
 

Berkshire Cricket - Girls Indoor league 
 
Purpose of the Indoor League 
 
As a coaching team we spend a long time planning and devising our Winter 
training programs, from the Development Sessions that ran from Oct through to 
Dec and then the Squad sessions that ran from Jan through to Apr.  
 
We wanted to make sure each individual’s technical, tactical, physical and mental approach to the game 
was being worked on through clearly defined benchmarks, appropriate to a County player in the girls 
U11, U13 and U15 groups. We felt this was successfully achieved but we are always searching for ways 
to improve what we did to help the progression of the girls as they move up through the age groups.  
  
Areas where we do not necessarily get a chance to work on before we are outdoors are how to actually 
play the game tactically and effectively. This included areas as backing up when at the non strikers end, 
calling, quick running between the wickets, appreciation of field settings and gaps where singles can be 
taken, fielders walking-in, backing up in the field and many other awareness aspects of the game. 
 
 Although still far from perfect, we feel the introduction of the indoor league will help progress our 
players in this department as we have done this successfully with other age groups within the Berkshire 
County system. Indoor cricket is a very strong tool for teaching young players the values of game 
awareness in match like scenarios. The rules are designed to bring out maximum learning. 
 
General Rules: 

 A match weight red Incredi-ball will be used for all games. 

 Normal rules of cricket apply except where stated 

 Maximum of 10 a side. Should a side have less than 10 players then they will field with however 
many fielders they have available, but no more than 10 can field at a time. The other players are 
still allowed to play a full part in the game. 

 Pitch is 21 yards long and the batters running distance is 16 yards long for the first 5 matches and 
then extends to 18 yards for the remaining matches. 

 Full white match kit to be worn. 

 The coaches have a say in the batting order. 

 40 minutes per innings. This will be shortened if a team is not able to get themselves sorted 
quick enough. First innings will start at 7.05, second innings will start at 7.50. 

 Every minute over that time you will lose 5 runs from your innings.  

 Minimum 15 overs per innings. (Week 1 & 2 minimum 12 overs per innings) 

 10 penalty runs if you don’t bowl minimum overs in the allotted time. 
 
Dismissals 

 All forms of dismissal are allowed. 

 Coaches may retirement players at their discretion 

 When you are out you join the end of your batting order and you can come back in again. 

 No negative runs for dismissals 



 

 
Points and Determining the Winner 

 If the scores are level at the end of the second innings the team who 
obtained the most wickets is the winner. If this is level then the team 
who accumulated the least penalty runs is the winner. 

 Points 

 For every 5 wickets taken – 1 points 

 For every 50 runs accumulated – 1 point 

 Overall win - 5 points (Runs margin must be more than 30) 

 Bowling win – 3 points (Runs margin less or equal to 30) 

 Batting Loss – 1 point (Runs margin within 30 of opposition) 
 
Bowling 

 Not everyone has to bowl.  

 There is a maximum of 3 overs for 3 nominated bowler, no one can bowl their 2nd over until 6 
overs have been completed. Wicket Keepers can bowl if required. 

 Wides 
o 2  lines will be marked parallel to the return crease, balls that are bowled and pass wide 

of these lines without touching the batsmen or bat will be called wide 
o All balls bowled that pass leg stump without touching the batsman or their bat will be 

called wide. 
o 2 penalty runs with no extra ball apart from in the last over. 

 No balls 
o Any ball (slow or fast) above waist height will be called a no ball 
o Any ball that is deemed full and dangerous (Beamer) will be called a no ball, 2 warnings 

will be given to that bowler and on the 3rd will not be allowed to bowl for the remainder 
of the innings. 

o All no balls are free hits. (cannot be caught, stumped, bowled or LBW, can be run out) 
Successive wides and no balls continue as free-hits. 

o 2 penalty runs plus no extra ball apart from the last over. 

 3rd ball pressure ball.  If you manage to bowl 3 dot balls in a row you have 5 scoring runs added 
towards your total from your batting innings. 

 
Batting 

 The hall will be demarcated into 4 zones 

 Zone 1 is the walls from a point in front of square leg / point and behind the keeper 

 Zone 2 is the side walls from zone 1 up to the corners of the wall behind the bowler 

 Zone 3 is the wall behind the bowler 

 Zone 4 is a demarcated area directly behind the bowler and is known as the scoring 
power zone.     

 1 scoring run for hitting Zone 1. 

 2 scoring runs for hitting zone 2. 

 6 scoring runs for hitting zone 3 with a bounce. 

 4 scoring runs for hitting zone 3 without a bounce. 



 

 2 scoring runs for each completed run by the batsmen between the 
batting creases. 

 If the ball is hit into the Zone 4 then the runs (penalty and scoring) off 
that ball are doubled. i.e. 4=8, 6=12.  

 No fielder is allowed to field in that zone at any time.  

 If they do it is 5 penalty runs to the batting side. 

 1 batting power play per innings of the batting side’s choice.  

 It will last for 5 overs and in that 5 overs you have to attack every ball and run every ball that 
make contact with your body or bat. You do not need to run if you miss it. Every run scored in 
the power play is doubled for those 5 overs. If the power play is not taken before the last 5 overs 
of your innings it will be automatically taken. 

 3rd ball pressure ball. If you have not run for two consecutive balls then on the 3rd ball, you 
must run unless a wide is bowled but you are still able to run off that ball if you so wish.  

 Failure to run will result in 10 penalty runs to the batting side. 
 
Fielding 

 Fielders must start with 1 hand on the wall and can leave that area once the bowler has started 
their run up. 

 Batsmen  can be caught off the wall in zones 1 & 2 and the roof, so long as it has not touched the 
floor first. 

 Once fielded the ball must be thrown to the keeper. 

 The ball is never dead until it is in the keeper’s gloves.  

 Failure to return the ball to the keeper’s gloves after every ball, excluding boundaries is 5 
penalty runs awarded to the batting side. 

 From the keeper to the bowler the ball must go through at least 2 pairs of hands. 

 When the ball is being passed around in the field if it is dropped it is 5 penalty runs to the 
batting side.  

 All overthrows count (except when the ball is passed back to the bowler after being deemed 
dead).  

 1 penalty run if the ball hits zones 1 and 2  

 4 penalty runs if the ball hits zone 3. If the ball is overthrown through the power zone it 
does NOT double. 


