Woodstock Cricket league Rules 
 
  
 
 


Introduction 
The woodstock cricket league is a high-calibre  sports tournament advocating excellence, healthy competition and sportsmanship by complying with international standards established by the various international sports federations.
    Toss
· Ones the umpires are paid the fees of 100$ (50$ from each side playing) only then the toss will happen, and the game continued.
· Toss have to be completed 20mins prior to game time.
· Minimum of 8 players have to be present in full uniform for the toss to happen.
Highlights 
· All matches will be played according to the Standard Twenty20 International 
Match Playing Conditions established by the International Cricket Council (ICC).  Each team will have a maximum of twenty (20) overs. The umpire will have the authority to reduce the number of overs. All adjustments in terms of maximum over by a bowler or field restrictions will be adjusted accordingly. 
· A player must play 50% of the all the scheduled games for his team in order to qualify for the playoff round.
· A bowler can bowl a maximum of four (4) overs 
· If the bowler delivers the ball without some part of his front foot (either grounded or raised) behind the popping crease, or if his back foot does not “land within and not touch the return crease”, this delivery is ruled a no ball.  It costs one (1) run and his next delivery is designated a “free hit”, from which the batsman can only be dismissed through a run out, as is the case for the original “no ball”. 
· If a bowler delivers a ball above waist height and is considered as no ball as per the ICC rules, batting team will get one run and the following delivery will be considered as “free hit” from which the batsman can only be dismissed through a run out. 
· A bowler can bowl only one (1) bouncer in an over.  The next bouncer in the same over will be a no ball. A bouncer is a fast short-pitched delivery and is defined as a ball which passes or would have passed above the shoulder height of the striker standing upright at the crease in a normal standing position. 
· The umpire at the bowler's end shall advise the bowler and the batsman on strike when each fast short-pitched delivery has been bowled. 
· A runner for a batsman when batting shall not be permitted under any circumstances. A substitute may be brought on for an injured fielder. However, a substitute may not bat, bowl, wicket-keep or act as captain. The original player may return if he has recovered. A batsman may retire hurt or ill, and may return later to resume his innings if he recovers. Returning injured players may bat, bowl or wicket-keep after the minimum time required as per ICC rules   
· A maximum of two (2) fielders can be outside the thirty (30) yard circle in the first six (6) overs.  These overs are known as Power Play.  
· Minimum 6 players including bowler and wicket keeper should be inside the 30yard circle for the remaining 14 overs.  
· Only five (5) fielders can field on the leg side at any point of time. 
· At the instant of the bowler's delivery there shall not be more than two (2) fielders, other than the wicket-keeper, behind the popping crease on the on side, commonly referred to as being "behind square leg" 
· A new batsman has to come to the crease within ninety (90) seconds after dismissal of previous batsman 
· After a batter is out caught, the incoming batter shall be walking to the striker's end, irrespective of whether the batters crossed prior to the catch being taken. 
· The practice of running out the non-striker when the batter leaves the crease during bowler's run-up or before the ball is bowled, will be legal now. The method of dismissal will now be considered as run out rather than 'Unfair Play'. 
· If a Twenty20 match ends in the opponents having identical scores in the preliminary rounds the match will be considered a tie 
· If a Twenty20 match ends in a tie, the tie shall be broken with a one (1) over per side "Eliminator” or "Super Over.” 
· A team must have a minimum of twelve (12) players and a maximum of twenty-five (25) players. 
· A match will consist of two (2) teams with eleven (11) players including a team captain. A match may not start if either team consists of fewer than eleven (11) players.  
· When a team is reduced to less than six (6) players (irrespective of the reason) and a substitute is unavailable, the offending team shall forfeit the game. 
· There will be two (2) innings of one (1) hour twenty-five (25) minutes in duration with a maximum of twenty (20) minutes interval between innings 
· Teams will also receive a two (2) minute interval break after seven (7) overs and one after fourteen (14) overs. 
· The blade of the bat shall have a conventional flat face. 
· A 156 g white ball will be used for all competitions

 
1.               CODE OF CONDUCT AND SPIRIT OF CRICKET
 
1.1              Code of Conduct
 
1.1.1        WCL  is committed to maintaining the highest standards of behaviour and conduct. This Code of Conduct incorporates the Spirit of Cricket, as set out below. It applies to all matches played under the auspices of the WCL  and may be applied to cricket in general.
 
1.1.2        The captains are responsible at all times for ensuring that play is conducted within the Spirit of Cricket as well as within the Laws.
 
1.1.3        Players and team officials must at all times accept the umpire’s decision. Players must not show dissent at the umpire’s decision or react in a provocative or disapproving manner towards another player or a spectator.
 
1.1.4        Players and team officials shall not intimidate, assault or attempt to intimidate or assault an umpire, another player or a spectator.
 
1.1.5        Players and team officials shall not use crude and/or abusive language (known as “sledging”) nor make offensive gestures or hand signals nor deliberately distract an opponent.
 
 1.1.6    Players and team officials shall not make racially abusive comments nor indulge in racially abusive actions against fellow players, officials, members and supporters. Clubs must operate an active open door membership policy whilst respecting player qualification regulations and welcome players/members irrespective of ethnic origin.
 
1.1.7        Players and team officials shall not use or in any way be concerned in the use or distribution of illegal drugs.
 
1.1.8        Clubs must take adequate steps to ensure the good behaviour of their members and supporters towards players and umpires.

 
1.2         Spirit of Cricket
Cricket is a game that owes much of its unique appeal to the fact that it should be played not only within its Laws, but also within the Spirit of the Game. Any action which is seen to abuse this spirit causes injury to the game itself. The major responsibility for ensuring the spirit of fair play rests with the captains.
 
1.2.1        There are two Laws which place the responsibility for the team’s conduct firmly on the captain.
 
Responsibility of Captains
The captains are responsible at all times for ensuring that play is conducted within the Spirit of the Game as well as within the Laws. [Law 1.4]
 
Players’ Conduct
In the event of any player behaving in an unacceptable manner, the umpire concerned shall report the matter to the other umpire and inform the player’s captain. [Law 42]
 
 
 
1.2.2      Fair and Unfair Play
According to the Laws the umpires are the sole judges of fair and unfair play. The umpires may intervene at any time, and it is the responsibility of the captain to take action where required.
 
 
1.2.3        The umpires are authorized to intervene in cases of:
•         Time wasting.
•         Damaging the pitch
•         Dangerous or unfair bowling
•         Tampering with the ball
•         Any other action that they consider to be unfair.
 
1.2.4        The Spirit of the Game involves RESPECT for:
•         Your opponents
•         Your own captain and team
•         The role of the umpires
•         The game’s traditional values
 
1.2.5        It is against the Spirit of the Game:
•         To dispute an umpire’s decision by word, action or gesture.
•         To direct abusive language towards an opponent or umpire
•         To indulge in cheating or any sharp practice, for instance
a)      appeal knowing the batsman is not out
b)      advance towards an umpire in an aggressive manner when appealing
c)      seek to distract an opponent either verbally or by harassment with persistent clapping or unnecessary noise under the guise of enthusiasm and motivation of one’s own side.
 
1.2.6        Violence
There is no place for any act of violence on the field of play.
 
1.2.7        Players
Captains and umpires together set the tone for the conduct of a cricket match. Every player is expected to make an important contribution to this.
 
1.3       Failure to comply with the provisions of this Paragraph 1 may lead to disciplinary action, irrespective of an alleged breach being related to a match not under the jurisdiction of the League.


DISCIPLINARY REGULATIONS
 
2              Aims and Jurisdiction
 
These regulations shall apply to any player who plays for any club at any level under the auspices of the WCL and are intended to provide assistance and uniformity to all Clubs and Leagues in dealing with any alleged breach of the Code of Conduct and Spirit of Cricket (Paragraph 1).
 
It is intended that any breach of Paragraph 1 should in the first instance be dealt with by the player’s club who shall notify the Secretary of the League of the result of any action taken against its player.
 
3              Procedure
 
3.1              Any alleged breach of Paragraph 1 above shall be notified in writing (to be known as ‘a Complaint’) to the Secretary of the League.
 
3.2              Any complaint so initiated must be referred to the Chairman of the League or the Chairman of the League Disciplinary Committee.
 
3.3              Upon receipt of such complaint, and as soon as reasonably practicable, the Chairman of the  League or of the League Disciplinary Committee shall consider the complaint and resolve either:
 
3.3.1        To take no action except to record the complaint and notify the club; or
3.3.2        To endorse the disciplinary action taken by the club; or
3.3.3        To refer the matter for a Disciplinary Hearing which shall be convened by the Chairman of the League or of the League Disciplinary Committee as soon as practicable.
 
4              Disciplinary Hearing
 
4.1              In any case which is referred for a Disciplinary Hearing, at least seven days’ notice in writing (which may include email or electronic message) of the hearing and of the offence(s) alleged shall be given to the player, or in the case of a club, its Secretary or other official.
 
4.2              The Chairman of the League or of the League Disciplinary Committee shall convene a hearing as soon as is practicable and in any event within 21 days of the decision to refer. Any adjournments may be granted at the discretion of the Chairman of the Disciplinary Hearing.
 
4.3              The player and club shall be entitled to attend the hearing, state their case (in the case of a club by its Secretary or other official), to be supported by a colleague and to call witnesses.
 
4.4              The Hearing shall be conducted by the Disciplinary Committee of the League which shall consist of one or more persons, none of whom shall be connected with the player, the club or their opponents at the time of the alleged breach.
 
5              Penalties
 
5.1              If at the hearing the Disciplinary Committee finds the alleged offence proved it shall have the power to impose one or more of the following penalties, together with such order as to costs as it deems appropriate:
 
5.2              In the case of a player:
 
5.2.1        To require the player to submit appropriate letter(s) of apology within a specified time.
 
5.2.2   To record a reprimand and to give a warning as to future conduct.
 
5.2.3        To impose a fine).
 
5.2.4        To suspend the player for one or more matches, or for a stated period of time.
 
5.2.5        To deduct League points from the player’s team.
 
5.2.6        To expel the player from the League.
 
5.3          In the case of a club:
 
5.3.1        To require the club to submit appropriate letter(s) of apology within a specified time.
 
5.3.2        To record a reprimand and to give a warning as to future conduct.
 
5.3.3        To impose a fine (maximum 100$ cdn).
 
5.3.4        To deduct League points from the club’s team(s).
 
5.3.5        To relegate to any lower division of the League.
 
5.3.6        To expel the club from any competition of the League.
 
5.3.7        To expel the club from the League.
 
5.4              The Disciplinary Committee shall have the power to suspend the operation of any part, or all, of the penalty it imposes for such period and subject to such terms and conditions it deems appropriate.
 
5.5              Decisions of the Disciplinary Committee (a finding that a complaint is proved or not proved or a decision on penalty) shall be by majority vote; where necessary the Panel Chairman shall have a casting vote.
6              Appeals Procedure
 
6.1              A player or club shall have the right of appeal to the Appeals Committee. Notice of Appeal setting out the grounds must be given in writing to the Secretary of the League within seven days of the decision of the Disciplinary Committee.
 
6.2              If Notice of Appeal is given the penalty shall not take effect pending the hearing of the Appeal, which shall take place as soon as is practicable.
 
6.3              The Appeal shall be by way of re-hearing before a different Committee. The composition of the Committee shall be at the discretion of the Chairman of the League or of the League Disciplinary Committee and shall consist of one or more persons, none of whom shall be connected with the player, the Club or their opponents at the time of the alleged breach. The player or club shall have the same rights of attendance and representation, and to call witnesses as they had before the Disciplinary Committee.
 
6.4              The Appeals Committee may confirm, vary or reverse the decision of the Disciplinary Committee and it shall have the power to increase the penalty and award costs of the Appeal hearing. Decisions of the Appeal Panel shall be by majority vote; where necessary, the Chairman shall have a casting vote.
 
6.5              The decision of the Appeals Committee or, if no appeal, of the Disciplinary Committee, shall be final and binding.
 
 
APPENDIX 1 – BREACHES OF DISCIPLINE
 
Certain conduct, whether on or off the field of play, amounting to a breach of the Laws of Cricket and/or the Spirit of Cricket, has been categorized into 4 levels which are set out below:-
 
Level 1
a)      time wasting by either the fielding side or the batting side
b)      abuse of the cricket ground, equipment or fixtures
c)       showing dissent at an umpire’s decision by word or action
d)      using language that is obscene, offensive or insulting and or the making of an obscene gesture
e)      excessive appealing
 
Level 2
a)      showing serious dissent at an umpire’s decision by word or action
b)      inappropriate and deliberate physical contact between players in the course of play
c)       charging or advancing towards an umpire in an aggressive manner when appealing
d)      deliberate and malicious distraction or obstruction on the field of play, regardless as to whether such conduct is deemed to be fair under law 42.5
e)      throwing the ball at or near a player, umpire or official in an inappropriate and dangerous manner
f)        using language or gesture that is obscene or of a serious insulting nature to another player, umpire, team official or spectator
g)      changing the condition of the ball other than as permitted by Law 42.3
h)      the bowling of fast short, pitched balls that result in the bowler being disallowed from bowling further in that innings
i)         causing avoidable damage to the pitch contrary to Laws 42.13 and/or Law 42.14 that results in a five run penalty being awarded
 
Level 3
a)      intimidating an umpire
b)      threatening to assault another player, team official or spectator
c)       using language or gesture that offend, insult, humiliate, intimidate, threaten, disparage or vilify another person on the basis of that person’s race, religion, sexual orientation, colour, descent or national or ethnic origin
d)      the deliberate bowling of any high full-pitched ball contrary to Law 42.8
 
Level 4
a)      threatening an umpire
b)      physical assault of another player, umpire, official or spectator
c)       any act of violence on the field of play
d)      using language or gestures that seriously offend, insult, humiliate, intimidate, threaten, disparage or vilify another person on the basis of that person’s religion, sexual orientation, colour, descent or national or ethnic origin.
 
The conduct listed in Level 1 to Level 4 above cannot be considered to be exhaustive.
 
 
NORMAL RANGE OF PENALTIES
 
Level 1
Letter of apology
Reprimand
For repeat offences – fine, suspension, points deduction
 
Level 2
Letter of apology
Reprimand
Fine
Suspension
Points deduction
 
Level 3
Fine
Suspension
Points deduction
 
Level 4
Fine
Suspension
Points deduction
Expulsion of player or club
  
Fielder absents or leaving the field. 
· If a fielder fails to take the field with his side at the start of the match or at any later time, or leaves the field during a session of play, the umpire shall be informed of the reason for his absence, and he shall not thereafter come on to the field during a session of play without the consent of the umpire 
· The umpire shall give such consent as soon as practicable. If the player is absent from the field for longer than eight (8) minutes: 
· The player shall not be permitted to bowl in that innings after his return until he has been on the field for at least that length of playing time for which he was absent excluding any injuries sustained during the game 
· The player shall not be permitted to bat unless or until, in the aggregate, he has returned to the field and/or his side's innings has been in progress for at least that length of playing time for which he has been absent or, if earlier, when his side has lost five (5) wickets excluding any injuries sustained during the game 
The Umpires 
Caught decisions. 
● The on-field umpires shall be entitled to consult with one another in the following circumstances: o clean catches 
▪ Should the bowler's end umpire be unable to decide whether or not a catch was taken cleanly, he shall first consult with the square leg umpire 
▪ Should both umpires be unable to make a decision, a not out decision shall be given by the bowler's end umpire  
o Bump ball
▪ Should the bowler's end umpire be unable to decide whether a catch was taken from a bump ball or not, he shall first consult with the square leg umpire 
Boundary decisions 
● The on-field umpire shall be entitled to refer to the square leg umpire for a 
decision about whether the fields man had any part of his person in contact with the ball when he touched or crossed the boundary line or whether a four (4) or six (6) had been scored. A decision is to be made immediately and cannot be changed thereafter 
Batsmen running to the same end. 
· In the event of both batsmen running to the same end and uncertainty occurs over which batsmen made his ground first, the on-field umpires may consult each other 
· The umpire decision is final, and no argument shall occur with the umpire.

The Innings 
Number of innings 
● All matches will consist of one (1) innings per side, each innings being limited to a maximum of twenty (20) overs. All matches shall be of three (3) hours scheduled duration. All sides are expected to bowl the first (1st) ball of the last of their twenty (20) overs within one-hour-twenty-five minutes (1h 25min) playing time.The interval between the innings will normally be of maximum twenty (20) minutes duration. In reduced over matches, the interval will be cut to ten (10) minutes. 
Length of innings 
· Each team shall bat for twenty (20) overs unless all out earlier 
· If the team fielding first (1st) fails to bowl the required number of overs by the scheduled time for cessation of the first (1st) innings, play shall continue until the required number of overs has been bowled. The interval shall not be extended, and the second (2nd) session shall commence at the scheduled time. The team batting second (2nd) shall receive its full quota of twenty (20) overs irrespective of the number of overs it bowled in the scheduled time for the cessation of the first (1st) innings. 
· If the team batting first (1st) is dismissed in less than twenty (20) overs, the team batting second (2nd) shall be entitled to bat for twenty (20) overs. 
· If the team fielding second (2nd) fails to bowl twenty (20) overs by the scheduled cessation time, the hours of play shall be extended until the required number of overs has been bowled or a result is achieved. 
Delayed or Interrupted Matches 
Power play overs in an interrupted / delayed match 
In circumstances when the number of overs of the batting team is reduced, the number of Power play overs shall be reduced in accordance with the table below. For the sake of clarity, it should be noted that the table shall apply to both the 1st and 2nd innings of the match.      
No. of Overs ( Inns)                                 PowerPlay Overs 
19-20  	 	 	 	 	06 
15-18  	 	 	 	 	05 
12-14  	 	 	 	 	04 
09-11  	 	 	 	 	03 
05-08  	 	 	 	 	02 
 
If on the resumption of play, due to the reduced number of overs of the batting team, the required number of Power play overs have already been bowled, the remaining 
deliveries in the over to be completed shall not be subject to the fielding restrictions. 

Delay or interruption to the innings of the team batting first. 
· When playing time has been lost the revised number of overs to be bowled in the match shall be based on a rate of fourteen.one-one (14.11) overs per hour in the total remaining time available for play  
· The revision of the number of overs should ensure, whenever possible, that both teams have the opportunity of batting for the same number of overs. The team batting second (2nd) shall not bat for a greater number of overs than the first (1st) team unless the latter completed its innings in less than its allocated overs. To constitute a match, a minimum of five (5) overs have to be bowled to the side batting second (2nd), subject to the innings not being completed earlier. 
· A fixed time will be specified for the commencement of the interval, and also the close of play for the match, by applying a rate of fourteen.one-one (14.11) overs per hour. When calculating the length of playing time available for the match, or the length of either innings, the timing and duration of all relative delays, extensions in playing hours, interruptions in play, and the interval will be taken into consideration. This calculation must not cause the match to finish earlier than the original time for cessation of play on the final scheduled day for play. If required the original time shall be extended to allow for one (1) extra over for each team. 
· If the team fielding first (1st) fails to bowl the revised number of overs by the specified time, play shall continue until the required numbers of overs have been bowled or the innings is completed 
· Should calculations regarding numbers of overs result in a fraction of an over, the fraction shall be ignored 
Delay or interruption to the innings of the team batting second  
· When playing time has been lost and, as a result, it is not possible for the team batting second (2nd) to have the opportunity of receiving its allocated, or revised allocation of overs in the playing time available, the number of overs shall be reduced at a rate of fourteen.one-one (14.11) overs per hour in respect of the lost playing time. Should the calculations result in a fraction of an over the fraction shall be ignored. 
· In addition, should the innings of the team batting first (1st) have been completed prior to the scheduled, or re-scheduled time for the commencement of the interval, then any calculation relating to the revision of overs shall not be effective until an amount of time equivalent to that by which the second (2nd) innings started early has elapsed 
· To constitute a match, a minimum of five (5) overs has to be bowled to the team batting second (2nd) subject to the innings not being completed earlier. 
· The team batting second (2nd) shall not bat for a greater number of overs than the first (1st) team unless the latter completed its innings in less than its allocated overs 
· A fixed time will be specified for the close of play by applying a rate of fourteen.one-one (14.11) overs per hour. The timing and duration of all relative delays, extensions in playing hours and interruptions in play, will be taken into consideration in specifying this time. 
· If the team fielding second (2nd) fails to bowl the revised overs by the scheduled or rescheduled close of play, the hours of play shall be extended until the overs have been bowled or a result achieved. 
· Penalties shall apply for slow over rates: 
· Time wasting by either side shall result in the umpire awarding five (5) penalty runs to the opponent. 
· The six (6) run penalty for each over not bowled will apply - all sides are expected to bowl the first (1st) ball of the last of their twenty (20) overs within one-hour-twenty-five minutes (1h 25min) playing time 
 Number of overs per bowler 
· No bowler shall bowl more than four (4) overs in an innings 
· In a delayed or interrupted match where the overs are reduced for both teams or for the team bowling second (2nd), no bowler may bowl more than one-fifth (1/5th) of the total overs allowed 
· Where the total overs is not divisible by five (5), one additional over shall be allowed to the maximum number per bowler necessary to make up the balance 
· In the event of a bowler breaking down and being unable to complete an over, the remaining balls will be allowed by another bowler. Such part of an over will count as a full over only in so far as each bowler's limit is concerned. 
A Tie 
· If a Twenty20 match ends in the opponents having identical scores in the preliminary rounds the match will be considered a tie 
· In the event of a tied match, the teams shall compete in an "Eliminator" or "Super Over" to determine the winner. Each team nominates three (3) batsmen and one (1) bowler to play a one-over (1-over) per side "minimatch", sometimes referred to as a "One1". In turn, each side bats one (1) over bowled by the one (1) nominated opposition bowler, with their innings over if they lose two (2) wickets before the over is completed. The side with the higher score from their Super Over wins. 
· The umpires shall choose which end to bowl and both teams will bowl from the same end 
· Each team's over is played with the same fielding restrictions as apply for the last over in a normal T20 match 
· The team batting second (2nd) in the match will bat first (1st) in the one (1) over eliminator in the playoffs. 
· In the event of the teams having the same score after the one (1) over per side eliminator has been completed, the team whose batsmen hit the most number of boundaries combined from its two (2) innings in both the main match and the one 
(1) over per side eliminator shall be the winner 
· If the number of boundaries hit by both teams is equal, the team whose batsmen scored more boundaries during its innings in the main match (ignoring the over per side eliminator) shall be the winner 
· If still equal, a count-back from the final ball of the one (1) over eliminator shall be conducted. The team with the higher scoring delivery shall be the winner. If a team loses two (2) wickets during its over, then any unbowed deliveries will be counted as dot balls. Note that for this purpose, the runs scored from a delivery is defined as the total team runs scored since the completion of the previous legitimate ball, i.e. including any runs resulting from wides, no ball or penalty runs. 
· Example: 
	Runs Scored From 
	Team 1 
	Team 2 

	Ball 6 
	1 
	1 

	Ball 5 
	4 
	4 

	Ball 4 
	2 
	1 

	Ball 3 
	6 
	2 

	Ball 2 
	0 
	1 

	Ball 1 
	2 
	6 


 
In this example both teams scored an equal number of runs from the sixth (6th) and fifth (5th) ball of their innings.  However, Team 1 scored two (2) runs from its fourth (4th) ball while Team 2 scored a single so Team 1 is the winner. 

 Impact player

*Selection:*
 Before the toss, each team nominates up to five substitute players in addition to their playing XI. At the time of the toss the umpire has to be notified who the impact player is and the impact player has to be present in the ground and be present for the whole game.
*Activation:*
 During the match, at any designated break (start of innings, between overs, fall of wicket, or batter retirement), the captain can choose one of these substitutes to replace a player from the starting XI.
*Impact:*
 The Impact Player can then bat and bowl their full quota, just like any other player.

*Restriction:*
 Only one Impact Player can be used per match, and a maximum of 11 players can bat per innings.

*Key point: *
 The player in the starting XI who is replaced by the Impact Player can play no part in batting & bowling, although we are allowing Impact/Substituted player to field incase of injury.

 Uniform
All the players must be in full team uniform, if not they won't be allowed to play (no exceptions)

Interrupted or Prematurely Terminated Matches 

Interrupted matches - Calculation of the target score 
● If, due to suspension of play after the start of the match, the number of overs in the innings of either team has to be revised to a lesser number than originally allotted (minimum of five (5) overs), then a revised target score (to win) should be set for the number of overs which the team batting second (2nd) will have the opportunity of facing. This revised target is to be calculated using the current Duckworth-Lewis (D / L) method. Duckworth-Lewis method (D/L method) is a mathematical formulation designed to calculate the target score for the team batting second (2nd) in a one-day (1-day) cricket or Twenty20 cricket match interrupted by weather or other circumstance. It is generally accepted to be a fair and accurate method of setting a target score, as it attempts to predict what would have happened had the game come to its natural conclusion. The target set will always be a whole number and one (1) run less will constitute a tie. 
Prematurely terminated matches 
● If the innings of the side batting second (2nd) is suspended (with at least five (5) overs bowled) and it is not possible for the match to be resumed, the match will be decided by comparison with the D / L 'Par Score' determined at the instant of the suspension by the Duckworth-Lewis method. If the score is equal to the par score, the match is a tie. Otherwise the result is a victory, or defeat, by the margin of runs by which the score exceeds, or falls short of, the par score. 
Bowling 
Mode of delivery 
· The bowler may not deliver the ball underarm. If a bowler bowls a ball underarm the umpire shall call and signal no ball, and the ball is to be re-bowled overarm. 
· It is unfair if the bowler fails to notify the umpire of a change in his mode of delivery.  In this case the umpire shall call and signal no ball. 
· If the bowler has been considered to throw the ball by the umpire it shall result in a no ball 
· If the bowler throws the ball towards the striker's end before entering his delivery stride, the umpire shall call a no ball. 
· The ball shall be fairly delivered in respect of the arm if, once the bowler's arm has reached the level of the shoulder in the delivery swing, the elbow joint in not straightened partially or completely from that point until the ball has left the hand.  
If deemed unfairly delivered by the umpire it shall result in a no ball. 
· The umpire shall call a no ball if other than in an attempt to run out the nonstriker the bowler breaks the wicket at any time after the ball comes into play and before he completes the stride after the delivery stride. 
· If the bowler delivers the ball without some part of his front foot (either grounded or raised) behind the popping crease, or if his back foot does not "land within and not touching the return crease", this delivery is ruled a no ball.  
· The umpire shall call and signal no ball if a ball which he considers having been delivered, without having previously touched the bat or the striker either i) bounces more than twice or ii) rolls along the ground before it reaches the popping crease.  
· It costs one (1) run and his next delivery is designated a "free hit", from which the batsman can only be dismissed through a run out, as is the case for the original "no ball" 
 
 No ball and Free Hit 
· The delivery following a no ball called (all modes of no ball) shall be a free hit for whichever batsman is facing it 
· If the delivery for the free hit is not a legitimate delivery (any kind of no ball or a wide ball), then the next delivery will become a free hit for whichever batsman is facing it. 
· For any free hit, the striker can be dismissed only under the circumstances that apply for a no ball, even if the delivery for the free hit is called wide ball. 
· Field changes are not permitted for free hit deliveries unless there is a change of striker.  However, if the wicketkeeper is standing up at the stumps he is allowed to move back to a more traditional position for safety reasons. 
· A penalty of one (1) run shall be awarded instantly on the call of no ball. 
· No ball shall also be called and signalled with respect to the following: 
o Position of wicket-keeper 
▪ After the ball comes into play and before it reaches the striker, it is unfair if the wicket-keeper significantly alters his position in relation to the striker's wicket, except for the following: 
· Movement of a few paces forward for a slower delivery, unless in doing so it brings him within reach of the wicket 
· Lateral movement in response to the direction in which the ball has been delivered 
· Movement in response to the stroke that the striker is playing or that his actions suggest he intends to play  
· Limitations of on side fielders 
· Fielders not to encroach on pitch o Dangerous and unfair bowling o Deliberate bowling of high full pitched balls o Infringement on any fielding restrictions. 
▪ A maximum of two (2) fielders can be outside the thirty (30) yard circle in the first six (6) overs.  These overs are known as Power Play. 
▪ For the remaining fourteen (14) overs not more than five (5) players can be outside the thirty (30) yard circle  
▪ Only five (5) fielders can field on the leg side at any point of time 
▪ At the instant of the bowler's delivery there shall not be more than two (2) fielders, other than the wicket-keeper, behind the popping crease on the on side, commonly referred to as being "behind square leg" 
Substitutes and Runners 
· A runner for a batsman when batting is not permitted under any circumstances.  
· In case a batsman is unable to continue batting due to any injury sustained during the innings  , the batsman may leave the field as retired hurt and return once fully recovered.  
· A substitute is a replacement player who joins the match, after it has commenced, to replace an existing player who is incapable of continuing to play the match due to injury or illness suffered during the match. 
· The inclusion of the substitute is on the approval of the umpire 
· Substitutes may only field for the injured player. However, a substitute may not bat, bowl, wicket-keep or act as captain. The original player may return if he has recovered. 
Judging a wide 
· Umpires are instructed to apply very strict and consistent interpretation in order to prevent negative bowling wide of the wicket. Any offside or leg side delivery which in the opinion of the umpire does not give the batsman a reasonable opportunity to score shall be called a wide. 
· A penalty of one (1) run for a wide shall be scored. This penalty shall stand in addition to any other runs, which are scored or awarded. All runs, which are run or result from a wide ball, which is not a no ball, shall be scored wide balls. 
Timed out 
● The incoming batsman must be in position to take guard or for his partner to be ready to receive the next ball within one-minute-thirty seconds (1m 30s) of the fall of the previous wicket. The incoming batsman is expected to be ready to make his way to the wicket immediately a wicket falls. 
Restrictions on the placement of fields men 
· At the instant of delivery, there may not be more than five (5) fields men on the leg side. 
· At the instant of the bowler's delivery there shall not be more than two (2) fielders, other than the wicketkeeper, behind the popping crease on the on side, commonly referred to as being "behind square leg." 
· For the Power play overs only two (2) fields men are permitted to be outside the field restriction marking at the instant of delivery.  
· For the remaining overs only five (5) fields men are permitted to be outside the field restriction marking at the instant of delivery  
· Any unfair movement by the fielding team in the field while the bowler is running into bowl, would lead to the imposition of a five-run penalty on the fielding team and the delivery would be deemed a 'Dead Ball'. 
 
Dangerous and unfair bowling 
· A bowler shall be limited to one (1) fast short-pitched delivery per over. 
· A fast short-pitched delivery is defined as a ball which passes or would have passed above the shoulder height of the striker standing upright at the crease. 
· The umpire at the bowler's end shall advise the bowler and the batsman on strike when each fast short-pitched delivery has been bowled. 
· A ball that passes above head height of the batsman, that prevents him from being able to hit it with his bat by means of a normal cricket stroke shall be called a wide 
· For the avoidance of doubt any fast short, pitched delivery that is called a wide under this playing condition shall also count as the allowable short-pitched delivery in that over. 
· In the event of a bowler bowling more than one (1) fast short-pitched delivery in an over the umpire at the bowler's end shall call and signal no ball on each occasion. A differential signal shall be used to signify a fast short-pitched delivery. The umpire shall call and signal 'no ball' and then tap the head with the other hand. 
· If a bowler delivers a second (2nd) fast short-pitched ball in an over, the umpire, after the call of no ball and when the ball is dead, shall caution the bowler, inform the other umpire, the captain of the fielding side, and the batsmen at the wicket of what has occurred. This caution shall apply throughout the innings. 
· If there is a second (2nd) instance of the bowler being no balled in the innings for bowling more than one (1) fast short-pitched delivery in an over, the umpire shall advise the bowler that this is his final warning for the innings 
· Should there be any further instance by the same bowler in that innings, the umpire shall call and signal no ball and when the ball is dead direct the captain to take the bowler off forthwith. If necessary, the over shall be completed by another bowler, who shall neither have bowled the previous over, or part thereof, nor be allowed to bowl the next over, or part thereof. 
· The bowler thus taken off shall not be allowed to bowl again in that innings. 
· The umpire will report the occurrence to the other umpire, the batsmen at the wicket and as soon as possible to the captain of the batting side.

 Bowling of high full pitched balls 
· Any delivery other than a slow paced one, which passes or would have passed on the full above waist height of the striker standing upright at the crease is deemed dangerous and unfair, whether or not is it likely to inflict physical injury on the striker. 
· A slow delivery, which passes or would have passed on the full above shoulder height of the striker standing upright at the crease, is to be deemed dangerous and unfair, whether or not it is likely to inflict physical injury on the striker. 
· In the event of a bowler bowling a high full pitched ball (i.e. a beamer), the umpire at the bowler's end shall, in the first (1st) instance, call and signal no ball and when the ball is dead, caution the bowler and issue a first (1st) and final warning. The umpire shall inform the other umpire, the captain of the fielding side and the batsmen at the wicket of what has occurred. 
· Should there be any further instance by the same bowler in that innings, the umpire shall call and signal no ball and when the ball is dead direct the captain to take the bowler off forthwith. If necessary, the over shall be completed by another bowler, who shall neither have bowled the previous over, or part thereof, nor be allowed to bowl the next over, or part thereof. 
· The bowler thus taken off shall not be allowed to bowl again in that innings. 
· The umpire will report the occurrence to the other umpire, the batsman at the wicket and as soon as possible to the captain of the batting side. 

Time Wasting by the Fielding Side 
● If there is any further waste of time in that innings, by any member of the fielding side the umpire shall: 
· Call and signal dead ball, if necessary, o Warn the captain of the fielding side, indicating that this is the first and final warning.  The umpire shall also inform the batsman of what has occurred. 
· Inform the other umpire of what has occurred o If there is any further wasting by the fielding side in that innings, the umpire shall award five (5) penalty runs to the batting side. 
· Inform the other umpire, the batsmen at the wicket and, as soon as practicable, the captain of the fielding side of what has occurred 
Time Wasting by the Batting Side 
● If the incoming batsman is not in position to take guard or his partner is not ready to receive the next ball within two (2) minutes of the fall of the previous wicket, the action should be regarded as time wasting by the umpires and the umpire shall: 
· Warn both batsmen and indicate this is a first and final warning.  This warning shall apply throughout the innings.  The umpire shall so inform each incoming batsman. 
· Inform the other umpire of what has occurred o Inform the captain of the fielding side and, as soon as practicable, the captain of the batting side of what has occurred 
· If there is any further time wasting by any batsman in that innings, the umpire shall award five (5) penalty runs to the fielding side 
· Inform the other umpire, the batsmen at the wicket, the captain of the fielding side and, as soon as practicable, the captain of the batting side of what has occurred 

Over-Rate Penalties 
· The six (6) run penalty for each over not bowled will apply - all sides are expected to bowl the first (1st) ball of the last of their twenty (20) overs within one hour-twenty-five (1h 25min) playing time.  In reduced over matches, the fielding side has one (1) over's leeway in addition to any time that the umpire may allow for stoppages. 
· If the bowling team fails to bowl the first ball of the final over of their innings within the stipulated time, they will lose one fielder from outside of the 30-yard circle for the remainder of the innings. 
For example, if a team is bowling the 17th over after the mandatory 85-minute time limit that team must complete their overs, then the bowling side will have to bowl as many as three overs with four fielders outside the inner circle instead of five. The fielding teams are now needed to start the final over of their innings by the 85th minute mark to avoid any such penalty. The third umpire and the match officials will keep a tab on the time. However, any time lost due to injury or other unforeseen incidents will be taken into consideration and reworked time-limit will be set as per the umpire’s discretion. 
· In all matches, the timing and duration of all relative delays, extensions in playing hours and interruptions in play, will be taken into consideration 
· Umpires are instructed to apply a strict interpretation of time-wasting by the batsman (five-run (5-run) penalties). Specifically, batsmen are expected to be ready for the start of a new over as soon as the bowler is ready. 
Net Run Rate  
· A team's net run rate is calculated by deducting from the average runs per over scored by that team, the average runs per over scored against that team during the course of the tournament.  
· In the event of a team being all out in less than its full quota of overs, the calculation of its net run rate shall be based on the full quota of overs to which it would have been entitled and not on the number of overs in which the team was dismissed 
· Only those matches where results are achieved will count for the purpose of net run rate calculations. Where a match is abandoned, but a result is achieved under Duckworth/Lewis, for net run rate purposes Team 1 will be accredited with 
Team 2's Par Score on abandonment off the same number of overs faced by Team 2. 
· Where a match is concluded but with Duckworth/Lewis having been applied at an earlier point in the match, Team 1 will be accredited with one (1) run less than the final Target Score for Team 2 off the total number of overs allocated to Team 2 to reach the target. 
Warm-up 
· There shall be no warm-up of any kind, at any time, on the pitch or on either of the two (2) strips parallel and immediately adjacent to the pitch. 
· All forms of warm-up are permitted on the outfield prior to the match or during intervals or between innings provided the umpires are satisfied that such warmup will not cause significant deterioration in the condition of the outfield 
· There shall be no bowling or batting warm-up on the outfield.  However, bowling a ball to a player in the outfield, using arm action only, shall not be regarded as bowling warm-up. 
· Prior to the match, teams are entitled to a five (5) minute warm-up period.  
· If either captain requests separate official warm-ups, the teams will be allowed five (5) minutes each 
Coaching 
· Coaching is considered to be communication, advice or instruction of any kind to a player 
· Coaching can be provided to the player(s) during the two (2) two-minute (2) interval breaks at seven (7) and fourteen (14) overs and during the twenty (20) minute interval break between innings.  
· In the above regulation breaks during a match, the coach must return to their designated team bench area as soon as the umpire announces that the interval break is over. 
· Throughout the match, the coach may conduct the play of his team from outside the playing surface at his designated area 
· The coach or captain records or checks the names and numbers of his players on the score sheet and then signs it 
· Where a head coach is not present or available, an assistant coach,  team manager, or team captain may assume the role of a coach 
· Under no circumstances can coaching be provided when the ball is in play or in any manner distracting the opposing player(s) or disrupt or delay the match 
Injury and Bleeding 
Injury 
· Should a serious accident occur while the ball is in play, the umpire shall stop the match immediately and permit medical assistance to enter the pitch. 
· Players who are injured but not bleeding will be given two (2) minutes to attend to their injury. 
· If the player is not ready to recommence play after the two (2) minutes, the player must leave the playing surface to recover from their injury. 
· Provided that the player has not been substituted, a player may return to the match after they have recovered from their injury 
· Any player who leaves the pitch to attend to an injury must wait until the end of the over in progress before returning to the match. 
· Any substitute who replaces an injured player cannot bat, bowl or wicket-keep 
· When a team is reduced to less than six (6) players (irrespective of the reason) and a substitute is unavailable, the offending team shall forfeit the game. 
Bleeding 
· Any player suffering an injury that results in bleeding must leave the field of play for medical treatment unless the bleeding can be stopped within two (2) minutes 
· Play shall be suspended immediately lasting not more than two (2) minutes and the player shall receive medical treatment 
· If immediate medical treatment does not stop the bleeding injury he must be substituted until the bleeding is stopped and the blood is removed from his uniform 
· A player who leaves the pitch to attend to his bleeding injury must wait until the end of the over in progress before returning to the match. 
· The umpire must clear a previously bleeding player before they shall return to the match 
· Any substitute who replaces an injured player cannot bat, bowl or wicket-keep 
· Bloodstained clothing must be replaced 
· When a team is reduced to less than six (6) players (irrespective of the reason) and a substitute is unavailable, the offending team shall forfeit the game. 
 
For all other issues not addressed in these Standard Twenty20 International Match Playing Conditions, please refer to The Woodstock Cricket League General Rules and Regulations. 
 
 
 
 
 
 
 
 
 
 
 

