
 

 
 
 
 
Indoor league Rules 
 
 
General Rules: 

 Maximum of 10a 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 6.05, second innings will start at 6.50. In week 1 each 
innings will be 35 minutes long to give everyone a chance to get used to playing conditions. 

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

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

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

 All forms of dismissal are allowed. 

 No retirements 

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

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

 3 points for a win, 1 point for a loss. 
 
Bowling 

 Not everyone has to bowl.  

 There is a maximum of 2 overs per bowler but no one can bowl their 2nd over until 7 overs have 
been completed. 

 Wide = 2 penalty runs with no extra ball apart from in the last over. 

 No balls = 2 penalty runs plus no extra ball apart from the last over.  

 Front foot no balls are free hits. 

 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 

 1 scoring run for hitting the side and Keeper’s walls. 

 2 scoring runs for each completed run. 

 6 scoring runs for hitting the bowler’s wall with a bounce. 

 4 scoring runs for hitting the bowler’s wall without a bounce. 

 1 batting power play per innings of the batting sides choosing.  

 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. 

 There will be a power zone at the Bowler’s end of the hall. If the ball is hit into the Scoring Power 
Zone 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. 

 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 count as a dismissal should a wide not be bowled. 
 
Fielding 

 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 to the batting side. 

 Once fielded the ball must be thrown to the keeper. 

 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.  

 1 penalty run if the ball hits the keeper’s wall or the two side walls 

 4 penalty runs if the ball hits the bowler’s wall. If the ball is overthrown through the 
power zone it does NOT double. 

 



 

 
Indoor league Rules Addendum 1 
 
(Only comes into play upon instruction by the coaches, but will not be before  
half of the indoor session matches have been played i.e. 5th Friday night games) 
 
 
General Rules: 

 Batsmen will now have to run from white line to red line. Running distance lengthened to 
encourage continual reinforcement of good backing up. 

 
Dismissals: 

 10 wickets maximum per side. Any wickets lost in the power play will not count towards that 
total but the batsman will still be out. 

 
Batting 

 In the Batting Power Play you are only able to score 1, 10, or 20.  

 1 for every time you complete a run.  

 10 for hitting the ball above the wooded panel on the two side walls and the Keeper’s 
wall.  

 20 for hitting any part of the bowler’s wall either in the air or along the floor.  

 You are only allowed 3 fielders on the back wall at any given time and still no fielders 
allowed in the blue box from the bat.  

 No doubling of runs. 

 In the powerplay you cannot be caught off the brick work, you can be caught off the 
wood work. 

 
Batting 

 Incorrect running or calling will result in zero being scored off that ball. We will be strict on this. 


