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55-PACE BOWLER

Andrew Singh
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BATTING

CONFIDENCEBATTING
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17-specialist BATTER

Warren Tenor
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BATTING
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��
�����������

���������
�������������������������

40-spin BOWLER

Ben Patel
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BATTING
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BATTING

CONFIDENCE
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01-specialist BATTER

Richard Evans

BATTING
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MEDIUM

OUTSWING GOOGLY

SPIN PACE

SLOW BALL

PACE
OVER DECK

SPIN
OVER DECK

MEDIUM
OVER DECK

PLAY if batter misses shot

HOWZATTTT

Roll D6

5+ Batter out, LBW

A - Subtract 1 from batter’s confidence

play when revealed

No Ball

NO-BALL
2

PLAY if shot is hit

Great Catch

If distance die lands ball in an area with
a  Fielder, catch batter OUT on a 4+ (D6) 
    -even with green bounce dice result

Inspired

USE D8 FOR THIS BOWL

play when revealedPLAY when REVEALED

1

play if shot is hit

Boundary

D- 4 runs

A- Roll D6

1-4   4 runs

5-6   6 runs

PLAY when revealed

Quick Single

You MAY elect to take
1 RUN

or play out bowl 1

1 21

:THE GAME
CRICKET

AD
0
21 3-1

Re-roll
‘DISTANCE’

Die
ONE USE ONLY

Re-roll
‘TO HIT’

Die
ONE USE ONLY

Re-roll
‘BOUNCE’

Die
ONE USE ONLY

ONE USE ONLY
Play when bowling card revealed

Can only be played if
ADVANTAGE meter

is less than      

ROLL D8
for this bowl

2

ONE USE ONLY
Play when bowling card revealed

Add
1 to

ADVANTAGE

-Batter cannot go out (EXCEPT RUN OUT)
-Batting team score 1 run (extras)
-Batter can score runs off ball 
-Bowler must bowl 1 extra bowl
 (do not use over card for ths bowl)
-Batter cannot go out on extra bowl
 (EXCEPT RUN OUT)

NO BALL
-Bowler may adjust field
-Batter may change Attitude (A/D)
-Bowler selects bowl (face down)  
-Batter chooses shot (place ball on field)
-Bowler reveals bowl card
-Bowler may use skill card/s
-Reveal over card
-BOWL

GAME FLOW

GAME BOARD (2 SIDED)

T10/T20 RULE CARD

BALL TOKEN

10x OVER TOKENS

2x BATTER ATTITUDE TOKENS

15x DICE

RULEBOOK

UMPIRE CARD

5x BATTER CONFIDENCE TOKENS

24x PLAYER CARDS

PITCH TILE

8x SKILL CARDS

DRS CARD

ADVANTAGE CUBE

3x PITCH CARDS

45x OVER CARDS

9x FIELDER TOKENS

16x BOWLER CARDS

SCOREBOARD 

BATTER FACING TOKEN

HEADS

COIN TOSS TOKEN
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GREEN PITCH

PACE : Pace bowlers may
re-roll a result of 1

on the bowl rollDUSTY PITCH

SPIN : Spin bowlers may
re-roll a result of 1

on the bowl roll DEAD PITCH

NO EFFECT

PACE
OVER DECK

If the ‘TO HIT’ roll is successful by 3
or more the batter  ‘may’  add 1 to the

distance roll  (maximum total of 6)

Up to

2

slips
OUT SWING

STRAIGHT SLOW BALL

IN SWING

PACE

EXPRESS PLAY:

1-5 = 
6-7 = 

8 = 

1 Runs
3 Runs
6 Runs

First Bowl
after EXPRESS

5 = BOWLED

8
8

SPIN
OVER DECK

MEDIUM
OVER DECK

TOP SPIN

SPINPACE

STRAIGHT

MEDIUM

INSWING
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1

2

3

Dot ball (no runs scored)

A single run is scored

Two runs are scored

Three runs are scored

Bowler rolls a D8 on next non-express bowl

If two subsequent Balls are drawn in express play, Bowler rolls a D6: 5+ Batter out -BOWLED

Batter rolls a D8, refer to current bowling deck rules card for result

Patience

Run Out
PLAY if BALL IS FIELDED

-

A - Subtract 1 from batter’s confidence

4+ RUN OUT

play if shot is hit

Boundary

D- 4 runs

A-      

1-4   4 runs

5-6   6 runs1

D - 3 RUNS
A - 4 RUNS

play if hit by 2 or more

Great Shot

D - 3 RUNS
A - 4 RUNS

play if hit by 2 or more

Great Shot

EXPRESS PLAY
VALUE

D - 3 RUNS
A - 4 RUNS

play if hit by 2 or more

Great Shot

D - 3 RUNS
A - 4 RUNS

play if hit by 2 or more

Great Shot

EFFECT CARD HAS ON
DELIVERY

D - 3 RUNS
A - 4 RUNS

play if hit by 2 or more

Great Shot

D - 3 RUNS
A - 4 RUNS

play if hit by 2 or more

Great Shot
APPLIES TO BATTER (BAT)

or BOWLER (BALL)

D - 3 RUNS
A - 4 RUNS

play if hit by 2 or more

Great Shot

D - 3 RUNS
A - 4 RUNS

play if hit by 2 or more

Great Shot CARD TITLE and
TRIGGER CONDITION

-
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40-spin BOWLER

Ben Patel

-1

BATTING

CONFIDENCEBATTING
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55MEDIUM - ALL ROUNDER

Grant Golding

3

BATTING

CONFIDENCEBATTING
8
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CAPTAINCAPTAIN
55-PACE BOWLER

Andrew Singh

1

BATTING

CONFIDENCEBATTING
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48-specialist BATTER

Stuart Smith

2

BATTING

CONFIDENCEBATTING
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42MEDIUM - ALL ROUNDER

Jack Prince

CAPTAINCAPTAIN

3

BATTING

CONFIDENCEBATTING
8
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BATTING

CONFIDENCE

2

01-specialist BATTER

Richard Evans

BATTING
8
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PACE
OVER DECK

SPIN
OVER DECK

MEDIUM
OVER DECK
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ONE USE PER OVER
Play when bowling card revealed

Can only be played if
ADVANTAGE meter

is less than      

ROLL D8
for this bowl

2

ONE USE PER OVER
Play when bowling card revealed

Add
1 to

ADVANTAGE

Re-roll
‘TO HIT’

Die
ONE USE ONLY

Re-roll
‘DISTANCE’

Die
ONE USE ONLY

Re-roll
‘BOUNCE’

Die
ONE USE ONLY

SKILL PLAY

SKILL PLAY
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-Bowler may adjust field
-Bowler selects bowl (face down)
-Batter may change Attitude (A/D)  
-Batter chooses shot (place ball on field)
-Bowler reveals bowl card
-Bowler may use skill card/s
-Reveal over card - BOWL

GAME FLOW

ZPGZPG

ZPGZPG

A DISTANCE ROLL AFTER BALL IS HIT TO THE FURTHEST
SEGMENT COMBINED WITH A GREEN            /            ON ANY BOUNCE DIE 

IS AN AUTOMATIC 6 RUN BOUNDARY

T10 - Fielding restrictions
EXPRESS PLAY: 2  (OVERS 2-9) DRS: DISABLED

OVERS 1-2: You may have up to 2 fielders in the outfield.

OVERS 3-10: You may have up to 5 fielders in the outfield.

Each bowler may bowl up to 2 overs.

POWER PLAY: Once per innings (Overs 3-10) 

Maximum of two fielders per Zone.

ZPGZPG

-Batter cannot go out (EXCEPT RUN OUT)
-Batting team score 1 run (extras)
-Batter can score runs off the NO BALL
-Bowler must bowl 1 extra bowl
 (no OVER CARD for ths bowl)
-Batter cannot go out on the extra bowl
 (EXCEPT RUN OUT)

NO BALL

T20 - Fielding restrictions

2 fielders in the remaining Zones.

OVERS 1-6: You may have up to 2 fielders in the outfield.

Each bowler may bowl up to 3 overs.

OVERS 7-20: You may have up to 5 fielders in the outfield.

One Zone may have up to 3 fielders, with no more than

EXPRESS PLAY: 2  (OVERS 2-19) DRS: ENABLED

22
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