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2  4  6    8 10
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Team Accuracy








The basic idea is to throw from within the centre circle.  The boomerang must travel over the 20m before returning and then land as close to the middle as possible.


Odd scores are given if the rang touches the line.








Each member of the team in turn throws a boomerang and the whole team helps hacky (kick) the boomerang toward the bull’s eye. The number of hackies is added to the accuracy score.





The basic idea is to throw from within the centre circle.  The boomerang must travel over the 20m before returning and then land as close to the middle as possible.


Odd scores are given if the rang touches the line.





Team Members:
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The team members throw in quick succession such that the next thrower must throw before the previous thrown boomerang has landed. The four best scores of the team are tallied and put on the score sheet.





Team Haccuracy





FUN Boom Team Score Sheet





Team Fast Catch 


Take the time for the team to get 20 catches and run 30 meters to the chair. All throwing must be from the centre or marker, and the boomerang must go 20m.





Round�
Time�
�
First�
�
�
Second�
�
�
Best�
�
�






Team Name: ____________________________________________________________________________________





Boomerang Cricket


Runs (1. inning): __


Runs (2. inning): __
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