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FIELD HOUSE

Hagerstown Field House Adult Social League
Policies and Procedures

1. League Overview

The HFH Social League is a laid-back, fun, and friendly competition where players can relax,
socialize, and enjoy a semi-competitive sports environment. All skill levels are welcome!

Teams must have a minimum of 7 players. Don’t have a team? No problem—sign up as a free
agent, and we’ll either place you on an existing team or form a house team with other solo
players.

Each week features a rotating game of wiffleball, kickball, or dodgeball—perfect for players of
all experience levels. Rules for each sport, along with the league's scoring system, can be found
below.

After games, teams are invited to keep the good vibes going at the cafe and bar, our official
post-game hangout. It’s a great chance to grab a drink, meet other players, and enjoy the social
side of the league.

2. Sports Rotation & Schedule

Games are held weekly on Thursday evenings, with start times scheduled between 6:30 PM and
9:30 PM.

Each week, teams will play one of three rotating sports: kickball, wiffleball, or dodgeball. The
full season schedule will be released at least 7 days before the first game.

If your team has any scheduling conflicts or preferred game times, you can submit them through
the Schedule Request Form. While we do our best to accommodate requests, they are not
guaranteed.



3. Team Requirements

Teams must have at least 7 players on their roster to be eligible for the season.

While not required, teams are encouraged to have at least 2 female players on their roster and
to include at least one female on the field each week. Our goal is to foster an inclusive,
welcoming environment where everyone feels comfortable participating.

Guest players are welcome! A guest player is someone not officially on a team’s roster but may
fill in for a game without committing to the full season. The guest player fee is $10 per game,
payable before playing. This is a great option for friends or subs looking to try it out.

If your team needs help finding players or subs, let us know—we’re happy to assist with free
agent placement.

4. Game Rules
The league will feature a weekly rotation of Kickball, Wiffleball, and Dodgeball throughout the
season.
Scoring system:
e Win =3 points
e Tie=1 point

® Loss =0 points

The league champion will be the team with the most points at the end of the season.
In the event of a tie in points, the following tie-breakers will be used, in order:

1. Cumulative game score (total runs/points scored across all games)

2. Head-to-head result between the tied teams

Rules for each game are listed below:

) Kickball Game Format & Rules



Team Format:
Games are played 7v7, with a minimum of 5 players required to start.

Game Length:
Games consist of 5 innings or 50 minutes, whichever comes first. No new inning will begin after
the 45-minute mark.

Pitching Rules:
All pitching must be underhand, and the ball must bounce below the kicker’s knee.

Kicking Rules:
Each kicker is allowed 3 strikes per at-bat. A foul ball counts as a strike, except on the third
strike. Bunting is not allowed; all kicks must be a full swing.

Substitutions:

Substitutions can be made between innings or during a dead ball. Players can enter and exit the
game multiple times but must maintain their position in the kicking order throughout the game.
Late arrivals can be added to the bottom of the kicking order.

Scoring Limit:
A maximum of 5 runs may be scored per inning. Once the 5-run limit is reached, teams will
immediately switch sides to keep the game moving. There is no scoring limit in the final inning.

Extra Innings (Tiebreaker Rule):

If the game is tied after 5 innings and it is still before the 45-minute mark, one extra inning will
be played. A runner will be placed on 2nd base to start the inning. If the score remains tied after
the extra inning, the game ends in a draw, with each team receiving 1 point in the standings.

Field & Boundaries:

Games will be played on the indoor turf fields. HFH will set up bases for each game. Balls kicked
in fair territory that bounce off the walls or netting remain live and playable. Along the first base
line, there is an uncovered section where the ball may occasionally go out of play. If a ball kicked
in fair territory goes out of play in this area, the kicker is awarded a single and must remain at
first base. Any runners already on base will be awarded one additional base and must stop
there. No extra advancement is allowed on the play.

Base Running Rules:

® No Leading Off: Runners must remain on the base until the ball is kicked. Leading off or
stealing bases is not allowed.

e Force Outs and Tag Outs: A runner is out if the defensive team touches the base with
the ball before the runner arrives (force out), or if the runner is tagged with the ball
when off the base (tag out). Throwing the ball to make outs is not allowed. To record an



out, the defensive player must touch the base or tag the runner.

o No Sliding: Sliding is prohibited to reduce injury risk, especially indoors. Runners must
avoid contact with fielders.

o Running the Bases: Runners must run the bases in order: 1st, 2nd, 3rd, then home.
Skipping bases results in an out.

e Interference: If a runner deliberately interferes with a fielder attempting a play, the
runner will be called out.

“ Wiffleball Game Format & Rules

Team Format: Games are played 7v7, with a minimum of 5 players required to start.

Game Length: Games consist of 5 innings or 50 minutes, whichever comes first. No new inning
will begin after the 45-minute mark.

Pitching Rules:

Pitching must be overhand.

Pitching distance: TBD

A standard strike zone will be used (defined by the backstop or strike board, if applicable).
3 strikes = out, 4 balls = walk.

Batting & Outs:

A batter is out after 3 strikes (including fouls on the third strike).

If the batter walks, they advance to first base.

All batters must swing with a full motion — no check swings or bunts.

Substitutions:

Substitutions can be made between innings or during a dead ball. Players can enter and exit the
game multiple times but must stay in the same kicking order position throughout the game.
Late arrivals can be added to the bottom of the kicking order.

Scoring Limit:



A maximum of 5 runs may be scored per inning. Once the 5-run limit is reached, teams will
immediately switch sides. This rule helps keep games moving at a steady pace. There is no
scoring limit in the final inning of the game.

Extra Innings (Tiebreaker Rule):

If the game is tied after 5 innings and it's still before the 45-minute mark, one extra inning will
be played. A runner will be placed on 2nd base to start the inning. If the score remains tied after
the extra inning, the game ends in a draw, and each team will receive 1 point in the standings.

Field & Boundaries:

Games will be played on the indoor turf fields. HFH will have bases and the field set up for each
game. Balls hit in fair territory that bounce off the walls or netting remain live and playable.
Please note that along the first base line, there is an uncovered section of the field where the
ball may occasionally go out of play.

If a ball is hit in fair territory and goes out of play in this area, the batter will be awarded a single
and must remain at first base. Any runners already on base will be awarded one additional base
and must stop there. No further advancement is allowed on the play.

»

5D Il Game Form Rul

Playing Area:

Games are played on a basketball court, with each team occupying one half. All players must
remain within the boundary lines during play. Any player who steps over the center line or
sidelines will be called out. However, players may step out of bounds only to retrieve a ball and
must immediately return inbounds to continue playing.

The ball becomes dead if it hits a wall, basketball hoop or net, curtain, or any other unplayable
object on the court.

Officials:

HFH dodgeball games are mostly self-officiated. One court/field marshal will be present to
referee, manage games, and resolve any issues that arise.

Players are expected to show good sportsmanship at all times and make honest calls.

Roster:

Each game will be played with a maximum of 8 players and a minimum of 6 players per team.
Late arrivals must wait until the next game to enter. Substitutions are only allowed between
games or in the case of injury.



Playing Format:

Each match will be played in a best-of-9 format. The first team to win 5 games wins the match,
or the team with the most wins after 45 minutes. No new game will begin after the 40-minute
mark. If the match finishes early, teams may continue playing until all 9 games are completed or
time expires.

Opening Rush:

Each game begins with an Opening Rush. Dodgeballs are placed along the center line, and all
players must start behind their respective end lines. The field/court marshal will signal the start
of play. Once the signal is given, players may run to the center line to retrieve a ball. Each player
is allowed to grab only one ball at a time. Before throwing, the player must take the ball back to
their backcourt.

Out Rules:
A player who is called out must drop the ball and exit toward the sideline, raising their hands
while leaving the court.

A player is out if:
e They are hit with a ball thrown by the opposing team before the ball hits the ground.

e They are hit by a ball thrown by the opposing team that deflects off a teammate before
hitting the ground.

e They throw a ball that is caught by the opposing team.

e Their thrown ball deflects off an opponent and is subsequently caught inbounds by a
teammate of the opponent.

e They drop a held ball as a result of contact with a ball thrown by an opponent (this does
not include dropping a ball to catch a thrown ball).

e They hold onto a ball past the official’s five-second count.

e Sidelined players are not allowed to retain possession of any balls. Once a stray ball is
retrieved, it must be immediately rolled back into the playing area.

Conduct and Sportsmanship:

Our league is all about having fun, socializing, and enjoying the game together. We expect
everyone—players, coaches, and spectators—to be respectful, positive, and supportive
throughout the season.

Friendly competition is encouraged, but unsportsmanlike behavior such as arguing, trash talk, or
disrespect toward others will not be tolerated.

Let’s keep it light and fun for everyone—because that’s what a social league is all about!



5. Scoring & Standings
The scoring system is as follows:

e Win =3 points
e Tie=1point

® Loss =0 points

The team with the most points at the end of the season will be crowned league champion.
In the event of a tie in total points, the following tie-breakers will be used, in order:

1. Cumulative game score (total runs/points scored across all games)

2. Head-to-head result between the tied teams

Scores and standings will be updated the day after each match and can be viewed online. The
team with the most points after all regular season games have been played will be the
champion.

6. Uniform & Equipment

Uniforms or team t-shirts are not provided. Teams are encouraged to wear matching colors, but
full matching uniforms are not required. To help distinguish teams, the home team should wear
light-colored jerseys, and the away team should wear dark-colored jerseys.

HFH will provide all necessary equipment for gameplay.

7. Forfeits & Cancellations
Team captains must notify the Sports Director or HFH at least 4 hours prior to game time if they
need to forfeit.

Schedule change requests must be submitted at least 48 hours in advance of the scheduled
game time. While HFH will do its best to accommodate requests, reschedules are not
guaranteed and may still result in a forfeit. HFH will work with the opposing team to either
reschedule or confirm the forfeit.

All official communication from HFH will go directly through the team captain. If a schedule
change is approved, HFH will coordinate the new game time with the captain, who is then
responsible for informing their team.

In the event of a forfeit or last-minute cancellation, HFH will contact the team captain by phone
or email. Once communication has been made with the captain, HFH will send a follow-up email
to the rest of the team.



Opponent No-show: If a team shows up and the opposing team does not, the present team will
be awarded a win by forfeit.

Field Use for Forfeited Games: If a game is forfeited, players from both teams may use the field
for practice, scrimmage, or pickup play. However, HFH reserves the right to reassign the space
for other uses at management’s discretion.

Minimum Player Requirement: If a team fails to meet the minimum number of required players
at game time, it will be considered a forfeit.

Score for Forfeits: All forfeits will be recorded as a 5-0 win for the opposing team.
8. Wrapping It All Up

Thanks for being part of the HFH Social League! Whether you're here to win it all, meet new
people, or just have a good time playing sports, we’re glad you’re with us.

Here’s what we ask:

e Keep things fun, fair, and friendly.
e Show good sportsmanship, both on and off the field.
e Communicate with your teammates and captains.

e Don’t hesitate to reach out if you have any questions or need help—we’re here for you!

We're looking forward to a season full of laughs, great plays, and good vibes. Let’s make it
awesome!
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