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CREATING YOUR OWN INTRA-SCHOOL CUP
WHAT ARE THE BENEFITS OF
HAVING A SCHOOL CUP?

UMPIRING AND SCORING

• Further develops understanding of game sense.

• Teacher/parent umpire/score.

• Enhances student physical literacy.

• Students score – 2 awaiting batters umpire and score at
square leg and rotate the roles.

Suggested options can include:

• Participation focused.
• Achieves key social and emotional learning outcomes.

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

• Develops leadership, planning and problem-solving skills.
• Supports learner agency and student voice.
• Caters for all abilities and levels of cricket experience.
• Students have heaps of fun!

SUGGESTED EQUIPMENT

INTRA-SCHOOL CUP IDEAS
•

House competition.

•

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

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
• 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.

• Game played between 2 teams of 6.
• Paper scissors rock to see who bats first.
• 2 batters – one at each end of the pitch.
• Remaining batters play suggested activities (see pages
5-9) while they await their turn to bat.

10m
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PROTECT
YOUR
CONE
WITH CONNECTION TO FIELDING
INSTRUCTIONS
 Each student has a cone. Every second student also has a ball.

EQUIPMENT

 Students defend their cones from a ball knocking it over and
attack by rolling the balls at other students cones.

1x cone each, 1x ball for
every other student.

 When a student’s cone is knocked over by a ball or they
accidentally knock it over themselves they are ‘out’.
 To keep students moving when ‘out’ they take part in a physical
challenge on the sideline.
 Once the challenge is complete they join in the game again.

CHALLENGE IDEAS

COACHING
CHANGE IT
 Use the colour of the cones to
create teams.

 Throw the ball in the air, spin and catch x10
 Flip a cone the right way up x5
 Throw the ball up and catch behind your back x3
 Stork balance and spin a ball from one hand to the other x10
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STRUCTURE SMASH
INSTRUCTIONS
 Set up targets for batting pairs to attempt to ‘smash’.
 Students are in pairs. Each game has 2 pairs.
 One pair is batting the other throwing.

EQUIPMENT
A range of equipment for targets.
1x ball and 1x bat per pair.

 The first pair underarm the ball to the batting pair who attempt to
‘smash’ the target with their ball.
 10 points = if the batter’s ball ‘smashes’ the target.

COACHING

 5 points = if the batter hits the ball.

Checkout these pages for coaching tips:

 Pairs then swap.
 After the first pair has had two goes they find another pair to challenge.
 First pair to 100 points win!

 Batting – Pg. 15
 Throwing – Pg. 15
Don’t forget to CHANGE IT
if needed so everyone can join in!

EXAMPLE QUESTIONS
 How do you adjust your body to give yourself the best opportunity to
smash the structure?
 What adjustment can you make from your last strike to improve your
next performance?
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JOKER CATCH
INSTRUCTIONS
 Group students in groups of 6 – 8. In each group divide students
into pairs with 1 ball per pair.

EQUIPMENT
1x ball per pair.

 Students compete to see who can earn the most points.
 Students throw the ball to each other, but must clap once before
they catch the ball.
 Points are awarded for the following:
• No clap before the catch – point to the thrower.
• The ball is dropped – point to the thrower.
• The catcher is tricked and claps when no ball is thrown –
point to the thrower.
• The throw is off target or too hard to catch – point to the catcher.

COACHING
Checkout these pages for coaching tips:
 Throwing – Pg. 15
CHANGE IT
 Add in different ball types.
 Balance on one foot.

 After a short time limit, students find a new partner. To start
this new match, pairs shake hands and share something to build
rapport with the partner i.e. favourite type of ball to catch.
 Then a new catching challenge begins.

EXAMPLE QUESTIONS
 What does your ready position look like to ensure you are
successful to clap and catch?
 What distance and speed is acceptable to be challenged but safe
for your fingers, head and body?
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ANYWHERE CRICKET
INSTRUCTIONS
 Group students in groups of 6 – 8. In each group divide students into
pairs. Or have 2 teams.
 Pair 1 – bat for 12 deliveries (2 overs).
 Pair 2 – one bowls and one wicket keeps. Roles swap after 6 deliveries.

EQUIPMENT
1x bat & ball per pair or group. Some cones
or a rope to map out the playing circle.
2x sets of stumps if you’ve got them.

 Pair 3 – 4 – field the ball.
 After 12 deliveries the pairs rotate roles.
 Aside from the rotation rule, students create their own rules and
scoring system.

COACHING
Checkout these pages for coaching tips:
 Batting – Pg. 15

EXAMPLE QUESTIONS
 How can you create rules to support inclusion?
 What creative scoring systems can you have
e.g. in between the trees = 10 bonus runs?

 Bowling – Pg. 15
 Fielding – Pg. 15
Don’t forget to CHANGE IT
if needed so everyone can join in!

 What is the best piece of equipment to strike with?
 What do you do with the bat after you strike the ball?
 How can you use the surface as a bowler to make it more
challenging for the striker?

Ensure fielders are a safe distance
away from batters

 How do you bowl accurately?
 Where is the best spot to position yourself in the field? Why?
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THE RULES
BOWLING

BATTING

• Bowlers bowl from one end.

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

• Each bowler bowls 1 over (6 bowls).
• Bowlers are encouraged to bowl overarm, however
underarm is permitted if they are struggling.
• After the bowler completes their over they swap roles
with their partner as the wicket keeper. Alternatively,
the whole field can rotates one position in a clockwise
direction (including the wicket keeper).

TAKING WICKETS
• 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.

• Batters must run if they hit the ball – ‘hit and run’ or
‘nick and run’.
• If the batter hits the ball across the boundary along the
ground, 4 runs are awarded.
• If the batter hits the ball over the boundary on the full,
6 runs are awarded.
• 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.
• 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.

• Bowled – When the bowler bowls the ball and it hits
the stumps.
• Caught – If the ball is caught on the full by a fielder
after it has been hit off the bat.
• Run out – When a fielder hits the stumps with
the ball before the batters make it to their end.
• There is no Leg Before Wicket (LBW).
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NEW ELECTRONIC FIXTURES

SCORING
RUNS

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

EXAMPLE SCORE SHEET

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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SECONDARY INTRA-SCHOOL CUP
SCORE SHEET

VS
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
1

2

3

4

5

6

Runs

Wkts

Runs

Wkts

BOWLING
PAIR 3

BOWLING
PAIR 2

BOWLING
PAIR 1

BOWLER

PROGRESSIVE

TOTAL RUNS:
ADD BONUS RUNS:
TOTAL SCORE:

Batting Team:
1

2

3

4

5

6

Runs

Wkts

BOWLING
PAIR 3

BOWLING
PAIR 2

BOWLING
PAIR 1

BOWLER

PROGRESSIVE

TOTAL RUNS:
ADD BONUS RUNS:
TOTAL SCORE:

Scores Verified TEAM 1:
Match Won By:

TEAM 2:

Runs

Wkts

TRANSFER BONUS POINTS

BALLS BOWLED – SCORE PER OVER

GROUND SET UP

20-25m

14-16m
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SECONDARY INTRA-SCHOOL CUP FORMAT
Players

Approximately 6 players.

Game length

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

Game time

Approximately 40 minutes.

Pitch length

Approximately 14-16 metres or appropriate
for your students and school setting.

Pitch type

Any area or surface available to play on in your school.

Ground size

Approximately 20-25 metres or appropriate
for your students and school setting.

Ball

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

• Grip
Two fingers apart on top of the ball,
and thumb underneath.

• Grip
Two hands on the bat.

• Run up
Create momentum and move towards your
target. Keep arms close to the body and all
body movements directed at the target.
• 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.
• 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.
• 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.
• 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.

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

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

CATCHING
• Eyes
Watch the ball all the way into hands.
• Timing
With the right timing, hands move in
line with the ball.
• Fingers
Depending on the ball flight, fingers will
point up, down or to the side.

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

• Hands
Give with the ball to absorb the force.
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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

