
 

 

UNDER 8 Cricket Rules 

6 a side Continuous Cricket 
 
Equipment required 
 

• 2 sets of plastic stumps 

• 1 ball (Dudgeon coloured rubber Aussie Ball) 

• Markers for boundary 
 
Dimensions 
 
1. Pitch will be 10 metres in length 
 
2. Boundaries will be 20 to 30 metres away from pitch.  
 
3. Marker placed 2m behind bowler/wicketkeeper to stop bowlers running in off long run 

ups. 
 
Rules 
 
1. The ball can be bowled from both ends. So if the bowler bowls to the batsman and 

the wicketkeeper catches it, the wicketkeeper then becomes the bowler and bowls to 
the other batsman, hence the ball is always alive and the game is continuous. 

 
2. No more than 6 fielders on the field at any time – there would normally be 2 fielders 

on each side of the pitch, a bowler and a keeper.  
 
3. For this concept to work well, it is important that teams have no more than 8 

(or 9 at the absolute maximum). This is a continual game and when managed 
well by the coach it is very fast and exciting for the players. Keep the run ups 
short by using the marker as indicated above, encourage the players to keep 
the game moving (they will naturally do that once they get a feel for the game). 

 
4. The fielders for one end will be on the off side and then when the ball is bowled from 

the other end, they are on the on side. This means the fielders are constantly being 
engaged. 

 
5. Runs are scored in traditional manner by hitting the ball and running to the other end. 
 
6. It is ‘tipsy’ run. That is, if the ball hits any part of the bat the batsman must run.  
 
7. Run outs do apply. We are trying to encourage the kids to run. Kids will learn how to 

run between wickets and how to judge a run by actually having a go at running and 
making a few mistakes. They will be surprised how many runs they can achieve when 
they are put in a position where they must run if the ball hits the bat. At this age we 
simply want them to enjoy the fast paced nature of the game and to learn about 
running between wickets. 

 
8. Each batting pair bats for 5 to 7 minutes. After half of the first batting team has 

batted, swap over so that the other team can allow their first half to bat. This should 
mean that if there were 8 per team, each team fields for 10 to 14 minutes and then 
bats for 10 minutes and then visa versa. 

  
9. Bowlers still bowl six balls and then change over. 



 

 

 
10. This form of the game enables the player to experience running up and down the 

pitch. It is important to teach the non-striker to back up correctly. This means that the 
non-striker should be removing their bat from behind the ‘crease’ and taking at least 
a couple of steps down the pitch as soon as the ball is released from the bowlers 
hand. Place a marker (or use chalk/electrical tape) a metre or 2 from the batsman to 
indicate the crease.  

 
11. Scorers will be required to score each run. Batsmen can also hit 4s and 6s. Simply 

use the same scorebook as for traditional games. 
 
12. Bowler’s wickets will be counted in score book. No need to record runs scored off 

each bowler unless you are really keen. Once a bowler has bowled 6 balls, the scorer 
should simply notify the coach who will swap that bowler with a fielder. This limits the 
amount of time a player is fielding only and keeps all kids more engaged in the game. 
Because the games are being played in close proximity to the edge of the field and 
spectators, it will be easy for the scorer to be more ‘involved’ and communicate with 
the coach. In fact it would be advisable for the scorers to be out on the oval in close 
proximity to the coach. 

 
13. Batting tee for the “battlers” – coaches should be holding a betting tee and use it 

when common sense dictates. ie: if, towards the end of the 5 to 7 minutes of batting 
time, 1 player has struggled to hit a ball, use the tee on just a few occasions to give 
that “batter” some success. Instruct “head down, eye on the ball, foot to the ball: The 
tee is a “last resort” and should not be used for every batsman. 

 
14. Game should be completed within 50 minutes. Start time 8:30am. Players to be at 

ground by 8:15 am. 
 


