
	  
	  	  

Wiffle	  Ball	  Rules	  and	  Regulations	  of	  Play	  
 

PLAYING FIELD 
 
THE FIELD 
Ø A level surface. The angle created from the tip of home plate will be 75 degrees from foul line to foul 

line.  
 

THE INFIELD 
Ø An infield line will be drawn from foul line to foul line, and will extend from a distance of 45 feet 

from home plate, down each foul line. Cones will be placed on the infield line and the foul line, 
completely in fair territory, and will serve as a marker for ground balls. A fair play line will be drawn 
and will run from foul line to foul line six feet from the tip of home plate. 

 
THE OUTFIELD 
Ø The foul poles will be 80 feet from home plate in both left and right field. The center field wall will be 

no less than 100 feet from home plate. The outfield walls will be no lower than four feet and must be 
free of sharp edges and protruding objects.  

 
THE PITCHER’S MOUND 
Ø The pitcher will throw from a distance of 42 feet from the tip of home plate. A pitching rubber will be 

used and will be exactly 42 feet from the tip of home plate. 
 
THE BACKSTOP 
Ø The backstop plays a key role in stopping pitched balls, wild pitches and foul balls. All fields are 

required to have some type of backstop. A backstop should be no less than four feet high and six feet 
wide. 

 
THE PLAYING EQUIPMENT  
 
THE BALL 
Ø This will be provided by No Idea Sports.  Only the white baseball size Wiffle®Ball, (8 slots on one 

side) will be used for play. If a ball is torn more than 1/4 inch it will be ruled illegal for play and will 
be removed from the game. A ball may be kept exclusively in the possession of a pitcher as long as it 
is ruled legal. No foreign matter can be added to the ball.  

 
THE BAT 
Ø This will be provided by No Idea Sports.  Yellow Wiffle®Ball bats are the only bats permitted for use.    
 
FOOTWEAR 
Ø Only sneakers are allowed.  No cleats of any type are permitted.  
 
GLOVES 
Ø Baseball gloves are not allowed. Batting gloves may be worn by the batter only when at bat. 

 



TEAMS  
 
TEAMS 
Ø A team’s roster will consist of a minimum of three players with no maximum. Each team must include 

at least one female member.  All players may change positions at any time defensively, but only three 
will be on the field defensively at one time, a pitcher and two fielders. A pitcher and one fielder is 
legal. Players will appear on one roster only.   

 
ROSTER REQUIREMENTS 
 

Ø Captains	  will	  submit	  an	  official	  team	  roster	  to	  NIS	  prior	  to	  the	  first	  night	  of	  the	  session.	  	  
Roster	  changes	  are	  allowed	  up	  until	  the	  end	  of	  the	  third	  week	  of	  play.	  	  After	  the	  third	  week,	  
no	  new	  names	  may	  be	  added	  to	  a	  team’s	  roster.	  	  Only	  players	  on	  the	  roster	  will	  be	  eligible	  to	  
play.	  

Ø All	  teams	  must	  have	  a	  minimum	  of	  3	  fully	  registered	  players	  for	  the	  season.	  
Ø If	  a	  team	  is	  short	  the	  minimum	  number	  of	  fully	  registered	  players	  by	  the	  start	  of	  their	  game	  

for	  week	  4	  they	  will	  automatically	  forfeit	  that	  game.	  	  This	  rule	  applies	  for	  week	  5	  as	  well.	  
Ø If	  a	  team	  is	  still	  short	  the	  minimum	  number	  of	  fully	  registered	  players	  at	  the	  end	  of	  their	  

week	  5	  game	  (end	  of	  the	  regular	  season)	  the	  teams	  season	  will	  end	  and	  will	  be	  removed	  
from	  the	  final	  3	  weeks	  of	  the	  league	  schedule.	  

 
BATTING ORDER 
Ø A team will bat all players present. The team must choose to do this at the start of the game and 

continue that way until its conclusion. The	  batting	  order	  must	  alternate	  between	  male	  and	  female	  
players.	  	  No	  more	  than	  3	  males	  can	  bat	  in	  a	  row.	  	  Females	  can	  re-‐hit	  if	  necessary.	  	  All	  players	  
must	  bat.	  If a player is injured during the game and cannot continue to bat, his turn at bat will be 
considered an out. A batting order will not be changed during the game and if a team bats out of order 
that batter is ruled out. 

 
SUBSTITUTION 
Ø All five players may change positions at any time defensively, however once a player is batted for by 

a substitute, that player is out of the game and cannot re-enter. A pitcher must face one complete 
batter before changing positions defensively.	  

 
THE GAME  
 
THE GAME 
Ø Regulation games last 5 full innings or 45 minutes. A 10 run rule is in effect after three complete 

innings.  
 
OUTS 
Ø Three outs per inning for each team. 
 
THE COUNT 
Ø Eight balls to a walk, three strikes is an out, four fouls to an out. A foul tip hitting the target or going 

through the target (hole) will result in an out WITH TWO STRIKES ONLY. 
 
THE STRIKE ZONE 
Ø A strike zone made out of any solid material with a hole in the center will be the choice of the USWA. 

A solid fixed target made out of almost any solid material is also acceptable. The hole (or target) will 
be no less than 20 inches wide and 30 inches high and no more than 24 inches wide and 34 inches 



high. Strike zones will start at no less than12 inches above the ground and no more than 16 inches 
above the ground. These dimensions must be followed to have a consistent strike zone. A solid strike 
zone must be used for consistency.  

 
BASERUNNERS 
Ø There is no base running or base stealing. All runners will be imaginary. 
 
BUNTING 
Ø Bunting is illegal and will not be permitted. 
 
EXTRA INNINGS 
Ø If, at the end of 7 innings, a tie results and time permits the game will go into extra innings.  In extra 

innings, the beginning of the eighth inning runners start on first and second base. The ninth inning is 
started with bases loaded and the remainder of the game is played with bases loaded until a winner is 
determined. 

 
GAME SITUATIONS  
Ø All batted balls must reach the fair play line to be playable, otherwise it is a foul ball. 
Ø A ground ball fielded before landing past the infield line is an out. Juggling or deflecting to the fielder 

in the air is an out, as long as the ball does not hit the ground. A player’s position to the infield line 
does not matter, the ball is the key, it must land past the line to be ruled a hit. If the ball hits the line 
and is caught, it is still an out. 

Ø If a batted ball is dropped by a fielder and the ball falls on the ground, it will be ruled an error and one 
base will be awarded. 

Ø Any fair ball that goes past the infield line will be ruled single. 
Ø A ball hitting a cone is fair and considered an automatic single, all runners advance one base. 
Ø Any ball that touches beyond the infield line in foul territory is a foul ball, even if it bounces back into 

fair territory. 
Ø A ground ball that comes to a complete stop in any of the marked areas is ruled a run according to the 

marked area.  
Ø Any ball that reaches the wall on the ground or by bouncing and is untouched will be ruled a double. 
Ø A fly ball hitting the wall first and then being caught by a fielder is considered an out and no base 

runners advance.  
Ø A fly ball hitting the wall in the air will be ruled a triple. 
Ø A fly ball clearing the wall is a home run. If a fielder touches a fly ball, and the ball goes still goes 

over the wall it will be ruled a home run. 
Ø A fly ball hitting the top of the wall and continuing over the wall will be a ruled home run. 
Ø A fly ball hitting the foul pole above the wall is a home run. 
 
BASE RUNNNERS  
 
Base runners move as follows: One base on a single, two bases on a double and three bases on a triple.  
On groundouts, the lead runner is always forced out. All runners advance one base. 
 
With a runner on third base and less than two outs a team may try and score the runner on third base on a 
fly ball. When the ball is in the air the offensive team can yell, “TAG” to activate the runner. The fielder 
must catch the ball and throw home attempting to hit the backstop (6 feet high by 8 feet wide) in the air, 
bounce or roll. If the throw hits the backstop the runner is out, if it misses, the runner scores. All other 
base runners stay where they are. The offensive team must yell, “TAG” as soon as the ball is hit, without 
delay. The fielder has three seconds and one step to make the throw after the catch. 
 



THE BATTER  
 
SWITCH HITTING 
Ø The batter may switch sides at any time in the count. The batter must notify the pitcher before doing 

so and may not switch sides during the delivery of a pitch, if so, the pitch will be ruled a strike. 
 
BATTER’S INTERFERENCE 
Ø Once the batter has legally positioned himself within the batter’s box, he is not required to move out 

of the path of the pitch. However, if the batter is ruled by the umpire to have intentionally moved into 
the path of the pitch (leaning in) in an attempt to block the pitch from going through the strike zone, 
he shall be called for batter’s interference, and the pitch will be called a strike. A warning must be 
given first, the warning remains with that particular batter for the remainder of the game. 
 

HITTING THE BATTER 
Ø There is no hit batsman rule. A ball that hits the batter will be ruled a ball and no base will be 

awarded. 
 
BATTER’S HANDS 
Ø The hand’s of the batter are considered part of the bat. A ball hitting the batter’s hand(s) and landing 

in foul territory is ONLY a strike if the batter is in the act if swinging, if not the pitch is ruled a ball. If 
a ball hits a batter’s hand(s) and lands into fair territory, the ball will be ruled a fair ball. 

 
FOUL BALLS 
Ø The batter will not touch foul balls until they come to a complete stop. Foul balls have been known to 

spin back into fair play and are NOT too be touched until they stop spinning or moving in any way 
 
Batting gloves may be worn by the batter only when batting. 
 
THE PITCHER  
 
A pitcher entering the game must face one complete batter before leaving the mound. 
 
A pitcher does not have to start his wind-up from the pitching rubber. The pitcher must have at least one 
foot touching the rubber when he releases the ball. If a ball is pitched in violation of this rule, the pitch 
will be ruled a ball. 
 
BALKS 
Ø There are no balks. 
 
WARM-UPS 
Ø A pitcher will get up to ten warm-up pitches before the start of the game once he takes the mound and 

five between innings. If a relief pitcher comes into the game due to a result of an injury to the active 
pitcher, they will get up to ten warm-up pitches. 

 
OFFICIATING AND SCORE KEEPING  
 
NIS will provide an umpire for each game which will enforce all rules and keep the official score of the 
game. 
 
 
 



TOURNAMENT PLAY  
 
All teams in the tournament are guaranteed 3 preliminary games and a minimum of one playoff game.  
After the end of the preliminary round teams will be ranked and placed in a bracket accordingly. 
 
COIN TOSS 
Ø A coin toss in the beginning of each game will decide the Home team and the Visiting team. The coin 

toss will be monitored by NIS official.  
 
FORFEITING 
	  
Forfeit is strongly discouraged. Your teammates and opponents count on you to have a full team and 
competitive game. Each team must have at least 5 players, including 1 female to start a game. 
	  
FORFEITING	  IN	  ADVANCE:	  	  
	  

Ø If	  a	  team	  knows	  in	  advance	  that	  it	  is	  going	  to	  forfeit	  and	  not	  show	  up,	  a	  team	  member	  must	  
contact	  NIS	  by	  12:00	  pm	  the	  day	  of	  the	  game.	  If	  NIS	  is	  notified	  on	  time,	  the	  team	  will	  be	  given	  
losses	  for	  all	  scheduled	  matches	  but	  no	  further	  penalty.	  	  	  

Ø If	  a	  voicemail	  message	  is	  left	  or	  an	  e-‐mail	  sent,	  it	  is	  not	  considered	  notification	  unless	  a	  reply	  
to	  the	  team	  is	  received.	  	  Failure	  to	  do	  so	  will	  result	  in	  forfeiting	  all	  matches,	  and	  the	  team	  will	  
be	  ineligible	  for	  league	  playoffs	  and/or	  removed	  from	  the	  remainder	  of	  the	  schedule.	  	  	  

Ø Any	  team	  that	  does	  not	  notify	  NIS	  in	  advance	  of	  their	  scheduled	  game	  or	  at	  all	  will	  need	  to	  
provide	  one	  full-‐rate	  individual	  deposit	  for	  the	  next	  season/sport	  they	  register	  for.	  	  	  

	  
FORFEITING	  AT	  GAME	  TIME/AFTER	  12:00	  PM:	  
	  

Ø Any	  team	  that	  forfeits	  after	  12:00	  pm	  the	  day	  of	  the	  game	  will	  be	  assessed	  a	  $50.	  fee	  that	  will	  
be	  given	  directly	  to	  their	  opponent.	  This	  money	  will	  go	  directly	  to	  the	  team	  which	  did	  not	  
receive	  notice	  that	  they	  would	  not	  have	  an	  opponent	  that	  given	  night.	  	  All	  participants	  are	  
expected	  to	  be	  able	  to	  make	  arrangements	  for	  subs	  or	  to	  notify	  NIS	  prior	  to12:00	  pm	  about	  
their	  plans	  to	  participate	  in	  that	  week’s	  games.	  

Ø Captains	  will	  forfeit	  his/her	  free	  season/credit	  if	  this	  occurs.	  
Ø If	  a	  team	  shows	  up	  short	  players,	  the	  remaining	  members	  who	  are	  present	  should	  mix	  with	  

the	  opponent	  and	  play	  a	  scrimmage.	  
	  

REFUNDS 
 
Refunds are not provided once the season begins or day the season is scheduled to start.  If you need a 
refund because you are unable to play prior to the season we are very happy to reimburse you for your 
registration as follows: 

Ø Up to 1 Week Prior to League Start:  FULL REFUND 
Ø Less than a week until Midnight the Day Before League Start:  REGISTRATION MINUS $20 
Ø League Start Date through the Season: Refunds Not Available. Credit available for a future 

season if no longer to play due to injury. 

Sportsmanship	  and	  FUN!!	  
	  

Above	  all,	  this	  league	  is	  for	  FUN	  and	  the	  enjoyment	  of	  all	  those	  involved.	  	  NIS	  and	  its	  officials	  will	  
eject/expel	  players	  for	  inappropriate	  behavior.	  	  In	  addition,	  NIS	  will	  remove	  any	  players	  and/or	  

teams	  who	  cannot	  adhere	  to	  its	  policies	  and	  standards	  without	  refund.	  


