KFFL

League fees: 

The yearly fee is $110

All transactions are free.

The league fee is due on draft day.

Player and team salaries:

The team salary cap is $100

A player’s salary cap is unlimited

A player’s minimum salary is $1

Player salaries will increase in increments of $0.25. Salaries cannot be changed via trade. Each franchise player gets a 30% raise (rounded up) each year.

Rosters and I.R.:

Each team can have a max of 15 players on their active roster and a max of two players on IR. All teams must have a minimum of 12 players on their active roster at all times.  A player may be put on I.R. if he has been listed as doubtful or worse during the current week. A player placed on I.R. must remain out for at least 3 weeks or leave him on for the entire year. A player on I.R. does not count against your salary cap. The I.R deadline is the same as making a player pickup.

Free agent signings:

Free agent signing is done by bidding on players. You must email me your bid, stating in the subject line of the email “free agent bid”; I will not open this bid until the weekly deadline passes. The minimum bid for a player is $1.00; the max bid is as much cap room as you can make. If you win, you pay what you bid. Make sure you have enough cap room. All players in your pickup email must fit under your salary cap. If any player in your pickup email does not fit under your salary cap then all moves are void. This is your responsibility. Any players dropped to make space in order to pick up a free agent, return to your roster if you don’t get the free agent. Whomever you bid on and win is whom you get. There is no saying if I don’t get this guy I want that guy, so bid only on whom you want. Make sure you describe in the email exactly what you want to do. You can say I only drop this guy if I get both my pickups. Match up your pickups and drops. Be clear on this so you don’t get screwed. If there is a tie in the bidding, the person with the highest transaction priority will win the player. Roster moves are due Friday before 5pm on a regular week. If there is a Saturday game, moves are due by Thursday at 5pm. If there is a Thursday or Friday game moves are due by Wednesday at 12pm. All moves must be in before the deadlines for week 14. Players can not be picked up in the same week they are dropped. The team that drops a player has to wait an extra week to pick that player back up. Signings do not start until the week of the first game. 

Divisions and team numbers:

Divisions and team numbers will change every year. The commissioner will pick this out of a hat. 

Trades:

Only players and transaction priority spots can be traded. Players’ salary cannot be traded or changed during trades. Franchise player spots cannot be traded. If you trade away a player you cannot get him back in trade for one calendar year. Trades are free. The season trade deadline is before the start of the first game of week 10. After the deadline trades may still be made, but the trade must be approved by 5 of the 8 owners. Good luck fitting trades under your salary cap, any trade that does not fit under either teams' cap is void. Let’s use some common sense during trades. This is a friendly league, lets stick with the rules and this should be a very competitive and fun league. 

Franchise players:

Each team gets one franchise player each year. This franchise spot cannot be traded. Each franchise player gets a 30% raise (rounded up) each year. Your franchise player is due two weeks before the draft, so keep on trading until then. 

Expansion: 

The expansion team can pick one player that was on a team’s roster at the end of the year, except a team’s franchise player. This player’s salary will be the same as it was at the end of the year plus a 30% raise (rounded up). 

Draft:
The draft order will be decided by a two round tournament. The winner gets the first pick. The runner up gets the second pick. The third pick goes to the winner of the game between the losers of the first round. The fourth pick goes to the loser of that game. Next come the loser bowl loser, then the loser bowl champ and finally the Kroniebowl runner up drafts second to last and the Kroniebowl winner drafts last, except in an expansion year, the expansion team will draft last. This is a normal draft, not a snake draft. No signings or releases can be made during the draft; you must wait until the draft is completely over. Trades can take place during the draft. Any questions on how the draft works, contact the commissioner. If a player is stolen during the draft, the team who lost the player gets the team who stole the draft pick’s next pick. 

Playoffs:

The two division winners and two wildcard teams make the playoffs. The division winner with the best record plays the wildcard team with the worst record. 

Playoff tiebreakers: head to head play, division record, points scored, points given up. In case of a three-way tie the same procedures will be used. As soon as one team is eliminated, the remaining teams will start the method over.

Lineups:

Your lineup must be emailed in to the commissioner and your opponent before the start of the first game on Sunday. If there is an early game during a week, you only have to email any players you have playing in the early games. The rest of your lineup is due before the first game on Sunday.  If you do not email a lineup, it will be the same as the week before. A lineup consists of: 1QB, 2RBs, 3WRs, 1DEF, 1K….or….1QB, 1RB, 4WRs, 1DEF, 1K. Tightends are considered wide receivers.

League Average:

In a year in which we are short a team we will fill that team with the league average. This is the average scores of all the teams except the team playing the league average. If this ends in an exact tie, your bench will play against the average bench score of the other teams. If the league average makes the playoffs, we will use its average score for the regular season for its playoff score.

Rule discrepancy:

The commissioner will decide all rule disputes and evaluate trades for fairness.
Scoring

Offense

Passing TD: 3 points

Rushing/receiving TD: 6 points

Pass/rush/receive two point conversion: 1 point

Every full 25 yards passing: 1 point

Every full 10 yards combined rush/receive: 1 point 

Int. thrown: -1 point

Fumble lost: -1 point

10+ receptions: 2 points

Defense 

Sacks, interceptions, fumble recoveries (all fumbles lost by your defense’s opponent count): 1 point

Defensive TD (this does not include missed FG returns, punt or kick returns, but does include blocked punts and blocked FG returns, also interception and fumble returns): 6 points

Safety: 2 points

Shutout (your defense’s opponent must have a score of zero at the end of a game. Any score; even if it is not given up by your defense; will stop you from receiving these points): 6 points

Kicking

Extra points: 1 point

Field goal 0-39 yards: 2 points

Field goal 40-49 yards: 3 points

Field goals 50+ yards: 4 points

If a game ends in a tie, the scoring of your bench will decide the winner. If this is a tie the game ends in a tie. If there are any discrepancies in the final scores you must inform the commissioner by Wednesday at noon. Please check your scores every week and inform me if anything is wrong.

Schedule:

The schedule will consist of 14 regular season games and 1 round of playoffs, and the Kroniebowl. Schedules will be out before the start of the season.

Payouts:

The payouts will not be calculated until the start of the regular season.

Kroniebowl champ: $300

Kroniebowl runner-up: $200

Loser bowl champ (3rd place): $100

Loser bowl loser (4th place): $60

Division winners: $60

MVP: $50

The commissioner gets a $50 service fee 

If the league makes the playoffs, its winnings will be split equally between all the other teams that made the playoffs. If there is an odd amount left over this will go to the Kroniebowl champ.

Hall of Fame Voting:

Every year after the Kroniebowl you will be asked for your hall of fame votes. You can vote for up to five players. A player gets 5 points for a first place vote, 4 points for a second place vote, 3 points for third place vote, 2 points for a fourth place vote, and 1 point for a fifth place vote. A player must receive a total of 20 points to be inducted. 
