Bag of
Small-Sided
Games

Small-Sided Games
Small-sided games are the perfect way to engage students, maximise movement and
skill development as well as giving students ownership of their Health and Physical
Education time. Here are a collection of Cricket Australia games to enhance your Health
and Physical Education Program and further develop the tactical and technical skills of
your students.
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6ers
Cricket

CHANGE IT UP!
level 1 – Delivery
y

Bowlers begin with underarm throws
and scorcher balls.

y

When appropriate, students may progress
to overarm bowling and small balls.

level 2 – Linking Play
skill
Focus

Group
Size

Modified
Cricket Game

SET UP COMPLEXITY
TIME

6-10

Equipment
2 bats, 1
scorcher ball,
1 small ball,
2 sets of
stumps, 6 cones

y

Pass the ball a predetermined amount of
times (2, 3, or 4) between team mates, before
bowling. Students should communicate with
their team mates throughout.

Instructions
y

2 batters – 1 at each end.

y

The remaining students are fielders, who spread out.

y

1 ball is in play.

y

Any fielder can also be a bowler and bowl from either of the
6 bowling stations (approximately 8m from the stumps).

y

Bowlers may bowl at any time, at any stump.
The game is continuous.

y

The batters hit the ball into the field. If the
ball is hit, batters must run. Runs are scored
by running between the stumps.

y

If a batter is ‘caught’ or ‘bowled’ they
receive 0 runs and the fielder or
bowler receives 2.

y

Batters aim to score as many runs
as possible in 6 deliveries.

Coaching Points
y

Emphasise the basics – free
swing of the bat, bowl with a
straight arm, keep your eye
on the ball, and point at your
target before bowling.

y

Clear communication
when running between the
wickets is also key.

12m

Ask the STUDENTS
y

How do you communicate
with the other batters?

y

When fielding, how could
you tell where the batter
was going to hit the ball?

8m

3

Scoring
Zones

CHANGE IT UP!
level 1 – ZONES
y

Make the scoring zones easier or more
challenging by altering the size of the
scoring zone.

level 2 – DELIVERY
skill
Focus

Group
Size

Batting

2-5

SET UP COMPLEXITY
TIME

Equipment
1 ball, 1 bat
& cones for
each group

y

Bowlers begin with underarm throws
and scorcher balls.

y

When appropriate, progress to overarm
with bowling and small balls.

level 3 – SWEEP SHOTS
y

Batters play sweep shots and reverse
sweep shots through the scoring zones.

Instructions
y

Divide your class into small groups.

y

In each group one is the batter, one the bowler and remaining students
are fielders.

y

Bowlers underarm the ball to the batter who hits into the scoring zones
to score as many runs possible.

y

Fielders protect scoring zones.

y

Students agree on safe scoring zones. For example:

y

y Allow plenty of room
between groups.
y Ensure fielders are at least
10m away from the batter.

»

Between the cones = 1 run.

Coaching Points

»

Between the tree and cone = 2 runs.

y

Move your feet to the ball.

»

Between the trees = 4 runs.

y

Free swing of the bat.

»

Hit the pole = 6 runs.

Ask the STUDENTS

After 6 deliveries, students switch roles. The student who scores the most
runs from the 6 deliveries wins.

y

Why is it important to practice hitting?

2 runs

4 runs
1 run

2 runs

4

Continuous
Cricket

CHANGE IT UP!
level 1 – Delivery
y

Bowlers begin with underarm throws and
scorcher balls.

y

When appropriate, students may progress
to overarm bowling and small balls.

level 2 – Two batters
skill
Focus

Group
Size

Modified
Cricket Game

SET UP COMPLEXITY
TIME

Equipment
1 bat, 3 sets
of stumps,
1 scorcher ball,
1 small ball,
1 cone

6-10

y

Add a second batter.

y

The ball must be bowled to the ‘batting wicket’
and the batters change places as they run
between the wickets.

y

Batters now run half the distance, they are
only required to run ‘up’, rather than ‘up
and back’, extend the distance between
wickets as appropriate.

level 3 – Linking Play

Instructions
y

The bowler bowls underarm to the batter who hits the ball and then runs
around the stumps. Batters must run if they hit the ball.

y

Fielders field the ball and return it to the bowler. Bowlers may bowl at
any time. The game is continuous.

y

1 run is scored each time the batter runs around the stumps and back.

y

If a batter is caught or bowled, they score no runs. If caught, the catcher
adds 2 runs to their score. If bowled, the bowler adds 2 runs to their score.

y

Batters aim to score as many runs as possible in 6 deliveries and then
retire regardless of the number of times they get out.

y

Bowlers swap after 3 deliveries.

y

Ensure fielders are at least
10m away from the batter

Coaching Points
y

Emphasise the basics – free swing of the bat, bowl with a straight arm,
keep your eye on the ball, and point at your target.

y

Clear communication is required between fielders.

Ask the STUDENTS
y

Where did you hit the ball to make it easiest to complete a run?

y

What was the best way to get the ball back to the bowler?

8m

Batting
Wickets

5

Pass the ball a predetermined amount of
times (2, 3 or 4) between team mates, before
releasing it to the other side. Students should
communicate with their team mates.

8m

Teamwork
Test
skill
Focus

Group
Size

Fielding

4-8

SET UP COMPLEXITY
TIME

CHANGE IT UP!
level 1 – Vary the Goals
y

Create an easier scoring method such as
passing the ball to a goalie in the end zone.

y

Create a more difficult scoring method such
as throwing the ball at stumps in the middle
of the end zone.

level 2 – Additional Goals
Equipment

y

1 ball & cones

Challenge students by adding additional
goals. Once they score in a goal, that goal
is shut and teams must work to score the
remaining goals.

level 3 – Keepies Off
Instructions
y

Divide your class into teams of 4.

y

Depending on class size, you can get multiple games happening at once.

y

Students pass the ball to their team mates as they move up the field
to score by throwing the ball through the goals.

y

Students on the defensive team try to intercept the ball.

y

Students must not run with the ball.

y

Students must keep clear of the ‘end zone’ in front of the goals.

y

Vary the style of passing between underarm throws, overarm, rolling
along the ground, or bounce passes.

y

No goals, instead use the existing boundaries
to play ‘keepies off’ in 2 teams.

y

You may introduce multiple balls and vary the
method of passing.

The ball must be thrown
below shoulder height.

Coaching Points
y

Watch the ball all the way into your hands.

y

Cup hands together and give with the ball.

Ask the STUDENTS
y

Which passes were the easiest or most difficult to catch?

y

How can you work better with your team mates?

Goal

End Zone

End Zone

15m

15m
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Goal

Anywhere
Cricket
skill
Focus

Group
Size

Modified
Game of
Cricket

3-5

CHANGE IT UP!
level 1 – Get Creative

SET UP COMPLEXITY
TIME

Encourage students to use a range of
equipment and get imaginative with their
game as they would in the backyard or at
lunch time at school.

y

Encourage students to consider introducing
rules including ‘tippity-go’, ‘1 hand 1 bounce’
or other game constraints.

Equipment
1 bat, 1 set of
stumps, 1 ball, 1
cone per group
Ensure fielders are at least
10m away from the batter.

Instructions
y

Set in a large open space.

y

Students form smaller groups of 3-5 and creates their own cricket game.

y

Each student should get an equal turn batting and bowling.

Coaching
y

y

Use your imagination – get creative!

Ask the STUDENTS
y

Ask students to explain their game to the whole group.

y

How could your game be improved?

10m+

7

Pairs
Cricket
skill
Focus

Group
Size

Modified
Cricket Game

6-10

CHANGE IT UP!
level 1 – Scorcher Ball Blast
y

SET UP COMPLEXITY
TIME

If your students are finding bowling difficult,
rather than bowling overarm, the bowler
bowls an underarm scorcher ball from a
shortened pitch.
Through simplifying the most difficult
skill, bowling, students can learn
more quickly about other aspects of
a game of cricket.

Equipment
1 bat, 1 ball,
2 cones, 2 sets
of stumps

level 2 – Tippity Go
y

Instructions

Batters must run each time the ball is hit.
This will increase action for everyone!

level 3 – Power Play

y

In groups of 6-8, divide students into pairs.

y

Pairs bat for 2 overs. Each pair may have multiple rotations of batting
depending on time.

y

Pitch – 12m (approximately).

y

Boundaries – 20m

y

‘Free hit’ (explained below) with cones placed either side of the batter
with the ball on top.

y

Consider introducing a Power Play
if batters are continually playing to
the leg side.

BOWLING & FIELDING

y

y

Bowl from one end.

y

After each over, the fielding team rotates in a circular formation to ensure
an equal turn in each position.

y

No fielder is allowed within 10m of the bat until the ball is hit.

y

‘No balls’ and ‘wides’ are not re-bowled – Following a no ball or a wide,
the batter receives a ‘free hit’ from the cone. The batter must hit the ball
forward. A no ball or wide is deemed to be any ball that is dangerous,
above waist high on the full, or cannot be hit because it is too wide or
bounced too many times/rolling.

In a Power Play, any runs scored from a ball
hit in the area past the bowler’s stumps are
doubled. This will encourage batters to hit the
ball straight down the ground.

Use cones to create your own Power Play and
double scoring zone to challenge players to hit
to particular part of the ground and try new
shots. Or make up your own scoring rules!

BATTING
y

Pairs bat for 2 overs.

y

Batters swap ends when dismissed and at end of the over.

y

Batters swap ends if a batter faces 3 balls in a row or to
ensure an equal turn on strike.

Coaching
y

Emphasise the basics – free swing of the bat, bowl with
a straight arm, keep your eye on the ball, and point at
your target.

y

Introduce some cricket etiquette components (passing
the ball back to the bowler, acknowledging a good
shot or ball etc.)

20m
12m

Ask the STUDENTS
y

How do you think you could have scored more runs?

y

What happened when you took your eyes off the ball?

Ensure fielders are at least
10m away from the batter.

8

Rapid Fire
Batting
skill
Focus
Modified
Cricket Game

Group
Size

CHANGE IT UP!
level 1 – Delivery
y

SET UP COMPLEXITY
TIME

Equipment
1 bat, 1 ball,
2 cones,
1 set of stumps
per batter

Whole class

Instructions
y

Divide students into batters, bowlers, and fielders.

y

Each batter begins in front of their stumps.

y

Bowlers get ready behind their bowling marker cone, each with a ball.

y

On the teacher’s call, bowlers deliver the ball and batters hit into the
playing area.

y

Once balls are hit, batters run back and forth between their stumps and
rope to score.

y

Bowlers and fielders chase and field the ball before returning to their markers.

y

Once all bowlers have returned with their ball, the bowling team shout out
‘HOWZAT’ and batters stop running.

y

Batters score as many runs as they have completed.

y

Bowlers and fielders receive 4 runs if they catch the ball on the full.

y

Batters have 3 hits and then swap roles.

4m

10m

9

Coaching
y

Watch the ball.

y

Move towards the ball and have
a free swing of the bat.

Ask the STUDENTS
y

How do you think you could have
scored more runs?

y

What happened when you took
your eyes off the ball?
The objective of batting
is to judge and respond
to a moving ball, only
allow batters to hit a
stationary ball from a cone
if completely necessary.
y As there are multiple
batters, pay close attention
to the safety of students
around swinging bats.
y Allow maximum room
between batters,
minimum 4m either side.

10m

4m

Bowlers begin with underarm throws of
scorcher balls and when appropriate progress
to small balls and overarm bowling.

To find out all about Cricket Australia’s
School Programs, please contact:
Cricket Australia
1800 CRICKET
community.cricket.com.au/schools

