
2018 WIFFLE BALL 
TOURNAMENT RULES 
 
 

Section I - Game Setup 

1.00 The playing field is an area located between foul lines extending from the middle of the strike zone 

to the foul poles in left field and right field, respectively. 
 

1.01 Players can cross the outfield boundary and enter “home run territory” only when: a) the fielder (or 

pitcher) is chasing a ground ball. b) The fielder (or pitcher) legally attempts to catch a fly ball, also known 

as “robbing a homerun,” this is further explained in 9.01. 
 

1.02 The distance from home plate to the left field and right field corners must be at least 60 feet. From 

home plate to dead center must be at least 80 feet. The stationary backstop containing the strike zone is 

four feet behind home plate. 

1.03 The size of the playing field is shown below. The field will be laid out with foul lines and markers for 

singles, doubles triples and home run areas. 

DEFINITION OF MARKERS / CHALKED LINES 

1. OUT line will be located 24 feet from 

home plate. A ball batted from home 

plate either in the air or on the ground that 

comes to rest in this area will be an out. 

2. SINGLES will be located 24-48 feet from 

home plate. A ball batted past the 24 foot 

OUT line and fielded cleanly on the 

ground will be an out. A batted ball into 

this area not fielded cleanly by player prior 

to coming to rest will be a single. 

3. DOUBLES will be located 48-64 feet from 

home plate. A ball batted past the 48 foot 

single line and fielded cleanly on the 

ground will be a single. A batted ball into 

this area not fielded cleanly by player prior 

to coming to rest will be a double. 

4. TRIPLES will be located 64 feet from 

home plate and in front of outfield fence. 

A ball batted past the 64 foot double line 

and fielded cleanly on the ground will be a 

double. A batted ball into this area not 
 

FIELD LAYOUT 
fielded cleanly by player prior to coming to 

rest will be a triple. 

5. HOME RUNS will be any fair ball hit over 

the fence or beyond the home run line. 

6. Any ball caught in the air by a player prior 

to hitting the ground will be recorded as 

an OUT. 
 



1.04 The pitcher’s mound is marked by a 3 foot x 3 foot square section. It is located 32 feet from home 

plate for the 10U and 12U teams and 38 feet from home plate for the 14U and OPEN division teams. 

1.05 The batter’s box is not drawn. Batters are invited to stand wherever they please, so long as their 

body does not interfere with the pitcher’s attempt to successfully throw the ball into the strike zone. 
 

1.06 The backstop will consist of a 4 foot x 8 foot wood sheet with a box drawn for the strike zone of 36 

inches tall and 21 inches wide for adults and smaller for children. Any ball that lands in the strike zone 

on the fly is a strike, no questions asked.  
 

Section II - Equipment 
 

2.00 The Ball — the “official” Wiffle Ball™ is the only option. Players may do whatever they like to the 

ball at any time, except for: cutting new holes in the ball, misshaping the ball, tearing the ball apart, 

putting bodily liquids or solids on or in the ball, or setting the ball on fire. 
 

2.01 All players play barehanded. If you feel the need to use a glove, you will most likely be teased 

unmercifully. However, fielding gloves are legal. 
 

2.02 All hollow, plastic bats with a barrel diameter of three inches or less are permitted. Any bat that 

does not fit this description must be checked by the head league official present prior to the start of each 

game. Add as much tape and grip as you like, but know that you are at risk of damaging your bat and/or 

your swing. Bats may be “corked,” meaning items such as glue, newspaper, and tennis balls are 

permitted inside of bats. Bats may not be restricted to the use of one person or one team, each player 

has access to all permitted bats. 
 

Section III - Umpiring 
 

3.00 Balls and strikes are simple calls. If the ball hits any part of the target on the fly — strike. If it misses 

— ball. If it bounces into the strike zone after hitting any solid object other than the bat — ball. If a player 

swings and misses at ANY pitch — strike. If it hits the batter — ball (no base awarded), unless it is ruled 

by the umpire that the batter was blocking the strike zone. See also 6.02. 
 

3.01 Foul/fair calls are made by the umpire.  
 

3.02 Check swings are calls made by the umpire, although most batters will admit to going ahead of time 

to avoid looking stupid. 
 

3.03 Official score is whatever is written in the scorebook and will be kept by the scorekeeper 

3.04 If the batter fouls a ball into the strike zone with two strikes, it results in a strikeout. 
 

Section IV - Starting/Ending Game 
 

4.00 All games have a hard time limit of 30 minutes. The games on all fields will start and finish at the 

same time. If the HOME team is losing at the end of the 30 minutes, the final score will revert back to 

the last completed inning. If the HOME team is ahead at the end of the 30 minutes, the HOME team 

wins. If the score is tied at the end of 30 minutes, the game will be a TIE in Pool Play. In Bracket Play, 

one extra inning will be allowed. 

 
 



4.01 Slaughter Rule - If either team leads by twelve (12) runs or more at the end of the 3rd inning or 

later, the game ends. 

4.02 Game Delays — the tournament commissioner declares when a game delay begins and ends. 
 

4.03 Extra innings — one extra inning will be allowed in bracket play. If the game is still tied after one 

extra inning, a Sudden Death Hit-Off will take place. 

4.04 Sudden Death Hit-Off (BRACKET PLAY ONLY) – if the game is still tied after one extra inning, the 

team with a better single plate appearance wins. Examples of a “better” plate appearance are a walk 

beats a strikeout, a double beats a single, a single beats a walk, etc. Each team can re-position their 

batting and pitching orders with the VISITING team having the first plate appearance. After the first 

player bats for the VISITING team, the plate appearance is recorded. The HOME team will have a 

chance to tie or beat the VISITING team. If the game is still tied after one plate appearance for each 

team, another round will take place with the second batter and second pitcher from each team. This 

process will go on until one team wins. All fielders will take normal positions during the Sudden Death 

Hit-Off. 

4.05 Run Limit – There is a maximum of five (5) runs per inning. Unlimited runs can occur in the 4
th 

inning only until 30 minute time limit is reached. 
 

Section V - General Game Rules 
 

5.00 Playing teams must carry a minimum of four (4) players. A full team will consist of a MANDATORY 

catcher, pitcher, and two (2) outfielders.  Only 2 adults, players over 18, can be on the field at one time.  

All players must 5 years or older to play. 

5.01 Starting line-up/Pitching order —The batting order remains the same throughout the game (unless 

game goes into Sudden Death Hit-Off – see 4.04).  Any one is allowed to pitch, only one pitching 

change may be made during an inning. 
 

5.02 Fielder positioning — Players may position themselves wherever they desire in fair territory but 

must have a MANDATORY catcher.  
 

5.03 Batting out of order — each time a hitter bats out of order it results in an out for their team along 

with accompanied ridicule for not knowing their own team’s batting order. 

5.04 Bunting — if a player successfully bunts a ball the player shall be ruled an out and is recorded as a 

strikeout. 
 

Section VI - Pitching 
 

6.00 Count system — ours is the same as the majors. Four balls for a walk, three strikes for a strikeout. 

Fouls are strikes unless a batter has two strikes on him. If the batter foul tips with two strikes into the 

netted strike zone, the batter is out. Otherwise, hitter that has a foul tip with two strikes gets another 

pitch. The hands of a batter are considered part of the bat. 
 

6.01 The pitcher is allowed only five (5) warm-up pitches per inning. Since there is a time limit, pace of 

play is extremely important. 

6.02 A hit-by-pitch is considered a ball and no base is awarded. Two hit by pitches in the same at bat 

results in a walk. If a player is hit in the head with a pitch, it counts as four balls, unless the player 

intentionally leans into a pitch, then it shall be ruled batter interference (see rule 6.04). 
6.03 Intentional Walks — No intentional walks we be allowed. 
 



6.04 Batter interference — If the batter blocks the path of the ball on its way to hitting the strike zone, it 

is an automatic strike. The pitcher makes the official call as to whether it would have been a strike. 
 

Section VII - Offense 
 

7.00 The batting order is set in stone until the game is over. If game goes into a Sudden Death Hit-Off, 

teams will be allowed to reposition their batting order. – No pinch hitters or in game substitutions except 

due to injury. 

7.01 The batter cannot stall and must be ready to hit in a timely manner. 
 

7.02 SINGLES will be located 24-48 feet from home plate. A ball batted past the 24 foot OUT chalk line 

and fielded cleanly on the ground will be an out. A batted ball into this area not fielded cleanly by player 

prior to coming to rest will be a single. 

7.03 DOUBLES will be located 48-64 feet from home plate. A ball batted past the 48 foot single chalk 

line and fielded cleanly on the ground will be a single. A batted ball into this area not fielded cleanly by 

player prior to coming to rest will be a double. 
 

7.04 TRIPLES will be located 64 feet from home plate and in front of home run line. A ball batted past 

the 64 foot double chalk line and fielded cleanly on the ground will be a double. A batted ball into this 

area not fielded cleanly by player prior to coming to rest will be a triple. 
 

7.05 HOME RUNS will be any fair ball hit in the air landing beyond the home run line. Home runs do not 

earn extra runs the farther they are hit. 
 

7.06 ERRORS are not recorded. Instead, they are ruled as hits. If a fielder bobbles a ground ball while 

trying to make a play, it will be ruled as a hit. The ball must be fielded cleanly to be ruled an out. 
 

7.07 OUT line will be located 24 feet from home plate. A ball batted from home plate either in the air or 

on the ground that comes to rest in this area will be an out. 
 

Section VIII - Defense 
 

8.00 An out for the batter can be made in four ways: 
 

1. The batter can strike out only if he/she swings at a pitched ball and does not foul tip the third 

strike. Foul tips count as a strike for the first two strikes only. A foul tip with two strikes that goes 

through the strike zone will be recorded as a strikeout, otherwise, player will get an additional 

pitch. 

2. Fly balls caught prior to the ball hitting the ground in fair or foul territory. 
 

3. Ground balls caught while the ball is in motion, in fair territory prior to reaching the 48 foot 

SINGLE line will be recorded as an out. 
 

4. Bunting is not allowed. Any player trying to bunt will be called out. 
 

8.01 Robbing homeruns — Fielders are allowed to leave the playing field and catch home runs either by 

having at least one foot in fair territory and in front of the home run line when the ball is caught, or 

leaping from the field itself and catching the ball before landing while keeping one foot in the field of play. 
 

 

 
Section IX - Runners 
 

9.00 No base running will be done. Only “ghost” imaginary runners will be used.  
 



9.01 The baseball rules of scoring apply: 
 

Example: A player hits a single – his/her team has a man on first base (imaginary runners). The next 

player hits a single – the team now has a man of first and second. Third batter hits a home run – three 

runs score! (The imaginary runners on first and second score plus the home run.) 

• A batter earns 1 imaginary base on a single, 2 imaginary bases on a double and 3 imaginary 

bases on a triple. 

• A runner on 1st advances one base on a single, 2 bases on a double and scores on a triple 
 

• A runner on 2
nd 

base scores on a double or triple. 
 

• A runner on 3
rd 

base scores on any hit. 
 

Section X - Tournament Format 
 
 

10.01 POOL PLAY – Each team will be placed in one of four 4 team pools (Pool A, Pool B, Pool C, Pool 

D). Each team will be playing each of the other teams once for three (3) pool games. All teams in each 

pool advance to bracket play. Seeds will be determine by the following order, 
 

1. Win – Loss record 
 

2. Head to Head  
 

3. Fewest Runs Allowed 
 

4. Run Differential (Runs scored less Runs allowed – maximum of 8 per game) 
 

5. Coin toss 
 

10.02 BRACKET PLAY – All teams from each pool advance to a Championship single elimination 

bracket.  For the first round of bracket play, no two (2) teams that played each other in pool play will play 

each other in the first round. If the seeds are set such that this occurs, the lower seed (#11) will be 

moved down one slot and switched with the seed below them. If the seed that is affected is the last seed 

(#12) in the bracket, they will switch with the seed above them. 
 

10.03 Tournament Format and pool play is subject to change based on the number of teams entered in the 
tournament. 
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