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DELAWARE CUP 2004

BY - LAWS

Playing Condition Rules:

· All the matches shall start at 11:00 am.

· In order to guarantee that the first ball is bowled at the mandated starting time, teams are required to spin the toss no less than 15 minutes prior to the scheduled starting time.

· A team not having a player to spin the toss or is not ready or 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.

· A team need not have all its players present to spin the toss. Any playing member may spin the toss after providing the officiating umpire and the opposing captain, or the captain’s representative, with 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 in met.

· One 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 8 players to take the field at the mandated starting time, that team shall give up the toss to the opposing team (assuming they have a minimum of 8 players to take the field).

· Each side will be allowed a maximum of thirty-Five (35) overs. Now bowler shall be permitted to bowl more than 20 % of the total number of overs in an inning. That is, no more than 7 overs in a 35-over game or more than 6 overs in a 30-over game etc. Whereas no one bowler may bowl more than 20% of the total number of overs in an innings, in an event of a fraction, that number will be rounded up to the next number. In the event a team loses overs, the opposing bowlers will not be restricted to bowling less than 7 overs unless their team had incurred a penalty of their own.

· For every 5 minutes, or fraction thereof, of delay in starting a game after the scheduled starting time, the offending team will lose 1 over. (Example: If a team is not ready to play 1-5 minutes after there scheduled starting time, they will lose 1 over. If they are not ready to play 6 minutes after the starting time, they will lose 2 overs, etc….)

· A team not ready to play or unwilling to start after 30 minutes past the scheduled starting time shall automatically forfeit the match.

· If due to circumstances beyond the control of the home team, the ground is not ready for play by the scheduled starting time, the official umpire (or both captains) may agree on a new starting time.

· In the event that a game is delayed as a result of Delaware Cup approved reasons, the revised starting time shall not be later that 1:00 PM and number of overs may not be reduced to less than 25. If such an agreement is reached, no penalties shall be imposed on the home team.

· All matches shall be played with a new 4 – piece leather ball provided by the league.

Special Playing Rules

· All home teams are required to provide water to the visiting team and are encouraged to provide food and refreshments.

· Break between innings shall not exceed 15 minutes. However, both captains may agree to make them shorter,

· Each water breaks shall be exactly 5 minutes and may not exceed 2 per innings. Umpires must offer breaks to both teams at similar intervals in both innings. In the event a team refuses its break as offered by the umpire, it may not request another one before the next scheduled interval.

· Players are encouraged to wear proper white clothing in all the league games. Proper attire means white collard shirts, trousers, socks, and sneakers. Sweatpants are discouraged.

· A team is not considered ready to play until the umpire and opposing captain are presented with a legible list of each player’s full name.

· Runs scored from the batsmen crossing off no balls and wides shall be added to the one bonus run that is automatic with such deliveries.

· Games should be played form both ends of the matting. Playing from one end will be only allowed if it is impossible to play from the other end. A game will not be played from one end unless both captains and umpire unanimously agree. The captains and the umpire cannot agree to the playing of the game from 1 end if doing so will cause any sort of damage to one end of the wicket or matting.

Abandoned / Rained Out Games

· A game that is interrupted by rain, bad light, or other factors will be decided on the runs-per-over average of both teams, provided the team batting second has batted at least Seventeen (17) overs. This 17 over minimum shall apply to all games, even if the numbers of overs for the game is less than 35 and even if one team was penalized and overs taken away. Runs per over average will be calculated as follows:

· Team Batting First

· Runs scored, divided by the allotted number of overs for the game
· Team Batting Second:

· Runs scored, divided by the actual number of overs completed
Allotted number of overs will be:

(a) Thirty (30) overs for every game.

(b) The number of overs decided by the umpire or agreed upon by both captains if no official umpire is present before the start of the game.

Tied Games & Teams Tied on Points

· In the event of a tie, the winner will be

· The side losing the lesser of wickets, or

· If both sides are all out or have lost the same number wickets, the side with the higher score rate, or

· If the result cannot be decided by first 2 options, the side with the higher score:

· After 30 overs, or if still equal

· After 20 overs, or if still equal

· After 15 overs

The above criteria for resolving the tie games shall apply to all the league games.

· In the event that more than one team ends up with the same points, the winner shall be the team that won the game played between the two tied teams.

Statistics

· Each club shall forward to the league’s statistician a copy of the full score (from which the batting and bowling averages may be obtained) of each match played within 5 working days from the date of the game. Players of teams not meeting the deadline for turning in score sheets risks not having their individual statistics computed, unless accurate match reports are received from the teams that they have competed against.

· The statistics from all games (including those affected by rain or other conditions) shall be incorporated into the final tally of the league’s averages.

Fines & Penalties

· Any club that fails to meet any engagement in accordance with the schedule shall be fined. A fine of $25 shall result for the first forfeiture, $50 for the second.

· In addition to the above fines, the offending team shall also be responsible for the umpire’s fee. Both the Umpire’s fee and fine must be paid to the League within 10 days of the forfeited game.

· Failure to submit the match report to the statistician within 5 working days of a game shall result in a penalty of $15 for each infraction.

· Team failing to pay umpire shall be fined $15 plus umpire’s fee.

· Verbal abuse of Umpires shall warrant to 1 game suspension.

· Teams are responsible for the behavior of their players on and off the field. For any inappropriate behavior reported by umpire may result to fines and suspension.

Administration

· Each team is required to submit the name and address a primary contact person to the League. All the correspondences from the League to the club will be sent to this representative. In addition to the primary contact person, each club is required to submit the names of 2 other leaders in the organization.

Registration

· Teams are required to provide the League with an initial list of all their players at least 1 week before the start of the League. Teams may add new players throughout the season (but before the Second round starts) by either advising the League, or the umpire prior the game. 

· A player taking part in the Delaware Cup Semi-Finals and Final must have played at least 1 game in the first round.

25 - Yard Circle & Boundary Markers

· All Delaware Cup games shall be played with the restrictive 25-yard circle.

· Teams that fail to properly mark the restrictive 25-yard circle shall lose overs.

· Markers for the 25-yard circle may be marked in brightly colored paint (other than green, blue, brown, purple or black) or cones. Said cones may be made of plastic and cannot have any metal or sharp points.

· The fielding team shall have minimum of 9 players in the circle at the time the ball is bowled for the first 10 overs in a 35-over game. In the event a team is fielding with 9 or fewer players, all players on the field must be inside the circle for this period. After the first 10 overs, a minimum of 6 players, including the bowler and wicketkeeper, must be in the circle at the time ball is bowled. The official umpire may call No ball in the event this requirement is violated.

Umpiring

· The League shall appoint an official umpire to officiate in all games when possible. During these games, the batting team will provide the Square Leg Umpire (who may not call No-balls).

· Each team shall pay the official umpire a fee of $30 prior to the start of the game. In the absence of official umpires provided by the League, the batting team shall provide the umpires, unless the captains agree to other arrangements.

· In the case of an obviously wrong decision, the official umpire reserves the right to overrule the square leg umpire, if the square leg umpire is not an official umpire assigned by the League.
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