Dobbin’s Fantasy Simulation League 2007
Rules Version 1.7
3/5/07

Introduction
This fantasy simulation league will allow you to take on all the duties of a major league manager.  You set your lineup card, announce a starting pitcher, and make all the in-game decisions that a real MLB manager gets to make.  Steal or bunt him over?  Tag up or hold the runner?  Leave your starter in for one more hitter or yank him?  Start your ace on three days rest against your rival, or let him get his normal time off?
Every outcome is simulated using random number (1-100) generation.  Every at bat, every attempted steal, every play at the plate, and so on.  These random numbers will all reflect the players’ statistics from 2006… the 2007 season plays no role on your player’s seasons.  

However, since this is a KEEPER league, it is clearly to your benefit to draft younger or more consistent players, as their 2007 numbers will affect how they play in the 2008 simulation league.  Jose Valentin might be a serviceable 2B for our 2007 simulation league, but if he stinks in the 2007 MLB season, he’ll also stink in our 2008 simulation league.

On the flip side of the coin, Mike Pelfrey won’t be very effective in our 2007 simulation league, thanks to his inexperience in 2006.  But if he has a great 2007 in reality, then he’ll be a great keeper for 2008.

Each team will represent a major league franchise, and we will draft full 25-man teams and simulate a 162 game season that follows the actual 2007 MLB schedule.  (The team you represent plays no bearing on your success, it’s simply to make the scheduling easy.  If you are the “Florida Marlins”, it simply means you follow the Marlins’ schedule.  You open with 3 games on the road against whoever owns the Nationals.)

The three division winners make the playoffs, as well as one wild-card team.  The top division winner plays the wild card team in the first round (unless they came from the same division), and the other two division winners square off in respective 5-game serieses.  The winners meet in the 7-game World Series.


Entry Fee/Payouts

Entry fee: $30, $25 for moderators (Total prize pool: $460)

World Series winner: $300

World Series runner up: $100

First round loser: $30

First round loser: $30

The Draft
The inaugural Simulation League draft will run snake-style and will be similar to any other normal fantasy baseball draft you may have participated in.  I will be conducting the majority of the draft by phone/IM, and will send out emails for every round of drafting.  There will be 27 rounds.  After the draft, you will have to declare a 25-man roster (which will be your roster for the entire season), and two reserves, who you may not use during the season, but who you have exclusive rights to the following year.  There are NO add/drops during the season.  However, since ratings are static, there is virtually no way to improve your current team through add/drops anyway (unless you’re a moron and draft a bunch of really shitty players for no reason.)
This is a FULL keeper league.  Everyone you draft will still be on your roster the following season.  Before next year’s draft (which will only include 2007 rookies/undraftees), you will have the option to cut as many players as you want.  Of course, you will need to re-fill these positions during the draft.

Since this is an NL-only league, there will inevitably be players that are traded/signed by the AL, and players from the AL that enter the NL.  If you lose a player because he is traded or signed to the AL, you will be compensated with a draft pick in the following draft.  Hopefully, since new AL players will be coming to the NL, the loss of your current player will be offset by your ability to draft a new player of approximate equal value.
If you lose a player to retirement, tough luck.  No draft pick for you.

Lastly, ANY National League player who has registered either ONE plate appearance or has faced ONE batter is eligible to be drafted (including your two reserves).  Obviously, this means that not every eligible player is listed on the draft sheets.  However, any unlisted player will have minimum ratings (GHT or 1W) across the board.
Trading

Up until the trading deadline (August 15th), you may make any trade as long as it does not bring you below a 25-man roster.  Your reserves allow you some flexibility (so, you could make a 3-for-1 trade, and then move your reserves up to your 25-man roster), but trading does not allow you to pick up any additional reserves.  You may not trade draft picks.

How “good” is my player?

Pitchers are ranked from 1-10, with two letters.  The first signifies whether they are left handed or right handed (L or R), and the second signifies whether they have good control or if they are wild (C or W).  So a 7RC is a right-handed pitcher ranked 7 who has good control.  Wild pitchers issue more walks.  
Hitters are not ranked with a number.  Instead, I will be providing you with their 2006 statistics against left- and right- handed pitching, as well as four other attributes (Durability, Speed, and Fielding), and will make their match-up tables accordingly.  
*So a hitter’s total ratings line could look something like this:


Carlos Beltran



Vs RHP: .288 avg, .405 obp, .648 slugging



Vs LHP: .247 avg, .352 obp, .482 slugging



Durability: 19



Speed: 83


Arm: 25
*And a pitcher’s total ratings line could look like this:


Carlos Zambrano



Pitching: 9RW



Durability: 10
Note: All pitchers have the same generic hitting table and speed rating (50).  

Reading the Hitting Table

As mentioned above, every at bat is determined through random number generation.  For every hitter, a number from 1-100 is randomly generated, and that number is matched up to that player’s hitting table to determine the AB’s outcome.  Below, I’ve provided a sample hitting table.

Carlos Beltran vs Right-Handed Pitching
1R, 2R, 3R

4R, 5R, 6R, 7R
8R, 9R


10R

1-15: Single

1-11: Single

1-9: Single

1-7: Single
16-24: Double

12-17: Double

10-14: Double

8-15: Double
25: Triple

18-25: Home Run
15-20: Home Run
16-18: Home Run
26-37: Home Run
26-39: Walk 

21-32: Walk

19-26: Walk
38-45: Walk

46-59: Strikeout
40-57: Strikeout
33-60: Strikeout
27-59: Strikeout
(46-49: Walk, if W)
(40-43: Walk, if W)
(33-36: Walk, if W)
(27-30: Walk, if W)
60-81: Flyout

58-79: Flyout

61-77: Flyout

60-81: Flyout
82-100: Groundout
80-100: Groundout
78-100: Groundout
82-100: Groundout
*This table is simplified (There’s no “single to left, double in the gap, groundout to shortstop,” etc.), but you get the idea. 
So, if Carlos Beltran is facing Carlos Zambrano (a 9RW), we look down the third column for Beltran’s outcomes versus right-handed pitchers rated 8 or 9.  If the number drawn is a 45, Beltran strikes out.  If the number is a 74, he flies out, and if it’s a 13, he hits a double.  This is how every AB in the game is conducted.

However, since Carlos Zambrano is categorized as “W” or Wild, he is prone to walking more hitters.  If Beltran draws a 33 against a 9-rated “C” or Control pitcher, he will strike out.  However, against the wild Zambrano, Beltran is able to draw a walk.

As you can see, Beltran hits .402 with a .450 OBP against right-handed pitchers rated 1-3.  Against the bulk of major league right-handed pitchers (rated 4-7), Beltran hits .290, with a .390 OBP, which is virtually identical to his actual 2006 numbers against right-handed pitching (.288, with a .405 OBP).  Against the better pitchers in the league, his numbers get worse.  (Against a pitcher rated 10, Beltran only hits .195 with a .260 OBP.)
A hitter’s batting average can fluctuate up to .080 points in either direction, depending on how tough the pitcher is.  So, a .290 hitter can hit up to .370 against the worst pitchers in the league, and as poorly as .210 against the best ones.  A hitter’s OBP can fluctuate even more.
Other Ratings
Durability
Position players (1-30): A player’s rating represents the number of consecutive games they can play before experiencing a table shift due to fatigue.

For example, if a batter hits:

.350 against pitchers ranked 1-3
.310 against pitchers ranked 4-7
.260 against pitchers ranked 8-9
and .240 against pitchers ranked 10… 
…upon becoming “fatigued,” he will now hit…

.310 against pitchers ranked 1-3
.260 against pitchers ranked 4-7
and .240 against pitchers ranked 8-10.  
If he becomes “double fatigued,” then the tables shift again.  Etc.
*For a hitter to recover from fatigue, he must sit out at least 6 innings of a game. 


Generic hitters have a durability of 2.

Pitchers (1-10): A pitcher’s rating represents the number of batters they can face before losing 1 point on their overall pitching.

For example, a pitcher who is ranked as a 7 and has a durability of 10 will be able to pitch to 10 batters (in one session) in top form.  Upon facing his 11th batter, he will lose a rating point and become a 6 for the next 10 batters he faces.  Upon facing his 21st batter, he becomes a 5.  Etc.
*If a pitcher is rated a 1 (or has dropped to a 1 due to fatigue or defensive set-up), he cannot drop any further.  So if you’ve got a 1-rated pitcher out there, go ahead, pitch him all day.

*If a reliever pitches two games in a row he loses two points on his rating the following game.  These rating losses are cumulative until the streak ends.  

*If a reliever pitches 2.1-3.0 innings in one day, he loses two points on his rating the following game.  If he pitches 3.1-4.0 innings, he loses two points for the following two games.  If he pitches 4.1-5.0 innings or more, he loses two points for the next three games.  If he pitches 5.1 innings or more, he loses two points for the next four games.  These rating losses are potentially cumulative if the reliever’s appearances “stack up.”  For example, if a guy pitches 3.2 innings on Day 1, then 2.1 innings on Day 2, on Day 3 his effectiveness rating will be 6 points lower than his maximum (he loses 2 points for the 3.2 session from two days ago, 2 points for the 2.1 inning session yesterday, and 2 points because it will be his third outing in a row.)
*Five times per season, you may skip your 5th starters turn in the rotation at no penalty to your other starters.  Outside of these five “skips,” your rotation must remain consistent all year. 
*A pitcher who is rated 2 or 1 may not:

1) Pitch in back-to-back-to-back games

2) Pitch after throwing 2.1 innings or more the last game, or 3.1 innings or more two games ago, etc.
Speed
All players have speed ratings from 40-100.  A player’s speed influences his ability to steal bases, tag up and score on fly balls, etc.  Generic hitters have a speed rating of 50.
Fielding

Catchers: arm (10-35)

Infielders: range (10-25)

Outfielders: arm (10-25)

A player’s range or arm influences their ability to throw out runners, start double-plays, and so on.


Generic players have fielding ratings of 15.

Fielder Eligibility: moving players out of position
Catchers: cannot play any other position.

First basemen: cannot play any other position.

Second basemen: may play any other infield position (3B, SS, 1B), though their range factor will be cut in half.

Shortstops: may play any other infield position (3B, 2B, 1B), though their range factor will be cut in half. 

Third basemen: may play first base (1B), though their range factor will be cut in half.

Outfielders: may play first base (1B), though their arm factor will be cut in half, and the resulting number will be their range factor.

*Remember, some players are eligible at multiple positions.  A player who is listed as a 2B/SS may play either position with their regular range factor, and may play 1B or 3B with their range factor cut in half.  A player who is listed as a C/3B may play either of those positions at their listed range factor, or may play 1B at half of their 3B range factor.

Double Plays and Force Outs:

Note: This section is somewhat confusing, and the only people who really need to understand it inside-and-out are the moderators.  Bottom line: infield range determines how often your fielders can start double plays and force out lead runners.

A player’s ability to start a double play or to cut down the lead runner is based on his range rating.  For double play purposes, there are three range categories:

1) A player who has a range of 15 or less

2) A player who has range 16-20

3) A player who has range 21-25

We will refer to these players as Players 1, 2, and 3.

When a batter grounds out, the hitting table will say which infielder the ball is hit to.  (The Carlos Beltran table above is simplified, so it does not include these specific scenarios.)  A sample portion of a hitting table could look like this:


80-100: Groundout



80-88 3B



89-95 SS



96-98 2B



99 1B



100 P
Now let’s say that all three of the players we are comparing are third basemen.  

Player 1, the weakest fielder of the three, is only able to cut down the lead runner on a range of TWO units, which will always be the first two units in the range.  (So, a generation of 80-81 will result in the lead runner being forced out.)  A double play will ensue only on the FIRST number in this range.  So if the batter draws an 80, it’s a double play; an 81, the lead runner is forced out; an 82-88, the runner advances and the batter is thrown out.
Player 2 is able to cut down the lead runner on a range of FOUR units, which will always be the first four units in the range.  (So, a generation of 80-83 will result in the lead runner being forced out.)  A double play will ensue only on the FIRST TWO numbers in this range.  So if the batter draws an 80-81, it’s a double play; an 82-83, the lead runner is forced out; an 84-88, the runner advances and the batter is thrown out.

Player 3, the strongest fielder of the three, is able to cut down the lead runner on a range of SIX units, which will always be the first six units of the range.  (So, a generation of 80-85 will result in the lead runner being forced out.)  A double play will ensue only on the FIRST THREE numbers in this range.  So if the batter draws an 80-82, it’s a double play; an 83-85, it’s a force out; an 86-88, the runner advances and the batter is thrown out.
More notes on double plays:

*A ground ball to the pitcher ALWAYS results in a double play.  

*Force outs will always be at 2nd base.  (So if there are runners on 1st and 2nd, and there is a ground ball to the SS resulting in a force out, the runner on 2nd base advances, the runner on 1st base is thrown out, and the batter reaches safely.)

*Double plays will always be to 2nd base, then first base.  The only exception is on a ground ball to the pitcher, who will automatically start a 1-2-3 double play if the bases are loaded. 

*There will be times when the fielder has options on where to throw.  For example, if the bases are loaded with one out and a ground ball is hit to the third baseman resulting in a force out, the manager has the choice of taking the “free” out by throwing to 2nd, or gambling and throwing home.  

*There will often be tables where groundouts to specific players will always result in a double play.  Using the hitting table seen above, we can observe that if the defense has an elite 2B, then all three ground balls hit his way will result in double plays.  It pays to have a good defense!

Playing a Game

Each game will be run in an AIM chatroom by one of four moderators, who will do all the random number generation for the two players involved.

Before the game starts, each manager announces a starting pitcher.  Following the announcement of a starting pitcher, each manager writes out a lineup for that game.  (Managers are strongly encouraged to have two set lineups… one that faces right-handed pitchers, and one that faces left-handed pitchers.  This will save a tremendous amount of time.)  Once the lineups are set, the game begins.

Before each at-bat, the defense declares how its infield will be set up: Standard, In at Corners, or In All the Way.  After this, the offense decides its course of action for the hitter.  If no one is on base, his choices are: Swing Away or Bunt for Hit.  If there is a runner on base, these choices expand to: Swing Away, Bunt for Hit, Sacrifice Bunt, Squeeze Play (if there’s a runner on 3rd), and Steal Base.  

After the defense and hitter have declared their intentions, the moderator will announce the random number drawn and the outcome of the play.  This process is repeated until the game ends.

The moderator will also announce when pitchers lose rating points due to fatigue, and will list the success table for any in-game decisions before announcing the random number and outcome.  (This is for clarity only.  You’re not allowed to announce “Steal,” then take it back once you realize the numbers are not in your favor.  Know your opponent’s stats… know what kind of catcher you’re up against.)  

For substitutions and other scenarios, normal MLB rules apply:

1) Any batter can be intentionally walked at any time.

2) Any batter can be pinch-hit for at any time.

3) A pitcher must face at least one hitter if he enters the game. 

4) Double switches are legal and encouraged.

In-Game Decisions
For all in-game decisions, the formulas are listed below.  The number that each formula generates is the success rate of the decision.  For example, for stealing 2nd base, if your player has 100 speed, and you are facing a catcher with an arm of 30, your steal will be successful 70% of the time [100 – 30 = 70].  So the success table would look like this:


1-70: Stolen base


71-100: Caught stealing
Bunting:


Sacrifice bunting:

Defense straight up: 70%
Defense infield in or in at corners: 60%
*An unsuccessful sacrifice will always result in the lead runner being FORCED out.  If there is no force play (ie: a lone runner on 2nd) then an unsuccessful sacrifice results in the batter being thrown out at first, and the runner on 2nd staying put.

*If there is a force out available, an unsuccessful sac bunt against the infield in or in at the corners will also result in a double play 25% of the time.  So the success table looks like this:

1-60: Successful sacrifice


60-90: Lead runner is out
90-100: Double Play

Squeeze play:

Defense straight up: (Baserunner’s Speed/2)
Defense infield in or in at corners: (Baserunner’s Speed/2) – (3B range + 1B range)

*An unsuccessful squeeze play will always result in the runner on third being tagged out and the batter reaching first base safely.

Bunt for a hit:

Defense straight up: Speed/2
Defense infield in or in at corner’s: Speed/2 – (3B range + 1B range)
*An unsuccessful bunt for a base hit will always result in the lead runner being forced out. 

*An unsuccessful bunt for a base hit will never advance a runner who is not forced to advance.  If the hitter is successful and reaches base, the runner advances one base.

*You may not bunt for a hit with a pitcher.

Baserunning:

Stealing bases: 

2nd base: Speed – (catcher’s arm)

3rd base: Speed – (catcher’s arm + 20)

Home: Speed/8
*In the event of a double-steal, the defense has the option of where to throw the ball.


Taking the extra base: 

1st to 3rd


Soft single to right: (Speed + 50) – RF’s arm


Hard single to right: Speed – RF’s arm



Soft single to center: Speed – CF’s arm



Hard single to center: Speed – (CF’s arm x 2)



Soft single to left: Speed – (LF’s arm x 2)



Hard single to left: Speed – (LF’s arm x 5)

2nd to Home



Soft single to left/center/right: (Speed + 50) – LF/CF/RF’s arm



Hard single to left/center/right: Speed – LF/CF/RF’s arm



1st to Home (on a double)



Ground rule double: 0% (obviously)



Double in the gap: 100%



Double down the LF/RF line: Speed + 25 – LF/RF’s arm

Tagging up:



2nd to 3rd
Deep flyout to right: (Speed + 50) – RF’s arm
Flyout to right: Speed – RF’s arm
Deep flyout to center: Speed – CF’s arm

Flyout to center: Speed – (CF’s arm x 2)



Deep flyout to left: Speed – (LF’s arm x 2)



Flyout to left: Speed – (LF’s arm x 5)



3rd to home:



Deep flyout to left/center/right: (Speed + 50) – LF/CF/RF’s arm



Flyout to left/center/right: (Speed + 15) – LF/CF/RF’s arm

Scoring on a groundout: 

Defense straight up: 


Groundout to 2nd/SS: 100%

Groundout to 1st/3rd: Speed – 1B/3B’s range

Infield in at corners:


Groundout to 2nd/SS: 100%


Groundout to 1st/3rd: Speed – (1B/3B’s range x 3)

Infield all the way in:


Groundout to 2nd/SS: Speed – (2B/SS’s range x 2)


Groundout to 1st/3rd: Speed – (1B/3B’s range x 3)
*A runner can never score on a groundout to the pitcher.


Advancing on a groundout:



1st to 2nd: 




See section: Double Plays and Force Outs



2nd to 3rd: 

Groundout to 1B/2B: 100%

Groundout to SS/3B: 0%
*A runner can never advance on a groundout to the pitcher.

Setting your defense:

Infield in at the corners: 

Bringing your infield in at the corners reduces your pitcher’s effectiveness by one rating point.


Infield all the way in:

Bringing your infield all the way in reduces your pitcher’s effectiveness by three rating points.
*Similar to fatigue, defensive setting cannot cause a pitcher’s rating to drop below 1.  So if you’re starting a pitcher who is rated 1, you might as well play the infield all the way in all day.  
