Christian Brothers College High School

Student Leadership Council

Activities Committee

Intramural Program – Wiffleball Rules

Teams

1. Each advisory may sponsor a team made up of its members.

2. Each team may start six players with the rest as substitutes (a minimum number of players is at the discretion of the Staff Umpire). A player may be substituted in between innings. All players will bat.
3. A roster of eligible players must be presented before the first game with a designated team captain.

Equipment
1. Two wiffleball bats will be present at each field.

2. Four wiffleballs will be present at each field.

3. Orange cones and bases will be used to mark the playing field.

4. Tape or marker will be needed for the mound.

5. Players must wear gym shoes, athletic shorts, and a tee-shirt.

Field

1. Two fields will be set either outside the chapel or on half of the DC Wilcutt Gymnasium.

2. The field will be marked by orange cones and bases.

Game Play
1. Hitting: (fair balls only)
a. There are no hit batsmen; it is just considered a ball.
b. All fair balls must be between the first and third base lines.
c. When playing in the gym, a ball hit over the purple line or into the mezzanine is considered a home run.
d. When playing outside behind the chapel, a ball that hits the building in right field or is hit into the parking lot on a fly is a home run.
2. Defense:
a. The pitcher must be on the mound to pitch (marked by tape).
b. A representative from each team will pitch to their own team.
c. All defensive players must be in fair territory before the pitch.
d. Any pitch (foul tipped or otherwise) that lands in foul territory is a strike.
e. 3 strikes is an out.
f. A ball that is fouled and caught by the catcher is an out.
g. Any thrown ball that misses its intended target is in play unless it goes behind the bleachers (in which case all base runners will be awarded 1 base from where the runner(s) were at the time the throw leaves the fielder's hand).
h. Each team must have a designated catcher.
3. Base Running:
a. There are no steals or leading off (the penalty is an automatic out).
b. No sliding will be permitted (runner will be called out).
c. All other baseball running rules apply.

4. There are free substitutions.
5. There is a 7 run maximum per inning except for the last inning. 
6. The batting order must be designated before the game.

7. All games will be 5 innings (3 outs per side) or a 35 minute time limit. Both teams will bat the same number of times. No new inning will start after 10:55 AM.
8. Scoreboards, banners, basketball goals and all rafters in fair territory are considered to be in play.
9. Extra innings will be used if needed, and are under a time limit. The game will end in a tie if the game is still tied at 11:00 AM. If the game is an elimination game, then the game will continue during the next activity period.
Rule Enforcement
1. Rules will be enforced primarily by the "honor system". All contests will be supervised by a Staff Umpire. The Staff Umpire’s responsibility will be to rule on any situation in which teams cannot agree. THE FIELD MONITOR’S DECISION IS FINAL – NO EXCEPTIONS.

2. During Semi-Final and Final Round Games there will be no less than two Staff Umpires. These officials will rule on all calls.
Sportsmanship

1. Team Captains must ensure that their teams maintain a code of conduct that involves the highest ideals of brotherhood expected at CBC.
2. This includes: the understanding, appreciation, and adherence of the rules of the game; respect the integrity and judgment of Staff Umpire; respecting your opponent and congratulating them in a courteous manner; being responsible for your actions and maintaining self-control; not taunting your opponents; refraining from using foul or abusive language.

3. Teams and individual players may suffer disciplinary action for failure to abide by the aforementioned code of conduct.

4. For failing abide by this code, teams will receive a verbal warning. If their behavior deteriorates, then the team will receive a penalty that includes playing a player down for the duration of the game. If their behavior continues to deteriorate, the team will be forced to forfeit. Repeated violations will result in a hearing where teams or certain players may be suspended for future contests and other disciplinary action may be taken.
Forfeits

1. A team not ready to play (or not appearing) for their game at the designated time and location will forfeit the contest. With consent from their opponents, teams will be given five minutes after the game’s official start to be present.

2. To accept the forfeit the other team must be ready to play with the minimum amount of players required.
3. If neither team is ready play, then the game will be called a double forfeit with neither team advancing.
