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Creating your own
Intra-School Cup
What are the benefits of
having a school cup?
y

Further develops key fundamental movement skills.

y

Enhances student physical literacy.

y

Participation focused.

y

Achieves key social and emotional
learning outcomes.

y

Develops leadership, planning and
problem-solving skills.

y

Supports learner agency and student voice.

y

Caters for all abilities and levels of
cricket experience.

y

Students have heaps of fun!

Umpiring and scoring
Suggested options can include:
y

Teacher/parent umpire/score.

y

Students score – 2 awaiting batters umpire, score and
rotate the roles. Alternatively you could have student
leaders umpire and score.

y

No scoring – make it all about participation, the sheer
joy of movement and having fun playing with friends.

Intra-School Cup ideas

Suggested Equipment

y

Class competition – class v class.

y

House competition.

y

Mock World Cup (where students are
allocated an international team).

y

Mock Big Bash League (BBL/WBBL).

Bats

Stumps

Batting Tees

CONES or markers

CRICKET BALLS

2 x per field

2 x sets per field

1 x per field

10 x per field

2 x per field
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Preparing for Play
y

Game played between 2 teams of 6.

y

Paper scissors rock to see who bats first.

y

2 batters – one at each end of the pitch.

y

Remaining batters play activities (see pages 5-9)
while they await their turn to bat.

y

10m

The fielding team sets up with one bowler at the
bowling end, a wicket keeper behind the opposite
stumps and the remaining fielders spread evenly
in circle around the stumps and 10m away from
the batters.

10m
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Suggested
Activities
5

Fielding
Fanatics

CHANGE IT UP!
Level 1 – RACES
y

Race to complete 20 catches or see how many
catches you can complete in 30 seconds.

y

Race to see who can wrap the ball around
their head, waist, knees, ankles the fastest.

Level 2 – DISTANCE
skill
Focus

Group
Size

Fielding

Whole class

SET UP COMPLEXITY
TIME

y

Equipment

Level 3 – CHALLENGE CATCHING

1 ball per
student

Instructions
y

Each student has a ball, or if not enough balls, 1 between 2.

y

Create fun ball handling and catching challenges. Use the examples
or come up with your own.

y

Ball Handling: Call out and demonstrate a ball handling challenge that
students copy. Keep it fast, fun and provide skill variations to challenge
different abilities.

y

»

Wrap the ball around your head/waist/knees/ankles.

»

Race up and down the body.

»

Figure 8s between knees.

Catch with 1 hand and alternate hands.

»

Clap between catching the ball.

»

Introduce a second ball. Underarm your ball while simultaneously
catching your partner’s ball.

Coaching
y

Watch and track the ball all the way into your hands.

y

Listen to the instruction being given and respond accordingly.
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y

Throw the ball in the air to yourself clap/spin/
jump/touch the ground before catching.

y

Throw the ball under 1 leg and catch it.

y

Throw the ball in the air or let it bounce.

y

Hold the ball in 1 hand and the other hand
underneath ready to catch. Drop the ball
and catch.

y

Try catching with 1 hand and alternate hands.

Level 4 – CATCHING CROSSFIRE

Catching: Pairs stand 3-5m apart and underarm the ball back and
forth taking turns throwing and catching:
»

If you take a catch, step away from your
partner. If you drop a catch, step closer.
See how far you can separate.

y

6 students stand in a 5m wide circle facing
their partner.

y

Pairs continually underarm the ball to each
other aiming for the ball to bounce off other
moving balls before catching.

Ask the STUDENTS
y

Which challenge was the easiest
or hardest and why?

y

What are 3 things you need to
remember when catching?

Scoring
Zones

CHANGE IT UP!
level 1 – ZONES
y

Make the scoring zones easier or more
challenging by altering the size of the
scoring zone.

level 2 – DELIVERY
skill
Focus

Group
Size

Batting

2-5

SET UP COMPLEXITY
TIME

Equipment
1 ball, 1 bat
& cones for
each group

y

Bowlers begin with underarm throws
and scorcher balls.

y

When appropriate, progress to overarm
with bowling and small balls.

level 3 – SWEEP SHOTS
y

Batters play sweep shots and reverse
sweep shots through the scoring zones.

Instructions
y

Divide your class into small groups.

y

In each group one is the batter, one the bowler and remaining students
are fielders.

y

Bowlers underarm the ball to the batter who hits into the scoring zones
to score as many runs possible.

y

Fielders protect scoring zones.

y

Students agree on safe scoring zones. For example:

y

y Allow plenty of room
between groups.
y Ensure fielders are at least
10m away from the batter.

»

Between the cones = 1 run.

Coaching Points

»

Between the tree and cone = 2 runs.

y

Move your feet to the ball.

»

Between the trees = 4 runs.

y

Free swing of the bat.

»

Hit the pole = 6 runs.

Ask the STUDENTS

After 6 deliveries, students switch roles. The student who scores the most
runs from the 6 deliveries wins.

y

Why is it important to practice hitting?

2 runs

4 runs
1 run

2 runs
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Captain’s
Circuit
skill
Focus

Group
Size

Fielding

Whole class

CHANGE IT UP!
level 1 – Fundamental Movement Skills
y

Begin with fundamental movement skills
only including running, skipping, hopping,
jumping, side stepping.

y

Add cricket skills once students
get the hang of it.

level 2 – Get Creative

SET UP COMPLEXITY
TIME

Equipment

y

Lots of
equipment & 1
ball per student

level 3 – On your marks

Instructions
y

Teachers use a variety of equipment to create an obstacle circuit
for their students.

y

Students have their own ball which they carry to use around the circuit.

y

Teachers get creative and include a range of cricket skills and movement
styles and seek feedback from students about their favourite obstacles.

y

Example course:
1.

Fundamental Movement Skills – Jump or hop over hurdles.

2.

Batting – Using your bat, dribble around the stumps.

3.

Catching – Take 5 clap catches.

4.

Throwing – Throw at the target.

5.

Fundamental Movement Skills – Balance along the rope.

6.

Batting – Hit at the target.

7.

Fundamental Movement Skills – Weave through the stumps.

8.

Bowling – Bowl at the target.

Allow students to get creative and
encourage them to use any equipment
they like and get imaginative to create
challenges and obstacles.

y

Make it a race – Race your partner, your
team and/or the clock.

y

Make it a relay – Each student is responsible
for a specific section of the circuit. Once the
first student has completed the first skill, they
tag the second and they complete the next
skill… and so on. Mix up the allocation of skills
each time so they get a chance to experience
a variety of different skills.

As a starting point, consider using 4
sets of stumps as the corners of the
square to create your obstacle course.

Coaching
y

Emphasise the basics – free swing of the bat, bowl with a straight arm, keep
your eye on the ball, point at your target, cup hands together.

y

Get creative and work as a team.

Ask the STUDENTS

1

y

What part of the course was the easiest and why?

y

What part of the course was the hardest and why?
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Knock ’Em Down,
Build ’Em Up

CHANGE IT UP!
Level 1 – Length Bowling
y

Lay ropes across the pitch and have bowlers
try to land the ball between the ropes.

y

Gradually bring the ropes closer together
if students are finding it too easy.

Level 2 – Run Up and Bowl
skill
Focus

Group
Size

Bowling

2-4

SET UP COMPLEXITY
TIME

Equipment
6 balls, 6 cones,
6 sets of stumps

y

Lay a rope a few metres behind the bowler’s
stumps. Bowlers start behind this rope to
create a run up.

y

Let students experiment with their run up.
Keep it simple!

Level 3 – Battleships
Instructions
y

Group students in small groups of up to 4.

y

Make one a wicket keeper and others bowlers.

y

Bowlers bowl at the stumps, if they hit the stumps, remove a single stump.
If they miss, leave the stumps alone. Keep removing stumps when they
are hit until only the base is left.

y

Once the base is hit, add a stump back in. Add a stump every time
a student hits the stumps to rebuild.

y

The first team to ‘knock ’em down, build ’em up’ is the winner.

y

Have pairs rotate between wicket keeper and bowler each time
the stump is hit.

Coaching

y

Use a variety of equipment as bowling targets,
or ‘battleships’, on the pitch.

y

When a student hits a ‘battleship’, it is ‘sunk’
and removed from the game.

y

The first team to sink all battleships is
the winner.

y

Allow students to place their own battleships.

Ask the STUDENTs

y

Watch the ball into your hands.

y

How can you make it easier or harder?

y

Stretch the arm as high as possible, brush your ear and release
the ball with a straight elbow.

y

When aiming at the target, is it important
to throw as hard and fast as possible?

2m

3m

12m
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The rules
Bowling
y

Bowlers bowl from
one end.

y

Each bowler bowls 1
over (6 bowls).

y

y

Bowlers are encouraged
to bowl overarm, however
underarm is permitted if
they wish to do so.
After the bowler completes
their over they swap
roles with their partner
as the wicket keeper.
Alternatively, the whole
field can rotate one
position in a clockwise
direction (including the
wicket keeper).

Batting
y

Each batting pair gets to
bat for 2 overs regardless if
there is a wicket taken.

y

If the batter hits the
ball across the boundary
along the ground, 4 runs
are awarded.

y

y

y

Taking wickets
y

When a wicket is taken, the
fielding team is awarded
5 runs, to be added to
their score at the end and
batters swap ends.

y

If the batter hits the ball
over the boundary on the
full, 6 runs are awarded.

Bowled – When the bowler
bowls the ball and it hits
the stumps.

y

It is recommended to not
have a double zone for IntraSchool Cup but students may
like to include it when they
come up with their own rules.

Caught – If the ball is
caught on the full by a
fielder after it has been
hit off the bat.

y

Run out – When a fielder
hits the stumps with the
ball before the batters
make it to their end.

y

There is no Leg Before
Wicket (LBW).

If the bowl is deemed by the
umpire to be unable to be hit
by the batter, then a ‘free
hit’ is awarded – the batter
hits the ball off the
batting tee.

Encourage students to be creative
and come up with new rules Eg ‘One
hand, one bounce’ and ‘hit and run’.
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New electronic fixtures

SCORING

To access the new fixtures please go to:
www.community.cricket.com.au/schools

EXAMPLE SCORE SHEET

Runs
Insert how many runs the
batters score into the box.

Wickets
Indicate a wicket with the letter
‘X’ in the box. At the end of the
innings total the wickets and
multiply by 5 runs each.

Batters
At the end of 2 overs, call
for the new batting pair.
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Intra-School Cup
Mark wicket taken with an ‘X’
Wides and no balls equal 2 runs
Bonus runs = 5 runs per wicket taken

Batting team:
BALLS BOWLED – SCORE PER OVER

BOWLER

2

3

4

5

6

Runs

Wkts

Runs

Wkts

Bowling
Pair 3

Bowling
Pair 2

Bowling
Pair 1

1

PROGRESSIVE

TOTAL RUNS:
ADD BONUS RUNS:
TOTAL SCORE:

Batting team:
BOWLER

2

3

4

5

6

Runs

Wkts

Bowling
Pair 3

Bowling
Pair 2

Bowling
Pair 1

1

PROGRESSIVE

TOTAL RUNS:
ADD BONUS RUNS:
TOTAL SCORE:

Scores Verified
Match won by:

TEAM 1:

TEAM 2:

Runs

Wkts

TRANSFER BONUS POINTS

BALLS BOWLED – SCORE PER OVER

Ground Set up
y

Two sets of stumps 12-16m apart.

y

A batting tee with an additional ball for ‘free hits’.

y

10 boundary markers approximately
20-25m from each stump.

y

2 bats – one for each batter.

y

Adjust pitch and boundaries to suit your students
and school environment.

20-25m

12-16m
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Woolworths cricket blast
Intra-School Cup Format
Players

Approximately 6 players.

Game Length
Game Time

6 overs per team and 12 overs per game
regardless of how many wickets are lost.
Approximately 40 minutes.

Pitch Length
Pitch Type

12-16 metres or appropriate size for your
students and school setting.
Any area or surface available to play on in your school.

Ground Size
Ball

Boundaries of approximately 20-25 metres or appropriate
size for your school setting. If there is limited space,
cricket staff will adjust the ground size accordingly.
The student’s choice.

Protective
equipment

The modified equipment used is safe to use without
protective equipment but students are welcome
to wear protective equipment if they wish.

Batting

Pairs.

Bowling

Players bowl one over each, bowled from the same end.

Fielding

No fielder is allowed within 10 metres of the bat until after
the ball is hit. This excludes the wicket-keeper. There must
be 2 fielders on each side of the wicket for all deliveries.

Paper scissors rock determines who bats first
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Coaching Tips
BOWLING

BATTING

y Grip
Two fingers apart on top of the ball,
and thumb underneath.
y Run up
Create momentum and move towards
your target. Keep arms close to
the body and all body movements
directed at the target.
y Gather and back foot impact
Continued movement towards the
target. Create a step/leap depending
on momentum, where your back foot
impacts the ground with your hips and
shoulders aligned.
y Weight Transfer to front foot
• Drop your elbow as you plant your front foot.
• Once you begin to drop your elbow, allow your
bowling arm to fall to your side.
• Your weight then shifts to your lead leg.
• With your bowling arm, make a windmill motion.
• Keep your elbow straight rotate your arm
behind you and swing it over the top towards
the batter. As this happens the bowling shoulder
thrusts forward.
y Release
When your hand reaches the peak of your delivery
arc (windmill action arc), release the ball and
allow it to roll off the tips of your index and middle
fingers. Remember to keep your arm straight.
y Follow through
Bowling arm comes across the body and the
bowler continues to take steps or a run through to
the direction of the target until they complete the
action and pull up.

y Grip
Two hands on the bat.
y Stance
Stand side-on, feel balanced with knees
slightly bent and feet roughly shoulder
width apart.
y Backlift
Between wicket-keeper and second slip. Keep
hands close to body.
y Eyes
Eyes level, head still to pick up cues and
watch the ball.
y Positioning
Move according to the line/length of the ball.
y Swing
With timing have a free swing of the bat.

THROWING
y Eyes
Eyes are focused on the target.
y Body positioning
Get into a side-on position.
y Front arm/elbow
Point at target and keep your elbow in line with it.
y Throwing arm
Throwing arm nearly straightened behind
the body, elbow shoulder height or above and hand
wider than elbow.

CATCHING

y Step
Step towards the target with foot opposite
to throwing arm during the throw.

y Eyes
Watch the ball all the way into hands.

y Transfer weight
Hip to shoulder rotation during
the throw. Throwing arm follows
through down and across the
body and with balance the weight
transfers to front foot.

y Timing
With the right timing, hands move
in line with the ball.
y Fingers
Depending on the ball flight, fingers will
point up, down or to the side.
y Hands
Give with the ball to absorb the force.
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Certificate of
Participation
Download your certificate today at:
www.community.cricket.com.au/schools
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To find out all about Cricket Australia’s
School Programs, please contact:
Cricket Australia
1800 CRICKET
community.cricket.com.au/schools

Cricket Australia would like to acknowledge
the work of others in creating this resource
Wayne Schultz
Australian Cricket Schools Working Group

