
Wicomico Wiffle Ball League 
OFFICIAL RULES 

 
The WWB League will utilize the same rules used in Major League Baseball with the following exceptions: 
  
Playing Field:  
The field shall be a level playing surface of grass turf or dirt.   
The bases shall be 40 feet apart.   
The pitching rubber or designated pitching line shall be 33 feet from home plate.   
There shall be ten-foot arc in front of Home Plate this will be considered Foul Territory.  
The distance from home plate to the outfield fence shall be 100 feet along the foul lines.   
The length of the center outfield fence from Home Plate shall be between 100 to 115 feet.    
All batted balls that clear the outfield fence in fair territory shall be ruled home runs. 
  
Ground rules for irregular fields must be approved by the League Commissioner and 
Program Director before playing a game on that field.  
Captains should meet prior to each game to agree upon ground rules. 
  
Umpiring:  
Umpires will be assigned by the League Director to this event.   
The umpire will be responsible for all calls on the field.  
Any disputes shall only be discussed by the team captains and the umpire.   
    
Equipment:  
Equipment used will be the Official WIFFLE® Bat and Ball.   
Bats and balls will be supplied by the tournament. 
However, players may use their own official yellow WIFFLE® Bat (all generations). Bats 
may have tape on the handle only.  Also, the hole on the knob of the bat must be 
open/uncovered at all times.   
NOTE: Any player caught using an illegal bat will be ruled out on the first offense of 
the tournament and ejected on the second offense. 
No gloves of any kind are permitted in the field.  
Only Tennis Shoes are permitted for play.   
Cleats of any kind are NOT allowed. You will be asked to remove them.   
  
Roster:  
All Rosters must be signed and turned in before the first game of the league. 
Rosters must consist of a minimum of four (4) players, but no more than ten (10) players.  
Players may not switch teams after league has begun, even if that player has been release 
from another team. 
In order to appear in any tournament games, a player must appear on the team's roster 
prior to the start of the tournament.  
If a game is already in progress when a player is found to be ineligible, this game will be 
ended as a forfeit and the team will be removed from the tournament.  
 
 



Starting a Game: 
Line-ups must be turned into the umpire/scorekeeper before the game begins 
Teams must begin a game with a minimum of four (4) players  
Teams may elect to bat a maximum of seven (7) players if extra rostered players are 
present. 
Players listed on the line-up card, but not present once the game begins and their turn in 
the line-up comes up, this spot will be an out until they arrive. 
Players not in the line-up after the game has begun, must follow the substitution rules. 
Teams unable to field at least four (4) players, at the beginning of the game will forfeit that 
scheduled game.  
Teams will be given a 5-minute grace period before a forfeit is called. 
 
Defensive Alignment:  
Four players will play the field (pitcher, catcher, and two fielders).   
Teams must always field a Pitcher and a Catcher. 
All fielders, with the exception of the catcher, shall be positioned in fair territory at the time 
of the pitch.   
Fielders may switch positions at any time. 
 
Catcher’s Box and Positioning: 
The Catcher’s Box will be designated by three (3) poly spots coming off of the back end of 
the K-Zone forming a triangle. This is a restricted area.   
The catcher must stand in this triangle area before a ball is pitched. 
The catcher is not allowed to enter into the restricted area behind the K-Zone until the ball 
has been contacted or to retrieve a pitched ball that has entered into this area. 
If a catcher is deemed to be in this area before a ball is pitched and catches a foul ball the 
out will not be recorded. 
 
Batting Order:   
The batting order will consist of at least four (4) players, but no more than (7)   
Teams can choose to bat up to an additional three (3) extra hitters.  
Giving a team a maximum of seven batters in a line-up. 
The extra hitter cannot be used as a Designated Hitter position.  
All players who play the field must bat.  
The number of hitters in a team’s lineup shall be established prior to each game.   
The batting order shall not change during a game. 
 
Extra Hitters: 
The extra hitters are allowed to play defense at the beginning of any inning.   
Extra Hitters may not enter as a defensive player in the middle of an inning unless there is 
an injury to a defensive player that must leave the field of play. 
If substitutions are used, a player may re-enter the batting order in the same position that 
was vacated at the time of the substitution. (unless in the case of a game-ending injury). 
 
 
 
 
 
 



Injury: 
In the case of any injury during the game and a team does not have a substitute, the game 
may continue with that team taking an out in the line-up each time that player comes to bat 
in the batting order. 

1. If a team only has the minimum number of players (4) this team may elect to 
continue the game with 3 players, however the defensive alignment will be as 
follows: 

• Pitcher, Catcher and 1 Fielder 
2. If another player is injured bringing the team down to two (2) players, the team may 

continue however the defensive alignment will be as follows: 
• Pitcher, Catcher. 

 
The Game:  
All games will be five (5) innings or 40 minutes whichever comes first. 
No inning will be started after 40 minutes. 
Three Outs will be considered a completed half inning.   
If a game is tied after five (5) innings, or if time has expired then extra innings will be played 
to determine a winner.   
Extra Innings or Time Extension will consist of placing the last completed at bat on 2nd Base 
for the first extra-inning. 
Additional Extra Innings, teams will place the last two completed at bats on 2nd and 3rd base 
until a winner is determined. 
 
Mercy Rule:  
Any team that is winning by 10 or more runs after 3 complete innings of play or 2 ½ if the 
Home team is winning.  
  
Pitching:   
This is a slow pitch, or “pitch to hit,” league.   
Pitchers must have at least one foot on the pitching rubber (or designated pitching line) 
when releasing the ball.   
The pitcher may deliver the ball in any of the following manners: 

• overhand, sidearm, underhand 
Once a Pitcher starts an inning they must pitch to the entire line-up one time during an 
inning before a pitching change can occur.  
 Only 1 pitching change per inning is allowed. 

Any pitched ball that records a speed great than 31 MPH on the radar gun will be called a 
ball by the umpire even if it hits the K-ZONE. Unless offered by the batter. 
 If a pitch does not register on the radar gun, and hits the K-ZONE the umpire will call 

a no pitch and declare a replay. 
 If a pitch does not register on the radar gun, and MISSES the K-ZONE the umpire 

will call the pitch a ball. 
There are no balks in League. 
  
 
 
 
 



Batting:   
All Batters must be within reasonable distance to home plate.  
A batter outside of this designated box and making swinging contact. The Umpire will 
declare a Foul Ball and replay the at bat. 
Any pitched ball that is pitched 31 MPH or less and hits the K-ZONE will be a strike. 
Any pitched ball that DOES NOT hit the K-ZONE shall be call a ball.  
Three strikes swinging or called will be considered an out  
Four balls that miss the strike plate will be considered a walk. 
Third strike drop rule DOES NOT APPLY IN the HPAC Classic Tournament  
Batters must be prepared to swing.   
One handed swings are NOT allowed for non-ADA players.  
A batter that is caught swinging with one hand that is NOT an ADA-Player will be called out  
  
Bunting:  Bunting is not allowed in the League  
 
Batter Hit by Pitch: 
Any batter that is hit by a Pitched ball will just be recorded as a ball. 
 
Intentional Walks: Intentional Walks are NOT allowed. 
 
Batter Interfering with a Pitched Ball: 
Any batter that interferes with a pitched ball by taking his/her hand off of the bat to attempt 
to catch the ball will have a strike called on them.  This will be ruled as batter’s interference 
by the umpire. 
Any batter leaning into a pitch on purpose, in the judgement of the umpire, will have a strike 
called on them. 
 
Foul Balls: 
The following will be declared outs provided the catcher began in the proper position. 

1. Any foul ball that is hit by the batter regardless of balls position to the batter and the 
ball is caught by the catcher will be declared an out by the umpire. 

2. Foul balls with two strikes that hit the K-ZONE will be considered a 2 strike catch by 
the catcher and the batter will be called out.  This will serve as a third strike rule.   

 
The 10-foot arc Area 
A ball that is hit into the 10-foot arc, will be considered the following:   

• A ball that stops on the arc line will be considered a fair ball. 
• Any ball that is moving and is touched in this area will be a foul ball. 
• Any ball that lands outside of this area and then bounces, rolls or spins back into this 

area without the aid of another player and is touch inside the area will be declared a 
foul ball. 

• A ball that starts in this area and bounces, rolls or spins out of this area without the 
aid of another player will be declared a fair ball. 

 
 
 
 
 



Pitcher’s Hand:  
Only Applies to force plays being made on the batter-runner going from Home to First Base. 
Only the Pitcher can catch a ball in the Pitcher’s circle to record an out. 
A ball thrown and caught by the pitcher in the Pitcher’s circle before the batter-runner 
reaches first base will be called out by the umpire.   
All other force plays to any other base must be made to the bases or to home plate. 
Example:   
Runners on 1st and 2nd with one out.  A Batter hits a ground ball to the infielder playing near 
3rd base.  The infielder picks the ball up and tags third before the runner at 2nd gets there 
and then throws the ball to the Pitchers Hand and the pitcher has control of the ball within 
the circle before the batter-runner reaches first base. In this case we have a double play. 
  
Base Running:  With teams batting 4 or more players 
Players will run the bases.   
No ghost runners will be used.  
If a player is on a base and it is his/her turn to bat the last out will now become the base 
runner. 
Runners may not lead off, steal or advance on any pass ball or ball thrown back to the 
pitcher from the catcher.  
Runners must remain on the base until the batter makes contact. 
 Runners discovered leaving a base early will be declared out by the umpire.  
 Any base runner that is in fair territory, but not in contact with a base, will be ruled 

out if hit by any batted ball in the judgement of the umpire. 
After hitting a home run, all runner must run the bases. 
Tagging up after a fly ball has been caught is allowed. 
 
Ghost Runners: Team batting 3 players or less 
Teams batting with 3 players or less will need to use a ghost runner. 
If a Ghost Runner is used in this instance the following will take place. 
 The ghost runner will always be the trail runner 
 Runners on 1st and 2nd the live runner will go to 2nd base making the Ghost Runner 

on 1st base. 
 The Ghost Runner will then become at risk of being put out by the Pitcher’s Hand as 

the Ghost Runner can only move as fast as the Batter-Runner can run.   
 The lead Ghost Runner will always be put out first by the Pitcher’s Hand in this case. 
 Example: Runner on 2nd and Ghost runner on 1st.  Batter hits a ball to 3rd base and 

the 3rd baseman throws the ball to the pitcher and the pitcher has the ball before the 
batted-runner reaches first base then the Ghost Runner going to 2nd base will be 
called out and the batter-runner will remain at first base. 

 
Base Running to First Base: 
If a batter-runner stops running towards first base and begins to back up towards home 
plate to avoid a tag this runner will be immediately called out.  
All other runners on base may still advance until time is called. 
  
Infield Fly: The tournament will not utilize the infield fly rule 
  
 
 



Pegging:  
Fielders may throw the ball at runners to record an out.   
Base runners struck anywhere by a thrown ball in the judgement of the umpire will be out. 

1. A pegging attempt MAY bounce and hit the runner to be declared out. 
2. The ball that hits a pegged runner for an out will remain live until in control of the 

pitcher for time to be called.  
3. If a pegging attempt is missed the ball will remain live and base runners may 

advance until the ball is back to the pitcher and time has been called by the umpire.  
 
Balls thrown out of play: 
Any ball that is thrown out of play it will be a dead ball and the umpire will award each base 
runner 1 base.   
 
Stopping a Play: 
A play is considered over and time shall be called by the umpire as soon as the ball has 
been controlled by the pitcher anywhere in fair territory of the designated grass infield area 
on each field constructed. 
Any baserunner attempting to advance after time has been called will be sent back to their 
original base. 
 
League Procedures: 
Because The WWBL takes place at the Henry S. Parker Athletic Complex, the consumption 
of alcohol or the use of tobacco is prohibited on the playing fields. 
  
Teams will be provided with a game schedule prior to the league beginning.  
Schedules will also be posted on www.quickscores.com/wicomico this is where all scores, 
standings & brackets will be posted.   
If your designated field is open prior to your scheduled start time, and both teams have four 
players in attendance the game may begin prior to the original start time if agreed upon. 
Teams will be allowed a 5-minute grace period after the scheduled start time to arrive.   
If a team fails to show up within 5 minutes of the game-time, the team present will be 
allowed to take a forfeit victory.  Forfeits will be scored 5-0. (1 run per inning) 
  
   
All games shall be played completely unless the mercy rule is put into play. 
In case of a rain out in the middle of a game, the game will go into suspended mode and will 
be picked up at the point it was delayed.   
In this case all line-ups must remain the same so if a player cannot make the make-up date 
a substitute must be put in their place.  
If a substitute is not available an out will be recorded in the spot in the batting line-up.   
If a team cannot field the minimum of four players on the make-up date the game will be 
considered a forfeit. 
 
 
 
 
 
 
 

http://www.quickscores.com/wicomico


WWBL FORMAT & BRACKET 
 
All teams will play an 8 game regular season schedule. 
The top teams listed in the grid below will advance to a league playoff. 
All games will be played on Sunday. 
If games are rained out these games will have the option of being made up on Friday, 
Saturday or Sunday (If Sunday it would be after the regularly scheduled games) 
 
Post Season: 

Teams in League # of Divisions Playoff Teams 
4 1 Top 4 
5 1 Top 4 
6 1 Top 4 
7 1 Top 4 
8 1 Top 4 
9 1 Top 4 

10-15 2  2 Division Winners + 4 Wild Cards 
16 4 (AL – NL) 4 Division Winners + 4 Wild Cards 

 
 
DISCIPLINARY ACTION 

A. COUNTY POLICY:  Any player physically or verbally assaulting an employee, 
volunteer, spectator or participant will be subject to disciplinary action, which will be 
decided in accordance with the severity of the offense.   
a. Physical assault is defined as offensively touching, shoving or striking another 

person without that person's consent.   
b. Verbal assault is defined as threatening bodily harm or directing excessive 

profanity toward another without that person's consent.   
c. The minimum penalty for the offense shall result in a 3-game suspension with a 

maximum penalty of indefinite suspension from the County public recreation 
program. 

 
B. Alcoholic Beverages: 

a. No alcoholic beverages will be permitted at any of the playing fields or dugouts.   
b. All offenses involving players and spectators, including and not limited to, the 

consumption of alcoholic beverages, loitering, creating a public nuisance and 
reckless driving, will be enforced as per the Penal Code of Maryland. 

 
C. Player/Coach Ejections 

Any Player/Coach ejection will be for the remainder of the current game plus the next 
game played.  
Any player ejected from two games will be removed from the league for the remainder of 
the season. 
No EXECEPTIONS 
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