
Indoor Cricket Rules
Categories 

Rules
• Note: Format of tournament may be amended to cater for number of teams entered. 

These rules will be circulated to all participants prior to the Indoor Cricket 
tournament. Rules below are based on 8 over matches 

• There are 8 players in each team 
• A match consists of 8 x 6 ball over’s per side 
• When you bat you bat in pairs 
• Each pair bats for 2 over’s 
• If you are out you continue batting but you lose 5 runs off the scoreboard for each 

dismissal 
• Dismissals: You can be bowled, caught, stumped, run-out or given out LBW 
• On run-outs the “benefit of the doubt” will go in the batters favour 
• All run-outs will be recorded against the striking batsman 
• LBW.  If the ball hits the striker’s body and the striker has made no attempt to hit the 

ball, the batter will be adjudged LBW if, in the opinion of the Umpire, the ball would 
have struck the stumps 

• You can be caught off all the nets except the 6 net. However if you run you can be 
run-out if you hit the 6 net and the fielder hits the stumps with the batter out of his 
crease 

• In all cases, the umpire’s decision is final 

Scoring Zones: (Please see Appendix)
• From the crease to the half-way line – 1 Run 
• From the half-way line to the top corner – 2 Runs 
• If you hit either of these nets and the ball also hits the back net an extra run will be 

awarded 
• To score these runs the ball must hit these nets off the bat and you must run 
• On the ground to the back net – 4 Runs 
• On the full including touching the roof net to the back net – 6 Runs 
• A run consists of the batters crossing from the batting crease line to the half-way line 

If you hit the net behind the batting crease and run you will only score the actual run 
as this is not a scoring zone. 
If no shot is offered no run can be scored. 
Everybody must bowl 1 over. 

Men’s Must be born on or before the 19th of April 2005



The bowler’s foot/feet must be behind the line on the bowling crease when bowling. 
If the umpire sees the bowler touching the line he will call no-ball, front foot and 
award 2 runs to the batting side. 
Under-Arm Bowling - If any part of the ball, when bowled underarm, pitches on or 
before the underarm line it will be a "“No Ball”. 
No-Ball:

• If the ball is pitched short and goes above the batsman shoulder whilst in his crease 
this will be called a “no-ball height” and 2 runs awarded to the batting side

• If a bowler bowls 2 “no-ball heights” in one over, the bowler will be warned and a 5-
run penalty can be imposed by the umpire, if anymore “no-ball heights” are bowled 

• If a spinner bowls the bowl over head-height after the ball has pitched the ball is 
deemed a good ball & no penalty runs will be awarded 

• If the batsman steps out of his crease then a “no-ball height” cannot be called by 
the umpire 

• No Ball cannot be given as the batsmen is already out of his crease 
• If a ball is bowled at pace and above waist height the umpire will call “no-ball” and 

call it a “beamer” and award 2 runs to the batting side 
• A bowler must advise the Umpire if they intend to change their bowling style (i.e. 

over arm to underarm, left arm to right arm or vice versa) or sides of the wicket 
(Over the wicket to around the wicket or vice versa) 

• “No Ball” will be called if a bowler contravenes this rule and 2 runs awarded to the 
batting side. 

Wides:
There are wide & leg-side wide lines. If a bowler bowls on or outside of these lines a 
wide will be called and 2 runs will be called by the umpire. 
The batter does not need to run but can if he thinks a run is there but does run the 
risk of being run out. 
If a team is 1 player short:
When Batting: After 6 overs, the Captain of the fielding side will nominate 1 player to 
bat again in the last 2 overs with the remaining batter. 
When Fielding: After 7 overs, the Captain of the batting side will nominate 1 bowlers 
to bowl the 8th over. 
If a team is 2 players short:
When Batting: After 6 overs, the Captain of the fielding side will nominate 2 players 
to bat again for the last 4 overs. 
When Fielding: After 6 overs, the Captain of the batting side will nominate 2 players 
each to bowl 1 of the last 2 overs. 
If a selected player is not available to bat again, a 10 run penalty will apply and 
another player must be selected.  This rule does not apply to a player who has to 
leave the game early for legitimate reasons provided both Captains and the Umpire 
had the knowledge of the player’s departure. 



Field Placement

Fielders per half court: 
The court is divided into 2 halves with the dividing line being the non-striker’s 
running crease.  No more than 4 fielders may field in either half of the court from the 
moment the bowler commences his run up until the ball leaves the bowler’s hand.  
On the line is considered to be in the other half.  If this rule in contravened, the 
Umpire will call “No Ball” and award 2 runs to the batting side. 

THIRD BALL.

Should the score remain unchanged after 2 deliveries, the Umpire will call “Third Ball”.  This 
call must be made prior to the commencement of the next delivery.  On the next delivery, 
the score must change or a dismissal will be recorded against the striker.  Should the score 
be advanced in anyway, or a dismissal occurs (including a mankad), the Third Ball count 
will restart from the commencement of the next delivery. 

Regardless of when they occur in a batting partnership (of 4 over’s), if 2 consecutive 
deliveries are scoreless, the Third Ball rule will apply to the next delivery.  However, the 
Third Ball rule is not carried over from one partnership to the next. 

After a call of “Third Ball”, once the non-striker leaves their crease, unless a leg side, wide 
or no ball is bowled, or the striker is dismissed, they must continue to the batter’s crease.  
Note: The non-striker is not required to run at the instant the ball is release by the bowler. 

If the non-striker stops and/or attempts to return to their original crease, the Umpire will give 
the striker out “Third Ball”. 

If the non-striker does not hesitate and completes a physical run, the onus will be on the 
fielding team to affect a run out of the striker at the bowlers crease. 

Notes:

1) Once the “Third Ball” dismissal is given, the ball is dead. 
2) The dismissal is recorded against the striker. 
3) A striker cannot be given out on a “Third Ball” dismissal if the Umpire does not call 

“Third Ball” prior to the delivery. 



MANKAD.   
If the non-striker leaves the crease prior to the delivery of the ball and the bowler completes 
a delivery action then breaks the stumps with the hand holding the ball, the non-striker will 
be out “Mankad”.  
This action does not constitute a bowl in that particular over and the batsman will lose 5 
runs off his score. 

No bowler is allowed to effect more than 2 “mankads” in one over. If a 3rd mankad is 
attempted in the same over a “no-ball” will be called by the umpire and 2 runs awarded to 
the batting side.  

Points: 

There will be 3 points for a win, 1 for a tie and 0 for a loss. There will also be 4 
skin points available.
Batting partnerships from each innings are compared against one another and the higher of 
the two is deemed to have won the skin. There is one point available for a skin and a total of 
4 skins available. For example, the second batting partnership in the first innings might 
score 5 runs whilst the second partnership in the second innings scores 10 – the latter 
would be deemed to have won the skin. 
Therefore, there are a total of 7 points available to play for. 

Group Tie Breaker

In the event of a tie between teams within the group stage, those teams will be positioned 
by the following (in order of): 

- Most skin points 
- Head to Head 

Equipment:

Batting Gloves: A batting glove (which completely covers the hand from the wrist) must be 
worn on at least one hand by each batter.  An Umpire, on noticing a player not having 1 
suitable batting glove, must not allow play to continue until 1 suitable glove is worn. 
Keepers Gloves: The Wicket Keeper has the option to wear none, one or two suitable 
gloves.  Gloves similar to baseball style etc are not permitted.  Suitable gloves may only be 
worn by the Wicket Keeper in the approved area 
Fielding protection: Players may wear suitable protective equipment when fielding.  This 
includes: elbow and knee pads, sporting helmets, face guards, gloves, groin protectors 
and safety glasses.  The decision to allow protective equipment in the field rests with the 
Tournament Director if an issue is raised.  Their decision must take into account the safety 
of ALL players and relevant medical reasons. 



Balls: The Centre will supply a recognised Indoor Cricket ball(s) for each match.  Teams 
may not supply their own. 
Individual player(s) arriving late may take part in the match providing their arrival is before 
the commencement of the 6th over of the first innings. 
A substitute player cannot bat, bowl or keep wicket. 
Once substituted, a player may take no further part in the match. 

Exclusion Zone: 
An exclusion zone will be marked in an arc at a radius of 3 metres from the batting crease.  
No fielder can move on or extend over the exclusion zone from the commencement of the 
bowler’s run up until the ball is played at by the striker or passes the striker’s stumps.  A 
Wicket Keeper may move into the exclusion zone after the ball has been bowled provided 
they are legitimately getting in position to field the ball and the do not pass forward of the 
imaginary line through the stumps.  If this rule is contravened, the Umpire will call “No Ball”. 

The Wicket Keeper must take up a position with both feet wholly inside the designated area 
and cannot move out of that area until the ball leaves the bowler’s hand.  If this rule is 
contravened, the Umpire shall call “No Ball” and award 2 runs to the batting side. 
If the bails are broken but the base of the stumps is still in an upright position the ball 
maybe thrown at the stumps and if contact is made with a stump and the player is short of 
his/her ground the player may be given out. 

Player Limitations and Penalty Runs: 
Players will only be allowed to play for one team. 

A Player who is injured during the game may use a runner, as long as the umpire is in 
agreement, the opposition captain will pick the runner from people who have already 
batted, unless the injury occurred in the first batting pair then any player can be selected. 

Court Conduct

A team must arrive three minutes prior to the start of their game and report to the pitch 
coordinator. Failure to do so will result in automatically forfeiting the match. It is the captain’s 
responsibility to report to the pitch coordinator, and only he/she must report to the pitch 
coordinator, but the entire team should be present. 

If you feel the umpire has made a wrong decision the captain may ask for clarification, once 
the umpire has given the reason for the decision the dispute is finished.  
Continued Abuse, Taunting or Un-Sportsman like behaviour will result in: 

Firstly:  Warning of a 5 Run Penalty 
Secondly:  5 Runs being removed from the overall total of the team score 
Thirdly:  Any player incurring 2 misconduct penalties for any reason will result 

in the Player or Players being asked to leave the field of play with a 



further 5 run penalty and any remaining overs (Batting or Bowling) 
being used by a player selected by the oppositions captain. If a team 
is left with 5 or less players the game will be abandoned 

Fourthly: Any game may be stopped and awarded to the opposition or 
cancelled should the game escalate to the point where the captains 
have lost control of their players. No game may be called off without 
consultation with the Tournament organiser 

. 
Appendix 

 


