. Should a school be unable to field 6 runners then they will receive the last tickets to make up the score for their team. 

	Mini Hockey 
	

	Year 5 & 6
	

	Thursday 18th March 2010 at Foremark 
	

	


· The game is played between two teams with a maximum of 12 players. Seven are permitted on the pitch at any one time (six field players and one goal-keeper). The remaining five players are substitutes. Every team must play with a goal-keeper. 

· Substitutions are allowed at any time, excepting following the award of a penalty corner, when only the defending goalkeeper may be substituted - if injured. 

· Each team tosses a coin for choice of ends or possession of the ball at the start of the game.
· The game is started with a push or a hit from the centre of the centre line. It follows the umpires whistle at the start of each half of the game and after a goal has been scored. Each team must be positioned in their own half of the pitch and the opposing players must be a minimum of 5 metres from the ball until the centre pass is played. The ball can be played forwards, backwards or sideways and must move a minimum of 1m before being played by a player of the same team. 

· A goal is scored when the ball has been struck by, or deflected off, an attacker while it is in the circle and crosses completely over the goal-line between the goal-posts and under the cross-bar. 

· Players Must Not:
· Players must not intentionally use any part of their body to play the ball. 

· Players must not play at any high ball with the stick held at above shoulder height unless they are attempting to prevent a goal from being scored. 

· Goalkeepers are permitted to use a high stick when defending a shot on goal. 

· Players must not use the rounded side of the stick when playing the ball and when striking the ball, the stick must in no way cause danger, nor lead to dangerous play, or be intimidating to any opponent. 

· Players must not play in any way that is dangerous. 

· Players must not kick the ball.

· Players must not obstruct by running between an opponent and the ball, thereby unfairly preventing the opponent from playing the ball. Neither must they use any part of their body or stick to obstruct a player. 

· Players must not hold, charge, kick, shove, intentionally trip, or strike any player or umpire. 

· Rough and/or dangerous play is not allowed, persistent rule breaking will result in the player being sent off the pitch

· GUM SHIELDS MUST BE WORN BY ALL PLAYERS, FAILURE TO DO SO WILL RESULT IN PLAYERS NOT BEING ABLE TO PARTICIPATE IN ANY EVENT 

	Rounders  
	

	Years 5 and 6  
	

	Local Date 14th July  2010

	


Teams

1. Games are played between two teams. Each team has a maximum of 15 and a minimum of 6. No more than 9 may be on the field at any one time.

2. Players once substituted may return during the game, but batters only in the position of their original number.

Batter
1. Wait in the backward area well away from 4th post

2. If out, wait in the backward area well away from 1st post

3. You will have one good ball bowled to you

No ball if:
· Not smooth underarm action

· Ball is above head - below knee

· Ball bounces on way to you

· Is wide or straight at body

· The bowlers foot is  outside the square during the bowling action

You can take or run on a no ball, but once you reach 1st post you cannot return. You score in the normal way.
Scoring

1 Rounder if  ball is hit and 4th post is reached and touched before next ball is bowled

1 Rounder if ball is hit and 4th post reached on a no ball (you can’t be caught out)

½  Rounder if 4th post reached without hitting the ball

½  Rounder if  ball is hit and 2nd post reached and touched before next ball is bowled - but if you continue this run and are put out before reaching 4th post, the score will be nullified

Penalty ½ Rounder for an obstruction by a fielder

Penalty ½ rounder for 2 consecutive no balls to same batter

1 Rounder for a backward hit if 4th post reached (you stay at 1st while ball is in the backward area)

Out when

1. Caught

2. Foot over front/back line of batting square before hitting or missing a good ball

3. Running inside post (unless obstructed)

4. The post you are running to is stumped

5. You lose contact with post during bowlers action when he has possession in the square

6. You overtake

7. You obstruct (you have right of way on track only)

Running around the track (please carry the bat)

1. If you stop at a post you must keep contact with the post, with hand or bat. If you don’t the fielding side can stump the following post to put you out

2. You can run on to a post even if it has been previously stumped (you don’t score if the post immediately ahead has been stumped)

3. When the bowler has the ball in his square you cannot move on, but if you are between posts you can carry on to the next

4. You cannot have two batters at a post. The Umpire will ask the first to run on when the second one makes contact

5. At a post you do not have to move on for every ball bowled

6. You can move on as soon as the ball leaves the bowlers hands, this includes no balls

7. You must touch 4th post on getting home

PRIMARY RULE BOOK AND GUIDE
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