TEAM GAMES

K TRY FOR FIVE

FROM NET TO

I SET DISTANCE
FIRST PLAYER A A

AFTER CATCHING 5,
PLAYER RUNS TO
BACK OF LINE TEAM MEMBERS LINE UP BEHIND CATCHER

DR SHERYLLE CALDER
WORLD-LEADING BY USING THE CRAZY CATCH INSANE SIDE, ELITE PLAYERS WILL HAVE

VISUAL PERFORMANCE THEIR REACTION, COORDINATION AND VISUAL SKILLS FULLY TESTED.
SPECIALIST

:¥) HOW TO PLAY
TRY FOR FIVE is a

good introductory
activity, yet still tests
the best. Excellent for
developing tracking of
objects and speed of
eye reaction. General
throwing, catching,
and transforming from - Each person can attempt 1 or 5, only successful catches are counted,
catch to throw skills first team to (eg) 30 wins.

are also developed, - Try as a 1, 2 or 3 minute challenge, team with the highest score in that
and coordination is time period wins. Monitor progress throughout the year.

well tested. Excellent

for encouraging equal i? RECOMMENDATIONS

participation from all.

‘ l EQUIPMENT

3 Crazy Catch nets
At least 3 VisionBalls
Hoops / cones / markers

- Each team member must throw and catch 1 or 5 balls from a set
distance in front of the Crazy Catch. They then pass ball on to the next
player, and run to end of the line.

- First team to complete one or more cycles wins.

- Use marker to determine set distance in front of each Crazy Catch.

@ VARIATIONS

Monitor teams’ skill development by playing this game as a
1 Minute Challenge!!




