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Players

1. Compete by the rules and in the spirit of the game and never dispute an Umpire's decision by word or gesture.

2. No sledging or swearing.

3. Be a good sport and encourage and support your own team members.

4. Work equally hard for yourself and your team, our team's performance will benefit and your own.

5. Co-operate with your coach and fellow team members.

6. Show respect for your opponents and their skills and be friendly to all participants.

7. Seek permission before leaving a game.

8. Control your temper.

9. Play for the fun and not just to please parents and coaches.

Coaches

1. Be reasonable on your demands on young players time, energy and enthusiasm.

2. Avoid over playing the talented players. The average players need and deserve equal time

3. When coaching representative teams ensure all team members have equal opportunities in front of selectors.

4. Plan coaching sessions that are active and varied and ensure that equipment and facilities are suitable and

    safe to use.

5. Remember that children participate for fun and that winning is only part of the motivation.

6. Teach your players to play by the rules of the sport, and develop team respect for the ability of opponents and

    each other.

7. Encourage them to participate in the spirit of the game, to develop a sense of fair play and maintain a positive

    team spirit.

8. Censure immediately any sledging or swearing.

9. Respect decisions of Umpires.

Parents

1. Encourage your child to always participate according to the rules and spirit of the game.

2. Encourage your child to participate if they are interested and remember children are involved in organised

    sport for their enjoyment.

3. Remind your child that participation in a team sport involves support and encouragement of the team

    members with the benefit of developing lasting friendships.

4. Teach your children good sportsmanship by example, applaud good play by team members and opponents 

    alike and congratulate all parties.

5. Don't badger, harass or use sarcasm to motivate your child or compare your child's performance with those of

    other children.

6. Let the coach do the coaching, and recognise the value and importance of volunteer coaches who deserve

    your support.

7. Treat your child the same irrespective of their individual performance.

8. Demonstrate appropriate behaviour by not using foul language, harassing players, coaches or officials.

CODE OF BEHAVIOUR

1. Code of Behaviour

1.1 Code of Behaviour - General

1.1.1 All Players are reminded that the competition's Code of Behaviour is as per Cricket Australia’s guidelines. Please refer MCC 2000 laws of cricket.

1.1.2 The captains are responsible at all times for ensuring that play is conducted within the spirit of the game as well as with the Laws.

1.1.3 Players, officials and umpires must not assault or attempt to assault another Umpire, another player, another official or a spectator.

1.1.4 Players and officials must not react with unnecessary obvious dissension, displeasure or disapproval either towards an Umpire, his decision, or generally, following an umpiring decision.

1.1.5 Players and officials must not use crude, racist and/or abusive language, or otherwise engage in

conduct detrimental to the spirit of the game. An umpire would be expected to caution the player and advise the Captain of his concern before reporting any player for this type of behaviour.

1.1.6 Players and officials must not indulge in conduct detrimental to the game.

1.1.7 Players and officials must in no way use crude or abusive hand signals.

1.1.8 Where an official umpire considers that a player has breached the code of behaviour, he may issue the player with a yellow card this shall indicate that the player will be mentioned in the umpire's match report.

1.1.9 If the player again breaches the code of conduct in the same game, he shall be issued with a red card and may take no further part in the game. If the umpire is of the opinion that the first offence is sufficiently serious, he may issue a red card immediately. The player will automatically be suspended for the next match and the umpire must lodge a formal report and further action will be considered as per Rule 11. The player may NOT play in any CGC match until he has faced the Commissioner or Conducts Committee.

1.1.10 Any player receiving 2 yellow cards in the same season shall automatically be suspended for the next match. Any subsequent yellow card in the same season will result in the player being cited to appear before the Conducts Committee.

1.2 Code of Behaviour – Procedures

1.2.1 A complaint can be made by any Player, Club Official, Umpire, Director of the Board of Cricket Gold Coast or any other person.

1.2.2 All complaints must be in writing and forwarded to the Secretary, Cricket Gold Coast on the approved form that is available on the Cricket Gold Coast website.

1.2.3 The following must occur for all complaints;

(a) The complainant must have completed the official complaint form and lodge that with Cricket Gold Coast no later than 5pm on the Monday following the incident and or the match;

(b) If the complaint is by an Umpire, the Umpires Association must forward the specific offence alleged along with the Umpires recommendation for penalty on the appropriate form to the Secretary, Cricket Gold Coast in compliance with 11.2.2.

1.2.4 Upon receipt of any complaint by the Secretary of Cricket Gold Coast, the Secretary must within 24 hours of receipt forward the complaint to the following:

(a) The Commissioner;

(b) The player, official or person;

(c) The player, official or persons registered club.

1.2.5 The Commissioner shall upon receipt of the complaint contact the player, official or person directly and ask the following:

(a) Is the player, official or person in receipt of the formal complaint against them;

(b) If not, the Commissioner will immediately suspend the call and arrange delivery of the complaint and also advise the player, official or person that they may have another person present when the call resumes.

1.2.6 The Commissioner will not proceed with a telephone call until the player has the complaint. The Commissioner will again call, confirm the complaint is received and then outline the complaint and the level charged on and what penalties this may come with and then ask whether or not the player, official or person pleads guilty or not guilty to the charge or charges alleged.

(a) If a player, official or person pleads guilty to the offence or offences as outlined in the formal complaint, then the Commissioner within 12 hours must notify the Secretary of Cricket Gold Coast in writing of the penalty and the Secretary Cricket Gold Coast must pass on within 24 hours in formal letter to the player, official or person and the player, official or persons registered club of the decision and penalty reached in relation to the plea of guilty entered.

(b) If a player pleads not guilty the Commissioner must then call a formal hearing of the complaint and offence or offences alleged and a hearing called. There must be at least 3 members on the judiciary to hear the complaint and the hearing must take place as soon as reasonable practical and no later than 10 days of the complaint being received by the Secretary of Cricket Gold Coast.

(c) The player, official or person may call witnesses in their defence but must notify the Commissioner of the names and number of witnesses at least 24 hours before the hearing.

(d) The player must be served a formal notice that they are not to partake in any match until such time as the matter is heard and any match missed will be taken into consideration by the judiciary in any penalty that is issued.

(e) Upon the complaint being determined by the judiciary, the Commissioner shall immediately notify in writing the Secretary of Cricket Gold Coast, the player, official or person and their registered club.

(g) Non adherence to the foregoing regulations does not preclude the commissioner or judiciary from hearing any case, whether reported or not, providing that in all such cases the principals of natural justice apply and the player alleged to have committed a breach of the code of behaviour is not in any way unfairly disadvantaged by the failure to adhere to the regulations.

1.2.7 If the player, official or person wishes to appeal any decision of the judiciary, the player, official or person has the right to do so in accordance with rule 11.5

1.3 Code of Behaviour – Offences

Each of the rules for behaviour has a guideline. The guidelines are intended as an illustrative guide only and in the case of any doubt as to the interpretation of the Rule, the provisions of the Rule itself shall take precedence over the provisions of the guidelines. The guidelines should not be read as an exhaustive list of offences or prohibited conduct.

1.3.1 Level 1 Offences

The Offences set out at 1.1 to 1.5 below are Level 1 Offences. The range of penalties which shall be imposed for a Level 1 Offence is set out in Section 11.4 of these rules. Players and, where applicable, officials must not:

	No.
	Rule
	Guidelines

	1.1
	Abuse cricket equipment or clothing, ground equipment or fixtures and fittings
	Includes actions outside the course of normal cricket actions such as hitting or kicking the wickets and actions which intentionally or negligently result in damage to the advertising boards, boundary fences, dressing room doors, mirrors, windows and other fixtures and fittings.



	1.2
	Show dissent at an umpire’s decision
	Includes showing dissent at an umpire’s decision by way of showing inappropriate or excessive disappointment, an obvious delay in resuming play or leaving the wicket, shaking the head, pointing or looking at the inside edge when given out lbw, pointing to the pad or rubbing the shoulder when caught behind, snatching the cap from the umpire, a bowler or fielder arguing or entering into an unduly prolonged discussion with the umpire about the umpire’s decision.

This Rule does not prohibit the bowler involved in the decision or a team captain from asking an umpire to provide an explanation for a decision or a Team official from making a formal complaint.
It shall not be a defence to any charge brought under this article to show that the umpire might have, or in fact did, get a decision wrong.

	1.3
	 Use language that is

obscene, offensive or

insulting and/or the making of an obscene gesture
	This includes swearing and offensive gestures which are not directed at another person such as swearing in frustration at one’s own poor play or fortune.

This offence is not intended to penalise trivial behaviour. The extent to which such behaviour is likely to give offence shall be taken into account when deciding to report the behaviour as an offence and when assessing the seriousness of the breach.

	1.4
	 Engage in excessive

appealing
	Excessive shall mean repeated appealing when the bowler/fielder knows the batsman is not out with the intention of placing the umpire under pressure.

It is not intended to prevent loud or enthusiastic appealing. Excessive may also mean the practice of celebrating or assuming a dismissal before the decision has been given.

	1.5
	 Point or gesture towards the pavilion in an aggressive

manner upon the dismissal of a 

batsman
	Self explanatory.



	

	Note:
	Any repeat of the same Level 1 Offence within 12 months of such offence will for the purposes of penalty only be

regarded as a Level 2 Offence.


1.3.2 Level 2 Offences

The Offences set out at 2.1 to 2.8 below are Level 2 Offences. The range of penalties which shall be imposed for a Level 2 Offence is set out in Section 11.4 of these rules. Players and, where applicable, officials must not:

	No.
	Rule
	Guidelines

	2.1
	Show serious dissent at an umpire’s decision
	Dissent (including examples given in 1.2 above) will be classified as serious where the conduct contains an element of anger or abuse that

is directed at the umpire or the umpire’s decision or where there is excessive delay in resuming play or leaving the wicket.

This Rule does not prohibit the bowler involved in the decision or a team captain from asking an umpire to provide an explanation for a decision or a Team official from making a formal complaint.
It shall not be a defence to any charge brought under this article to show that the umpire might have, or in fact did, get a decision wrong.

	2.2
	Engage in inappropriate and deliberate physical contact with other players or officials
	Without limitation, players will breach this regulation if they deliberately walk or run into or shoulder another player, official or match official either during the course of play of a Match or during the periods before or after play at the relevant venue.

	2.3
	Charge or advance towards the umpire in an aggressive manner

when appealing
	Self explanatory.



	2.4
	Deliberately and maliciously distract or obstruct another

player or official on the field of play
	Without limitation, players will breach this rule if they deliberately attempt to distract a striker by words or gestures or deliberately shepherd a batsman while running or attempting to run between wickets.



	2.5
	Throw the ball at or near a player or official in an inappropriate

and/or dangerous manner
	This Rule will not prohibit a fielder or bowler from returning the ball to the stumps in the normal fashion.



	2.6
	Use language that is obscene, offensive or of a generally insulting nature to another

player, official or spectator.
	This is language or gestures which are directed at another person or persons. In exercising his judgement as to whether the behaviour has fallen below an acceptable standard, the umpire seeking to lay a charge shall be required to take into account the context of the particular situation and whether the words or gesture are likely to:

be regarded as obscene; or

give offence; or

insult another person.

This offence is not intended to penalise trivial behaviour. The extent to which such behaviour is likely to give offence shall be taken into account when assessing the seriousness of the breach.

	2.7
	Change the condition of the ball

in breach of Law 42.3
	Prohibited behaviour includes picking the seam or deliberately throwing the ball into ground for the purpose of roughening it up and the application of moisture to the ball, save for perspiration and saliva.



	2.8
	Attempt to manipulate a Match in regard to the result, net run rate, bonus points or otherwise.

The captain of any team guilty of such conduct shall be held

responsible.


	Prohibited conduct under this rule will include incidents where a team bats in such a way as to either adversely affect its own, or improve its opponent’s, bonus points, net run rate or quotient.



	

	Note:
	Any repeat of the same Level 2 Offence within 12 months of such offence will for the purposes of penalty only

be regarded as a Level 3 Offence


1.3.3 Level 3 Offences

The Offences set out at 3.1 to 3.3 below are Level 3 Offences. The range of penalties which shall be imposed for a Level 3 Offence is set out in Section 11.4 of these rules. Players and, where applicable, officials must not:

	No.
	Rule
	Guidelines

	3.1
	Intimidate or attempt to intimidate an umpire or referee whether by

language or conduct
	Includes appealing in an

aggressive or threatening manner

It shall not be a defence to any charge brought under this article to show that the umpire might have, or in fact did, get a decision wrong.

	3.2
	Threaten to assault another player, Team official or spectator
	Self explanatory.

	3.3
	Use language or gestures that offend, insult, humiliate, intimidate,

threaten, disparage or vilify another person on the basis of that person’s race, religion, colour, descent, sexuality or national or ethnic

origin


	Self explanatory.



	

	Note:
	Any repeat of the same Level 3 Offence within 12 months of such offence will for the purposes of penalty only be regarded as a Level 4 Offence.


1.3.4 Level 4 Offences

The Offences set out at 4.1 to 4.4 below are Level 4 Offences. The range of penalties which shall be imposed for a Level 4 Offence is set out in Section 11.4 of these rules. Players and, where applicable, officials must not:

	No.
	Rule
	Guidelines

	4.1
	Threaten to assault an umpire or referee
	Self explanatory.

	4.2
	2 Physically assault another player, umpire, referee, official or

spectator
	Self explanatory.



	4.3
	Engage in any act of violence on the field of play
	Self explanatory.

	4.4
	Use language or gestures that seriously offends, insults, humiliates,

intimidates, threatens, disparages or vilifies another person on the

basis of that person’s race, religion, colour, descent or national or

ethnic origin
	Self explanatory.




1.3.5 Level 5 - Laws of Cricket and Spirit of the Game

The Offences set out at 5.1 to 5.3 below are Level 5 Offences. The range of penalties which shall be imposed for a Level 5 Offence is set out in Section 11.4 of these rules. Players and, where applicable, officials must not:

	No.
	Rule
	Guidelines

	5.1
	Players must obey the Laws of Cricket and play within the spirit of the game. The captain and Team coach must use their best efforts to

ensure that their Team and individual members of the Team complies with this rule
	This is meant as a general Rule to deal with situations where the facts of or the gravity or seriousness of the alleged incident are not adequately or clearly covered by the offences set out in Rules 1 – 4 (inclusive) of the Code.

Conduct which will be prohibited under the clause includes using an illegal bat, cheating during play, time wasting and any conduct which is considered “unfair play” under Law 42 of the Laws of Cricket.

This Rule is not intended to punish unintentional breaches of the Laws of Cricket.

Reference may be made to any statement or explanation of the Spirit of Cricket published in conjunction with the Laws of Cricket.

Nothing in this Rule or the Code alters the onus on the captain to ensure that the Spirit of the Game is adhered to as stated and defined in the preamble to the Laws of Cricket.

	5.2
	Without limiting any other rule, players and officials must not at any time engage in behaviour unbecoming to a player or official that could

bring them or the game of cricket into disrepute or be harmful to the interests of cricket
	This is also meant as a general Rule to deal with situations where the facts of or the gravity or seriousness of the alleged incident are not adequately or clearly covered by the offences set out in Rules 1 – 4 (inclusive) of the Code.

It is intended to include serious or repeated acts of misconduct, unruly

behaviour and cheating during play.



	5.3
	Without limiting any other rule, players and officials must not make public or media comment which is detrimental to the interests of the game. This includes comments on club websites or other electronic / social media. (e.g. Facebook, Twitter).
	Without limitation, players and officials will breach this rule and be deemed to be

making comment detrimental to the interests of the game if in making any public or media comment they:

publicly denigrate or criticise another player or publicly denigrate or criticise an, official, umpire, referee or team against which they have played or will play, whether in relation to incidents which occurred in a match or otherwise;

publicly denigrate or criticise Cricket Gold Coast or any of its respective

commercial partners;

denigrate or criticise another player or official by inappropriately commenting on any aspect of his or her performance, abilities or characteristics;

comment on the likely outcome of a hearing or a report or an appeal;

criticise the outcome of a hearing or an appeal; or

criticise any evidence, submission or other comment made by any person at the hearing of a report or any appeal.


1.4 Code of Behaviour – Penalties

1.4.1 In the event the Commissioner decides that any person has breached any of Rules 1 – 5 (inclusive) of Section 11.3 of this Code of Behaviour, the commissioner will apply a penalty within the range of penalties for each level of offence set out in the table below and may also apply any or all of the penalties set out in this Section.

	Level of Offence
	

	Level 1
	Official reprimand and/or suspended ban of up to 1 multi-day

Match and/or 2 one-day Matches

	Level 2
	Ban of between a minimum of 2 weeks and a maximum of 6 weeks. 

	Level 3
	Ban of between a minimum of 4 weeks and a maximum of 10 weeks.

	Level 4
	Ban of a minimum of 10 weeks up to a life ban.

	Level 5
	One or more of the following penalties will apply

a ban from playing for a period to be determined

direct that the person make reparation for any damage made by that person to any property

require that person to perform voluntary service to cricket or to the cricket community

reprimand the person

impose a fine


1.4.2 When imposing any penalty upon a person who has breached this Code of Behaviour, the Commissioner or Conducts Committee may take into account any circumstance it considers relevant, including the following:

(a) The seriousness of the breach;

(b) The harm caused by the breach to the interests of cricket;

(c) The person’s seniority and standing in the game;

(d) Remorse shown by the person and the prospect of further breaches;

(e) The prior record of the person in abiding by this Code, and any similar code of behaviour; and

(f) The impact of the penalty on the person, including the person’s capacity to pay a fine.

1.5 Code of Behaviour – Appeals

1.5.1 Appeals must be lodged in writing to the Coordinator within 14 days of the hearing and clubs must pay a $250 bond with the Board at the time of lodging the appeal. This bond shall be forfeit if the appeal is unsuccessful. If the player then appeals to a higher body, his club shall lodge a further bond of $250 at each level of appeal and such bond shall be forfeit if the appeal is unsuccessful. 

1.5.2 In the event that a Conducts Committee hearing cannot be completed before the start of a relevant match the Conducts Committee may make such interim ruling as it deems appropriate including the interim suspension of a Player pending completion of the hearing.

1.5.3 There shall be an Appeals Committee that is consists of the Board of Directors. Any member of the Board of Directors who is also a member of the Conducts Committee may not be involved in a case in both capacities. Members of the Appeals Committee shall not be representative of the Club or Clubs involved in the Hearing.

1.5.4 The Appeals Committee shall be responsible for receiving all appeals from decisions of the Conducts Committee.

1.5.5 The Appeals Committee shall hear and determine each appeal by reference only to all documentary and written evidence presented to the hearing before the Conducts Committee or Board as the case may be and shall receive from all interested parties written submissions only with respect to the evidence and submissions presented before that initial hearing;

1.5.6 Any new or additional evidence shall be received by the Appeals Committee only at the discretion of the Appeals Committee;

1.5.7 There shall be no right of appearance before the Appeals Committee by any of the parties or their representatives who appeared before the initial hearing of the Conducts Committee.

1.5.8 Where the matter under appeal is regarded by a majority of the Appeals Committee as sufficiently serious leave may be given by the Chairman of the Appeals Committee to permit appearance by any or all of the interested parties and/or their representatives.

1.5.9 Should an appeal subsequently be upheld any suspension or penalty shall nevertheless be deemed valid.

2. Disputes Referred

2.1 Any protest from a Club, or any matter of dispute between Clubs, shall be adjudicated upon by the Grades Committee after all Clubs concerned have been notified of such protest or dispute and have had the opportunity of making written representations thereon. No such protest or dispute shall be considered by the Committee unless lodged with the Committee within Four [4] days after the matter in question arose, provided that in all cases in dispute any player or club may appeal to the Cricket Board of Directors within fourteen [14] days of the date of the Committee decision and its decision thereof

shall be final.

3. Penalty Clause

3.1 In the event of a breach of the Regulations governing Competition matches and/or in respect of any action, conduct, behaviour or decision taken, made or implemented by any Club, player, official or other representatives of a club by, through or in connection with any Competition match which in the opinion of the Grades Committee constitutes conduct or action detrimental to the game or the spirit of the game or Cricket Gold Coast, the Grades Committee may impose on a club such a penalty as the Grades Committee considers appropriate in the circumstances.

3.2 Without limiting the generality of paragraph [a] above, the penalty may include any of, or any combination of, but not limited to the following:

3.2.1 Forfeiture of the match points gained by the club in the particular competition match;

3.2.2 In the event of a final, forfeiture of the match;

3.2.3 A monetary penalty.

4. Penalty to Players/Officials

4.1 The Grades Committee shall recommend the penalty for any breach of these regulations as per rule 13 to the board for their approval. The board shall then notify the players and / or their club of these decisions and relevant penalties.

STANDARD RULES

MCC 2017 Code of Laws shall apply except as varied below

1. Drinks

Each hour on field at the discretion of both Umpires, but shall be no more than three (3) minutes

duration.

 2. Protective Equipment

All batsmen and wicket keepers are to wear standard protective gear: i.e. for batsmen, a helmet, batting gloves, groin protector and batting pads; for wicketkeepers, wicket keeping gloves, groin protector and pads.

Helmets

It is mandatory for junior cricketers (those under 18 years of age) to wear helmets at all times when wicket-keeping up to the stumps or batting, including when they are playing senior cricket. 
 
Notes

Current ‘best of breed’ helmets are those that are compliant with the British Standard for helmet safety (BS7928:2013 Specification for head protectors for cricketers).
- Parents/guardians, coaches and team officials need to ensure that this playing condition is adhered to. 
- This includes when junior batters are facing slow bowling. 
- Association administrators, club coaches, team managers, parents and other volunteers are also encouraged to consider the use of helmets for junior wicket-keepers ‘standing-back’ if there are concerns about the skill level of the wicket-keeper, bowlers and fielders. 
- Cricket Australia strongly recommends that all senior cricketers wear a helmet when batting, wicket-keeping or fielding in close (or in a zero reaction time position). In elite cricket a zero reaction time position is considered any position within 7 metres of the batter except any position behind square on the off side – therefore if fielding at silly mid-off or short-leg it is recommended that you wear a helmet, whereas helmets may not be necessary if fielding at gully or (regulation) slip to a spinner.
3. Rain, Lightning or Other Delays

Reduce the number of overs to be bowled by each team by one for each four (4) minutes lost.

Refer also CONDITIONS OF PLAY (2-DAY FIXTURES) on page 41 for further specific

details.

Lightning Policy
Umpires, Officials and Players should follow the “30/30” rule.
The “30/30” rule states that when lightening is followed by thunder and the time difference between the lightening and the following thunder is 30 seconds or less, play must be suspended and all participants must leave the field of play, moving to a safe area. Play must not be resumed until 30 minutes have elapsed after the last lightening being sighted. On each occasion that lightening is seen, whilst off the field, the 30 minute period is to recommence.
The “30/30” rule is best suited for existing thunderstorms moving into the area. However, it cannot predict or protect against a first lightning strike. Thunderstorms can develop overhead where there will be no prior notice that a storm is coming. Be alert to changes in sky conditions portending thunderstorm development directly overhead. When lightning threatens, go immediately to a safer location. Do not hesitate. Lightning casualty statistics are full of stories where persons who were just about to make it to safety, when they were struck. Even a few extra minutes lead time can be lifesaving.

 4. Taking the Field
If within fifteen (15) minutes after the advertised starting time a team with a minimum of seven (7) player’s is not in a position to start the game, the opposing team may claim a forfeit ( in age groups u12 through to u17’s) . Every effort should be made by the teams to encourage participation.

 5. Umpiring

Umpires must be suitably attired at all times.

Where only one ticketed Umpire has been allocated by Cricket Gold Coast to a match, that

umpire shall stand at the bowlers’ end for the whole match and a nominee of the batting side shall stand at square leg. In a team where the child of an umpire is batting or bowling, that umpire should be replaced (quickly, so as not to delay any play) or, if this is not possible, must stand at square leg.

6. No Ball - Ages U12’s to U17's (See separate Rules for U10s-U11s)

No balls in all grades (if not scored from) shall count as one run only.

In addition to any rule concerning the signalling of "no ball" the Umpire shall signal no ball

where:

a) For synthetic surfaces, the ball hits the edge of the pitch or is off the pitch.

b) A short pitched delivery by a “fast bowler” which passes above the head of the batsman
    standing at his full height.

c) Any full pitched ball which is above waist height.

d) If the ball bounces more than twice before reaching the batsman or rolls along the ground

e) Under no circumstances should a junior player be called during a game for having a faulty

    bowling action.
1. Within 48-hours of a game at which a coach/umpire, whether qualified or not, believes a bowling action to be faulty, he/she is to report that belief in writing to the Secretary, Gold Coast Junior Inc for determination;

2. Upon receipt of a report of a perceived faulty action being received by the Board, it, or its delegate, will consider the report and, at its discretion, either dismiss the report, or refer the individual bowler to Queensland Cricket for analysis and, where needed, remedial coaching;

3. The Secretary will then notify both clubs of the outcome the Board's determination.
7. Stumps, Balls and Gear

Each team is to provide a set of stumps and bails and the approved cricket ball for each innings.

Metal capped stumps are not permitted.

8. Player Registration

All players must be correctly registered with Cricket Gold Coast Limited prior to participation in

inter-club fixtures and failure to abide by this rule may result in loss of points or a fine.

· Girls may play up to two (2) years below their age group.

· Boys may only ‘play up’ to 2 years above their age group until they turn 14 years of age.

· No person under the age of 8 years as at 31st August in the calendar year in which the 
   
season starts shall be eligible to play provided that an exemption from this rule may be sought
in writing from the Board, which shall have the discretion to allow a child to play after
consideration of size, ability and aptitude. The proof of showing to the satisfaction of the Board
that the child may not be placed in danger shall lie with the club applying for the exemption and
the decision of the Board shall be final. The exemption applies for only one season and in future
seasons re-application is necessary.

9. Wet Weather

WET WEATHER INFORMATION 
If a General cancellation decision is made by Gold Coast Junior Inc on Friday evening, it will be posted on the website www.cricketgoldcoast.com. and on Facebook by 8:00pm. If the General cancellation decision is not made until Saturday morning it will be posted on the www.cricketgoldcoast.com website and on Facebook by 7:00am. 

U10 Woolworths Blast

IT is the responsibility of the Host Club/ground to determine if the oval is fit for play. Gold Coast Junior Inc’s preference on cancellations in this age group is that it is made as soon as possible so that parents can be notified, ideally cancellation decisions would be made no later than 3:30pm on the Friday of the game.

U11-U14 Junior format/competition

The Gold Coast Junior Inc Committee is loath to make a general cancellation. Coaches are requested to communicate with opposition coaches using the phone numbers on club pages on the website. Grounds should be inspected using the Fitness of the Ground rule as a guide and a decision made whether or not to play. Coaches and Managers are asked to communicate with parents as soon as possible if there is a cancellation. 

It is the responsibility of the Home Team as nominated by the draw on MyCricket to assess the condition of the ground and advise the opposition coach as soon as possible that the ground is unsuitable for play, ideally this should be done before 7.00am on the Saturday morning. The home team coach will also contact the co-ordinator of Cricket Gold Coast on 0415 084 077 to advise if the game has been called off.

If there is any doubt, then both coaches inspect the ground and use the Fitness of the ground policy below to determine if play is to proceed.

A ground is unfit for play when it is so slippery so as to deprive batsmen or bowlers of a reasonable foothold, or the fieldsman freedom of movement.  
U15-U17 Competitions

If the Club curator has not been able to prepare a pitch for play, the home club is to advise the co-ordinator of Cricket Gold Coast on 0415 084 077 by 5pm on the Friday prior to the game and also contact the away team via the contacts list on Cricket Gold Coast website.
If an official umpire is allocated, then they will be the sole judge of conditions and play. In the absence of an official umpire, then the following procedures will apply:

If there is any doubt, then both coaches inspect the ground and use the Fitness of the ground policy below to determine if play is to proceed.

A ground is unfit for play when it is so slippery so as to deprive batsmen or bowlers of a reasonable foothold, or the fieldsman freedom of movement.  
.

FITNESS OF THE GROUND 

1. (a)  Play should only be suspended when the conditions are so bad (including lightning) that it is unreasonable or dangerous to continue. A ground is unfit for play when it is so slippery so as to deprive batters or bowlers of a reasonable foothold, or the fieldsmen freedom of movement. The safety of players at all times must be paramount. Play should not be suspended merely because the grass is wet and the ball slippery. 

2. (b)  The decision concerning the fitness for play of the ground, including the pitch, must be made by a representative from each team and/or official umpires. In those cases when club groundsmen are concerned with ground preparation, the decision concerning ground fitness for play should involve such representatives and/or official umpires and club groundsmen (if applicable). Where a club groundsman has full control of the ground, the groundsman's decision shall be final. 

3. (c)  If team representatives, with their players in attendance, disagree regarding the fitness of the ground for play the present state continues. That is, if play has not commenced and the representatives disagree, there will be no play. If play has been suspended because the ground is unfit for play, the team representatives must agree before play resumes. No time shall be added to the match to make up for time lost to adverse conditions or injury. 

4. (d)  (The 30/30 Rule) If thunder follows a lightning flash by thirty (30) seconds or less play must cease and players and officials leave the field immediately. Play must not resume until thirty (30) minutes after the initial lightning flash. If during the suspension of play thunder follows a lightning flash by thirty (30) seconds or less the suspension period is to recommence. 

Note. See Standard AS/NZS 1768:2007 “Lightning Protection”. 

Note. A 30 second time difference indicates the flash was within a 10km radius, a 15 second time difference is within a 5km radius, and a 3 second difference indicates within a kilometre. 
Procedure for the following week 

If games are cancelled one week and no play has occurred and the second week can be played, then games revert to ONE DAY games and follow ONE DAY rules. 

10. Clearances

To comply with Queensland Junior Cricket Association rulings, any player wishing to change clubs must first obtain a clearance from their former club. Should a clearance be refused, the Board shall have the discretion to waive the need for clearance.

11. Scoring

Scoring on an iPad or Tablet is permitted and encouraged in Gold Coast Junior Inc matches, he HOME team will score on MyCricket, whilst the AWAY team will maintain a paper scrorebook during the game.
12. Premiership Competitions

i. Premiership competitions shall take place in U12, U13, U14, U15 & U17.

ii. Points shall be awarded as follows by the Coordinator:

	Win on 1st Innings and subsequent outright win
	  10 Points

	Loss on 1st Innings and subsequent outright win
	  6 Points

	Win on 1st Innings and subsequent outright loss
	  4 Points

	Loss on 1st Innings and subsequent outright loss
	  0 Points

	Win on 1st Innings and no further result
	  6 Points

	Loss on 1st Innings and no further result
	  0 Points

	Drawn match
	  3 Points

	Abandoned match in which no play takes place
	  3 Points

	Bye
	  6 Points

	Tie on 1st Innings and subsequent outright win
	  9 Points

	Tie on 1st Innings and no further result
	  3 Points

	Tie on 1st Innings and subsequent outright loss
	  2 Points

	Win on 1st Innings and subsequent outright tie
	  5 Points

	Loss on 1st Innings and subsequent outright tie
	  5 Points

	Forfeit Maximum points for the round
	Max Points


iii. The following bonus points will be awarded in all premiership competitions:

Batting:  0.01 point for each run scored

Bowling: 0.20 point for each wicket

13. Exemptions & Eligibility for finals cricket

Clubs are encouraged to self-manage player exemptions with reference to players, playing up or down an age group. Where a player is not playing in their correct age group, the club is required to report this to the Secretary Gold Coast Junior Inc. Where a player is playing under 17’s, an overage exemption will apply up to 90 days, with the exception of a player playing first or second grade in the Seniors competition or equivalent.
Where clubs have more than one team in the same age group, a player may not change teams in the same age group from the team he plays for in the first round after Christmas. Players playing up an age group cannot be dropped to their own age group for the Finals if their regular team has been eliminated. Players may play up an age group for Finals. Players must have played at least 6 weeks in Junior Cricket in that age group or lower. Clubs may apply for exemption to the Gold Coast Junior Inc Board.

Any other exemption request not covered by these rules will be determined by the Board of Gold Coast Junior Inc, whose determination will be final.

14. Variations of time or venue

The Board of Gold Coast Junior Inc reserves the right to change the times of play or venue to suit prevailing conditions.

15. On-field coaching

Coaching from the boundary or any other portion of the playing area or surrounds, is prohibited in competition games for U13’s and above whilst the game is in progress.

16. MyCricket

The Board of Gold Coast Junior Inc has chosen the MyCricket electronic package for use in listing teams, match results and statistics. Teams must be entered by 6pm Friday before the new round commences. Full results including full player details must be entered by 6.00 pm Thursday at the completion of the match. 1st Offence will be a written warning per team. 2nd Offence $25.00 per team. 3rd Offence $50.00 per team. The applies to Under 12’s to Under 17’s only.

INTER-CLUB RULES

UNDER 10's and 11’s
NOTE: Parents, coaches and children are reminded that the development of players’ skills and having fun are much more important than winning.
1. HOURS OF PLAY: 
Under 10’s - All on Friday Nights 6pm start unless by prior agreement between both Teams – (7 a side matches) Note: All times are QLD time regardless of ground location.

Under 11’s – Saturday morning 8am till 10:30am. (7 a side matches)
2. COACH:  

Accredited Community (Level 1) Coach

3. GAME TYPE:  

T20 (20 over game)

4. BALL


U10’s Modified ball (circumference 21-22.5cm, ideal weight 120-140g) Synthetic options available as per Stage 1 or a soft Kookaburra “CGC” or “Cricket Gold Coast” stamped safety ball is to be used.

U11’s 142 gram Kookaburra “CGC” or “Cricket Gold Coast” stamped ball
5.TIME:

120 mins (2 hrs) as a guide
6. PROTECTIVE EQUIPMENT:


Helmet (including the Wicket keeper).

(Please refer to the Helmet section of Well Played - Australian Cricket’s Playing Policies & Community Guidelines)
Pads

Gloves

Protector (males)

7. BOUNDARY:


40m (maximum) - measured from batter’s end stumps

8. PITCH TYPE AND LENGTH


Outfield or hard wicket surface - 16m length

9. OVERS:


20 overs per team (120 balls)

10. TEAM:
7 players per team (maximum of 7 players on field)

11. INNINGS:


1 innings of 20 overs per team

12. BATTING:
All batters retire at 17 balls (based on 7 players)

All balls (regardless of whether wides/no balls) will be included in the batter’s ball count.

Batter to swap end following a dismissal. If there is a run out the not out batter should face the next delivery.

If there is an extra ball to be bowled, the batter facing at the time will face the extra ball (i.e. 17

x 7 = 119)

13. BOWLING:
6 balls per over (maximum)

All players are to bowl (each Wicket-Keeper is to bowl one over each) e.g. 3 players x 4 overs, 2 players x 3 overs, 2 players x 1 over (i.e. Wicket-Keepers)

Coaches are encouraged to rotate the opportunity for players to bowl 4 overs in a match

Bowlers are to bowl from the one end for entire game

Current Cricket Australia Pace Bowling guidelines apply (please refer to Well Played - Australian Cricket’s Playing Policies & Community Guidelines)

14. FIELDING:
Rotation of fielders is recommended to ensure all players experience all positions

No fielders within 15 metres of batter or each other (except Wicket-Keeper) to encourage singles and safety

Each team is required to use two (2) wicket keepers (10 overs each)

If more than 7 players are present at a match, they should rotate onto the field each over.

15. DISMISSALS:
Unlimited dismissals (each player will face the nominated number of balls each)

The Association or Competition Manager/s have the option to introduce a consequence for dismissals. If so, then 4 runs per wicket will be added to the opposition (bowling teams) total at the end of the innings.

The following dismissals apply in this format: Bowled, Caught, Caught & Bowled, Run Out, Stumped,

Hit Wicket.

16. MINIMUM & MAXIMUM PLAYERS & IMPACT:


7 players per team (it is understood that teams often contain additional players to cater for holidays, illness or other commitments)

5 players per team minimum are required to play the game

9 players per team maximum are to be allocated to a team (only 7 on field at any given time)

Only 7 players can be on the field at any given time i.e. only 7 can bat and bowl, however, any non batter(s) can bowl

The number of players impact the players’ opportunity to develop skills in the game,

for example;

5 player team – 5 players bowl 4 overs and batters retire at 24 balls

6 player team – 2 players bowl 4 overs; 4 players bowl 3 overs and batters retire at 20 balls

7 player team – 3 players bowl 4 overs; 2 players bowl 3 overs: 2 players bowl 1 over (wk) and batters retire at 17 balls

8 player team – 6 players bowl 3 overs; 2 players bowl 1 over (WK) and batters retire at 15 balls

9 player team – 4 players bowl 3 overs; 3 players bowl 2 overs; 2 players bowl 1 over (wk) and batters retire at 13 balls.
17. EQUIPMENT:
2 sets of portable stumps (with base and bails)

Bat size: Size 4 (<1.8lb or <800gm) is recommended

Modified ball (as per specifications above)

Measuring tape or string to measure Pitch length and boundary

Boundary markers

Chalk, tape or paint to mark crease
UNDER 12's (2-day fixtures)

Aim of Quarters Cricket Players are still undergoing a learning process and an active participation by a maximum number of players is to be encouraged within a Four Quarters Cricket format which seeks to control the time in the field for the fielding side. Coaches and Managers may need to be flexible to provide all the players the opportunity for maximum participation in the time and weather conditions permit.

 Teams consist of Nine players on the field with a maximum of 11 players named who must bowl (if they are present at the game). In each innings, all players nominated must be given the opportunity to participate in the match in either batting or bowling. A team is ALL OUT if 10 wickets must fall for a side to be all out if 11 are named and playing, 9 wickets if named and playing 10 players, 8 wickets if named and playing 9 players.

1. Format 

 Matches that are scheduled as two day matches are to be played under the quarters cricket format (ideally each team gets to bat and bowl for 25 overs each day)

 1.1 During the first innings of both teams each batting quarter is limited to a maximum of 25 overs unless a team is dismissed or time is lost. 

1.2 In the quarters cricket format each team's first innings will be concluded after 50 overs unless dismissed earlier or time has been lost. 

1.3 deleted.
1.4 An outright win can only be achieved if a team has been bowled out twice and hasn't reached the opposing teams score and the total overs in the match doesn't exceed the maximum of 100 overs for the two days.

 1.5 No team shall commence their 2nd innings until both teams have concluded their 1st innings ie: if team 1 bats first and are 2 for 50 after their 25 overs and team 2 gets bowled out for 40 in 10 overs. Team 1 will continue their 1st innings (remaining 15 overs that day and first 10 overs on day 2) until they reach 50 overs or get dismissed or time is lost. Only then will both teams commence their 2nd innings, batting quarters format of 25 overs each unless dismissed or time lost. Game will continue until 100 overs of play for the 2 days has been reached unless overs have been deducted for time loss. Note: because it’s still the 1st innings it may mean a team has to bat longer than its daily allotted quota of overs, but not exceed the total overs allowed for the day and will continue their 1st innings on day 2

 1.6 There is no follow on rule in Quarters Cricket cricket. Teams must adhere to above format

2 .Minimum Overs 

2. To constitute a match, each team must receive a minimum of 20 overs, unless dismissed, has declared its innings closed or a result is achieved prior to the minimum overs being bowled. Note: The minimum target cannot be lower than that required after the minimum overs. Example: Assume that Team 1 has batted their 50 overs and has scored 150 runs resulting in a run rate of 3 runs per over. The minimum target for Team 2 is 61 runs at 20 overs (i.e. 3 runs per over x 20 over minimum +1) 

3. Hours of Play Hours of Play

 Start Time Finish Time Quarter 1 (Day 1) 8.00 am- 9.33 am Quarter 2 (Day 1) 9.43 am 11.15 am Quarter 3 (Day 2) 8.00 am 9.33 am Quarter 4 (Day 2) 9.43 am 11.15 am Note 1: A drinks break not exceeding 3 minutes may be taken mid-way through each quarter.

 Note 2: On day 2 the times may vary depending on the game situation. For instance if Team 2 has already batted 30 overs on day 1, they only bat 10 overs day 2. The time will vary. Please treat the change of innings as a drinks break. The above times are maximum allowed. Coaches should endeavour to ensure the overs are bowled before this time, otherwise penalties apply as per rule 7. The Ball 

The Pitch is 18 meters in length, the bowlers will bowl from one (1) end with boundaries set at 45 meters.

A maximum of 4 players are to field on the leg side.

No cricketer is to field within ten metres of the batting crease when in front of the batsman on strike. The Umpire shall give a warning to the Team Captain and for any continued breach of this rule the Umpire shall call "no ball.

All players must bowl a minimum of 3 overs per innings, with a maximum 7 overs per

innings. Players may not bowl more than 3 overs until ALL NAMED PLAYERS

(INCLUDING THE DESIGNATED WICKET-KEEPER) in the team has bowled 3 overs.

Maximum number of balls per over is 8 irrespective of number of wides and no balls.

WIDES AND NO BALLS – CLARRIFICATION UNDER 12 ONLY.

A delivery which hits the edge of the pitch or misses the pitch is a no ball and can

subsequently be scored off by the Batsman.

Generally a wide should only be called for those deliveries that land on the pitch and are

wider than the edge of the pitch when passing the batsman, irrespective of whether on the off or leg side.

In the absence of injury, a batsman can only retire after facing a minimum of 25 legal

      deliveries (excluding wides and no balls). Batsmen retired may resume their innings after all

      12 other players have batted in the strict order of their retirement.

4 The ball 

The ball shall be a 142g . 

5 Quarters Cricket  

General Procedure: The matches, subject to lost time, are to be played in accordance with procedure set out below to ensure that during the course of a game, each team fields during the day. 

Day 1: First quarter: One team (Team 1) will bat in the first quarter and after 25 overs will have its innings suspended to be continued on Day 2. Second quarter: The other team (Team 2) will bat the second quarter and after 25 overs will have its innings suspended to be continued on Day 2. 

Day 2: Third Quarter: At commencement, Team 1 will continue its innings in the third quarter for a further 25 overs, continuing with the batters who were not out, retaining their respective batting positions (striking or non-striking) when the innings was suspended from Day 1. Fourth Quarter: Team 2 will continue its innings for a further 25 overs in the fourth quarter, continuing with the batters who were not out, retaining their respective batting positions (striking or non-striking when the innings was suspended from Day 1. 

6. General Rules 

6.1 A team is permitted to declare its innings closed, however in the second innings rule 10.1 will apply. 

6.2 No team may commence their second innings until both teams have completed their first innings. 

6.3 Should Team 1 be bowled out within the first quarter, Team 2 (batting in the second quarter) shall bat for the remaining overs on Day 1 and resume its innings at the start of Day 2 for the third quarter (to whichever occurs first) to complete its allocation of overs, or is dismissed, or has declared.

Example 1: On Day 1, Team 1 begins is batting innings and is all out in the 18th over. Team 2 then bats for the remaining 32 overs to end Day 1. At the start of Day 2, Team 2 continues batting its first innings until 50 overs, it is dismissed or has declared. Team 1 will now commence its second innings until it bats out 25 overs, is dismissed or declares. Team 2 bats the remaining overs to end day 2

 6.4 Assuming Team 1 bats its 25 overs in the first quarter, should Team 2 be dismissed within the second quarter, Team 1 may resume its innings for the third quarter until the days overs have been bowled (i.e. 50 overs) Example 2: Team 1 begins is batting innings (first quarter) and faces its full quota of 25 overs without being dismissed. Team 2 starts their innings (second quarter) and are dismissed in 18 overs. Team 1 is then required to resume its first innings batting (third quarter) and bat for the remaining overs of the day then play ceases for Day 1. At the start of Day 2 (still third quarter) Team 1 continues batting until it bats it balance of the 25 overs out, team is dismissed or they declare. Team 2 then bats its second inning for 25 overs or until team is dismissed. At the completion of Team 2’s second innings Team can choose to bat a second innings until the end of Day 2

7 Slow Bowling  

Should the fielding team in each quarter fail to bowl the required number of overs of time, a penalty of 6 runs per over or the average runs per over (whichever is the higher) shall be awarded to the batting side for each over short of the required number and in addition will forfeit that number of over in its batting quarter. 

8 Lost Time 

 Where play is delayed or interrupted, the time remaining in the match will be equally divided and the overs for each teams’ innings shall be equally reduced.

 8.1 Should Day 1 be abandoned without a ball being bowled the match will be played as a One-Day match on Day 2. (One day rules apply)

 8.2 (Day 1) – For time lost on the first day the total number of overs to be bowled to each team over the two day will be the number of overs completed, divided by 2 and rounded up. 

8.3 The number of over to be bowled in the first and second quarters will remain at 25 overs on Day 1 and at the start of Day 2. After the change of innings into the third quarter the remaining time on Day 2 will be equally divided with the number of overs to be calculated as 2 overs for each 7 minutes remaining.

 8.4 (Day 2) – For time lost on the second day the total number overs to be bowled to each team will be the number of overs already completed plus the number of overs still to be bowled all divided by 2 and rounded up. Note: Where a team has already batted in excess of this number that number batted shall stand and the remaining overs be bowled to the other team. The number of overs to be bowled shall be calculated as 2 overs for each 7 minutes remaining.

9 Limitations  

The number of overs in a team’s 2nd innings is unlimited but note: matches proceeding into a second innings shall follow the same quarter format and shall be limited to the maximum allowed in a batting quarter.

10 Batting Restrictions 

 Players must retire once they have reached a score of 50 runs or have faced 60 balls whichever has been achieved first. Retired batsmen may resume their innings after all named players have batted, in the strict order of their retirement.  In the absence of injury, a batsman can only retire after facing a minimum of 25 legal deliveries (excluding wides and no balls).

 10.1 Any batters who did not bat in the teams’ first innings are to bat before any other batters in the teams’ second innings. 

10.2 LBW does apply in this age group.

11 Match Result 

 The team with the most runs at the end of the 1st innings wins 1st innings points (6) If an outright result has been achieved, then the winning team receives the outright points (10). 

11.1 If the match is not constituted, the result is a draw. 

11.2 In the event of a match being interrupted such that the team batting second does not receive all of its allotted overs (but have received the amount for a constituted match), the team with the better run rate wins. Example: Team 1 scores 120 from 40 overs – average run rate is 3 runs per over. Team 2 are allotted 30 overs to bat therefore 3 x 30 = 90, therefore must score 91 to win. 

12.3 In all circumstances if a team is dismissed before receiving its 50 overs, the run rate shall be determined as if they had faced the 50 overs

UNDER 12's (1-day fixtures)

NOTE: Parents, coaches and children are reminded that the development of players’ skills and having fun are much more important than winning.

1.   Hours of Play: 8.00 am to 11.15 am (sharp)

a. Team one: 8.00 am to 9.33 am


b. Team two: 9.43 am to 11.15 am

c.  Note all times are QLD time regardless of ground location

2.   Overs per Innings: max 25 overs or time.

3.   A team consist of a maximum of 11 players all of whom may bat and bowl, but 9 fieldsmen.

      only shall be allowed on the field of play at any one time. A team is ALL OUT if 10 wickets must fall for a side to be all out if 11 are named and playing, 9 wickets if named and playing 10 players, 8 wickets if named and playing 9 players.

4.   Bowlers to bowl from one end for the entire game.
5.   All games are subject to Compulsory Closure. Provided that no time has been lost through

conditions, compulsory closure will occur at the allotted time of play. Should the team
batting first, having not been dismissed, not receive the required number of overs in the time
allotted and have its innings compulsorily closed, the team batting second shall be entitled 
only to the same number of overs as that faced by the team which batted first (Examples 1a
and 1b).

      The team batting second MUST receive the same number of overs bowled to them as they
      bowled to the opposition within the allotted time of play (subject to there being no
      interruptions to play). In the event of there being a shortfall of overs bowled, the winner will
      be determined by scores at the equal number of completed overs for the team batting
      second.

It is the responsibility of both coaches to ensure that overs are bowled as quickly as possible to ensure the 25 overs are bowled within the time allotted, e.g. a minimum of 16/17 overs should be bowled in the first hour including a drinks break.

      Example 1a

      Team A batting first receives 23 overs from Team B in the allotted time 8.00 a.m. to 9.33

      a.m. and scores 120 for the loss of 5 wickets – innings compulsorily closed. Team B batting
      second MUST then receive 23 overs from Team A in the allotted time 9.43 a.m. to 11.15 am

      Example 1b

      Team A batting first is dismissed in 20 overs within the allotted time 8.00 a.m. to 9.33 am.

      Team B batting second MUST then receive the full complement of 25 overs from Team A in

      the remaining allotted time 9.43 am to 11.15 am

6.   Players may not bowl more than 2 overs until all named players (including the wicket keeper) in the team have bowled 2 overs . The maximum overs to be bowled by a single player is 4 overs.

7.   Maximum number of balls per over is 8 irrespective of number of wides and no balls.

8.   WIDES AND NO BALLS – CLARIFICATION OF RULE 6 FOR UNDER 12 ONLY.

      A delivery which hits the edge of the pitch or misses the pitch is a no ball and can subsequently be
     scored off by the Batsman.
      In this age group, umpires must appreciate that the players are at an early stage of learning
      the game and should allow latitude in the calling wides. 
      Generally a wide should only be called for those deliveries that land on the pitch and are

      wider than the edge of the pitch when passing the batsman, irrespective of whether on the
      off or leg side.

No cricketer is to field within ten metres of the batting crease when in front of the batsman on

 strike. The Umpire shall give a warning to the Team Captain and for any continued breach of this

 rule the Umpire shall call "no ball".

9.   Players must retire once they have reached a score of 50 runs. Retired batsmen may
      resume their innings after all 12 other players have batted in the strict order of their
      retirement.  In the absence of injury, a batsman can only retire after facing a minimum of 25
      legal deliveries (excluding wides and no balls).

      If retired hurt/injured, a batsman may resume play at the fall of any wicket.

10. The winner shall be the side that scores the most runs irrespective of wickets lost. There are no
       outright results in one day fixtures.

      The team batting second should complete the innings regardless of whether a result has been
      achieved, e.g.

      Team A – all out for 75 after 20 overs

      Team B – should bat for a maximum of 25 overs unless dismissed earlier

      NOTE – If BOTH teams agree, the game may finish once a result has been achieved.

11. Premiership and bonus points begin in this age group - refer Rule 12 for specific point’s
      details. Finals will be played: format to be announced.

12. If play is delayed and/or interrupted (by weather or other considerations) the number of overs
      allocated to each team shall be reduced by 1 over for every 4 minutes of time lost.


a. If play is not possible, the match shall be declared abandoned.

            b. Each team must receive a minimum of 15 overs for there to be a match.

13. A Kookaburra “CGC” or “Cricket Gold Coast” stamped 142g ball is to be used.

14. Ten minutes between innings is a maximum break.

15. Recommended field size, 45 metres from the stumps.

16. The match may be played bowling from only one end. This is only in the case of wet
      weather and the conditions being considered “SAFE” to bowl at one end and “UNSAFE” to
       bowl from the other end. This will be at the umpires discretion, or if no umpires then both
       coaches MUST agree or play shall not continue.

17. Official umpires shall each be paid $40 per team per day.

NOTE

As this age group are in the early stages of development, participation by all players
should be encouraged with the emphasis put on having fun.

On field coaching is permitted and encouraged in this age group but will not be allowed from U13 – U17. U12 is to be used as a transition season and coaches are encouraged to limit on field coaching during the second half of U12 season in order to prepare players for U13.

UNDER 13 Division One

(2-day fixtures: compulsory closure after 50 overs if not all out)

On-field coaching or coaching from the boundary is prohibited in competition games for

U13’s and above

1. Hours of Play: 8:00 am to 11.15 am (sharp). Note all times are QLD time regardless of ground
location.
2.   Overs per Innings: 50 overs maximum

3.   Bowlers to bowl from one end with a 18m pitch and a 50m boundary.

4.   A team consist of a maximum of 13 players all of whom may bat and bowl, but 11 fieldsmen
      only shall be allowed on the field of play at any one time. Ten (10) wickets must fall for a
      side to be all out.

     All games are subject to Compulsory Closure. Provided that no time has been lost through

     conditions, compulsory closure will occur at the allotted time of play (11.15 am). Should the

      team batting first, having not been dismissed, nor declared its innings closed, not receive the
      required number of overs in the time allotted and have its innings compulsorily closed, the team 
      batting second shall be entitled only to the same number of overs as that faced by the team which 
      batted first (Example 1).

      The maximum number of overs to be received by both teams in the first innings is 50

      (Example 2).

      It is the responsibility of both coaches to ensure that overs are bowled as efficiently
      as possible to ensure the 50 overs are bowled within the time allotted, e.g. a minimum
      of 16 overs should be bowled each hour including a drinks break.

      The team batting second MUST receive the same number of overs bowled to them as they

      bowled to the opposition within the allotted time of play (subject to there being no
      interruptions to play).

      Example 1

      Team A batting first receives 47 overs from Team B in the allotted time 8:00 a.m. to 11.15 a.m. on
       the first Saturday of the match and has not been dismissed nor declared its innings closed – innings

       compulsorily closed. Team B batting second must then receive a maximum of 47 overs from Team A

       in the allotted time the following Saturday.

      Example 2

      Team A batting first is dismissed, or declared its innings closed in say 30 overs within the allotted

      time on the first Saturday of the match. Team B batting second may then receive the full complement
      of 50 overs from Team A in the remaining allotted time of the match (i.e. over both Saturdays) and, if 
      time then remains, Team A then commences its second innings.

      Games involving more than 1 innings per team

In the event of either or both batting teams having been dismissed and/or declared its innings closed, the second innings of the match shall be determined solely by time.

      Example 3

      Team A batting first is dismissed for 110 runs in 20 overs within the allotted time on the first Saturday

      of the match. Team B batting second (and being entitled to receive the full complement of 50 overs

      from Team A in the remaining allotted time of the match, i.e. over both Saturdays) declares its
      innings closed at 5 for 220 after 40 overs at, say, 9.15 am on the second Saturday.

      After 10 minutes for change of innings, Team B may bowl an unlimited number of overs at Team A

      until close of play at 11.15am. If Team A is dismissed or declares its second innings closed, after a
      10 minutes change of innings, Team B may then bat through the scheduled close of play (11.15 am).

5.   To enforce the follow-on in the quest for an outright victory, the team batting first must lead
      by at least 75 runs.

6.   Unless one team has been previously dismissed, each team must have completed at least
      15 overs, for a result to be declared. The winner shall be determined on the run rate on a
      count back of completed overs at termination of play of the team batting second (refer
      “Conditions of play 2-Day Fixtures”).

7.   No cricketer is to field within ten metres of the batting crease when in front of the batsman
      on strike. The Umpire shall give a warning to the Team Captain and for any continued
      breach of this rule the Umpire shall call "no ball".

      A maximum of five (5) fieldsmen are permitted on the leg side.

     A minimum of four (4) fieldsman must be behind square leg through to point for the duration of the innings.    These rules are in addition to the laws of cricket, maximum of 2 players behind square leg. Eg. Backward square leg, fine leg, slip and gully.

8.   All players must bowl a minimum of 3 overs per innings, with a maximum 7 overs per
      innings. Players may not bowl more than 3 overs until ALL NAMED PLAYERS (INCLUDING
      THE DESIGNATED WICKET-KEEPER) in the team has bowled 3 overs.

9.   Maximum number of balls per over is 8 irrespective of number of wides and no balls.

10. There is a retirement score of 50 runs or 60 legal deliveries whichever is achieved first. In the absence of injury, a batsman can only retire after facing a minimum of 25 legal deliveries (excluding wides and no balls). Batsmen retired may resume their innings after all other 12 players have batted in the strict order of their
 retirement.

      If retired hurt/injured, a batsman may resume play at the fall of any wicket.

11. Premiership and bonus points are applicable in this age group - refer Rule 12 for specific

      point’s details. Finals will be played, format to be announced.

12. A Kookaburra “CGC” or “Cricket Gold Coast” stamped 142g ball is to be used.

13. Ten minutes between innings is a maximum break.

14. Recommended field size, 50 metres from the stumps.

15. Rain delays shall reduce the number of overs by one over for every four minutes lost –
      Refer Conditions of Play (2-day fixtures Under 13s to Under 17s)

16. The match may be played bowling from only one end. This is only in the case of wet
      weather and the conditions being considered “SAFE” to bowl at one end and “UNSAFE” to
      bowl from the other end. This will be at the umpires discretion, or if no umpires then both
      coaches MUST agree or play shall not continue.

17. Official umpires shall each be paid $40 per team per day.
UNDER 13's Division One and Two
 (1-day fixtures)

NOTE: Parents, coaches and children are reminded that the development of players’ skills and having fun are much more important than winning.

On-field coaching or coaching from the boundary is prohibited in competition games for

U13’s and above

1.   Hours of Play: 8.00am to 11.15 am (sharp)

a. Team one: 8.00 am to 9.33 am

b. Team two: 9.43 am to 11.15 am

c.. Note all times are QLD time regardless of ground location

2.   Overs per Innings: 25
3.   A team shall consist of a maximum of 13 players all of whom may bat and bowl, but eleven

      fieldsmen only shall be allowed on the field of play at any one time. Ten (10) wickets must
      fall for a side to be all out.

4.   Bowlers to bowl from alternate ends as per normal Laws of Cricket.

5.   All games are subject to Compulsory Closure. Provided that no time has been lost through

      conditions, compulsory closure will occur at the allotted time of play. Should the team
      batting first, having not been dismissed, not receive the required number of overs in the time
      allotted and have its innings compulsorily closed, the team batting second shall be entitled
      only to the same number of overs as that faced by the team which batted first (Examples 1a
      and 1b).

      The team batting second MUST receive the same number of overs bowled to them as they 
      bowled to the opposition within the allotted time of play (subject to there being no 
      interruptions to play).

      It is the responsibility of both coaches to ensure that overs are bowled as quickly as
      possible to ensure the 25 overs are bowled within the time allotted, e.g. a minimum of
      16/17 overs should be bowled in the first hour including a drinks break.

      Example 1a

      Team A batting first receives 25 overs from Team B in the allotted time 8.00 am to 9.33 am

      and scores 120 for the loss of 5 wickets – innings compulsorily closed.

      Team B batting second MUST then receive 25 overs from Team A in the allotted time 9.43
      am to 11.15 am. .

       Example 1b

      Team A batting first is dismissed in 20 overs within the allotted time 8.00 am to 9.33 am

      Team B batting second MUST then receive the full complement of 25 overs from Team A in

       the remaining allotted time 9.43 am to 11.15 am.

6.   Maximum overs to be bowled by a single player is 3 overs.

7.   Maximum number of balls per over is 8 irrespective of number of wides and no balls.

      Umpires are instructed to apply a very strict and consistent interpretation of the law to
      prevent negative bowling. On the leg side a ball landing clearly outside the leg stump going

      further away should be called a wide. The same provisions do not apply if the striker makes

      contact with the ball.

8.   There is a retirement score of 50 runs. In the absence of injury, a batsman can only retire
      after facing a minimum of 25 legal deliveries (excluding wides and no balls). Batsmen retired
      may resume their innings after all 12 other players have batted in the strict order of their
      retirement.

      If retired hurt/injured, a batsman may resume play at the fall of any wicket.

9.  The winner shall be the side that scores the most runs irrespective of wickets lost. There are no
      outright results in one day fixtures. The team batting second should complete the innings
      regardless of whether a result has been achieved, e.g.

      i.  Team A – all out for 75 after 20 overs

      ii. Team B – should bat for a maximum of 25 overs unless dismissed earlier

      iii. NOTE – If BOTH teams agree, the game may finish once a result has been achieved.

10. Premiership and bonus points are applicable in this age group - refer Rule 12 for specific
      point’s details. Finals will be played, format to be announced.

11. If play is delayed and/or interrupted (by weather or other considerations) the number of
      overs allocated to each team shall be reduced by 1 over for every 4 minutes of time lost.

      a. If play is not possible, the match shall be declared a draw.

       b. Each team must receive a minimum of 15 overs for there to be a match.

12. A Kookaburra “CGC” or “Cricket Gold Coast” stamped 142g ball is to be used.

13. Ten minutes between innings is a maximum break.

14. Recommended field size, 50 metres from the stumps.

15. The match may be played bowling from only one end. This is only in the case of wet
      weather and the conditions being considered “SAFE” to bowl at one end and “UNSAFE” to
      bowl from the other end. This will be at the umpires discretion, or if no umpires then both
      coaches MUST agree or play shall not continue.

16. Official umpires shall each be paid $40 per team per day.

17. No cricketer is to field within ten metres of the batting crease when in front of the batsman on

      strike. The Umpire shall give a warning to the Team Captain and for any continued breach of this

      rule the Umpire shall call "no ball".

UNDER 13s Division Two

Quarters Cricket (2-day fixtures)
Aim of Quarters Cricket Players are still undergoing a learning process and an active participation by a maximum number of players is to be encouraged within a Four Quarters Cricket format which seeks to control the time in the field for the fielding side. Coaches and Managers may need to be flexible to provide all the players the opportunity for maximum participation in the time and weather conditions permit.

 Teams consist of Eleven players on the field with a maximum of 13 players named who must bowl (if they are present at the game). In each innings, all players nominated must be given the opportunity to participate in the match in either batting or bowling.

1. Format 

 Matches that are scheduled as two day matches are to be played under the quarters cricket format (ideally each team gets to bat and bowl for 25 overs each day)

 1.1 During the first innings of both teams each batting quarter is limited to a maximum of 25 overs unless a team is dismissed or time is lost. 

1.2 In the quarters cricket format each team's first innings will be concluded after 50 overs unless dismissed earlier or time has been lost. 

1.3 deleted

1.4 An outright win can only be achieved if a team has been bowled out twice and hasn't reached the opposing teams score and the total overs in the match doesn't exceed the maximum of 100 overs for the two days.

 1.5 No team shall commence their 2nd innings until both teams have concluded their 1st innings ie: if team 1 bats first and are 2 for 50 after their 25 overs and team 2 gets bowled out for 40 in 10 overs. Team 1 will continue their 1st innings (remaining 15 overs that day and first 10 overs on day 2) until they reach 50 overs or get dismissed or time is lost. Only then will both teams commence their 2nd innings, batting quarters format of 25 overs each unless dismissed or time lost. Game will continue until 100 overs of play for the 2 days has been reached unless overs have been deducted for time loss. Note: because it’s still the 1st innings it may mean a team has to bat longer than its daily allotted quota of overs, but not exceed the total overs allowed for the day and will continue their 1st innings on day 2

 1.6 There is no follow on rule in Quarters Cricket cricket. Teams must adhere to above format

2 .Minimum Overs 

2. To constitute a match, each team must receive a minimum of 20 overs, unless dismissed, has declared its innings closed or a result is achieved prior to the minimum overs being bowled. Note: The minimum target cannot be lower than that required after the minimum overs. Example: Assume that Team 1 has batted their 50 overs and has scored 150 runs resulting in a run rate of 3 runs per over. The minimum target for Team 2 is 61 runs at 20 overs (i.e. 3 runs per over x 20 over minimum +1) 

3. Hours of Play Hours of Play

 Start Time Finish Time Quarter 1 (Day 1) 8.00 am- 9.33 am Quarter 2 (Day 1) 9.43 am 11.15 am Quarter 3 (Day 2) 8.00 am 9.33 am Quarter 4 (Day 2) 9.43 am 11.15 am Note 1: A drinks break not exceeding 3 minutes may be taken mid-way through each quarter.

 Note 2: On day 2 the times may vary depending on the game situation. For instance if Team 2 has already batted 30 overs on day 1, they only bat 10 overs day 2. The time will vary. Please treat the change of innings as a drinks break. The above times are maximum allowed. Coaches should endeavour to ensure the overs are bowled before this time, otherwise penalties apply as per rule 7. The Ball 

The Pitch is 18 meters in length, the bowlers will bowl from one (1) end with boundaries set at 45 meters.

A maximum of 4 players are to field on the leg side, 
No cricketer is to field within ten metres of the batting crease when in front of the batsman on

strike. The Umpire shall give a warning to the Team Captain and for any continued breach of this

rule the Umpire shall call "no ball".

All players must bowl a minimum of 3 overs per innings, with a maximum 7 overs per

innings. Players may not bowl more than 3 overs until ALL NAMED PLAYERS

(INCLUDING THE DESIGNATED WICKET-KEEPER) in the team has bowled 3 overs.

Maximum number of balls per over is 8 irrespective of number of wides and no balls.

WIDES AND NO BALLS – CLARRIFICATION UNDER 12 ONLY.

A delivery which hits the edge of the pitch or misses the pitch is a no ball and can

subsequently be scored off by the Batsman.

Generally a wide should only be called for those deliveries that land on the pitch and are

wider than the edge of the pitch when passing the batsman, irrespective of whether on the off or leg side.

In the absence of injury, a batsman can only retire after facing a minimum of 25 legal

      deliveries (excluding wides and no balls). Batsmen retired may resume their innings after all

      12 other players have batted in the strict order of their retirement.

4 The ball 

The ball shall be a 142g . 

5 Quarters Cricket  

General Procedure: The matches, subject to lost time, are to be played in accordance with procedure set out below to ensure that during the course of a game, each team fields during the day. 

Day 1: First quarter: One team (Team 1) will bat in the first quarter and after 25 overs will have its innings suspended to be continued on Day 2. Second quarter: The other team (Team 2) will bat the second quarter and after 25 overs will have its innings suspended to be continued on Day 2. 

Day 2: Third Quarter: At commencement, Team 1 will continue its innings in the third quarter for a further 25 overs, continuing with the batters who were not out, retaining their respective batting positions (striking or non-striking) when the innings was suspended from Day 1. Fourth Quarter: Team 2 will continue its innings for a further 25 overs in the fourth quarter, continuing with the batters who were not out, retaining their respective batting positions (striking or non-striking when the innings was suspended from Day 1. 

6. General Rules 

6.1 A team is permitted to declare its innings closed, however in the second innings rule 10.1 will apply. 

6.2 No team may commence their second innings until both teams have completed their first innings. 

6.3 Should Team 1 be bowled out within the first quarter, Team 2 (batting in the second quarter) shall bat for the remaining overs on Day 1 and resume its innings at the start of Day 2 for the third quarter (to whichever occurs first) to complete its allocation of overs, or is dismissed, or has declared.

Example 1: On Day 1, Team 1 begins is batting innings and is all out in the 18th over. Team 2 then bats for the remaining 32 overs to end Day 1. At the start of Day 2, Team 2 continues batting its first innings until 50 overs, it is dismissed or has declared. Team 1 will now commence its second innings until it bats out 25 overs, is dismissed or declares. Team 2 bats the remaining overs to end day 2

 6.4 Assuming Team 1 bats its 25 overs in the first quarter, should Team 2 be dismissed within the second quarter, Team 1 may resume its innings for the third quarter until the days overs have been bowled (i.e. 50 overs) Example 2: Team 1 begins is batting innings (first quarter) and faces its full quota of 25 overs without being dismissed. Team 2 starts their innings (second quarter) and are dismissed in 18 overs. Team 1 is then required to resume its first innings batting (third quarter) and bat for the remaining overs of the day then play ceases for Day 1. At the start of Day 2 (still third quarter) Team 1 continues batting until it bats it balance of the 25 overs out, team is dismissed or they declare. Team 2 then bats its second inning for 25 overs or until team is dismissed. At the completion of Team 2’s second innings Team can choose to bat a second innings until the end of Day 2

7 Slow Bowling  

Should the fielding team in each quarter fail to bowl the required number of overs of time, a penalty of 6 runs per over or the average runs per over (whichever is the higher) shall be awarded to the batting side for each over short of the required number and in addition will forfeit that number of overs in its batting quarter. 

8 Lost Time 

 Where play is delayed or interrupted, the time remaining in the match will be equally divided and the overs for each teams’ innings shall be equally reduced.

 8.1 Should Day 1 be abandoned without a ball being bowled the match will be played as a One-Day match on Day 2. (One day rules apply)

 8.2 (Day 1) – For time lost on the first day the total number of overs to be bowled to each team over the two day will be the number of overs completed, divided by 2 and rounded up. 

8.3 The number of over to be bowled in the first and second quarters will remain at 25 overs on Day 1 and at the start of Day 2. After the change of innings into the third quarter the remaining time on Day 2 will be equally divided with the number of overs to be calculated as 2 overs for each 7 minutes remaining.

 8.4 (Day 2) – For time lost on the second day the total number overs to be bowled to each team will be the number of overs already completed plus the number of overs still to be bowled all divided by 2 and rounded up. Note: Where a team has already batted in excess of this number that number batted shall stand and the remaining overs be bowled to the other team. The number of overs to be bowled shall be calculated as 2 overs for each 7 minutes remaining.

9 Limitations  

The number of overs in a team’s 2nd innings is unlimited but note: matches proceeding into a second innings shall follow the same quarter format and shall be limited to the maximum allowed in a batting quarter.

10 Batting Restrictions 

 Players must retire once they have reached a score of 50 runs or have faced 60 balls whichever has been achieved first. Retired batsmen may resume their innings after all named players have batted, in the strict order of their retirement.  In the absence of injury, a batsman can only retire after facing a minimum of 25 legal deliveries (excluding wides and no balls).

 10.1 Any batters who did not bat in the teams’ first innings are to bat before any other batters in the teams’ second innings. 

10.2 LBW does apply in this age group.

11 Match Result 

 The team with the most runs at the end of the 1st innings wins 1st innings points (6) If an outright result has been achieved, then the winning team receives the outright points (10). 

11.1 If the match is not constituted, the result is a draw. 

11.2 In the event of a match being interrupted such that the team batting second does not receive all of its allotted overs (but have received the amount for a constituted match), the team with the better run rate wins. Example: Team 1 scores 120 from 40 overs – average run rate is 3 runs per over. Team 2 are allotted 30 overs to bat therefore 3 x 30 = 90, therefore must score 91 to win. 

12.3 In all circumstances if a team is dismissed before receiving its 50 overs, the run rate shall be determined as if they had faced the 50 overs

Under 14’s 
(2 day fixtures: compulsory closure after 50 overs if not all out)

NOTE: Parents, coaches and children are reminded that the development of players’ skills and having fun are much more important than winning. On-field coaching or coaching from the boundary is prohibited in competition games for U13’s and above

1.  Hours of Play: 8:00 am to 11.15 am (sharp), note all times are QLD time regardless of
 ground location

2.   Overs per Innings: 50 overs maximum

3.   Bowlers to bowl from alternate ends as per normal Laws of Cricket.

4.   A team consist of a maximum of 13 players all of whom may bat and bowl, but 11 fieldsmen
      only shall be allowed on the field of play at any one time. Ten (10) wickets must fall for a
      side to be all out.

5.   All games are subject to Compulsory Closure. Provided that no time has been lost through

     conditions, compulsory closure will occur at the allotted time of play (11.15 am). Should the
      team batting first, having not been dismissed, nor declared its innings closed, not receive the
      required number of overs in the time allotted and have its innings compulsorily closed, the team
      batting second shall be entitled only to the same number of overs as that faced by the team which
      batted first (Example 1).

     The maximum number of overs to be received by both teams in the first innings is 50
      (Example 2).

      It is the responsibility of both coaches to ensure that overs are bowled as efficiently
      as possible to ensure the 50 overs are bowled within the time allotted, e.g. a minimum
      of 16/17 overs should be bowled each hour including a drinks break.

      The team batting second MUST receive the same number of overs bowled to them as they

      bowled to the opposition within the allotted time of play (subject to there being no
      interruptions to play).

      Example 1

      Team A batting first receives 47 overs from Team B in the allotted time 8:00 am to 11.15 am on the

      first Saturday of the match and has not been dismissed nor declared its innings closed – innings

      compulsorily closed. Team B batting second must then receive a maximum of 47 overs from Team A

      in the allotted time the following Saturday.

      Example 2

      Team A batting first is dismissed, or declared its innings closed in say 30 overs within the allotted

      time on the first Saturday of the match.

      Team B batting second may then receive the full complement of 50 overs from Team A in the

      remaining allotted time of the match (i.e. over both Saturdays) and, if time then remains, Team A
      then commences its second innings.

     Games involving more than 1 innings per team

      In the event of either or both batting teams having been dismissed and/or declared its
      innings closed, the second innings of the match shall be determined solely by time

      Example 3

      Team A batting first is dismissed for 110 runs in 20 overs within the allotted time on the first Saturday

      of the match. Team B batting second (and being entitled to receive the full complement of 50 overs

      from Team A in the remaining allotted time of the match, i.e. over both Saturdays) declares its
      innings closed at 5 for 220 after 40 overs at, say, 9.00 am on the second Saturday. After 10 minutes
      for change of innings, Team B may bowl an unlimited number of overs at Team A until close of play
      at 11.15 am. If Team A is dismissed or declares its second innings closed, after a 10 minutes change
      of innings, Team B may then bat through the scheduled close of play (11.15 am).

6.   To enforce the follow-on in the quest for an outright victory, the team batting first must lead by at
       least 75 runs.

7.   Unless one team has been previously dismissed, each team must have completed at least 20
      overs, for a result to be declared. The winner shall be determined on the run rate on a count back
       of completed overs at termination of play of the team batting second (refer “Conditions of play 2-
       Day Fixtures”).

8.   No cricketer is to field within ten metres of the batting crease when in front of the batsman on
      strike. The Umpire shall give a warning to the Team Captain and for any continued breach of this
      rule the Umpire shall call "no ball".

      A maximum of five (5) fieldsmen are permitted on the leg side.

9.   The maximum number of overs per day and/or innings is 10. The maximum number of overs per
      spell for “fast bowlers” is 5. “Slow bowlers” may bowl their maximum number of overs for the
      innings and/or day in a single spell.

      Fast bowlers must be rested for twice the numbers of overs bowled at the completion of a

      spell, e.g. having been rested after bowling 3 overs, a fast bowler cannot bowl again until

      another 6 overs have been bowled, 4 over spell, 8 over rest and so on.

       Fast Bowler - For the purpose of this rule, a fast bowler will be deemed as such if the wicket

       keeper would usually stand back from the stumps.

       Slow Bowler - For the purpose of this rule, a slow bowler will be deemed as such if the

       wicket keeper would usually stand up to the stumps.

10. There is a retirement score of 75 runs. In the absence of injury, a batsman can only retire
      after facing a minimum of 25 legal deliveries (excluding wides and no balls). Batsmen retired
      may resume their innings after all 12 other players have batted in the strict order of their
      retirement.

      If retired hurt/injured, a batsman may resume play at the fall of any wicket.

11. Premiership and bonus points are applicable in this age group - refer Rule 12 for specific
      point’s details. Finals will be played, format to be announced.

12. A Kookaburra “CGC” or “Cricket Gold Coast” stamped 156g ball is to be used.

13. Ten minutes between innings is a maximum break.

14. Recommended field size, 55 metres from the stumps.

15. Rain delays shall reduce the number of overs by one over for every four minutes lost –
      Refer Conditions of Play (2-day fixtures Under 13s to Under 17s)

16. The match may be played bowling from only one end. This is only in the case of wet
      weather and the conditions being considered “SAFE” to bowl at one end and “UNSAFE” to
      bowl from the other end. This will be at the umpires discretion, or if no umpires then both
      coaches MUST agree or play shall not continue.

17. Official umpires shall each be paid $40 per team per day.

UNDER 14's (1-day fixtures)

NOTE: Parents, coaches and children are reminded that the development of players’ skills and having fun are much more important than winning. On-field coaching or coaching from the boundary is prohibited in competition games for U13’s and above

1.   Hours of Play: 8:00 am to 11.15 am (sharp)

a. Team one: 8.00 am to 9.33 am

b. Team two: 9.44 am to 11.15 am

c. Note all times are QLD time regardless of ground location

2.   Overs per Innings: 25
3.   A team shall consist of a maximum of 13 players all of whom may bat and bowl, but eleven

      fieldsmen only shall be allowed on the field of play at any one time. Ten (10) wickets must
      fall for a side to be all out.

4.   Bowlers to bowl from alternate ends as per normal Laws of Cricket.

5.   All games are subject to Compulsory Closure. Provided that no time has been lost through

      conditions, compulsory closure will occur at the allotted time of play. Should the team
      batting first, having not been dismissed, not receive the required number of overs in the time
      allotted and have its innings compulsorily closed, the team batting second shall be entitled
      only to the same number of overs as that faced by the team which batted first (Examples 1a
      and 1b). The team batting second MUST receive the same number of overs bowled to them
      as they bowled to the opposition within the allotted time of play (subject to there being no

      interruptions to play).

      It is the responsibility of both coaches to ensure that overs are bowled as efficiently
      as possible to ensure the 25 overs are bowled within the time allotted, e.g. a minimum
      of 16/17 overs should be bowled in the first hour including a drinks break.

       Example 1a

      Team A batting first receives 22 overs from Team B in the allotted time 8.00 am to 9.33 am

      and scores 120 for the loss of 5 wickets – innings compulsorily closed.


      Team B batting second MUST then receive 22 overs from Team A in the allotted time
      9.43am to 11.15 am.

       Example 1b

      Team A batting first is dismissed in 19 overs within the allotted time 8.00 am to 9.33 am.

      Team B batting second MUST then receive the full complement of 25 overs from Team A in

      the remaining allotted time 9.43 am to 11.15 am.

6.   At least 6 bowlers must be used, with a maximum of 5 overs each. In the event of a match
      being limited to less than the allocated overs, the sum total of overs available shall be
      divided by 5 and no bowler shall bowl more than the result, e.g. if the number of allocated

      overs has been reduced to 20, the maximum number of overs to be bowled by each bowler
      is 4.

      Umpires are instructed to apply a very strict and consistent interpretation of the law to 
      prevent negative bowling. On the leg side a ball landing clearly outside the leg stump

      going further away should be called a wide. The same provisions do not apply if the striker

      makes contact with the ball.

7.   There is a retirement score of 75 runs. In the absence of injury, a batsman can only retire
      after facing a minimum of 25 legal deliveries (excluding wides and no balls). Batsmen retired
      may resume their innings after all 12 other players have batted in the strict order of their
      retirement.

      If retired hurt/injured, a batsman may resume play at the fall of any wicket.

8.  The winner shall be the side that scores the most runs irrespective of wickets lost. There are no
       outright results in one day fixtures. The team batting second should complete the innings
      regardless of whether a result has been achieved, e.g.

Team A – all out for 75 after 20 overs

Team B – should bat for a maximum of 25 overs unless dismissed earlier

      NOTE – If BOTH teams agree, the game may finish once a result has been achieved.

9.   Premiership and bonus points are applicable in this age group - refer Rule 11 for specific
      point’s details. Finals will be played, format to be announced.

10. If play is delayed and/or interrupted (by weather or other considerations) the number of
      overs allocated to each team shall be reduced by 1 over for every 4 minutes of time lost.

      If play is not possible, the match shall be declared a draw. Each team must receive a
      minimum of 15 overs for there to be a match.

11. A Kookaburra “CGC” or “Cricket Gold Coast” stamped 156g ball is to be used.

12. Ten minutes between innings is a maximum break.

13. Recommended field size, 55 metres from the stumps.

14. The match may be played bowling from only one end. This is only in the case of wet
      weather and the conditions being considered “SAFE” to bowl at one end and “UNSAFE” to
      bowl from the other end. This will be at the umpires discretion, or if no umpires then both
      coaches MUST agree or play shall not continue.

15. Official umpires shall each be paid $40 per team per day.

UNDER 15's & Under 17’s Division One & Two

(2-day fixtures: compulsory closure after 50 overs if not all out)

NOTE: Parents, coaches and children are reminded that the development of players’ skills and having fun are much more important than winning. On-field coaching or coaching from the boundary is prohibited in competition games for U13’s and above. In the under 15 and under 17 grades games that are played on ‘Turf’ wickets the wearing of cricket spikes when batting or bowling is compulsory.

1. Hours of Play: 8:00 am to 11.15am (sharp), Note all times are QLD time regardless of
ground location

2.   Overs per Innings: 50 overs maximum

3.   Bowlers to bowl from alternate ends as per normal Laws of Cricket.

4.   A team consist of a maximum of 13 players all of whom may bat and bowl, but 11 fieldsmen
      only shall be allowed on the field of play at any one time. Ten (10) wickets must fall for a
      side to be all out.

5.   All games are subject to Compulsory Closure. Provided that no time has been lost through

     conditions, compulsory closure will occur at the allotted time of play (11.15 am). Should the
      team batting first, having not been dismissed, nor declared its innings closed, not receive the
      required number of overs in the time allotted and have its innings compulsorily closed, the team
      batting second shall be entitled only to the same number of overs as that faced by the team which
      batted first (Example 1).

      The maximum number of overs to be received by both teams in the first innings is 50.

      (Example 2).

      It is the responsibility of both coaches to ensure that overs are bowled as efficiently
      as possible to ensure the 50 overs are bowled within the time allotted, e.g. a minimum
      of 16/17 overs should be bowled each hour including a drinks break.

      The team batting second MUST receive the same number of overs bowled to them as they

 
      bowled to the opposition within the allotted time of play (subject to there being no
      interruptions to play). In the event of there being a shortfall of overs bowled, the team
      batting second will receive penalty runs (added to sundries) in the amount of 6 runs per over
      not bowled (Example 2a). ONLY can be applied by an OFFICIAL umpire, if present (not the

      coaches).

      Example 1

      Team A batting first receives 47 overs from Team B in the allotted time 8.00 a.m. to 11.15 a.m. on
      the first Saturday of the match and has not been dismissed nor declared its innings closed – innings

      compulsorily closed. Team B batting second must then receive a maximum of 47 overs from Team A

      in the allotted time the following Saturday.

      Example 2

      Team A batting first is dismissed, or declared its innings closed in say 25 overs within the allotted

      time on the first Saturday of the match.

      Team B batting second may then receive the full complement of 50 overs from Team A in the

      remaining allotted time of the match (i.e. over both Saturdays) and, if time then remains, Team A
      then commences its second innings.

      Example 2a

     Team A batting first receives 50 overs from Team B in the allotted time 8.00 a.m. to

     11.15a.m. and scores 135 for the loss of 5 wickets – innings compulsorily closed. 
     Team B batting second then receives only 52 overs from Team A in the allotted time 8.00
      a.m. to 11.15 a.m. and scores 125 for the loss of 7 wickets – innings compulsorily closed.

      Team B receives 18 penalty runs (3 overs x 6 runs), which when added to the actual runs

      scored of 125 makes a total of 143. Team B is declared the winner of the game. ONLY can

      be applied by an OFFICIAL umpire, if present (not the coaches).

      Games involving more than 1 innings per team

      In the event of either or both batting teams having been dismissed and/or declared its
      innings closed, the second innings of the match shall be determined solely by time
      (Example 3).

      Example 3

      Team A batting first is dismissed for 110 runs in 20 overs within the allotted time on the first Saturday

      of the match. Team B batting second (and being entitled to receive the full complement of 50 overs

      from Team A in the remaining allotted time of the match, i.e. over both Saturdays) declares its
      innings closed at 5 for 220 after 40 overs at, say, 9.00 am on the second Saturday. After 10 minutes
      for change of innings, Team B may bowl an unlimited number of overs at Team A until close of play
      at 11.15 a.m. If Team A is dismissed or declares its second innings closed, after a 10 minutes
      change of innings, Team B may then bat through the scheduled close of play (11.15 a.m.).

6.   To enforce the follow-on in the quest for an outright victory, the team batting first must lead
      by at least 75 runs.

7.   Unless one team has been previously dismissed, each team must have completed at least
      20 overs, for a result to be declared. The winner shall be determined on the run rate on a
      count back of completed overs at termination of play of the team batting second (refer
      “Conditions of play 2-Day Fixtures”).

8.   Fielders are permitted within the 10 metre radius provided they wear protective gear; i.e. a

      minimum of helmet and groin protector, but under no circumstances closer then 5 metres. In
      the event of the nonadherence of this law, the Umpire shall give a warning to the Team
      Captain and for any continued breach of this rule the Umpire shall call "no ball".

      A maximum of five (5) fieldsmen are permitted on the leg side.

      Note:

      Age restrictions for FAST youth bowlers are as per Cricket Australia s recommendations.
      Check MCC laws of cricket or Cricket Australia handbook IE: A FAST bowler may bowl a
      maximum of overs bowled unchanged then the FAST bowler rests until the same number of
      overs have been bowled from the end at which he was bowling, regardless of any break in
      play. There shall also be a limit that a FAST bowler may bowl in a day. All ages are from
      taken from 31st August of each year.

BOWLING RESTRICTIONS:

Division One U15’s & U17’s
Under 17 - 6 overs in a spell and 10 overs in a day

Under 16 - 6 overs in a spell and 10 overs in a day

Under 15 - 5 overs in a spell and 10 overs in a day

Division Two U15’s & U17’s

Under 17 - 4 overs in a spell and 7 overs in a day

Under 16 - 4 overs in a spell and 7 overs in a day

Under 15 - 4 overs in a spell and 7 overs in a day

9.   The maximum number of overs (in division one only) per innings for all bowlers shall be 1/5th of the overs available for the innings. The maximum number of overs per spell for “fast bowlers” is 5 for Under 15s and 6 for Under 17s. “Slow bowlers” may bowl their maximum number of overs for the innings in a single       spell. Fast bowlers ( in division one and two) must be rested for twice the number of overs bowled at the completion of a spell, e.g. having been rested after bowling 3 overs, a fast bowler cannot bowl again until another 6 overs have been bowled, 4 over spell, 8 over rest and so on.

  Fast Bowler - For the purpose of this rule, a fast bowler will be deemed as such if the wicket

      keeper would usually stand back from the stumps.

      Slow Bowler - For the purpose of this rule, a slow bowler will be deemed as such if the

      wicket keeper would usually stand up to the stumps.

10. There is a retirement score of 100 runs. In the absence of injury, a batsman can only retire
      after facing a minimum of 25 legal deliveries (excluding wides and no balls). Batsmen retired
      may resume their innings after all 12 other players have batted in the strict order of their
      retirement.

      If retired hurt/injured, a batsman may resume play at the fall of any wicket.

11. Premiership and bonus points are applicable in this age group - refer Rule 12 for specific 
      point’s details. Finals will be played, format to be announced.

12. A Kookaburra “CGC” or “Cricket Gold Coast” stamped 156g ball is to be used.

13. Ten minutes between innings is a maximum break.

14. Recommended field size – senior boundary.

15. Refer also Rules of play as per the Conditions of Play (2-day fixtures) which follow the
      Under 15/17 rules.

16. Official umpires shall each be paid $40 per team per day.

UNDER 15's & Under 17’s
 (1-day fixtures) Division One and Two

NOTE: Parents, coaches and children are reminded that the development of players’ skills and having fun are much more important than winning. On-field coaching or coaching from the boundary is prohibited in competition games for U13’s and above

1.   Hours of Play: 8.00 am to 11.15 am (sharp)

a. Team one: 8.00 am to 9.33 am

b. Team two: 9.43 am to 11.15 am

c. Note all times are QLD time regardless of ground location

2.   Overs per Innings: 25
3.   A team shall consist of a maximum of 13 players all of whom may bat and bowl, but eleven

      fieldsmen only shall be allowed on the field of play at any one time. Ten (10) wickets must
      fall for a side to be all out.

4.   Bowlers to bowl from alternate ends as per normal Laws of Cricket.

5.   All games are subject to Compulsory Closure. Provided that no time has been lost through

      conditions, compulsory closure will occur at the allotted time of play. Should the team
      batting first, having not been dismissed, not receive the required number of overs in the time
      allotted and have its innings compulsorily closed, the team batting second shall be entitled
      only to the same number of overs as that faced by the team which batted first (Examples 1a
      and 1b).

      The team batting second MUST receive the same number of overs bowled to them as they
      bowled to the opposition within the allotted time of play (subject to there being no
      interruptions to play). In the event of there being a shortfall of overs bowled, the team
      batting second will receive penalty runs (added to sundries) in the amount of 6 runs per over
      not bowled (Example 2). ONLY can be applied by an OFFICIAL umpire, if present (not the
      coaches).

      It is the responsibility of both coaches to ensure that overs are bowled as efficiently
      as possible to ensure the 25 overs are bowled within the time allotted, e.g. a minimum
      of 18/19 overs should be bowled in the first hour including a drinks break.

      Example 1a

      Team A batting first receives 22 overs from Team B in the allotted time 8.00 a.m. to 9.33

      a.m. and scores 120 for the loss of 5 wickets – innings compulsorily closed.

      Team B batting second MUST then receive 22 overs from Team A in the allotted time 9.43
      a.m. to 11.15 a.m.

      Example 1b

     Team A batting first is dismissed in 19 overs within the allotted time 8.00 a.m. to 9.33 am.

     Team B batting second MUST then receive the full complement of 25 overs from Team A in

     the remaining allotted time 9.43 a.m. to 11.15 a.m.

      Example 2

      Team A batting first receives 25 overs from Team B in the allotted time 8.00 a.m. to 9.33

      a.m. and scores 120 for the loss of 5 wickets – innings compulsorily closed. 
      Team B batting second then receives only 21 overs from Team A in the allotted time 9.43

      a.m. to 11.15 a.m. and scores 110 for the loss of 7 wickets – innings compulsorily closed.

      Team B receives 18 penalty runs (3 overs x 6 runs), which when added to the actual runs

      scored of 110 makes a total of 128. Team B is declared the winner of the game. ONLY can
      be applied by an OFFICIAL umpire, if present (not the coaches).

6.   At least 6 bowlers must be used, with a maximum of 5 overs each. In the event of a match
      being limited to less than the allocated overs, the sum total of overs available shall be
      divided by 5 and no bowler shall bowl more than the result, e.g. if the number of allocated.

      overs has been reduced to 20, the maximum number of overs to be bowled by each bowler
      is 4.

      Umpires are instructed to apply a very strict and consistent interpretation of the law to
      prevent negative bowling. On the leg side a ball landing clearly outside the leg stump

      going further away should be called a wide. The same provisions do not apply if the striker

      makes contact with the ball.

7.   There is a retirement score of 100 runs.

8.   In the absence of injury, a batsman can only retire after facing a minimum of 25 legal
      Deliveries (excluding wides and no balls). Batsmen retired may resume their innings after all
      12 other players have batted in the strict order of their retirement.

      If retired hurt/injured, a batsman may resume play at the fall of any wicket.

9.   The winner shall be the side that scores the most runs irrespective of wickets lost. There are no
       outright results in one day fixtures. The team batting second should complete the innings
      regardless of whether a result has been achieved, e.g.

Team A – all out for 75 after 20 overs

Team B – should bat for a maximum of 25 overs unless dismissed earlier

NOTE – If BOTH teams agree, the game may finish once a result has been achieved.

10. Premiership and bonus points are applicable in this age group - refer Rule 12 for specific
      point’s details. Finals will be played, format to be announced.

11. If play is delayed and/or interrupted (by weather or other considerations) the number of
      overs allocated to each team shall be reduced by 1 over for every 4 minutes of time lost.

      If play is not possible, the match shall be declared a draw.

      Each team must receive a minimum of 15 overs for there to be a match.

12. A Kookaburra “CGC” or “Cricket Gold Coast” stamped 156g ball is to be used.

13. Ten minutes between innings is a maximum break.

14. Recommended field size - senior boundary.

15. Official umpires shall each be paid $40 per team per day.

Conditions of Play (2-day fixtures Under 12s to Under 17s)

 Interruptions to Play

If play does not commence on the first scheduled day of a match, then the second scheduled day will be conducted as a one-day game. In this instance, outright results may still be achieved i.e. only in a one-day game that is as a result of the first day being washed out.
       THERE ARE NO OUTRIGHT RESULTS IN SCHEDULED ONE-DAY GAMES.

       Table 1: LESS THAN 30 MINUTES LOST

	Playing Time Lost

(in minutes)
	Minimum Reached Overs
	Reached Finishing Time

	1.0 - 3.5
	49
	11.15 a.m.

	3.5 - 7.0
	48
	11.15 a.m.

	7.0 - 10.5
	47
	11.15 a.m.

	10.5 - 14.0
	46
	11.15 a.m.

	14.0 - 17.5
	45
	11.15 a.m.

	17.5 - 21.0
	44
	11.15 a.m.

	21.0 - 24.5
	43
	11.15 a.m.

	24.5 - 28.0
	42
	11.15 a.m.

	28.0 - 30.0
	41
	11.15 a.m.


       Table 2: MORE THAN 30 MINUTES LOST

	Playing Time Lost

(in minutes)
	Minimum Reached Overs
	Reached Finishing Time

	31 - 36
	35
	11.15 a.m.

	37 - 42
	34
	11.15 a.m.

	43 - 48
	33
	11.15 a.m.

	49 - 54
	32
	11.15 a.m.

	55 - 60
	31
	11.15 a.m.

	61 - 66
	30
	11.15 a.m.

	67 - 72
	29
	11.15 a.m.

	73 - 78
	28
	11.15 a.m.

	79 - 84
	27
	11.15 a.m.

	85 - 90
	26
	11.15 a.m.

	91 - 96
	25
	11.15 a.m.

	97 - 102
	24
	11.15 a.m.

	103 - 108
	23
	11.15 a.m.

	109 - 114
	22
	11.15 a.m.

	115 - 120
	21
	11.15 a.m.


       Notes

1. The rescheduled number of overs is a minimum figure. More overs must be bowled

       before the scheduled finishing time if time allows (Example 4).
Example 4

Team A is batting on day 1 and 29 minutes of play is lost. As per Table 1, minimum overs now to be bowled are reduced to 41. If this number of overs is bowled at say 11.00 a.m., Team A will continue to bat until 11.15 am or the completion of 50 overs, whichever comes first.

Team B will then receive the same number of overs the next Saturday.
2. On the first day, in matches where the number of overs is rescheduled, if the side batting first has been dismissed or declared, the side batting second shall be entitled to receive a maximum of 50 overs (Example 5).
Example 5

Team A is batting on day 1 and 29 minutes of play is lost. As per Table 1, minimum overs now to be bowled are reduced to 41. Team A is dismissed or declares its innings closed prior to 11.15 am.

Team B will then be entitled to receive the maximum of 50 overs on the following Saturday of the  match.

3. On the first day, less than 40 overs have been completed, the first innings of each team will be shortened so that the same number of overs is bowled to each team. The first innings of each team will be limited to the number of overs completed on the first day, plus 50  divided by 2 and rounded down (Example 6).
Example 6

Team A is batting on day 1 and receives 25 overs before the remainder of play on that day is        washed out. The weather on the following Saturday suggests that the full 50 overs  will be bowled. Total overs for the match will be 85, with this figure then divided by 2 and rounded down, meaning that each team should face 42 overs each. Team A therefore receives a further 12 overs on day 2 of the match prior to Team B commencing its innings, in which it must receive 42 overs.

4. If play commences and due to time lost, more than 42 overs, but less than 50 overs, have been
bowled to the team batting first, and providing that team is not all out, nor has it declared its innings closed, at the conclusion of the days play the innings shall be deemed to have been completed and the team batting second cannot receive for its first innings any more overs than that bowled to the opposition (Example 7).
Example 7

Team A is batting on day 1 and 29 minutes of play is lost. As per Table 1, the minimum number of overs now to be bowled is reduced to 41. At close of play on day 1 (i.e. 11.00 am), Team A has received 44 overs and has not been dismissed nor has it declared its innings closed.

Team B will then be entitled receive a maximum of 44 overs the following Saturday.
5. Regardless of the amount of time lost, each team must receive a minimum number of 15 overs
(U12’s to U14’s) or 20 overs (U15’s to U17’s) to constitute a match – refer Example 8.

Example 8

Team A is dismissed on day 1, having received 38 overs. Team B then receives 13 overs

on day 1 as at close of play (i.e. 11.15 a.m.). The following Saturday is washed out – match drawn.

6. Where the team batting first has had its first innings compulsory closed, and the innings of the side batting second is reduced, the target score shall be reduced by 1.5% (rounded up +1 run) for every over less than 50 refer example 9.

Example 9

Team A receives 50 overs on day 1 and has its innings compulsory closed at 7 for 217.

Rain on day 2 of the match leads to a delayed start and the possibility of further stoppages. Revised totals (regardless of wickets lost) for Team B are calculated as follows:

20 overs - 121 to win (217 x 55%    [100% - 45%    - the number of overs not bowled] +1)

25 overs - 137 to win (217 x 62.5% [100% - 37.5% - the number of overs not bowled] +1)

30 overs - 153 to win (217 x 70%    [100% - 30%    - the number of overs not bowled] +1)

35 overs - 170 to win (217 x 77.5% [100% - 22.5% - the number of overs not bowled] +1)

40 overs - 186 to win (217 x 85%    [100% - 15%    - the number of overs not bowled] +1)

7. Where the team batting first has been dismissed, or has elected to declare its innings closed prior to compulsory closure, and the innings of the side batting second is reduced, the target score shall be calculated by the average run rate of the team batting first over its total allotted overs (rounded up + 1 run), i.e. 50 overs  – refer examples 10 and 11.

Example 10

Team A is dismissed on day 1 for 147 off 32 of its allotted 50 overs. Rain on day 2 of the match leads to a delayed start and the possibility of further stoppages. Revised totals (regardless of wickets lost) for Team B are calculated as follows:

Team A average run rate over 50 overs was – 2.94
20 overs - 60 to win (2.94 x 20 + 1)

30 overs - 90 to win (2.94 x 30 + 1)

40 overs - 119 to win (2.94 x 40 + 1)

Example 11

Team A declares its innings closed on day 1 at 6 for 201 off 43 of its allotted 50 overs. Rain on day 2 of the match leads to a delayed start and the possibility of further stoppages. Revised totals (regardless of wickets lost) for Team B are as follows:

Team A average run rate over 50 overs was – 4.02
20 overs - 82 to win (4.02 x 20 + 1)

30 overs - 122 to win (4.02 x 30 + 1)

40 overs - 162 to win (4.02 x 40 + 1)

Conditions of Play (1-day fixtures Under 12s to Under 17s)

1.  Regardless of the amount of time lost, each team must receive a minimum number of 15 overs to                constitute a match, except if the team batting second passes the target score in less than 15 overs (Example 1).

Example 1

Team A has its innings compulsory closed at 5 for 66 after 15 overs. Team B wins the game by being 7 for 67 in the 12th over. Note – Team B may continue the innings to the completion of 15 overs, weather permitting.

2.  In the event of time lost due to wet weather or other reasons, the number of overs for the game is to be 
     reduced by one over per 4 minutes of time lost, or part thereof (Example 2).
Example 2

Scheduled start of play has been delayed by 24 minutes, the match is to be reduced by 6 overs. The

match will be reduced to 44 overs, i.e. 22 per team.

3. If the scheduled number of overs is decreased, and the side batting first has been dismissed, the side batting second shall be entitled to the maximum of the rescheduled overs 
allocated to their innings (Example 3).

Example 3

Scheduled start of play has been delayed by 25 minutes, the match is to be reduced by 7 overs, the match will be reduced to 43 overs, i.e. 22 per team. Team A is dismissed in the 17th over. Team B is entitled to receive 22 overs
.

4. Where the team batting first has been dismissed or has had its first innings compulsory closed and the innings of the side batting second is reduced, the target score shall be calculated by the average run rate of the team batting first over its total allotted overs (rounded up + 1 run) (example 5).

Example 5

Team A is dismissed 107 off 22 of its allotted 25 overs. In the event of time lost, a revised target for

Team B would be:

Team A average run rate over 25 overs was – 4.28
4 overs lost - 21 overs to bat - 91 to win (4.28 x 21 + 1)

8 overs lost - 17 overs to bat - 74 to win (4.28 x 17 +1)

13 overs lost - 12 overs to bat – Match Drawn as insufficient overs to obtain a result unless original target of 107 was achieved in 12 overs.
SCORER'S GUIDE

The scorers job is one that requires considerable concentration and it is essential that scorers sit side by side. In this way they can compare scores, change of bowlers, incoming batsman, name of fieldsman who took catches etc.

In Gold Coast Junior Cricket, iPad or Tablet scoring is permitted, however the HOME team MUST still maintain a paper scorebook.

Obtain a list of your team from the Captain and keep it handy for both of you to see.

Every ball must be recorded. If no runs or sundries occur then record a dot in the bowlers column. 
When runs occur they have to be recorded against the batsman, added to to the total score and recorded in the bowlers column.

When sundries occur, they must be recorded in the appropriate sundries column, added to the total score and shown in the bowlers column.

At the end of each over, total the runs in the bowlers column. Time in and time out for a batsman is handy to keep if you have time.

Wides

A wide is shown a W in the bowling column (meaning one run is added to the bowlers figures, one run is recorded in the sundries column against wides and one run is added to the total). Any byes from a wide are all scored as wides. For more than one wide (example - Umpire signals byes) it is to be recorded as either W2, W3 or W4 depending on how many runs the batsman takes.

Do not forget that if the batsman runs 2 then three (3) runs are recorded (2 byes plus penalty one run for wide) in Wides column in sundries, 3 added to total score and W3 (3 runs) credited against bowler.

An over which contains a wide cannot be a maiden over.

No Balls

When a no ball is bowled and no other runs are scored, enter a N in the bowling column, enter 1 in the no ball column under sundries and add 1 to the progressive run total. Don't forget at the end of the over, that the N represents one run against the bowler and must be added to his progressive score. 
When runs are scored from a no ball enter the runs against the batsman with a circle around them, enter the runs in the bowlers column with a circle around them and add total runs to the progressive score. e.g. If 4 runs scored, show 4 against the batsman, 1 in the no ball column, add 5 to the total score (4 runs plus 1 penalty) and 4 against the bowler (the circle means that 5 runs are added to the bowlers tally). The reason to show only 4 in a circle is so if there is a dispute in the runs scored it is easier to find all the 1s, 2s,3s, 4s and 6s on a scoresheet than trying to remember that a 5 in the bowlers column is really a 4 plus 1 penalty run.

The byes and leg byes are only signalled to show that they were not to go to the batsman.

To help clarify this point, the FIRST call the Umpire makes is the one shown in the scorebook. If a wide

and no ball are called for the one ball, then it is recorded as a no ball because in most cases it is the no ball error that would have occurred first.

AN OVER WHICH CONTAINS A NO BALL CANNOT BE A MAIDEN OVER.

	
	WIDES (W)
	NO BALLS (N)

	Counted as runs to the Batsman
	No
	No

	Counted as fair ball faced by Batsman
	No
	Yes

	Counted on Total Score
	Yes
	Yes

	Counted as runs against the Bowler
	Yes
	Yes

	Counted as Legal Ball bowled
	No
	No


Byes

Byes are recorded as B. This is shown as one in the Bye column in sundries, 1 to the total score and shown as B1 in the bowlers column. Two, three and four byes are shown as B2, B3 and B4 respectively.

Leg Byes

Leg byes are shown as L. This is shown as 1 in the leg bye column in sundries, 1 to the total score and shown as L1 in the bowlers column, but not added to the bowlers figures. 2, 3 and 4 leg byes are shown as L2, L3 and L4 respectively. THE REASON BYES AND LEG BYES ARE SHOWN AS EITHER B or L IS SO THEY CAN BE TRACED IN CASE THE BOOK DOES NOT TOTAL AT THE END OF THE GAME.

	
	BYES (B)
	LEG BYES (B)

	Counted as runs to the Batsman
	No
	No

	Counted as fair ball faced by Batsman
	Yes
	Yes

	Counted on Total Score
	Yes
	Yes

	Counted as runs against the Bowler
	No
	No

	Counted as Legal Ball bowled
	Yes
	Yes


Fall of Wickets

Fall of wickets are shown as X in the bowler's analysis. When a wicket falls, complete the time the batsman was out, how the batsman was out, name of the bowler and how many runs the batsman has made. Score at fall of wicket, name of batsman out, name of batsman not out plus his score in brackets.

Catches

Catches should always be shown with the name of the person who took the catch. This is most important for trophies at the end of the season. If the name of the catcher is not known, scorers should check with the Captain of that team at the first break. If the catch has been taken by a substitute fielder, then his name shall be recorded as Ct J. Bloggs (sub). When a wicketkeeper takes a catch, by putting a small w-k above his name denotes him as the wicketkeeper. This is important for the trophies at the end of the season.

Law 32

If a batsman is caught, no run is scored under any circumstances.

Dead Ball

When a dead ball is called by the Umpire and the batsmen have run, no runs are to be recorded and the batsmen will return to their respective ends.

Run Outs

When a player is run out going for his first run, no runs are recorded and he is shown as RUN OUT. The wicket is not credited to the bowler. When a player is run out going for his second or third run, only the completed runs are credited to the batsman added to the total score and shown against the bowler. If runout on his third run only 2 runs are completed and counted, 2 runs added to the total score and 2 recorded against the bowler.

End of Bowling Spell

When a bowler is taken off, a thick vertical line beside the over he last completed will indicate the end of his spell.

Maiden Overs

When a maiden over is bowled, show a large M for that over - this makes it easier to add up number of maidens bowled.

Bowling Analysis

NO BALL N If the batsman runs the runs are circled and credited to the batsman plus penalty of 1 run for no ball is added to total score and also against the bowler.

WIDE W If more than one wide is run, add runs plus 1 penalty run to total and credited against bowler.

LEG BYE L One leg bye is shown as L1, two shown as L2 etc. Runs are recorded in sundries column, added to total score and shown as B1, B2 etc in bowlers analysis but not included in bowler's figures.
FALL OF WICKET

X Shown in bowlers analysis, but not if the bowler is not credited with the wicket such as run out.

RUN OUT R Can only be recorded as R runs have not been made.

MAIDEN OVER

M Shown where no runs are recorded in the bowlers analysis.

	1
	2
	3
	4
	5
	6
	7
	8

	1..4..
	(W1)..1…
	.(B2)….
	…(L1) X 1
	N 4 3….
	… R@ ..
	443X . 1
	X …..

	0-5
	0-8
	M
	1-9
	1-17
	1-24
	2-36
	3-36


Over 1 
5 runs = 0/5

Over 2 
Wide plus penalty one run = 0/8

Over 3 
Maiden over (byes are not recorded against bowler)= M

Over 4 
1 leg bye, wicket, 1 run = 1/9

Over 5 
No ball (1 penalty run), 7 runs = 1/17

Over 6 
Run out, 6 runs off no ball (include one penalty run)= 1/24

Over 7 
12 runs, wicket = 2/36

Over 8 
Wicket maiden = 3/36

Completion of Innings

When an innings is declared closed and the entire team has not batted, still fill in the names of all the batsmen who would have batted. The reason for this is that at the end of the season the selectors will want to know who has played during the year.

Total your book by adding the batsmen's runs to total sundries. Extend the bowling analysis for each bowler (total overs, maidens, wickets, runs). Add total bowling runs to leg byes and byes to arrive at the total score.

Whenever play is interrupted due to rain or bad light, make a note of time lost for recalculation of overs.

It is important to become familiar with Umpires signals, they are as follows:

Boundary Four 
By waving the arm from side to side across the body

Boundary Six 

By raising both arms above the head

Bye 


By raising an open hand above the head

Leg Bye 

By touching the raised knee with the hand

Wide Ball 

By extending both arms horizontally

Dead Ball 

By crossing and re-crossing below the waist (no runs)

No Ball 

By extending one arm horizontally

Short Run 

By bending the arm upwards to touch the nearest shoulder with

the tips of the fingers. One less run is put to the score.

If the batsman run 2 and short run is signalled, the batsman who

struck the ball has only 1 run recorded against his name.

Revoking A Call 
By crossing arms across chest. Used when Umpire has signalled

a six then realised it was only a four.

These signals should be acknowledged promptly by the scorers by waving an arm or hat above your head. 
PROTESTS AND DISPUTES

A. A special Sub-Committee of the Board comprising the Executive plus one other elected member shall constitute the Disputes Committee. The mechanism for dealing with disputes and protests during competitions shall be as follows:-

(i) Any dispute or protest may be lodged by a member in writing with the Secretary.

(ii) Such written protest or notice of dispute must be lodged within 48 hours of the alleged      incident.
(iii) The Secretary shall immediately publish the complaint to the other party by providing that

      other party or club (as the case may be) with a copy of the complaint.

      (iv) The other party or club shall have 24 hours to respond in writing to the complaint by

            notice to the Secretary.

      (v)  The Disputes Committee shall consider the complaint and the response and, at it's absolute
 discretion shall be entitled to call for the personal appearance before it any persons likely to
 have evidence touching the matter in dispute.

      (vi) After consideration of all the evidence, the Committee shall make a decision of the 

             complaint and notify each party of their decision in writing with brief reasons for decision.

      (vii)The Disputes Committee shall have authority to:

(a) Dismiss the complaint

(b) Uphold the complaint and censure the other party and/or club in respect of such

     
                 conduct.

(c) Uphold the complaint and impose a penalty upon any member or affiliated club by

      either a loss of points for the team involved in such an incident and/or a fine not
      exceeding $500.00.

 
 d) Refer matters deemed serious enough to the Coordinator who may refer it to the


     Disciplinary Committee.

        (viii) Any fine imposed by the Disputes Committee is to be paid within 14 days of it's imposition

    and failing payment, if the fine is levied against the club, any points or other benefits which

    the club and its teams in current competition are entitled to receive shall be suspended

    until payment.

B. Members aggrieved by a decision of the Committee shall have a right of appeal to the next

General Meeting of the Company Association. Such an appeal must be writing and delivered to the Secretary at least 7 days prior to the date of the meeting. The decision of the members in General Meeting shall be binding and final.
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