UNDER 10 DEVELOPMENT CRICKET

Junior Cricketers’ Code

Cricketers should be people who do not boast; nor quit; nor make excuses when they fail. They should be cheerful losers, and quiet winners. They should play fairly and as well as they can. They should enjoy the pleasure of risk. They should give their opponents the benefit of the doubt and value the game itself more highly than the result.
PROGRAMME GUIDELINES
(updated 1 Nov ’07)

These guidelines have been developed to encourage active participation in all elements of the game by all players as well as significant involvement from parents.

GENERAL

· The game should be able to be completed within 2 hours of playing time.

· The ground should be marked approximately 80m in diameter around the pitch.

· The balls recommended for use are Kookaburra Softa ball in Junior size.

· Players play on a three quarter length pitch, batting only from the marked end.

Note: The length of the pitch can be varied depending on the ability of the players or even of individual players.

· The umpire(s) (including those officiating at square leg) should include parents from the bowling team and they should actively encourage, advise and direct all players on the field.

· Runs can only be scored off the bat (ie. Wides, Byes do not count).

· Run outs are recorded as a 'dot ball' against the hitter.

· If a batter is dismissed (eg: bowled, caught, etc), that dismissal is recorded as a ball received by the batter who shall continues batting until the end of his/her calculated number of 'hittable' deliveries (see below).

· Sides need not be even in number as each batter faces a similar number of balls. The number of fielders on the ground should be fairly consistent throughout. The ideal team size is 10 players however the game works well with between 8 and 12 (see also ‘notes’ below).

· It is recommended that players in a team 'take a number out of a hat' to determine the batting line up and that the bowling order be the reverse of the batting order. Managers may also like to allocate the captaincy to a given number (eg: number 8) and the first wicket-keeping role to another number (eg: number 3).

· U10 Cricket is a non-competition development game with no losers and while scoring is not essential it is recommended to help ensure that all players are fully involved.

BATTING

· As a guide, it is recommended that each team bat for 100 balls, with the number of 'hittable' balls faced by each batter calculated by dividing 100 by the number of batters on the team (eg: in a 10 player side each batter faces 10 'hittable' deliveries) - some players may get a few extra deliveries to take the team tally to 100 balls.

· If teams present with notably disparate numbers then calculations for ‘hittable’ deliveries received by each batter should include those from both teams.

Note: This will ensure all that batters receive a similar share of ‘hittable’ deliveries regardless of their team size.

· Each batter should face the calculated number of 'hittable' deliveries with wides and no balls not being counted as a ball faced.

· Batters wear full protective cricket equipment (this replicates the batting conditions for competitive 'hard ball' Under 12s cricket).

· The batters must run if the ball is hit (ie. tip-pity-run cricket), however a run out is only recorded as a 'dot ball' against the batter who hit the ball. eg: if either batter is run out, regardless of who hit the ball or how many runs have been completed from the shot, no runs are scored. 

Note: The tip-pity-run rule keeps play moving by getting the fielders actively involved every time the ball is hit. This rule actually advantages the batting team as batsmen who would not otherwise take a risky run 'go for it' without the risk of getting out although they can’t gain advantage from suicide running for a second or third. Furthermore they often get runs next to their name as a result of missed throws at the stumps.
· Two batters should always be padded up to come in ensuring that the game moves smoothly.

BOWLING

· The bowling team must rotate the bowling throughout the team, with each player bowling one over at a time.

· Each bowler should be given the opportunity to bowl six 'hittable' deliveries in an over,

Note: In the case of a bowler being unable to bowl 6 hittable deliveries (eg. after 10 attempts) the umpire should call over. The emphasis here should be on keeping the play moving. There is no disadvantage to the batting or bowling sides by calling an over early as wides do not count to the score and the batters still face the calculated number of 'hittable' deliveries. One option to keep play moving in the face of wide bowling is to allow the batter to opt for a free hit from a batting cone instead of receiving another delivery for each wide.

FIELDING

· It is recommended that fielders be placed in a grid like formation around the pitch (eg 3 fielders down each side of the pitch, 1 at long on, 1 at third man). At the end of each over fielders should run to the position of the fielder on the opposite side of the pitch or rotate to the next position in a clockwise direction.

Note: This approach replicates a change of ends in an Under 12s game and gives the fielders the chance to continuously move and view the game from a different angle.

· With the exception of the wicket keeper fielders should be at least 10m (half a pitch length) from the stumps at the batter's end.

· Fielders must throw at the stumps or to a player behind the stumps in order to effect a run out.

Note: This requires players to use their throwing and catching skills to run a player out and avoids the situation of a fielder simply running in to take the bails off.

· The umpires should actively encourage, advise and direct the bowlers and fielders.

Note: To keep the game flowing quickly the umpires and parents should advise a given player that they are to bowl the next over and direct the bowlers after each over to their new fielding positions. They should also encourage and teach fielders when and how to 'back up' when the ball is being thrown in from the field.

· The wicket keeper's role should be regularly rotated (eg every 3 or 4 overs). The wicket keeper should wear full protective equipment including a helmet.

Note: To keep the game flowing quickly it is recommended that one of the fielders leave the field to pad up, enabling a quick changeover at the end of an over.
NOTES:

If one team presents with insufficient players don’t call it quits and go home, play a game anyway in the style of ‘pairs cricket’. Encourage brothers, sisters and friends that may have come along as spectators to join in for the day. Take the opportunity to gather contact details from their parents for future mail-outs and invite them back for the next game. Be sure to register all participants for insurance purposes.

These guidelines should be considered flexible and team managers are encouraged to work together with parents to ensure that all players have a positive experience.
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