


GREATER DELAWARE CRICKET LEAGUE

By Laws 2023



1. GENERAL
1.1 The league shall be known as the Greater Delaware Cricket League (hereinafter referred to as the GDCL). The Executive Committee of the GDCL shall be responsible for the administration of the league and shall have jurisdiction over the implementation and interpretation of the rules and the playing conditions governing the league.
1.2 GDCL match scheduling will have priority over all other league and/or social fixtures.
1.3 Except for those laws that are unique to local playing situations and conditions and called out in this document, the GDCL will be aligned to the MCC/ICC rules. In the event of conflicts, the rules as/if stipulated by GDCL will have priority.
1. FORMAT
2.1 The cricket season will comprise of following competitions:
· 2023 T20 League
1. PLAYER REGISTRATION & LIABILITY WAIVER
3.1 All players in the GDCL must be registered with the league by the Thursday 11:59 PM EDT prior to the weekend of play.
3.2 Every team player must have his/her picture uploaded to the GDCL website. In the event a picture is not uploaded to the website, the umpire will verify the state/government issued ID of the player to match the name submitted.  
3.3 The umpire reserves the right to see any players State/Government issued ID at any point before the game if player(s) in question are listed on the playing XI, during the match if the player(s) in question are participating in the match and after the match if the player(s) participated in the match.
0. Any team playing an unregistered player will lose 10 points whether they win or lose the match. Opposing team will NOT be awarded any additional points.
3.5 If a team is found violating 3.4, the originally registered captain will be reported to EC for investigation that may lead to immediate 2-match ban for the player. Second occurrence will incur a $300 fine and the captain may be suspended for the remainder of the season. Third occurrence will incur a $500 fine and the entire team suspended for 2 immediately following games.
3.6 All fines must be paid by the Thursday following the game in which the infraction took place.
3.7 There will be a No limit on players count on rosters of all participating clubs. 
3.8 Clubs can register new/returning players throughout the season and can qualify them for playoffs if they meet other registration and qualification criteria.
3.9 Captain will be provided access to add player to the site. 
3.10 Each player should sign the liability waiver and captains need to make sure that the liability waiver is signed by player before adding the player to the roster. 
3.11 Link to sign liability waiver will be provided later as soon as EC finalize the Cloud based liability management software.

4. PLAYER TRANSFERS
4.1 Players may only transfer teams once per season per tournament.
4.2 Player transfers are not permitted after participation in 4 or more games meaning that a player must request for a transfer BEFORE his and/or team’s 4th game. Last day for transfer is May 31st 2023 even if team or player do not play maximum allowed number of games for transfer (3 games).
4.3 Players changing teams must obtain GDCL Executive committee approval before being allowed to play for another team and a request needs to be sent to email address of GDCL executive committee.

5. PLAYOFF QUALIFICATION – Players
5.1 Players participating in the playoffs must have game credit of at least 40% (rounded) of the scheduled regular season games.
5.2 This includes games where the umpire was on the field:
	Example: If a club has played 14 games in a season meaning their playoff cutoff become 40% of 14 that is 5.62. This will be counted as 6 games for playoff eligibility.
5.3 Any player who was registered before the team's final regular league game and who has played at least one game for their club in the respective tournaments may come in as the 12th man in the playoffs but not as an impact player. Impact players need to qualify as playing member given above in 5.2
5.4 Players who did not violate rules in a match that is abandoned for violent conduct, death or serious injury will be allowed to count the match toward playoff qualification.
5.5 Criteria to meet the qualifications to participate in the playoffs are:
· Forfeited game – No game credit will be given to any player of the team who is forfeiting the game. Team which forfeited will be subject to fines listed in respective section.  Team which get benefit of forfeit (opposing team) must submit playing 11 on criclubs (full scoresheet) by End of the game day. 
· Rained out games – No credit will be given unless a ball has been bowled.
· If the game has started, playing XI from both teams will get game credits.


6. PLAYOFF QUALIFICATION – Teams
6.1 In 2023 format top eight (8) teams, ranked (seeded) based on statistical performance (total 8 teams) will qualify for play-offs.
· Playoff Seeding: Points > NRR > Head to Head > Winning % > Total runs scored by team in that tournament > Total wickets taken by team in that tournament > Spin of coin
The Playoff matchups will be as follows:

· Qualifier 1: Seed-1 v. Seed-4
· Qualifier 2: Seed-2 v. Seed-3

Winner of Qualifier 1 and 2 both qualified for Semifinal

· Eliminator 1 : Seed-5 v. Seed-8
· Eliminator 2: Seed-6 v. Seed-7

· Qualifier 3 : Winner Eliminator -1 v. Loser of Qualifier 1
· Qualifier 4 : Winner Eliminator -2 v. Loser of Qualifier 2
· 
· Semi Final 1: Winner of Qualifier 1 vs Winner of Qualifier 4
· Semi Final 2: Winner of Qualifier 2 vs Winner of Qualifier 3

· Final: Winner of SF 1 vs Winner of SF 

7. PRE-GAME/ PREPARATION – POST GAME CLEANUP
7.1  ALL GDCL games will have to be played from one sides of the pitch. 
7.2 Practice is not allowed on the pitch or close to the pitch 30 minutes before the scheduled start of the game.
7.3 The home team is responsible for pitch preparation, to include but not limited to sweeping, raking, rolling, and marking boundaries and field restriction areas. On the schedule First team is always a home team. 
7.5 Inner circle needs to be 30 yards
7.6 Boundary needs to be a minimum of 55 yards and maximum of 70 yards
7.7 The home team for the first game of the day is responsible for preparing the field as given in 7.1 and the home team for the last game of the day is responsible for cleanup which is not limited to Inner circle, stumps, boundary cone etc.
7.8 Both team need to give the game ball back to umpire after the game so that it can be used for other games incase ball is lost.
8. TOSS/GAME START
8.1 In order to guarantee that the first ball is bowled at the mandated start time, teams are required to spin the toss no less than 15 minutes prior to the scheduled starting time in EST, AFTER their team lists are submitted.
8.2 Team not meeting these requirements will incur the loss of the toss.
8.3 A team not having a player to spin the toss or is not ready or is unwilling to spin the toss as stipulated shall be considered in violation of league rules and shall result in the offending team losing the toss.
8.4 A team need not have all its players present to spin the toss (Min 8 players required ON THE FIELD without notifying umpire that players are in the car pr at parking lot). Any playing member may spin the toss after providing the officiating umpire and the opposing captain, or the captain’s representative, with his list of declared players for that game. Such list must be legible with first and last names. A team will not be considered ready to play unless this requirement is met. Away team will spin the toss and home team will call. 
8.5 Once the toss has been spun, the winning team must immediately inform the opposing team of its decision. If the team that won the toss does not have eight (8) declared players present at the mandated starting time, that team shall give up the toss to the opposing team (if the opposing team has a minimum of eight (8) declared players present).
8.6 Both team’s captains and wicketkeeper MUST be declared before the toss.
8.7 Penalties for late start - A team is not considered ready to play until the umpire and opposing captain have been presented with a legible list of each players’ full name (minimum eight (8) players). For every FOUR (4) minutes, or fraction thereof, of delay in starting a game after the scheduled starting time the offending team will lose one (1) over. (Example: if a team is not ready to play 1 – 4 minutes after the scheduled starting time they will lose 1 over. If they are not ready to play 5 -9 minutes after the scheduled starting time they will lose 2 overs etc.).
8.8 A team that is not ready or is unwilling to start play after thirty (30) minutes past the scheduled starting time shall automatically forfeit the match unless the delayed captain has already informed the opposing team captain and umpire of the anticipated delay.
8.9 Late arrival of players: a player whose name is on the team list given to the umpire will not be allowed to join the match for bowling or batting if he arrives half (1/2) hour later than the start time of the match. Only fielding is allowed. 


9. Umpiring Assigments/Duties
9.1 ALL teams are expected to provide umpires to their share of allocated games in a season. The Director of Umpiring will ensure this task is distributed equally amongst all teams.
9.2 All umpiring assignment will be released along-with season schedule for teams to plan well in advance either to field their umpires or to seek around help for substitutions. If team do not have an umpire available then league need to be notified by prior Wednesday before the game . League get independent umpires the team need to pay $50 per umpire to the league.
9.3 Teams do not have the right to reject an umpire, any team which fails to field a team when a league assigned umpire is present will be charged with a forfeiture of game. 
9.4 Umpire can perform a random ID check of any player participating in the game that day.
9.5 Any disrespectful statement, act or action by a player towards any umpire, player or spectator will result in a warning from the umpire. The umpire reserves the reserves the right to file a complaint with the executive committee after the match. At which point, the executive committee will investigate and take necessary actions including reprimanding or suspending or banning the player/spectator or any party involved from GDCL games.
9.6 Umpire apparel: Blue/ Dark shirts will be worn for T20 matches. No shorts allowed.
9.7 All umpires are expected to verify scores on cricclubs website/upload scores where live scoring was not done and make necessary changes as needed within 48 hours from completion of the game.
9.8 Excessive appealing – If an umpire feels that at any time during the duration of an innings, that the fielding team is ‘excessively appealing’ in order to create undue pressure upon the umpire or opposition, the umpire will warn the captain. If the ‘excessive appealing’ does not stop after the first warning, the umpire will report the captain and/or fielders who he/she believes is violation. The Executive Committee will investigate. 

10. CAPTAINS
10.1 Captains are responsible for ALL players present at the ground representing their club. 
10.2 Captains are responsible for their spectators at the ground. If spectators do NOT have any affiliation with either club, local law enforcement authorities will be contacted. Any captain deemed unable to take responsibility by the umpire will be reported to the EC. 
10.3 The fielding captain can withdraw an appeal, or the umpires can recall a dismissed batsman at any time before the ball comes into play for the next delivery.
10.4 If the fielding side tries to deliberately block/distract the batsman (through mock fielding for example) - umpires may penalize them 5 runs. Umpires have the power to deal with any misconduct they believe is unfair, but which is not covered elsewhere in the laws.
10.5 While the game is in play, questions or concerns can be posed to the umpires ONLY by the captain or vice-captain of the fielding side or by the batsmen at the crease. There can be no outside communication with the umpire other than from any Executive Committee member (if present).
10.6 Captains are responsible to ensure that umpires are paid, as required, prior to the start of the second innings.
10.7 In the event that official umpires are not available, both captains will agree in advance on two persons from each team who will umpire the match. Priority will be given to players who have been certified by the umpire school test.
10.8 In the case of failure to attend a game by an appointed umpire, a penalty of $100 will be levied on the team of the missing umpire. Failure by the team to pay the fine to the treasurer of the GDCL by the following Friday 5 pm will result in the forfeit of the next game.
10.11 Teams cannot reject assigned umpires.
10.12 Manual scoring will be done ONLY where umpire determines that live scoring was NOT possible. The reason needs to be explained in detail in umpire’s report to GDCL EC.
10.15 Live scoring on CricClubs application is mandatory for ALL GPCL administered matches. Related links and training manual can be found in the below link:

https://cricclubs.com/#!/liveScoringGuide
11. FORFIETURE/WITHDRAWAL
11.1 Forfeiture: First (1st) incidence of forfeiture: The club will be fined $150, minus 10 points.
11.2 Second incident of forfeiture: The club will be fined $200, minus 20 points.
Third incident of forfeiture: The club will be fined $500 and ejected from the league without any further notice or refund of dues. 
11.3 Planned/Deliberate mid-season withdrawal from the league: Any team that withdraws from any of the tournaments organized by GDCL will have to prove its case and will be investigated by the GDCL EC. 
11.4 Penalty for planned/deliberate withdrawal form any GDCL competitions could include permanent ban of the club from GDCL including suspension of all registered players under the club’s roster. All games involving the team (including those completed) would be marked as a loss and all respective opponent teams would be awarded 10 points. 





12. TIMED OUT
12.1 In line with MCC law, after the fall of a wicket or the retirement of a batsman, the incoming batsman must, unless Time has been called, be in position to take guard or for the other batsman to be ready to receive the next ball within 3 minutes (180 seconds) of the dismissal or retirement.
12.2 If this requirement is not met, the following will apply:
· If the incoming batsman is already in the field and took > 180 seconds to take strike, he will be adjudged out.
· If there is no incoming batsman in the field, the batting captain can nominate any of his players, who have not been dismissed yet, to account for this wicket.
· Note: Like any other dismissal in cricket, the fielding team needs to “appeal” to the umpire for a batsman to be assessed for being adjudged TIMED OUT

13. DELAYED OR INTERRUPTED MATCHES
13.1 Results for ALL shortened games irrespective of the reasons will be calculated using Worth-Lewis method as long as a minimum of 25% of stipulated overs has been bowled in the second innings as compare to the first innings. Example 5 overs in the second innings if the first team batted for 20 overs.
13.2 Umpires will use the below link for calculating par score using D/L method:
http://www.boltoncricket.co.uk/DLcalc.html
13.3 Official deadline for the start of 20 over games meaning all teams/umpires must try all means to make a game happen before they deem it impossible and call off after 90 mins of game time.
13.4 The number of overs possible, for both innings in case of delayed start and for second innings in case of Duckworth Lewis will be backtracked based on the time remaining for the game with an assumed end of play time before start of next game or 6:30 PM for last game of the day.
13.5 For a T20 game, the official cutoff time to call games off would be 90 mins from scheduled start time.
13.6 Teams/Umpires can still wait longer beyond the stipulated mandatory wait period in order to start a game if there is an agreement and a scope to play a minimum of 6 overs per side for a T20 game.
13.7 The number of overs possible, for T20, for both innings in case of delayed start and for second innings in case of Duckworth Lewis will be backtracked based on the time remaining for the game with an assumed end of play time is before start of next game and 6:30 PM for the last game
13.8 In the event of poor weather conditions on the morning of the game, the home team must contact the LEAGUE at least two (2) hours before start time with a view to cancellation. The GDCL will make the final decision on the status of the game.

14. OVERS AND TIME MANAGEMENT
14.1 T20 MATCHES
· Total time allocated to bowl 20 overs will be 90 minutes.
· For a reduced game, total time for overs will be calculated @ 4 minutes per over.
· For any delays or lost time due to ball search or weather interruptions where neither teams are willful offenders, 1 over will be docked per side for every 8 minutes delay until minimum 5 overs can be bowled per side.
· For a reduced T20 game, overs will be calculated based on below table:
	


MATCH START TIME
	Min. # of overs per Innings (assuming there are no further interruptions, umpires and captains can still decide to play MORE that stipulated overs if ALL parties agree).
	


BREAKS

	(AM GAMES ONLY)
	
	

	0 - 30 Min Delay
	16
	10 min Innings break

	30 Min – 60 Mins Delay
	12
	10 min Innings break

	60 Min – 90 Mins Delay
	10
	10 min Innings break

	90 Min – 120 Min  Delay  
	8
	10 min Innings break

	120 Mins – 150 Mins Delay 
	6
	10 min Innings break



15. POWER PLAY
T20 Matches:
	INNING DURATION
	Power Play OVERS

	1. - 8
	2

	9 – 11
	3

	12 – 14
	4

	15 -18
	5

	19 – 20
	6



15.1 During the six (6) overs of power play, at the time of delivery only two (2) fielders shall be permitted outside the fielding restriction area and a maximum of five (5) players will be permitted during the non- power play overs. 
15.2 At the time of delivery, a maximum of five (5) fielders can be on the leg side during the entire match. The exchanging of protective equipment between members of the fielding/batting sides on the field shall be permitted provided that the umpires do not consider it to be a waste of playing time.
15.5 If an innings is reduced to less than 10 overs, the maximum quota of overs per bowler shall not be less than two: meaning that if a match is reduced to six overs a side, two bowlers will be able to bowl two overs each.
16. TIED GAMES
16.1 In the event of a “TIED” score, following rules will apply:
· 16.1.1	Teams will split points if it’s a league stage game
· 16.1.2	If it’s a knockout game (playoffs, semis, Finals etc)
Super Over as per ICC rules and if there is a Tie in Super Over, follow ICC rules to declare winner.

17. SUBSTITUTES/RUNNERS
17.1 In line with ICC rules, there will be NO runner allowed in GDCL under any circumstances. If a batsman is found NOT to be in a position to run. He has to retire hurt or manage without a runner.
17.2 ALL other laws related to Substitutes and other dismissals will be applicable as per
https://www.lords.org/mcc/all-laws

18. NO BALL (BEAMER)
18.1 If bowler bowls the full toss delivery which results in above waist in the batsman’s crease then it will be called a NO ball by the Square leg umpire. If batsman steps out and make it as full toss above waist will not be considered as No BALL if umpire judges it as it would have landed below waist inside the crease.
18. If any bowler bowls TWO (2) such no balls then he will not be allowed to bowl any further in the game and another player from playing 11 need to complete the remainder of the over.
19. WIDE BALL INCASE OF BATSMAN MOVE OFFSIDE
19.1 Before or After delivery of the ball if batsman move outside the off stump then wide line indicator on the pitch will still remain static and ball will be called wide incase it passes batsman beyond the wide line indicator.  The wide line indicator will NOT move according to the batsman move. 

20. IMPACT PLAYER
20.1 Each team will name four substitutes in the team sheets at toss, and only one of them can be used as an Impact Player during the match. Both teams can use only one Impact Player. The move isn’t mandatory.
20.2 The Impact Player can replace any player in the starting XI before the end of 14th over of an innings or 70% of overs in case game is shorten due to delayed start. The captain has to notify the on-field umpire before the end of the current over.
20.3  A batting team can introduce an Impact Player at the fall of a wicket or during the innings break. After the introduction of an Impact Player in a match, the player can bat and may bowl his full quota of four overs in an uninterrupted innings. In case a player retires hurt, Impact Player can be introduced only at the end of the over in progress and is eligible to bat. 
20.4 In any situation, only 11 players can bat. So when batting team is using impact player then the replaced player can only be from the remaining batsman who are not batted yet. 
20.5 Team need to also notify the replaced player name when impact player is opted in. 
20.6 Both impact player and replaced player need to be on the field till the end of the game and umpire will verify the same. If any of them is not present , team will lose 10 points in spite of win or lose and game will be awarded to opponent team. 
20.7 The replaced player can take no further part in the game for batting or bowling but can field as substitute fielder. 
20.8 If game is shorten below 8 overs due to delayed start, Impact player can not be used.  
20.9 If impact player is used by the team then both replaced and impact player will get credit of the game towards Player qualification for playoffs. 
20.10 Cricclubs is contacted to make change to add impact player functionality for scoring. If it is not introduced before start of the season, work around is as below
Scorer will be given access to add player during the game. Scorer can add impact player while scoring.
20.11 A captain can nominate the team's Impact Player and bring them in before the start of an innings; at the end of an over; and at the fall of a wicket or when a batter retires. However, if the bowling side brings in an Impact Player during an over - at the fall of a wicket or if a batter retires - then that particular player will not be allowed to bowl the remaining balls of the over.
20.12 When the bowling team brings in their Impact Player, they will be allowed to bowl their full quota of four overs irrespective of the number of overs bowled by the player they are replacing.



21. MANKAD RUNOUT
21.1 Rule will be followed as per below revised ICC rules. 
38.3.1 At any time from the moment the ball comes into play until the instant when the bowler would normally have been expected to release the ball, the non-striker is liable to be run out if he/she is out of his/her ground. In these circumstances the non-striker will be out run out if he/she is out of his/her ground when his/her wicket is put down by the bowler throwing the ball at the stumps or by the bowler’s hand holding the ball, whether or not the ball is subsequently delivered.
38.3.1.1 The instant when the bowler would normally have been expected to release the ball is defined as the moment the bowler’s arm reaches the highest point of his/her normal bowling action in the delivery swing.
38.3.1.2 Even if the non-striker had left his/her ground before the instant at which the bowler would normally have been expected to release the ball, once the bowler has reached that point it is no longer possible for the bowler to run out the non-striker under this Law.

21. BOWLING ARM AND SIDE
21.1 It is umpires duty to ask bowler for his bowling arm and side from which he is going to bowl. Umpire will inform the batsman.
21.2 If Umpire do not ask and if the delivery is bowled it cannot be called no ball if batsman plays the ball. If batsman doesn’t play and walk out after the delivery it will be considered as dead ball. 
22. LBW AND LEGBYE RUNS
22.1 For GDCL there will not be any dismissal for LBW (Leg Before Wicket)
22.2 Although LBW is not considered as OUT, leg bye runs are allowed as per ICC rules. 

23 DISPUTES
23.1 Any team walks out because they do not like the umpire decision then it will be considered as forfeit by the walking out team and the game will be awarded to opponent. Fines will be applicable as per forfeit rules.
      					24 Uniform Requirements
24.1 Any team player not wearing T-shirts, or players not wearing shoes.
If any player is playing without a team uniform or without shoes, that time none of the team will get any points.  Both captains agreed, but the league is not accepting, so that game will be considered a friendly game, and no one will get any points.

A player is allowed to borrow a t-shirt from his team member while they are fielding or batting. All the players must wear team uniform when they are fielding or batting,







Teams
	1
	Supernovas

	2
	Bottoms UP  

	3
	Panthers  

	4
	Stallions  

	5
	Gujarat Lions 

	6
	Delaware Lions 

	7
	Master Blasters  

	8
	DD XI 

	9
	 Blue Avengers

	10
	Sharks

	11
	 Virundhu XI

	12
	 Marericks

	
	 







