
 
 
 
 
 
 
 
 
 
 
 
1. GENERAL 
 

a) Be assured that every effort has been made to accommodate requests from 
schools.  Should you encounter problems with scheduled fixtures please make 
alternative arrangements internally at least four days prior to the scheduled match. 

 
No player other than a registered scholar at the school may play for the school, 
unless he is doing homeschooling, whereby he should apply in writing to play at a 
school in his vicinity. 

 
 

b) The M.C.C. Laws of Cricket, 2018 Code shall apply, subject to any variations set 
out hereunder. 

 
c) Should it not be possible to resolve any dispute according to these Playing 

Conditions, the Schools Executive must be consulted for a decision. 
 
d) Age Groups: 

• Under 9 (U9) = Players aged 7, 8, or 9, with these players turning 8, 9, and 
having turned 9 respectively during the year in question 

• Under 10 (U10) = Players aged 8, 9, or 10, with these players turning 9, 10, and 
having turned 10 respectively during the year in question 

• Under 11 (U11) = Players aged 9, 10, or 11, with these players turning 10, 11, 
and having turned 11 respectively during the year in question 

• Under 12 (U12) = Players aged 10, 11, or 12, with these players turning 11, 12, 
and having turned 12 respectively during the year in question 

• Under 13 (U13) = Players aged 11, 12, or 13, with these players turning 12, 13, 
and having turned 13 respectively during the year in question 

• No Player may play for more than one age group during the course of a season. 
 
 
 
 
 
 
 
 
 
 
 
 
 



 
1.1 HOURS OF PLAY 
 

a) The day shall be scheduled for 170 minutes of play, divided in two innings of 20 
overs each. 

 
b) One drinks break of 10 minutes is permitted between the innings and will form part 

of the change of innings. Umpires must ensure that this break is no longer than the 
allotted 10 minutes.  

 
c) The last innings will be completed, unless the umpires decide that weather and bad 

light will cause play to end. 
 

d) Each innings will be limited to a maximum of 20 overs and teams are expected to 
bowl these overs in 80 minutes (4 minutes/over).  In the event of their failing to do 
so the full quota of overs will be completed, but there will be a penalty imposed. 

 
e) Playing times:  

 
1. If game starts 14:30 
1st innings:  14:30 – 15:50 
Change of innings: 15:50 – 16:00 
2nd innings  16:00 – 17:20 
 
2. If game starts 14:45 
1st innings:  14:45 – 16:05 
Change of innings 16:05 – 16:15 
2nd innings  16:15 – 17:35 
 

f) Teams pitching late will be denied their opportunity to toss and the home team can 
decide what to do. If it happens that the match is starting more than 15 minutes 
late, the overs per side will be reduced by one over per team for every full 7 minutes 
lost. 

 
 
 
 
2 LENGTH OF INNINGS 
 

a) In an uninterrupted match: 
 
(i) Each team shall bat for 20 overs unless all out earlier 
 
(ii) If the team fielding first fails to bowl the required number of overs within the 

allotted time play shall continue until the required number of overs have 
been bowled.  Unless otherwise determined by the umpires, the innings of 
the team batting second shall be limited to the same number of overs 
bowled by it at the scheduled time for cessation of the first innings.  The 
over in progress at the scheduled cessation time shall count as a completed 
over. 

 
The umpires may increase the number of overs to be bowled by the team 
bowling second if they are of the opinion that events beyond the control of 



the bowling team prevented that team from bowling the required number of 
overs by the scheduled time for the cessation of the innings. 

 
b) In a match when the start is delayed or play is suspended: 

 
(i) The object shall always be to rearrange the numbers of overs so that both 

teams shall have the opportunity of batting for the same number of overs.  
A minimum of 7 overs have to be bowled to the side batting second to 
constitute a match.  The calculation of the number of overs to be bowled 
shall be based on an average rate of 15 overs per hour in the total time 
available for play.  The first 15 minutes of playing time lost will not be taken 
into account and the hours of play shall be extended up to a maximum of 15 
minutes.  If a reduction of the number of overs is required, any recalculation 
must not cause the match to be rescheduled to finish earlier than the 
original cessation time.  This time may be extended to allow for one extra 
over for both teams to be added if required. 

 
Fractions are to be ignored in all calculations re the number of overs. 

 
(ii) If the team fielding second fails to bowl the required number of overs by the 

scheduled cessation time, they will be penalized by 8 runs per over not 
bowled.  The batting team however will have the opportunity to continue 
batting if they need more runs. 

 
(iii) The team batting second shall not bat for a greater number of overs than 

the team batting first unless the latter has been all out in less than the 
agreed number of overs. 

 
(iv) If there is a suspension of play during the innings of the team batting 

second, that team will bat for a number of overs to be calculated as in b) (i). 
 
 

3. THE RESULT 
 

a) A result can be achieved only if both teams have batted for at least 7 overs, unless 
one team has been all out in less than 7 overs or unless the team batting second 
scores enough runs to win in fewer than 7 overs.  All other matches in which one 
or both teams have not had an opportunity of batting for a minimum of 7 overs shall 
be declared “no result” matches. 

 
b) In matches in which both teams have had an opportunity of batting for the agreed 

number of overs (i.e. 20 overs each in an uninterrupted match unless reduced in 
terms of Clause 2 b) (i), or a lesser number of overs in an interrupted match) the 
team scoring the higher number of runs shall be the winner.  If the scores are equal, 
the result shall be a tie and no account shall be taken of the number of wickets 
which have fallen. 

 
c) If, due to a suspension of play, after the start of the match, (such as rain or bad 

light) the number of overs in the innings of either teams has to be revised to a lesser 
number than originally allotted (minimum 7 overs), then a revised target score (to 
win) should be set for the number of overs which the team batting second will have 
the opportunity of facing.  The target set will always be a whole number and one 
run less will constitute a tie. 

 



d) If, due to a suspension of play, the number of overs in the innings of the team batting 
second has to be revised to a lesser number than that allotted to the team batting 
first, their adjusted score which they must exceed to win the match shall be 
calculated according to the Duckworth/Lewis System. 

 
e) In the event of a Tie during Play-Off matches the following will apply; 
 

a. In the event of a tied match during either the Quarter-Final, Semi-Final or Final 
teams shall compete in a One over per Side Eliminator. That means a Super 
over.  

b. The super over is a reduced version of the match that consists only of one over 
(six balls) and two wickets for each team. 

c. The Super Over will commence 5 minutes after the main match. Each team bats 
one over under the same restrictions as for the final over of the innings. 

d. The Super over must be 6 legal balls. i.e. No Maximum of 8 balls. 
e. The team batting second in the main match will bat first in the Super Over. 
f. Each side has three nominated batsmen, meaning that the loss of two wickets 

ends the Super Over. 
g. In the event of the scores being level in the Super Over, the first satisfied of the 

following criteria will determine the winner: 
i. The team with the most number of boundaries combined from the main 

match and the Super Over is the winner. 
ii. The team with the most number of boundaries from the main match (that 

is, not including the Super Over) is the winner. 
iii. A count-back from the final ball of the Super Over shall be conducted. 

The team with the higher scoring delivery is the winner. Runs scored 
from illegal deliveries count towards the total for the following legal 
delivery. 

 
Note: If a game is rained out and there is no result, schools must organize amongst themselves 
when the game will be replayed. 
 
 
 
 
4. NUMBER OF OVERS PER BOWLER 
 

If a match starts as a 20 over match, no bowler may bowl more than 4 overs in an innings 
and this allowance shall not be reduced even though the total overs may subsequently be 
restricted owing to weather interference.  If, however, the start of a match is delayed and 
the overs per team are restricted to fewer overs, no bowler may bowl more than one-fifth 
of the total overs allowed, except that where the total overs is not divisible by five, an 
additional over shall be allowed to the minimum number of bowlers necessary to make up 
the balance, e.g. in a 18 over match, three bowlers may bowl a maximum of four overs and 
no other bowler more than three overs. An over started by one bowler and completed by 
another will count as a full over insofar as each bowler’s limit is concerned. 

 
Note: A minimum of 4 overs will be bowled by a slow spin bowler.  In a reduced match, 

one fifth will be bowled by a spin bowler. 
 
The following additions will apply to all Under 9 matches: 

• Each player (other than the designated wicket keeper) must bowl 2 overs. 
• U9B and U9C play 6 ball overs and not 8 ball overs like the other teams. i.e. a 

maximum of 6 deliveries per over. 
 



 

5. LAW 25.1: WIDE BALL – JUDGING A WIDE 
 

 
Umpires are instructed to apply a very strict and consistent interpretation in regard to this 
Law in order to prevent negative bowling wide of the wicket. 

 
Any offside delivery, which passes more than 90 c m (900mm)of the stumps and any leg 
side delivery passing more than 70 cm (700mm)  (0/9A to 0/13C), shall be called wide.  
 
The leg side wide for the U13A`s will be:  
 
ANYTHING GOING DOWN LEG WILL BE CALLED A WIDE. 
 
These measurements will be taken from the middle stump.  

 
A penalty of one run for a wide shall be scored.  This penalty shall stand in addition to any 
other runs, which are scored or awarded. 
 
There will be allowed a maximum of 8 balls per over by any bowler. 
 
 
 

 
 

6. RESTRICTION OF PLACEMENT OF FIELDSMEN  
 
  

6.1 At the instant of delivery, there may not be more than 5 fieldsmen on the leg side. 
6.2 Two semi circles will be drawn from the middle pen at both ends, with a radius of 

25 metres. Two straight lines will combine these semi circles. 
6.3 During the first 6 overs, not more than two fielders are allowed outside this circle. 
6.4 Thereafter, a minimum of four fielders have to be within the circle. 

 
 
 

7. SUBSTITUTES 
 
 

a) In normal circumstances a substitute shall be allowed to field only for a player who 
satisfies the umpire that he had been injured or become ill during the match.  
However, in very exceptional circumstances the umpires may use their discretion 
to call a substitute for a player who has to leave the field or does not take the field 
for other wholly acceptable reasons, subject to consent being given by the 
opposing captain.  If a player wishes to change his shirt, boots, etc., he may leave 
the field to do so, but no substitute will be allowed. 

 
b) A substitute fielder may not keep wicket. 
 
c) A runner will be allowed only for a player who satisfies the umpire that he had been 

injured during the match. 
 



(i) The player acting as runner for an injured batsman shall wear the same 
external clothing and external protective equipment as the injured 
batsman. 

 
 

8 LAW 24 – NO BALL: 
 

 
Full Toss 
Either umpire shall call and signal “No Ball” if any full toss, passes or would have passed 
above the waist of the striker standing upright at the crease. The warning procedure will 
only apply if there is a risk of serious physical injury. Otherwise the ball will be called no-
ball, but no warning to the bowler. 
 
Bouncer 

 
 a) Law 42.6 (a) (ii) shall be replaced by the following: 
 

i) A bowler shall be allowed to bowl one fast short-pitched delivery in an over. 
 
ii) A fast short-pitched delivery is defined as a ball which passes or would have 

passed above shoulder height of the batsman standing upright at the crease. 
 
iii) In the event of the bowler bowling more than one fast short pitched delivery in 

an over, either Umpire shall call and signal no ball on each occasion only in 
cases where the batsman has not made contact with the ball, with either his 
bat or hand holding the bat. 

 
A penalty of one run for a fast short pitched no ball shall be scored plus any runs 
scored from the delivery.  A fast short pitched no ball shall not be reckoned as one 
of the over. 
 

NOTE: The provision of one allowable fast short-pitched delivery per over shall be 
superseded by clause 10 – Wide Bowling, in cases where a delivery passes outside 
the reach of the striker. (I.e. overhead height) 

 
 iv) Law 24.1 applies but the umpire shall call a no-ball if the ball: 
 

*  Bounces more than twice before the batsmen, or 
*  Rolls up to the batsman, or 
*  Stops in front of the batsman. 

   
  

 Law 24.1 SHALL APPLY BUT THE ABOVE MENTIONED WILL BE REPLACED BY   
                                 THE FOLLOWING  

 
  NB! (U9 TO U13) 

 
21.7 Ball bouncing more than once, rolling along the ground or pitching off the pitch; the 
umpire shall call and signal No ball if a ball which he/she considers to have been delivered, 
without having previously touched bat or person of the striker, - bounces more than once 
- or rolls along the ground before it reaches the popping crease - or pitches wholly or 
partially off the pitch as defined in Law 6.1 before it reaches the line of the striker’s wicket.   
When a non-turf pitch is being used, this will apply to any ball that wholly or partially pitches 
off the artificial surface.  



 
21.8 Ball coming to rest in front of striker’s wicket; if a ball delivered by the bowler comes 
to rest in front of the line of the striker’s wicket, without having previously touched the bat 
or person of the striker, the umpire shall call and signal No ball and immediately call and 
signal Dead ball. 
 
 
Bowler breaking wicket in delivering ball 
Either umpire shall call and signal No ball if, other than in an attempt to run out the non-
striker under Law 42.15, the bowler breaks the wicket at any time after the ball comes into 
play and before he completes the stride after the delivery stride. 
 
Free Hits (U10 – U13) 

• Free Hits will apply for all No Balls. 
• When a bowler bowls a no ball, in the immediate next ball, the batsman cannot be 

ruled out in any dismissal modes other than those applicable for a no-ball: run out, 
handled the ball, hit the ball twice and obstructing the field. 

• The umpire at the bowler's end signals that the next ball is a free hit by making 
circular movements in the air by extending one raised hand. As the free hit is 
carried over to the next ball if the original free hit ball was a wide or a no-ball, the 
umpire is required to signal the free hit again. 

• Due to the 8-ball over restrictions the free hit will fall away if the no ball is bowled 
on the 8th ball of the over, it will NOT be carried over to the first delivery of the next 
over. 

 
 
 

9.        LAW 30 BATSMAN OUT OF HIS/HER GROUND 
 
30.1 When out of his/her ground  
 
30.1.1 A batsman shall be considered to be out of his/her ground unless some part of 
his/her person or bat is grounded behind the popping crease at that end. 
 
30.1.2 However, a batsman shall not be considered to be out of his/her ground if, in running 
or diving towards his/her ground and beyond, and having grounded some part of his/her 
person or bat beyond the popping crease, there is subsequent loss of contact between the 
ground and any part of his/her person or bat, or between the bat and person,  provided 
that the batsman has continued movement in the same direction. 
 

 

10. THE TOSS 
 

Both captains shall toss for the choice of innings, 10 minutes before the scheduled start of 
play. 

 
 
 

11. LAW 14: DECLARATIONS 
 

• The captain of the batting side may not declare his innings closed at any time 
during the course of the match. 

 
 



12. THE BALL 
 

• U9, U10 and U11 teams play with a 113g red cricket ball. 
• U12 and U13 teams play with a 135g red cricket ball. 
• New balls to be used in all matches. 

 
 
 

13. POINTS 
 

a) Match points 
 

Win  ; 4 
Tie  : 2 
Loss  : 0 

  Bonus Point : 1 
 

b) Bonus Points 
 

The award of 1 bonus point will be made in accordance with the conditions as set 
out in clause b) (i) and (ii). 
 
(i) Team that loses the match by a close margin. 

 
An award of 1 bonus point will be made to the team that in losing the match, 
comes within 5% of their opponents target score, or, in losing the match, 
loses with 5% or less of the overs remaining. 

 
(ii) Team that wins the match by a large margin 
 

An award of 1 bonus point will be made to the team that in winning the 
match, wins by a margin of 20% or more of their opponents target score, or, 
reaches the target score with 20% or more of the overs remaining. 

 
In the event of a delayed or interrupted match, the percentages referred to in 
clauses b) (i) and (ii) will relate to the revised target score in association with the 
reduced number of overs. (Refer examples of the Bonus Point System). 

 
 

14. FINAL LOG PLACINGS 
 

 
There will be play offs for all age groups in all areas. During these play offs, the following 
will apply: 
1. All teams will play 20 overs. 
2. Between the schools and the executive, neutral fields and umpires will be arranged for 

the Final. 
3. Both coaches have to check up on the field a day before the game. 
4. During play offs, there will be 30 minutes extra time and not only the usual 15 minutes. 
 
In the event of teams finishing on an equal number of points, the position on the log shall 
be decided in the following order of priority: 



 
a) If equal, the teams having the greater number of wins. 
 
b) If still equal, the team, which achieved the higher number of points against the 

other team. 
 

c) If still equal, the higher net run rate shall determine the positioning of such teams 
in such separate league and accordingly in the log. 

 
 
 
 

Net Run Rate 
 
A team’s net run rate is calculated by deducting from the average runs per over scored by 
that team throughout the competition, the average runs per over scored against that team 
throughout the competition. 
 
In the event of a team being all out in less than its full quota of overs, the calculation of its 
net run rate shall be based on the full quota of overs to which it would have been entitled 
and not on the number of overs in which the team was dismissed. 

 
 
 

15. BONUS POINT SYSTEM 
 
 Example of Concept 1 (Close Loss)  i.e. 5% 
 
 Team “A” batting first scores 225 runs in 50 overs (i.e. 300 deliveries) 
 
 Target score = 226  5% of 226 = 11,3 Rounded off = 11 
 Target overs   5% of 300 = 15  Rounded off = 15  
 226 – 11 = 215 runs 
 300 – 15 = 285 deliveries 
 
 
 
 Therefore: 
 
 If Team “B” scores 214 or less runs, no bonus points are awarded. 

If Team “B” scores 215 or more runs (but less that 225), 1 bonus point is awarded to Team 
“B”. 

 
If Team “B” scores 226 from 286 deliveries (or more), Team “A” is awarded 1 bonus point. 
If Team “B” scores 226 from 285 deliveries (or less), Team “A” is denied a bonus point. 

 
 i.e. If Team “B” scores :214 runs (or less)   “A” = 4 / ”B” = 0 
    215 runs (or more but less than 225) “A” = 4 / “B” = 1 
    225 runs, the result is a tie  “A” = 2 / “B” = 2 
    226 runs in 286 deliveries or more “A” = 1 / “B” = 4 
    226 runs in 285 deliveries or less “A” = 0 / B”B” = 4 
 
 Example of Concept 2 (Win by a Large Margin)  i.e. 20% 
 
 Target score = 226 20% of 226 = 45,2 Rounded off = 45 226-45 = 181 runs 



 Target overs  20% of 300 = 60    300-60= 240 
deliveries. 

 
 Therefore: 
 
 I Teams “B” scores : 180 runs (or less)   “A” = 4 + 1 / “B” = 0 
    226 runs in 216 deliveries (or less) “A” = 0 / “B” = 4 + 1 
 
 Example of a reduced over match 
 
 Team “A” batting first scores 225 runs in 50 overs (i.e. 300 deliveries) 
 The innings of Team “B” batting second is interrupted, and 10 overs are lost. 
 
 Therefore from the formula : Target score for Team “B” to win is 200 runs in 40 overs. 
 
 Revised target score = 200 5% of 200 = 10  Rounded off = 10 200 – 10 = 90 
 Revised Target overs = 240 5% of 240 = 12  Rounded off = 12 240 – 12 = 228 
 
 Therefore Concept 1 (Close Loss): 
 
 If Team “B” scores: 189 runs (or less)    “A” = 4 / “B” = 0 
    190 runs (or more, but less than 199)  “A” = 4 / “B” = 1 
    200 runs in 229 deliveries (or more)  “A” = 1 / “B” = 4 
    200 runs in 228 deliveries (or less)  “A” = 0 / “B” = 4 
 

Similarly, the same principle will be applied in the case of a win by a large margin, using 
the 20% value, in relation to the revised target score / revised overs. 

 
 

16. RESULT CARDS 
 

Results of the previous week’s matches must be sent in before 12h00 on the following 
Monday.  Failing to do so the team will be penalized by 1 point for each day that the results 
come in late. Both schools need to send in these result cards so that the control can be 
better. 
 
 

 
17. UMPIRES 
 

 
It is expected from umpires to wear long trousers while umpiring and not any shorts or 
track suits.  
There will be at least one refresher course every year.  If an umpire attends this refresher 
course and passes the exam, he will be allowed to umpire in league matches. Failing to 
attend these courses, will lead to the umpire only standing at square leg and not behind 
the stumps. The district chairmen will distribute the list of qualified umpires. 
 
 

 

18. HELMETS 
 
 All batsmen must were full helmet (visor included) whilst batting at all times. 
 



Any batsman arriving at the crease without wearing a full helmet shall constitute a refusal 
to play and shall be given out.  This offending batsman shall be recorded retired out in the 
scorebook. (Batsmen must be given the opportunity to fetch a helmet) 

 
Any fielder fielding within 5 meters of the batsman, shall wear a helmet at all times.  All 
wicket keepers standing up to the wickets must wear a full helmet. No fielder (even while 
wearing a helmet) will be allowed within 2 meters of the batsman. 
 
A change has been made so that the ball can be caught after it strikes a helmet which is 
being worn by a fielder or the wicket-keeper.  With the wearing of helmets by 
wicketkeepers and close fielders now compulsory at many levels of the game, it has been 
decided that a helmet will be deemed as being part of the fielder’s person, meaning that a 
catch (or stumping) can be taken after the ball has struck the helmet, or become lodged in 
it. 
 

 
 

19.     NON TURF PITCHES 
 

If a match is due to take place on a non-turf pitch, the home team is supposed to let the 
visiting team know about it, so that they can bring shoes without spikes. Failing to let them 
know in advance, the home school has got no right to refuse the opposition the right to 
play with spikes if they got no other shoes available. 
 
 
 

20.     PITCH LENGTHS 
 

 The pitch lengths for the various age groups are as follows; 
• u/9 – u/11 = 17.68m 
• u/12 – u/13 = 20.12m 

 
 
 

21.     UNDER 9 VARIATIONS 
 

• Each player (other than the designated wicket keeper) must bowl 2 overs. 
• A batsman will be retired “not out” upon reaching 50 runs. He will be allowed to return 

to the crease after the fall of the last wicket. 
• Under 9B + C Teams matches will have 6-ball overs in order to save time. i.e. maximum 

6-ball overs and not 8 as with other age groups. 
 
 

22.     “Mancat” 
 

“Mancat” - Bowler attempting to run out non-striker before delivery. 
 
The bowler is permitted, before entering his delivery stride, to attempt to run out the non-
striker. Whether the attempt is successful or not, the ball shall not count as one of the over. 
If the bowler fails in an attempt to run out the non-striker, the umpire shall call and signal 
Dead ball as soon as possible. 
 



It is however considered at Primary school level to be against the spirit of the game and is 
not encouraged. The request is to first warn the batsman before giving him out. 
  
Each batsman will therefor receive one warning before being given out. 
 
 
 

23.     BALLS PER OVER 
 
The ball shall be bowled from each end alternately in overs of 6 balls. However a maximum 
of 8 deliveries will be permitted per over. This will not be applicable to the last over of an 
innings, during the last over of any innings 6 legitamate deliveries will have to be bowled. 
 

Deliberate distraction, deception or obstruction of batsman 
24. 

 
41.5.1 In addition to 41.4, it is unfair for any fielder willfully to attempt, by word or action, to 
distract, deceive or obstruct either batsman after the striker has received the ball.  
41.5.2 It is for either one of the umpires to decide whether any distraction, deception or 
obstruction is willful or not.  
41.5.3 If either umpire considers that a fielder has caused or attempted to cause such a 
distraction, deception or obstruction, he/she shall immediately call and signal Dead ball and 
inform the other umpire of the reason for the call.    
 41.5.4 Neither batsman shall be dismissed from that delivery. 
 41.5.5 If an obstruction involves physical contact, the umpires together shall decide whether or 
not an offence under Law 42 has been committed. 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



CODE OF CONDUCT 
 
1. CODE OF CONDUCT 
 

1.1 PARTICIPANTS shall abide by the LAWS, the Playing Conditions, RULES and 
Regulations of the Union. 

1.2 PLAYERS and TEAM OFFICIALS must at all times accept an UMPIRES decision and 
must not show dissent at an UMPIRES decision. 

1.3 PARTICIPANTS shall not verbally abuse, assault, intimidate or attempt to assault 
or intimidate any other PARTICIPANT or spectator, nor shall any PARTICIPANT or 
spectator in a manner which offends, insults, humiliates, intimidates, threatens, 
disparages or vilifies that other person on the basis of that other person’s race, 
religion, color, descent or national or ethnic origin. 

1.4 PARTICIPANTS shall not use crude or abusive language nor make offensive 
gestures to any other PARTICIPANT, OFFICIALS or spectators. 

 
2. APPLICATION OF THE CODE 

 
2.1 The CODE shall apply to PARTICIPANTS who are participating in REGULATED 

MATCHES or have participated in REGULATED MATCHES within the preceding 
year. 

2.2 The CODE, a breach of which may render a PARTICIPANT to disciplinary action, 
shall be enforced in accordance with procedures laid down in these RULES. 

2.3 All PARTICIPANTS shall acquaint themselves and shall be deemed acquainted 
with the Constitution, Bye-Laws and RULES and Regulations of the BOARD and 
this CODE. 

 
 
3. CAPTAINS 

 
 CAPTAINS are responsible at all times for ensuring that play is conducted within 

the spirit of the game of cricket as well as within the LAWS and in accordance with 
this code. 

 During the playing of a REGULATED MATCH, if an individual member of a team, 
who cannot be identified, breaches the CODE, then the CAPTAIN of that team will 
be sanctioned. 

 
4. PROCEDURE FOR DEALING WITH DISCIPLINARY MATTERS 
 

 Disciplinary reports 
 Eligibility to lodge a DISCIPLINARY REPORT. 

 
An alleged breach of the CODE or other offence can be reported by: 
 The UMPIRES 
 Either TEAM MANAGER (in his own right or on behalf of any of 

his PLAYERS); 
 Either on of the CAPTAINS participating in the match in which an 

alleged breach occurs; 
 The Home School’s headmaster 

 
 On Field DISCIPLINARY REPORTS 

 
Should any person eligible to do so decide to report a PARTICIPANT for an 
alleged breach of the CODE or other offence, he must, no later than two 
days after the close of the day’s play (or such further period as the 



DISCIPLINARY COMMISSIONER may in due course in his discretion allow), 
complete a DISCIPLINARY REPORT and deliver or send it to the Chief 
Executive Officer of the Home Union who must, if applicable, inform the 
CAPTAIN or TEAM MANAGER and the reported PARTICIPANT of receipt of 
a DISCIPLINARY REPORT as soon as possible. 

 
 Hearings 

 
 After a DISCIPLINARY REPORT has been received and proper notification 

given, the following procedures must e carried out: 
 
 The DISCIPLINARY COMMISSIONER must arrange the hearing 

as soon as possible and practicable, bearing in mind that, unless 
there are exceptionable circumstances, a decision should be 
made no later than sixty hours after the delivery of the 
DISCIPLINARY REPORT. 

 The hearing may be attended by the reported PARTICIPANT, his 
CAPTAIN or TEAM MANAGER (if applicable) and the initiator of 
the DISCIPLINARY REPORT, none of whom may be denied the 
right to appear at the hearing. 

 The DISCIPLINARY COMMISSIONER may proceed with the 
hearing if the reported participant, having received notice of the 
hearing, fails to attend. 

 If a CAPTAIN is unavailable or is the reported PARTICIPANT, the 
Vice-Captain will be responsible for all relevant matters 
assigned to the CAPTAIN. 

 The DISCIPLINARY COMMISSIONER must hear details of the 
alleged breach of the CODE and adjudicate thereon. 

 In any hearing, but subject to the provisions of these RULES, the 
DISCIPLINARY COMMISSIIONER must adhere to the principles 
of natural justice. 

 Subject to Rule 4.2.1.3, the DISCIPLINARY COMMISSIONER 
must allow the reported PARTICIPANT to give evidence in his 
defense and produce evidence, either orally or in writing and to 
call and question witnesses. 

 The DISCIPLINARY COMMISSIONER may, at his discretion, call 
such witnesses as may be necessary. 

 Except for a minor who shall be assisted by his CAPTAIN or 
TEAM MANAGER or some other competent person appointed by 
the DISCIPLINARY COMMISSIONER, no person shall have legal 
or other assistance in any hearing. 

 Subject to these RULES, the DISCIPLINARY COMMISSIONER 
shall, in his sole discretion, determine the procedure, date and 
time for the hearing and shall notify all involved parties 
accordingly. 

 The DISCIPLINARY COMMISSIONER must not discuss or 
comment upon the hearing at any time prior to making his 
decision. 

 
 
5. PENALTIES 

 
5.1 The DISCIPLINARY COMMISSIONER may in his absolute discretion impose any 

penalty by way of reprimand and/or suspension including a suspended suspension.  



The DISCIPLINARY COMMISSIONER may when imposing a penalty in his discretion 
take into account the PARTICIPANT’s previous convictions, if any. 

 
From Cricket South Africa: 
PREAMBLE 
 
The General Guidelines for Good Conduct are intended to establish a code of behaviour that 
will honour and preserve the Etiquette and Values enshrined in the game of cricket and in the 
concept of Sportsmanship. 
 
As an administrative body concerned with sport in school, SASC aims, through sport, to 
educate the child to appreciate the values of honesty, courtesy, consideration for others and 
self discipline. These values are to supplement the qualities developed by dedication required 
to succeed in a competitive environment in which skills, perseverance and concentration are 
paramount. 
 
Players are subject to school rules and to the rules laid down by the different tournaments and 
leagues. All those attending SASC tournaments, whether they are Administrators, Managers, 
Coaches, Umpires, Parents, Spectators or the Media, are expected to conduct themselves in 
a responsible manner and to remember that the tournaments have been arranged for the 
enjoyment and development of the children. 
 
The General Guidelines for Good Conduct defines the behaviour expected of all the above 
groups. Discrimination or prejudice in respect of race, religion or gender is unacceptable in all 
circumstances. 
 
PLAYERS 
 
 Play according to the Laws of the Game, the SASC Cricket Board Code of Conduct at Cricket 

Tournaments, and the rules of tournaments or local leagues. 
 Apply fair play principles and be a good sport. Do not claim unfair catches, be prepared to 

walk if you know you hit the ball and a fair catch was made, refrain from excessive or 
ridiculous appeals, acknowledge the good play of others, both by your team mates and by 
the opposition; do not indulge in over-exuberant celebration in any way. 

 When given out by an umpire, do not linger on the field or demonstrate your dissatisfaction 
in any way. 

 Control your temper. Violence or verbal abuse towards officials or other players is 
unacceptable. 

 Deliberately taking unfair advantage of, distracting or provoking an opponent is 
unacceptable. 

 Do not protest or argue with an official. Your captain, coach or manager may query/discuss 
the matter with the official during an appropriate break or after the game. 

 Put the interests of the team before your own. 
 Do not be arrogant in victory, or surly in defeat. Be gracious towards your opponent, whatever 

occurs. 
 Disciplined behaviour is required, both on and off the field of play. 
 Adhere to the required dress code and ensure your clothes and equipment are clean when 



you begin a game. 
 Do not abuse equipment or facilities, and be prepared to assist with the covering /uncovering 

of the pitches etc. 
 Co-operate with the decisions of your coach and captain. 
 Play for the fun of it, not just to please parents and coaches. 
 Take the opportunity to make new friends and acquaintances. Respect all players, regardless 

of race, creed, gender or ability. 
 
PARENTS 
 
 Remember that children are playing sports for their enjoyment and advancement, not yours. 
 Encourage your children to play to the rules and in accordance with the etiquette of the game. 
 Do not shout at or ridicule a child for making a mistake or for losing a game. 
 Set a good example and acknowledge the good play from all teams. Your child learns from 

your example. 
 Respect all players, administrators and officials with whom your children may participate 

regardless of race, creed or gender. 
 Support all efforts by administrators and officials to eradicate verbal and physical abuse from 

sporting activities. 
 Respect the decisions of officials and encourage your children to do the same. 
 Show appreciation for the time and effort of the teachers, coaches, administrators, officials, 

umpires, grounds staff etc and encourage your children to do the same. 
 Ensure that your conduct at the side of the field is in accord with the etiquette and the spirit 

of the game. Your children are required to abide by the Laws of the game and to exhibit 
appropriate behaviour. Support them in their efforts and do not let them down. 

 
TEACHERS/COACHES 
 
 Encourage children to develop a variety of skills. Teach the full range of shots, bowling 

deliveries and fielding skills to every player. Remember that emerging players may develop 
different strengths at different stages of their development. E.g. Ensure bowlers have the 
opportunity to bat during practice. 

 Give all children the opportunity to practice. Avoid over-playing the talented players and the 
early developers at the expense of others e.g. do not restrict all the batting opportunities to 
your top order. 

 Encourage players to think for themselves and to express their individual talents. Allow them 
to consider strategy and to make decisions. Instil in your captain the required knowledge and 
give him/her freedom to decide. 

 Protect young fast bowlers from injury by concentrating on correct technique and not over-
bowling them in practices and matches. 

 Encourage children to develop skills in a variety of sports. 
 Remember that children practice for pleasure. Try to make enjoyment the priority for each 

practice session, emphasising appropriate sporting behaviour. 
 Never abuse a child, physically or verbally, for making a mistake or losing. 
 Be reasonable in your demands on young players’ time, energy and enthusiasm. 
 Teach your players the Laws of the game as well as an appreciation of the history, the 



etiquette and the spirit of the game. 
 Develop in our players respect for the ability of others and the decisions of officials. 
 The safety of the children in your care is of paramount importance. Ensure that equipment 

and facilities are safe. Be sensitive to the dangers that could result if players are mismatched. 
Maintain a disciplined atmosphere at all times. 

 Heed the advice of qualified physicians with regards to injured players. 
 Keep up to date with latest coaching techniques and the principles of growth and 

development of children. 
 

LEVELS OF OFFENCES  
 
LEVEL 1  
 
6.2.1 The offences set out below are Level 1 offences, and the penalty for a Level 1 offence shall 
be an official reprimand and/or one (1) or two (2) match ban, provided that a fine may be imposed 
in respect of a Technical Official who is paid a fee for the match in question:   
a) Breach of NORTHERNS and or TITANS CRICKET’s rules regulating the use of clothing    
    and equipment, commercial logos and advertising material;    
b) Abuse of cricket equipment or clothing, ground equipment or fixtures and fittings;  
c) Showing dissent at an umpire’s decision;     
d) Using language that is obscene, offensive or insulting and/or the making of an obscene  
    gesture;     
e) Excessive appealing;    
f) Pointing or gesturing towards the pavilion in an aggressive manner by a bowler or other  
   member of the fielding side upon the dismissal of a batsman;     
g) Public criticism of or inappropriate comment on a match-related incident or match official,    h) 
Where the facts of the alleged incident are not adequately or clearly covered by any of the  
    above offences, conduct that either: (a) is contrary to the spirit of the game; or (b) brings   
    the game into disrepute,    
i) Minor Over Rate Breach (deficit of one or two overs) as determined by the Playing  
 
LEVEL 2  
6.3.1 The offences set out below are Level 2 offences, and the penalty for a Level 2 offence shall 
be a suspension for two (2) or three (3) matches, provided that a fine may be imposed in respect 
of a Technical Official who is paid a fee for the match in question:  
a) Repeat of the same Level 1 Offence within 12 months of such offence; [ito Rule 6.1.2(ii)   
    and (iii)]     
b) Showing serious dissent at an umpire’s decision;     
c) Serious public criticism of, or inappropriate comment on a match-related incident or match   
    official;    
d) Inappropriate and deliberate physical contact between players in the course of play;     
e) Charging or advancing towards the umpire in an aggressive manner when appealing;    
f) Throwing the ball at or near a Participant in an inappropriate and/or dangerous manner;    g) 
Using language/a gesture that is seriously obscene, offensive or insulting to another      
    Participant or a spectator.     
h) Breach of NORTHERNS or TITANS CRICKET Clothing and Equipment Regulations   
    during a match relating to a ’Commercial Logo’ or a ‘Player’s Bat Logo’ as those terms are   
    defined.   
i) Deliberate and malicious distraction or obstruction on the field of play during a match.    
j) Changing the condition of the ball in breach of Law 42.3 of the Laws of Cricket.     
k) Any attempt to manipulate a match for inappropriate strategic or tactical reasons.   
l) Where the facts of the alleged incident are not adequately or clearly covered by any of the  
   above offences, conduct that either: (a) is contrary to the spirit of the game; or (b) brings   
   the game into disrepute.   



m) Repeat of Minor Over Rate Breach (deficit of more than two overs) as determined by the   
     Playing Conditions and match officials. 
 
LEVEL 3  
 
6.4.1 The offences set out below are Level 3 offences, and the penalty for a Level 3 offence shall 
be a suspension for the Participant concerned of between four (4) and eight (8) matches, provided 
that a fine may be imposed in respect of a Technical Official who is paid a fee for the match in 
question:  
a) Repeat of the same Level 2 Offence within 12 months of such offence; [ito Rule 6.1.2(ii)  
    and (iii)]  b) Intimidation of an umpire or referee whether by language or conduct;     
b) Threat of assault on another Participant or spectator;    
c) Using language or a gesture that offends, insults, humiliates, intimidates, threatens, 
    disparages, or vilifies another person on the basis of that person’s race, religion, gender,    
    colour, descent or national or ethnic origin;     
d) Where the facts of the alleged incident are not adequately or clearly covered by any of the  
    above offences, conduct that either: (a) is contrary to the spirit of the game; or (b) brings  
    the game into disrepute.     
e) Serious Over Rate Breach as determined by the Playing Conditions and match officials.  
 
LEVEL 4   
6.5.1 The offences set out below are Level 4 offences, and the penalty for a Level 4 offence shall 
be an immediate suspension and/or life ban for the Participant concerned, provided that a fine 
may also be imposed in respect of a Technical Official who is paid a fee for the match in question:  
a) Repeat of the same Level 3 Offence within 12 months of such offence; [ito Rule 6.1.2(ii)  
    and (iii)]     
b) Physical assault of another Participant or spectator;     
c) Any act of violence on the field of play;     
d) Threat of assault on an umpire or referee;     
e) Using language or gestures that seriously offends, insults, humiliates, intimidates,  
    threatens, disparages or vilifies another person on the basis of that person’s race, religion,  
    gender, colour, descent or national or ethnic origin.     
f) Where the facts of the alleged incident are not adequately or clearly covered by any of the  
   above offences (such as alcohol consumption, drug abuse, theft or vandalism), conduct  
   that either: (a) is contrary to the spirit of the game; or (b) brings the game into disrepute. 
  
OFF-FIELD AND NON MATCH-RELATED OFFENCES  
All off-field offences not otherwise provided for in this code will be dealt with as a breach of the 
School's Code of Conduct in accordance with the internal disciplinary processes of the particular 
School concerned, alternatively in terms of this Code. 
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