										
CERA SPORTS
OFFICIAL WIFFLE BALL LEAGUE RULES


All rules listed below apply to all leagues at CERA SPORTS PARK. This is an outline of the general rules but is not a fully comprehensive rule book. Above all else, the number one rule is to have fun and be respectful to all players and umpires.

· Rules for Teams
· Must always wear proper athletic footwear.
· All equipment will be provided by CERA Sports.
· CERA Sports reserves the right to remove any players/teams for poor behavior or breaking rules without warning.
· NO BEER ON THE FIELD OF PLAY AT ANY TIMES – NO EXCEPTIONS
· Each player must sign a waiver before being allowed to play.
· Have a ton of fun!

· Field of play
· Foul Boundaries
· Foul lines run from home plate to the top of the foul poles
· A ball that hits the foul line is fair
· A ball must cross the bunt line to be fair
· Any ball that lands in fair territory past the midline is fair
· Ceiling
· All balls that hit the ceiling are live and in play
· If caught off the ceiling it is an out
· The ball is ruled fair or foul based on where the ball lands, not where it hits the ceiling
· Any ball that becomes stuck in the ceiling or multiple balls fall, the play is dead and the umpire will call a redo
· Building Walls
· Building Walls are defined as the permanent concrete structure
· The outfield walls will follow the standard rules of baseball.
· All balls that hit the building wall in foul territory are foul
· All balls that hit the building wall in fair territory are considered Fair.
· Home Runs
· A ball must land on the track to be considered a home run
· A ball that hits the green on the track and then clears the fence is a home run
· A ball that hits the ground or wall and then clears the fence is a ground rule double
· Out of play
· Any ball that exits the field is out of play
· If the ball is fair, then it’s a ground rule double
· Any ball that crosses the sliver floor plate is out of play
· If the ball is fair, then it’s a ground rule double
· If the ball enters out of play due to a clear and obvious error, all runners advance one base.
· If the ball enters out of play not due to a clear and obvious error, it is ruled a dead ball and all runners are assigned to the appropriate base.
· Dead Balls
· On a close play at First Base, a runner may NOT make an immediate turn to 2nd base if the pitcher has the ball on the mound unless there is an errant throw to the pitcher
· If a runner safely reaches a base and is hit by an attempt to “peg”, the play is dead upon impact and a runner may not advance. If the throw is errant, the runner may advance, but once it hits the runner the play is dead for ALL runners on base
· Regulation Game
· Regulation games will consist of 7 innings
· All games must be completed within 50 minutes or allotted scheduled time
· All time decisions will be made at the discretion of the umpire
· Including the umpire having the ability to end the game after any pitch.
· No full innings can start after 45 minutes, unless an exception is made by the umpire
· Umpire has the full right to decide the last inning of any game
· Last inning will always be communicated
· Emphasis will be on the home team having the final at-bats but is not guaranteed
· Extra innings will be allowed if it’s within the allotted time
· All innings after the 7th will start with the bases loaded
· Equipment
· Only official Wiffle balls will be used
· All balls will be provided
· Only official, yellow Wiffle bats will be allowed
· Teams may NOT bring their own bats
· If a bat is ever found to be illegally tampered with, the team will be automatically removed from the league
· No gloves are allowed of any kind
· Wear athletic shoes, NO cleats of any kind allowed
· Rosters
· Roster may consist of a minimum of 4 players and a max of 9 players
· Co-ed leagues may consist of only up to 5 male players
· A max of 4 players are in the field at any given time
· Co-ed league must have two female players on the field at all times, and must bat within 1 of male batters.
· To clarify - if there are 4 batters, must be 2 men, 2 women. If there are 5 batters, must be 3 men, 2 women. If there are 6 batters, must be 3 and 3. 7 batters, 4 men, 3 women and so forth. Any teams who do not or cannot fit those guidelines will forfeit that game
· All players present must be in the batting order

· Umpiring
· Umpires will always try to make the right calls, but the game moves fast and the field is small, wrong calls may happen.
· The call from the umpire will be honored at all times
· An appeal may be made to the other team to challenge the play
· If both teams agree, the umpire will overturn his call
· Umpires have the right to make judgment calls on the result of the play, including but not limited to:
· Ties at any base don’t automatically go to the runner. It is a judgment call from the umpire.
· A player or defender slows for the safety of the opposing player, but the result of the play would have been out, the umpire may still deem it an out.

· Pitching
· All leagues follow a “slow pitch” format
· All pitches must be in accordance with the following:
· The ball must go above your release point
· Your pitching motion must be moving towards home plate at all times
· Your leading foot cannot land outside of the pitcher’s circle
· Any additional excessive wind-ups may be called illegal at the umpires discretion
· Offspeed pitches are strictly prohibited (Intentional curveballs, sliders, knuckleballs, etc...)
· Any illegal pitch will be called a ball
· Batting
· A strikeout will occur after 3 strikes
· A strike will be called if:
· The pitch hits the strike zone
· The batter swings and misses
· The batter hits a ball foul
· A batter interferes with a pitch that would have hit the strike zone
· Outs in the Field
· Runner/Ball Contact - Base Runners hit by a ball are out
· A defender may throw the ball at runner, and if contact is made from the shoulders down, the runner is out if not safely on base
· A batted ball hits a baserunner, even if on a base
· Umpire can rule a dead ball/re-do for contact with a runner standing on third base if the ball was heading foul.
· The pitcher’s hand will be used in replacement for a force out at first base.
· Outs at home - “Johnny Bench Rule”
· Every team has a ghost catcher on their team
· A runner is out at home if the ball gets to the ghost catcher prior to the runner with enough time to make the play
· The ghost catcher remains behind the plate, however has the fastest tag of all time
· This is a judgment call from the umpire
· We will use the strike zone as a target for the play at home. If the ball hits the target before the runner touches home, then the runner is out. If it doesn’t hit the target, then the runner is safe.
· The play is dead after a throw is made to home
· The red line on the third base line indicates a point of no return for the baserunner

· Additional Safety precautions
· The umpire has the right to make calls (out or safe) for over aggressive play that puts other players or facilities at risks.
· Base runners will be called out for running into the net, garage, or wall while running towards home plate.
· Sliding or Diving - There will be no sliding or diving by offensive players into any base. Runners doing so will be called OUT automatically. If a runner overruns a base, they may not fall or dive back to the base.  Doing so will be an automatic out. Unless a runner accidentally slips and falls they must reach the base upright or the runner will immediately be called out.
