The Search Guide

Because this is so long and covers so much information, here is a tip for quick, easy, and productive reading:


SEARCH FEATURE:  1.) Hold down the “Ctrl” (Control) button on the bottom left-hand side of your keyboard.  2.) While still holding this button, hit the “F” (eff) key – a search engine should pop up on your screen.  3.)  For easy searching, type in one of the following headers.  (Note:  The headers in bold are the ones that I feel are most vital).

· HEADERS:  Welcome To Fantasy Baseball   |   Communication Between League Members  |   The Mission of This League   |   Democratic Stance   |   The Death of Fantasy Dictatorship   |   The Founding Ideals of this League   |   The League Length   |   What To Do Should a Manager Drop Out?   |   What To Do Should New Managers be Interested?   |   Team Salaries and The Salary Cap   |   Penalty for Exceeding the Cap   |   Yahoo!   |   Positions and Roster Size   |   Maximum Games Played and Innings Pitched   |   Stat Categories as Points and Point Modifiers   |   Trade Deadline   |   Veto Power and Days for a trade to Pass Through   |   Triple A System   |   Freezing a Player’s Worth   |   Format and Finer Points of the Triple A System   |   Adjacent Website   |   The League Home Page   |   Individual Team Pages   |   Rules and Regulations   |   Rejected Trade and Issue Page   |   Yearly Archive   |   The League Pricing Program   |   The League Trading Tool   |   What Constitutes an “Added Player” and a “Replaced Player”   |   Trading Tool Formula   |   Room For Gaining an Edge   |   Use of the Trading Tool   |   Trading   |   Deciding Veto Power   |   Trading Draft Choices   |   Trading Prospects   |   Considering Money in Trading   |   Free Agency   |   Adding or Dropping a Player Straight from MLB to Free Agency   |   Adding or Dropping a Player Straight from Triple A to Free Agency   |   Adding or Dropping a Player Straight from MLB to Triple A   |   The Waiver Period   |  “Time-Served” Players versus “Full Pay” Players   |   Paying for Time-Served Players   |   Paying for Full Pay Players   |   Face of Franchise Players   |   Drafting Format   |   Using The Live Draft   |   Using The AIM Draft   |   Finer Points of the Initial Draft   |   Finer Points of the Yearly Draft   |   The Payouts   |   Winning The Monthly Pay-outs   |   Winning The Seasonal Pay-out   |   Winning The League Pay-out   |   Example of the Pay-outs   |   Accumulating Points for the League Prize   |   Point Elevators   |
The Basics
· Welcome To Fantasy Baseball
Thank you for deciding to participate in this new and innovative fantasy baseball experience for the 2007-2011 baseball seasons.  Although the backbone of this fantasy baseball league is no different from the average fantasy baseball league, it behooves you to read through this statement of rules and regulations to fully understand some of the finer intricacies in order to develop the best strategy that will enable you to win the league with all it’s gifts ($$) and glory.  Understanding the different elements of the draft, Triple A system, free agency, trading, and pay-out, among other aspects discussed in this statement is not only important, it may very well be the vital difference between winning and losing.



Please understand these things before you delve in.  A.)  This is very long because you are looking at the culmination of my summer job in which I had to fill roughly six hours a day in front of a computer (thank you corporate America), but don’t be scared, overwhelmed, or annoyed.  B.)  Although extensive in its size, all of the sections are labeled, and many of the sections you are probably already well aware of – but you are receiving this well before the start of the league so perhaps take it a few sections at a time – perhaps on the toilet - just a suggestion.  C.)  Realize that most of what is written outlines the basic elements or the thought process behind these basic elements of the league – however, there are several rules and situations that were outlined to prevent altercations that could ruin this league.  It is not vital to know these should you act properly anyway, but I have taken the liberty to put certain situations in writing such that when a problem occurs, instead of having the entire league blow up over how it should be handled, the matters can be dealt with in a neat and orderly fashion.  Knowing this - sit back and enjoy the novella.

· Communication Between League Members
Although we are all very friendly with each other not everyone in this league is friends with each other (meaning we don’t all hang out and constantly keep in touch with each other, etc.).  Although, sadly, friendship is not a requirement of being in this league, what is, more or less, a requirement is that you keep the lines of communication open to everyone.  And so, it is important to keep up to date both your AIM screen name and your email address.  At the very least, for everyone else, it is much easier to do trades with a line of communication opened, but for me, as the League Starter, it is vital that I am able to contact everyone so I can let everyone know when the League will Start, Draft Times, changes made to the league, etc.  Obviously, if you received this it means I have your email address, but should it change, please notify me.  Your information will be kept on your “Individual Team Page” on the adjacent website (explained below).

· The Mission of This League
As you may or may not have already read, the purpose of this league was not solely to just create another fantasy baseball league.  The purpose was to create a league that combined the best elements of every type of fantasy baseball league so that it could suffice as the one ultimate and fulfilling fantasy sports experience.  Now there is no reason to do multiple leagues in order to experience certain elements lost between formats.  This league aims at stressing the importance of competing in a yearly format while also building for the over-all length of the league title.  Obviously the greatness of a keeper league is that you can build for the long haul, scout the sleepers and live off their greatness for season after season, and have your seasons live and die with off-season moves.  It was certainly vital to maintain this long term attachment in the current league.  But lost in the keeper format are some of the more interesting yearly aspects – specifically, an important yearly draft, and perhaps more importantly, the addition of a monetary incentive.  It is in combining these elements that this league format leap-frogs over both the yearly league and the keeper league as the most complete fantasy sports experience.  Now, a manager is able to create one team, root for his own players without conflicting feelings between different leagues, and still enjoy all the finer elements.  Essentially, the grand purpose of this league was to become the last league you will ever have to do.

· Democratic Stance
Because there are obviously many different “personalities” in this league, because of certain “situations” that have occurred in the past, and because I am no dummy and realize that some people have painted other people in a certain light, all important decisions will be made in a purely democratic fashion to ensure that everyone gets a fair and equal say on the subject matter.  

I understand that the process I am about to describe is very different and I am not married to it, but I just wanted to put in writing a format to handle topics that are heavily debated, because there certainly has to be a better way to handle problems than how they were handled in the previous league.  However, should this system be too cumbersome or unnecessary, there is no reason it can not be abolished – with a 2/3rds majority vote.  This is how the process will be handled:

1. When an issue arises where the two parties just can not come to a quick compromise, there can be called a League Vote on the matter.  (This should be done with one post entitled “Calling a Vote” and inside should state the dilemma).

2. Once a vote has been called, within a two day time period (beginning the day after the vote was called – so it’s really more like two+ days), everyone will be allowed one post to state their take on the dilemma as well as their proposed change or reasons for the opposite.  Should everyone post their one post before we reach the second day, the remaining days meant for the one post will instead count as the first of the five days to cast your vote.  (Note: once a vote has been called, you are only allowed one post.  For sanities sake please refrain from posting on any other matter until a decision is made).
3. After the two day period allotted for people to give their one post has passed, everyone will have an additional five days to take in the information given to them, and cast their vote on the matter.  When Posting a Vote it must be labeled “Casting Vote,” or “My Vote” – Something to say “This is the post I am putting my vote in,” and the post inside can only read what your decision is (“Yes” or “No”).

4. After the five day period has passed, if the vote to change whatever aspect of the league reaches 2/3rd majority, then the change will be made.  (Note:  The 2/3rd majority is only of those who voted within the five days.  And so, of the nine league members, if only 3 posted a vote and 2 of them voted to change, then the decision will be changed.  This is why it is imperative to vote.  Otherwise, as little as two people could greatly affect this nine team league.  Also note:  When figuring out what 2/3rds is mathematically, you will round UP to the nearest person)
5. PENALTIES: If any of the above mentioned bylaws are violated – If, after a vote is called, should one member of a side post Multiple posts, or cast a vote that has information other than their vote inside (side comments, taunting, or complaining) – the side he is on shall automatically forfeit his vote, and this player will lose his right to vote for a full year.
6. Once a Vote has been called on a particular issue, it can be called for an appeal exactly one year after the decision has been passed, no sooner.  Again the penalty for calling the same issue sooner than one year will be a suspension of voting rights for one year by the person who called it again, and a “non-vote” to the issue regardless of feelings changed.  (Note:  What constitutes “an appeal” will be any posting that at all mentions the issue or the decision in either a direct or indirect manner.  Once the issue has been passed the issue is dead.  CONTEXT WILL NOT MATTER.  This basically means making a side comment about it like a month after the decision has been made and sparking the issue all over again.  None of that.  Also note:  Issues and votes will be recorded on the Adjacent Website – see below)
Again, for those of you who were not involved in the previous league, just understand that there were far too many headaches for the process to stand as it was.  And those of you who were in the last league, there should be no question as to why a democratic decision process was formulated.  Not only is it so that we all have a fair say and keep our sanity, it is so that there is a means to hold those accountable should things get out of hand.  I write all of this as an afterthought however.  A.)  I hope there are few issues that actually are taken to vote.  B.)  When an issue is raised, I hope that people will just respect the voting process and handle themselves according to it, for this will make things as smooth as possible.  The process is simple, clear, and concise, and will be used to the fullest effect every time a vote is called no matter the issue.  And please understand that I am not taking away the right to argue or the right to banter or anything like that by this process.  This is only when a vote is called, and that will typically only be when a matter about the league format is being argued.  We can still argue over how much one team sucks and how great another team is, etc.

· The Death of Fantasy Dictatorship
In addition to this voting process, no longer will there actually be a “Commissioner.”  Instead, there will be a special Yahoo account created, and a 10th team added to the league that will have no players and no manager.  It will merely be the commissioner with all of the tools easily accessed by anyone.  The Yahoo ID and Password will be posted in the commissioners notes (in addition to other information) and anyone can have access to it.  But understand that this will be done with the understanding that everyone is responsible enough to handle the duties of the commissioner.  This means that no one should ever use the tools for their own personal gain or amusement.  Things like blocking a manager’s posting rights, or removing a player from a team that is not your own, or basically doing anything that you couldn’t do without the commissioner tools should not be done.  Should someone violate the respect that is being given by allowing everyone access, it simply will be taken away.  The reason for this decision is that there should not be one manager of which the whole league revolves around.  I didn’t like it as a non-commissioner and so I certainly won’t have it the same way now that I have a say.  The most significant benefit will be involved with the trading process (see below for more details).

· The Founding Ideals of this League

Although steps (actually more like leaps) have been taken to make all matters in this league as democratic as possible, it must be remembered that this league was founded with a certain goal, a certain ideal, and a certain direction which always must be maintained in every decision that is ever made with its regards.  No matter the proposed change, all decisions that are made can only strengthen, or at least maintain these certain founding ideals within this league.  They are as follows:

1. No Decision that is made with regards to the voting or over-all democratic process can impede a person’s rights to freely express himself, and properly influence this league as an equal to all others.

2. No Decision that is made with regards to the structure of the Yahoo league can hinder or deter the format of the following goals:

a. A Free and Open Trade Market where all teams have strengths and weaknesses that can always be addressed

b. A Point system that properly reflects real life value to its fullest, and does not pertain to queer statistical flaws where certain situations are greatly over or under valued as it pertains to real life.

3. No Decision that is made with regards to the Pay-Out should hinder the goal of using it as a tool to keep all league members interested and involved for as long and with as much emphasis as possible.

4. When applicable, ALL Decisions that are made with regards to the league shall benefit a competitive balance between all managers.

5. All Further Founding Ideals and Bylaws Can be subject to change by Blake Eddins before the league starts, and by a unanimous (9 out of 9) vote once the league has begun (‘Begun’ meaning the Initial Draft).

Again, let it be stated here that I feel corny for writing this, and do not want you to read this as though this league is going to be one giant Nazi Camp.  The rules and bylaws, and anything else that seems extreme for the simple hobby of fantasy baseball were written as an attempt to smooth out past problems encountered.  But more specifically, they are written out so if/when someone gets out of hand, there is in writing, a reason for accountability.  Hopefully this will deter such action before it gets out of hand.  The goal is to have this league be as enjoyable as possible for as long as possible.  And when you think about it, I hope you realize I have not really taken away any enjoyable aspects, there really should be no issue with all of this additional writing, it just simply needs to be put in writing.

· The League Length
Unlike an open-ended keeper league where you basically go from year to year with no goal in sight, this league specifically sets a five season limit as its culmination.  The benefits of a set end to the league should be a benefit in several ways.  First and foremost, setting an end date to the league was a must for the monetary reasons.  The end of the league will serve primarily as the final pay-out date.  After the five year period has expired, a large cash sum will be paid proportionately to the top two managers (this is explained in greater detail below).  The other expected benefit is a psychological one for the managers.  Without a goal in sight, a standard keeper league manager may lose his purpose and focus from year to year.  The league seems to lull as teams and players do not perform up to par year in and year out.  With a goal in sight, managers know their purpose – To field the best team for the next five years.  Suddenly there is rhyme and reason to every move – if unsuccessful season one, a manager had better get on their horse because they only have four seasons left to improve and win the big pay day.  And finally, and perhaps most importantly, a loser after season five suddenly has a reason to be revamped should we want to continue.  

And so, as stated, the League Length will be a FIVE YEAR period from the 2007 Season until the end of the 2011 season.  At the end of the 2011 season, the top two managers will receive their winnings (explained below).
· What To Do Should a Manager Drop Out?
Let me begin by saying that I have found the issue with participation in fantasy sports is purely a “Chicken and Egg” case, especially when money is involved.  Those who are competing for a top prize always are the ones who are the most active, and those who are the most active are always the ones who are competing for a top prize.  Inversely, those who aren’t competing don’t have the desire to participate as actively, and those who aren’t participating as actively aren’t going to compete.  And so what does this mean?  It means its human nature to lose interest when you can’t win.  I have already taken steps to ensure a greater possibility for all to win on multiple levels (see below) but I can not truly say everyone should be trading, and scouring the free agent market, and posting, etc.  And so if a manager should “drop out” mentally, although I wish it weren’t the case, there simply can be nothing done about this.

HOWEVER, if you are accepting to play in this league for the 2007 season, it is imperative that you participate for the four following seasons – read: YOU MUST PAY FOR EACH SEASON.  There can be no more selfish action than not properly awarding the first place winner by not paying your yearly salary (which constitutes the league pay-outs).  And so I beg all who want to participate in 2007 please, stress the issue with yourselves about just finishing it out to 2011, if not mentally, at least realize that by entering in this league for the 2007 season you have a pseudo-contractual agreement to pay for each season for the next five seasons.  Everything else is gravy, just please pay.

But to answer the question stated above- what to do should a manager drop out?  I don’t have an answer.  This will have to be a decision made should we cross that bridge.  BUT PLEASE, everyone, don’t force us to cross that bridge.

· What To Do Should New Managers be Interested?
If no manager has dropped out, the new managers have to wait until the five seasons are completed.  Again, this is the benefit of only making the league five seasons long.  Once it ends, we can start the league over with more or less managers as we should please.  Still, if a current manager drops out mid-league, I’d certainly be open to letting someone take his place.  However, there will be no re-draft for that manager’s benefit.  The reason is simple.  This is a keeper league with keeper implications and money involved.  A sacrifice should not have to be made by those who have been competing all along for the sake of someone who lost interest.  The other alternative would be to leave the team of the manager who dropped out as is, and just consider his players gone, and finish the league out that way.
· Team Salaries and The Salary Cap
Every single player who has played in the Major Leagues is given a Price, a salary, based on his performance (To Understand how these Prices are formulated; see “Pricing Program” below).  Using these prices, managers draft their teams accordingly, making sure to fill out the roster in order to compete each year.  The sum of every player that the managers have paid for is what constitutes a manager’s “Team Salary.”

The “Team Salary” is the heart of the monetary system.  At the end of each season, a manager’s expenses are tallied up, and this sum constitutes a portion of the monthly/seasonal/league pay-outs that are rewarded to certain teams who perform at top level.  It is the sum of the entire manager’s team salaries that constitutes the pay-outs, and this is why it is vital to pay these before the season begins (explained in the “Drafting” section).

In order to maintain a competitive balance, a Salary Cap has been implemented at $30.  Therefore, the most money a manager can lose (barring certain penalties) is $150 over a 5 year period.  But, the potential earnings over that same 5 year period runs up to $1,350 in a 9 team league; but, the pay-out’s work in a slightly more intricate manner than “First place gets $1,350.” (See Below to “The Payouts”).

· Penalty for Exceeding the Cap

Strike 1.)  The Manager’s will automatically have to drop his highest paid player into free agency to bring his Salary Down below $30.  (This is done regardless of if the Manager is $5.00 over the Cap or $0.05 over the Cap – In the event the manager goes more than his highest paid player over, he has to drop the next highest player until he comes under the Cap.)

Strike 2.)  Should the manager exceed the Cap a second time, he is required to take the same action as Strike 1 plus, he must pay Salary Cap and a Half ($45) as his yearly Team Salary for that Year.

Strike 3.)  The manager is removed from the league.

Note: It is Three Strikes in the Five Year League, not Three Strikes per Year.

League Set-Up
· Yahoo!

We will be using the free Yahoo! Fantasy Baseball service that they provide.  Everyone is, or should be accustomed with the ins and outs of that format, of how to register, and how to get I.D. etc, so space will be saved on those matters.  If, for some reason, you are unsure as how to actually access the Yahoo! League once we get going, don’t hesitate to ask someone.

Along with many of the more typical aspects that Yahoo! has with posting and team names, and such, here are the more important elements of the Yahoo! League and reasons why the particulars were set as they are.

· Positions and Roster Size
As stated in the “Founding Ideals” above, one of the main goals of this league was to create an open trade market for all positions.  What this essentially meant was creating enough roster spots to add depth and weakness to all teams.  This is what the primary purpose for creating the Roster Size and number of positions as they are.  It ensures that teams will have weaknesses without having to struggle to field everyday players.  The Positions are as follows:

· Catcher
-
1 – All players with a C are eligible
· First Base
-
1 – All players with a 1B are eligible
· Second Base
-
1 – All players with a 2B are eligible
· Third Base 
-
1 – All players with a 3B are eligible
· Shortstop
-
1 – All players with an SS are eligible

· Infield

-
1 – All players with a 1B, 2B, 3B, or SS are eligible
· Left Field
-
1 – All players with an LF are eligible

· Center Field
-
1 – All players with a CF are eligible

· Right Field
-
1 – All players with an RF are eligible

· Outfield
-
1 – All players with an LF, CF, or RF are eligible

· Utility

-
1 – 1B, 2B, 3B, SS, LF, CF, or RF are eligible
· Starting Pitcher - 
6 – All players with an SP are eligible

· Relief Pitcher
-
3 – All players with an RP are eligible

· Bench Spots
-
5 – All players are eligible

· Total Roster Spots -
25
One of the changes made to the roster from the last league, in addition to the Infield position and individual outfield positions which were meant to increase trade value, is the number of Starting and Relief pitchers.  But, as with everything else, there is a real reason for the numbers are as they are.  Although it was, perhaps, more fun to have few SP positions because you had to put starters in everyday, the truth of the matter is that is a misuse of the roster spots.  The roster spots are intended to designate who can and can’t be on the roster.  And just as with having a roster spot for, say, a catcher or first baseman where someone is expected to hold that place, so too is it supposed to be for Pitchers.

With Relief Pitchers, it only made sense, in a 9 team league to have 27 of them in play.  Either this will have each team using every closer, or, more importantly, it will bring importance to the middle relief pitcher, again, ensuring trade potential.  And so, with three relief pitchers averaging about 65-70 innings pitched per year, taken away from the Maximum Innings pitched limit (1,450 innings – see below) that leaves a team with between, roughly 1,265 and 1,280 innings to fill.  The average pitcher for this league throws roughly 206 innings per year individually.  Therefore, six starters throwing around 206 innings per year brings each team to right around the innings pitched limit.  And so, just as with fielders, if you now fill your roster properly, you don’t necessarily have to touch them to fill out the maximum innings pitched.  And now, there can be no huge benefit for managers who micromanage (of course, there are thousands of other advantages to be gained by paying attention daily, this just won’t be one of them).
· Maximum Games Played and Innings Pitched
For this League, the Maximum amount of Games you will be able to play per position will be realistically what it could be – 162 Games.  As for Innings pitched- due to the size of the rosters the Innings Pitched Limit of this league will be set at 1,450 (note that 9 innings a game, times 162 games in real life is 1458.)  And so with the roster set as it is, plus the added restriction of moves between The Triple A system (explained below) and Money Spent on Free Agents plus the Cap, a smart manager will field both position players and starters on his bench.
· Stat Categories as Points and Point Modifiers
Just as with the positions, there was also a real reason as to why the statistics being used to equate to points and the point modifiers themselves were set as they are.  Based primarily off of the last league’s settings, there were certain scenarios where players in just slightly different scenarios were given greatly different rewards.  While, this problem did not hamper one specific manager, it did affect a certain depth to the league as only a distinct type of player was valuable.  This is why all points in this league were created with the intention of equally weighing a player’s impact on the field relative to all other situations where points can be gained.  While I am not claiming the application of this theorizing is flawlessly corresponding with reality, I will claim that it holds a certain realism and more importantly proper reward to different types of players in similar scenarios as they should be.  But, perhaps more importantly, the point modifiers are as they are because this was the primary mechanism that was used to evaluate a player’s monetary worth.  The points had to be set at such a ratio so that the dollar amounts would fit properly in the $30 Cap.  The Statistics being given points and the point modifiers are as follows:

· For Batters – 


         Points
· Singles



-
.33
· Doubles


-
.6
· Triples



-
.9
· Home Runs


-
1.2
· Runs Batted In (RBI)

-
.75
· Runs Scored


-
.75
· Walks and Intentional Walks
-
.3
· Stolen Bases


-
.33
· Caught Stealing

-
-.3
· Sacrifice Hits


-
.25
· Sacrifice Flies


-
.25
· Ground Into Double Plays
-
-.3
· Strikeouts


-
-.03
As you can gather above, the basic idea behind the points is that each base is worth (.3) points.  And so, a player who ends up on second via a double is worth about the same as a player who singles and steals second or a player who draws a walk and then steals second.  However, the reason there is an additional (.03) points added on to Singles and Steals is because, in certain scenarios, a single can actually be worth more than just one base when it moves a runner from first to third, whereas a walk only moves that runner from first to second.  (Note: a double with a runner on is always going to be rewarded properly 2 bases and more because the hitter will be rewarded with an RBI – same follows with Triples).  Similarly, a steal can often occupy a pitcher which may force him to walk a batter, or may open up gaps for a ball to get through.  For these scenarios, there has been added a “theoretical point” where it equates to roughly 1 in ever 10 point is worth an extra base.  Similarly, this is why a strikeout is only worth minus (.03).  A player who doesn’t put the ball in play with a runner on base does not have a chance to move a runner along.  And Runs and RBI’s are set equal to each other because they are both run producing plays.

· For Pitchers –


         Points
· Inning Pitched


-
2.1
· Wins



-
1.2
· Losses



-
-.6
· Hits Allowed


-
-.5
· Earned Runs Allowed

-
-1.2
· Walks Allowed

-
-.3
· Hit Batsman by Pitch

-
-.3
· Complete Game

-
3
· Save



-
4.2
· Save Opportunity

-
-1.2
· Hold



-
1.5
· Strikeouts


-
.12
The main mechanism for pitcher points is quality innings.  The cleaner, successful innings pitched without allowing hits, walks, and earned runs means more points.  However, as you can see, hits and earned runs slowly chip away at the points gained for completing a successful inning pitched.  For strikeouts, a pitcher is rewarded basically 1 point every time he averages a strikeout per inning.  Nine strikeouts per a nine inning game will equal 1.08 points awarded for strikeouts.  Also, as you can see relief pitchers get points subtracted every time they have a save opportunity.  This is to ensure that blown saves are really penalized and now, a blown-save win isn’t worth any extra points.  But again, the basic thing to remember is that players are awarded for quality innings pitched, and bonus points for averaging around a strikeout per inning.

· Trade Deadline
There is no Trade Deadline for this league because the Trading Tool prevents dumping, and deep rosters and monthly prizes require the option of trading down the stretch for teams that compete.

· Veto Power and Days for a trade to Pass Through
Above I explained how there will be an individual commissioner Yahoo I.D. and password that everyone will have access to (see “The Death of Fantasy Dictatorship”).  This is primarily where it will be most useful to all league members.  Because of all the problems with “fair trading” in the past league (and I would gather all leagues), I have developed a program through excel that weighs out a trade (explained below).  The main thing you need to know for this section is that the Trade Tool calculates based on the “fairness” (or unfairness) of the trade, how many other managers are needed to approve this trade (the more fair the trade statistically, the less managers needed to approve).  And so, because of this feature, the Length a Trade has to Pass through is after five days.  This is to ensure that the proper managers have time to take in the deal, and make the proper decision.  However, the managers that need to approve the deal do not necessarily need to take the full five days to approve the deal.  Should the approving managers make their decision to pass the trade through quicker than five days, the deal can be passed through.  And so, in case you haven’t already gathered, the Veto Power will be “Commissioner’s Veto” but since we are all the Commissioners, we all have veto power.  If the trade is approved, one of the members of the trade can just sign on to the Commissioner’s Yahoo ID, access the trade and send it through.  This could be done as quickly as like five minutes after the trade passes if all members are present.  Of course, should one of the approving Manager’s not approve of the deal, all he has to do is sign into the Yahoo I.D. veto the trade, and then post that he vetoed it, and his reasons.  (To understand better how the Trade Program works in the league, see below to the “Programs” section.  And for some more specific rules and regulations to trading, see below in the “Transaction” section).

· Triple A System
One of the more interesting add-ons to this league is the development of an additional five roster spots per team which we are calling the “Triple A” team.  Because this is a keeper league, one of the most important aspects is to know your prospects or your sleepers, and to cash in big off of guessing right.  The Triple A system is a means of allowing managers to lay claims to the best players not yet known.

Like the actual Triple A system in the Major Leagues, this fantasy version of a Triple A system allows you to store away prospects or key veterans that you may need in the future, and can do so without disrupting your everyday lineup.
· Freezing a Player’s Worth
Because a player’s price is directly connected to his fantasy production (explained below) it is imperative to catch players before they start producing or out producing their current value.  This especially holds true to younger players with little or no major league experience because their prices can balloon quickly should they excel at an unbelievably unrealistic level (See Jered Weaver in 2006, and Zach Duke in 2005).  While a player is in free agency his price will fluctuate based on his play.  And so, if a player in the open market goes on a 25 game hit streak and greatly balloons his previous value, should someone decide to pick him up they are going to have to pay that ballooned value.  HOWEVER, having a player on your Triple A team freezes his price, no matter his production in the Majors, the day you added him to the Triple A roster.  And so, that player whose value was ballooned by the 25 game hit streak (say his price went from $0.25 to $0.85) will remain stagnant on your Triple A team (remaining at $0.25).  This of course is a huge benefit for prospects with zero major league experience because you can have these players playing major roles on your team for free.  Take, for instance, Jered Weaver in 2006.  At times his price hit $4.00 (Albert Pujols is a $1.20) just because he started off his major league experience on a tear.  Had Jered Weaver been sitting in Free Agency, should someone had wanted to pick him up they would have been grossly over-paying for his services.  However, had a manager done a solid preseason scouting job and drafted him before he had any major league experience, that manager would be benefiting by his $4.00 value performances, for free.  This is the value of freezing a player’s worth.
· Format and Finer Points of the Triple A System
(To understand how the Triple A System will impact the Draft, see below to the “Draft” section, to understand how the Triple A system will work within trading, and free agency, see below to the “Transaction Section.”)

The Triple System will be stored on an Adjacent Website (explained in greater detail below) and will house all of the information regarding your specific Triple A Team.  Every Triple A Team will be listed on the Same Webpage as it’s Major League Affiliate and will house both the five players on your Triple A Team, as well as their stagnant prices.

There are absolutely zero restrictions as to who can be placed on your Triple A team.  There is no position limit, so stocking up on pitchers, power bats, or speed is acceptable.  There is no limit on Age, so storing Julio Franco or sixteen year-old, just off the boat, Emanuel Rodriguez-Hernandez is fine also.  There is not even an affiliation limit, so should you, for what ever reason, want to roster a Single A player who will not be getting called up ever, or your pet dog, or yourself, that is acceptable.  But that is quite dumb.  The main point is there are no restrictions to who anyone places on the roster.

· Adjacent Website
In Addition to the Yahoo! League website, there will also be created a separate website to house all of the information that Yahoo! doesn’t store but yet still must be made public.  The address for the website will be stored in the Commissioner’s Notes.  The Website will house the following information:

· The League Home Page
The Home Page will be your typical home page.  It will house all the links to the other pages (listed below) and also show the Monthly and League standings not shown on the Yahoo! Website.

· Individual Team Pages
Each of the nine teams in the league will have their own separate pages devoted entirely to their own team.  Requests on color and style will be taken as requested, and hopefully made to fit needs.  In addition to customizable style, the league pages will also hold most of the more relevant data to this entire league.  It will house three separate rosters:  1.)  The Current MLB Roster – this will house the names, position, and prices of every player currently listed on the Yahoo! League team.  2.)  The Triple A Roster- this will be a list of the five other players designated to your specific team and their stagnant prices will be listed.  3.)  Contractually Obligated Departures – this will be a list of all players who are not currently on the Yahoo! League roster but for whatever reason (either shared contract via trade or released from a team) are still being paid for by the team that had them.

In addition to player information, there will also be franchise information such as money owed to the league, average yearly and total salary, average points scored, place finished, number of moves, biggest trade, players drafted and when, managerial grade, efficiency grade, AIM name, Email address, etc.
· Rules and Regulations
This page will be comprised of this Rules and Regulations literature, with any additional changes made.  But each header will be a link to it’s own separate section for easier reading and searching.

· Rejected Trade and Issue Page
This page will primarily house a list of all trades vetoed by managers, and will serve as a means to audit a manager’s performance in vetoing other’s trades.  Should a possible negative pattern develop or someone is just wrong all the time when vetoing or allowing trades, a vote may be called upon the league to take away a manager’s veto power for the rest of the league.
In addition to the Rejected Trades data being stored here, there will also be recorded any issues that were taken to vote by the league with all arguments and votes recorded.  Similarly to the vetoing, should a trend seem to develop that negatively is affecting the league, a player’s powers of calling for a vote, or voting can be called into question, and voted upon.
Both situations require a 2/3rd majority vote, and anyone at any time has the right to call a persons trade vetoing, or decision making into question.  However, a manager’s rights may only be called into question once during the course of the league, and if that manager wins the vote to retain his rights, he is awarded immunity from ever being voted upon again.
· Yearly Archive

This will basically be a link to last year’s website information.  The information from previous years for the above mentioned votes on removing a player’s decision making can be taken into account when discussing a pattern.

Although the Link will be there, most of the relevant information will be maintained and updated from year to year anyway, and so this information will most likely become outdated.  Nevertheless, it is there for all to see.

Programs & Tools
The Pricing Program and Trading Tool will be able to be accessed by a link on the adjacent website where the Pricing Program and Trading Tool can be accessed as a link.  Understand that regardless of if you choose to use the programs or not, I will be double checking all signings and trades and posting the relevant data that I received.  However, it is only smart to know how much a player costs before you sign him and whether a trade can be approved before you make it considering you can only offer the same trade twice in one season (explained in greater detail below).  Certainly, however, the pricing program will be of much more value to you than the trading tool when it comes to everyday decision making.

Both programs use Microsoft Excel as it’s format, and so, if you do not have Microsoft Excel on your computer, or do not know how to use the program but wish to, do not hesitate to ask for help.  The program is simple and will be picked up quickly, but there is no shame in not understanding it right away.

· The League Pricing Program
The Pricing Program is really three programs in one.  There are separate sheets (the bottom tab) for Batters, Starting Pitchers, and Relief Pitchers.  The sheet that you use will depend on the position of the player being priced.  The sheets are all set up the same way – the instructions are on top, the modified categories (Rookie, Wins and Loses) which need to be changed to even out player’s values are below that, and the STAT SETS, or where you paste the statistics from MLB.com are below that.  The gist of the Program is really just a four step process manually – 1.)  Fill in how many wins and loses the players team has during the current season– 2.)  Fill in “First Year” if the player was a Rookie within the last 5 years, and fill in “Second Year” if the player was in his second year five years ago – 3.)  Click on the link at the top of the sheet to access MLB.com (must be connected to the internet), search by the players last name, and then copy the past five years of that player’s stats – 4.)  Return to the Program and paste the stats you just copied on that Red Box in the upper left hand corner of the STAT SET.  The steps I just listed are actually more complex to read and write then the steps actually required to fill in the proper data, it’s quite easy.  Again, if help is needed, just ask.

Just so you are all aware of how the program works once the data is entered by you.  Basically it filters all the data through a process and figures out three categories – 1.)  Total Fantasy Points Earned – 2.)  Total Games Played – 3.)  Total Possible Games Played (over a 162 game season).  Once the program has figured out this data, it then adjusts for such factors as, whether or not the player was a rookie, or second year player at any point within the last five years; whether or not the player (if a pitcher) switched from a reliever to a starter or a starter to reliever, and whether or not the player is in the middle of a season.  These things all adjust the “Total Possible Games Played.”  Once this has been adjusted, the program then sends the data through the most important formula in the whole program – Total Possible Games divided by Games Played; that number times Total Fantasy Points Earned; that number divided by Total Possible Games Played; and finally, that number by the quotient of Total Possible Games Played Divided by Total Games Played.  The formula, in mathematical terms looks like this:

Total Possible Games
Played
= P
Total Games Played

= G
Total Fantasy Points Earned 
= F

((((P/G)*F)/P)/(P/G))

And so, what you get from all that is a value which, when put into language is basically evaluating a player’s injury history (P/G) and then accessing how well the player performs when he plays, and then taking into account this injury history.  The beauty of this formula is that it works both for Batters and Pitchers.  And it is from this Process that a player’s value is figured out relative to the League’s Unique and individual scoring system.

Note: Although I like to pretend I’m flawless, I’m not, and one area this may end up being reflected on is the initial pricing of over 2,000 MLB players with the pricing program.  Because of this, some player’s prices may not be what they actually are.  If this becomes the case, and yet a player is drafted with an improper price, should the actual price be found out after rosters are set, the manager will be charged the new price.  However, should this discovery put a manager over the salary cap, he will not be punished for going over.
· The League Trading Tool
The Trading Tool is given in a similar package as the Pricing Program, and like the Pricing Program, however, due to file size restrictions, the Trading Tool is divided over three files.  Just as with the Pricing Program, the instructions for each sheet are on the top.  The basic flow of the Trading Tool is on the first sheet titled “Trading Tool” you fill in all of the relevant names – The Manager’s names involved, and all of the players involved which fall into one of four categories – Players Added to Team 1, Players Replaced on Team 1, Players Added to Team 2, and Players Replaced on Team 2.  Once these names have all been entered in their proper place, you will then go to each sheet (The Sheets are just where the Stats will be placed for the four categories of Players – Added to Team 1, etc.).  Just as with the Pricing Program, you will fill in the proper stats in similar STAT SETS using the copied stats from MLB.com.  Once you have put all of the stats for the players in the four adjacent sheets, you will return to the “Trading Tool” sheet, and a Red box will tell you how many managers, if any, are needed to review the trade, and if the trade is unfair, it will tell which manager is getting the advantage and which is getting the disadvantage.  Things to note:

· What Constitutes an “Added Player” and a “Replaced Player”

In a trade, when players are being exchanged, there isn’t always just a one on one trade in which players in the same position are being swapped for one another.  And so, what a trade really is is trading strength or depth to fill a weakness.  And this is where there becomes a distinction between who is truly “added” and who is truly “replaced” and what a manager is actually adding and losing.

An “Added” player is not just those players that a manager is receiving in exchange for players he is giving up.  When a trade is made that doesn’t involve a position for position exchange, often times the biggest gain and loss will be what players you have to fill the positions you are gaining or losing.

For Example, If Team 1 receives Albert Pujols and gives up Nick Johnson and Jose Reyes this trade might be equal, it might not be because in reality, it doesn’t just matter the players exchanged, it matters what is being Added and replaced.  

For example Team 1 exchanged Nick Johnson’s numbers for Albert Pujols’ – which obviously is a pretty major increase.  Now, Team 1 also lost Jose Reyes, which is a big loss, but look at the difference between the fairness of the trade depending on who Team 1 is replacing Reyes with.  If Team 1 has Miguel Tejada waiting in the wings, that trade is immediately terribly unfair because Team 1 lost nothing from Jose Reyes to Miguel Tejada, but gained a great amount between Albert Pujols and Nick Johnson.  But now look what happens if instead of Miguel Tejada, team 1 is forced to start Royce Clayton.  Suddenly, the trade seems more fair – The difference of Albert Pujols and Nick Johnson is relative to what he losses between Jose Reyes and Royce Clayton.  On top of this however, is what Team 2 would be gaining by losing what they got in Albert Pujols and acquiring Jose Reyes – but it’s the same principle, an “Added” player isn’t just who you are trading for, it’s also the players that you plan on filling a position lost.

The issue is, of course, we don’t know all the players that will be added, and it is ridiculous to think that a player will be “honest” and say they will be using some terrible player so the trade is evened out.  And so, to fix this problem, when evaluating a trade, the player being considered to replace a lost position will be the best available player to that manager (either via, Free Agency, Triple A, or on his Bench – judged off of a Player’s Price or his Fantasy Points earned in the current year).  And so, regardless of who the manager “intends” to use, the trade will be evaluated based on who the best in the market is.

Similarly, a “Replaced” player isn’t necessarily the player that is dropped by a team who is receiving more players than his roster can hold.  A “replaced” player is any player who is now being replaced in the starting lineup or on the bench– Platooning does not matter.

· Trading Tool Formula

The way trades are evaluated is by fantasy points per appearance, and weighs each manager’s gains and losses against one another in the following format:

Team 1                                                           Team 2
 ((Player n Added) – (Player n Replaced)) – ((Player n Added) – (Player n Replaced))

If the difference between what Team 1 is gaining is either too high or too low from what Team 2 is gaining this number will fall between a certain limit.  These limits will dictate how relatively unfair the trade is and how many managers will be needed to approve it.

· Room For Gaining an Edge

The Trading Program will certainly have limits set to dictate how unfair a trade is, and should a trade be “Unfair” it will state which team is gaining an advantage.  However, the upper limit will be rather loose between gaining reasonable amounts over another manager.  The Program will not distinguish between a perfectly fair trade and one where a manager gains a reasonable advantage over the other manager.  Both trades will be passed through without any outside approval.  The purpose of the program is to put a halt to those trades that involve big name players for relative unknowns who may be having a good single year, or half, or week.  And it should also deter dumping.

· Use of the Trading Tool

This is perhaps the most important thing to note about the trading tool.  Because a trade is flagged for a certain number of outside approvals does not mean the trade is automatically rejected.  (This whole process will be explained more in-depth below)
Transactions
This is probably the meat and potatoes of this fantasy baseball league, and is probably the most important thing to have a steady grasp on to ensure solid managing during the fantasy baseball season.  The reason why this section is so important is because this is probably the most unique aspect of this league with the most new rules because of the fact that there is a salary cap and players with individual prices.

· Trading
The trading process has already been alluded to above, and many of the more intricate parts have been stated, albeit in less detail.  But, in order to understand the trading process it is probably best to just understand the steps that the typical trade will take.

1. The initial aspect of the trading process will be just as with what everyone else is accustomed to.  Managers will decide in one fashion or another who they wish to exchange and then accept it through the Yahoo! League, just as any normal trade has been done.

2. Once the trade has been accepted by both managers the trade will be made public to all league members that it has been accepted, and now it will have a five day waiver period in which it will sit.

3. During that same day, the trade that was accepted will be put into the “Trading Tool.”  Once all the proper elements have been added (Players Added, Players Replaced for each teams) the Trading Tool will give back a number of how many extra managers are needed to approve this trade.

4. The day after the trade was technically accepted, a post will be made that has the title of how many managers are needed to officially approve this trade, and inside the post will be the names of the managers (see below for how the managers are decided upon).  The Post will be titled “n Number of managers Needed for Approval” (n = the number of managers).

5. Once this post has been made those managers listed inside will now have the remaining five days after the trade was “technically accepted” to approve or deny this trade.

6a. Should a manager approve the trade, he can either post that he approves it, or simply do nothing at all for the remainder of the five days.  This is because should an approving manager not respond in the allotted time, the trade will just be considered approved.  (Should an approving manager be on vacation or known to be unavailable, he will not be asked to approve a trade)

6b. Should a manager deny the trade, he can simply post a denial and veto the trade himself or post a denial and do nothing - let someone else officially deny the trade by going into the “Commissioner’s Tools” and vetoing the trade.  When a trade is denied, the manager who denied the trade must give his reason for denying the trade in his post.  This reason will have no further effect on whether the trade remains approved or denied (it will remain denied) and so the reason stated could be “I hate the manager of Team 1.”  But this reason will be stored in the “Rejected Trades and Issues Page” and may be used against that manager when evaluating his Trade Vetoing powers.  Should a denying manager not give a reason for denying the trade in his post, the manager’s denial will be removed from the process (meaning, if he is the only one who denies the trade, it will now stand) and that manager will have his trade vetoing powers removed for one year.
Once the trade has been denied, the following circumstances now pertain:

· The Same Trade involving the Same Players traded from team to team (note: changing players being added or dropped does not matter) can not be sent through the trading process for another two weeks.  After the four weeks has passed, the same trade can be put through again, essentially for an appeal.  The trade can then be reevaluated (perhaps with different approving managers).  The trade will go through the same process and can either be accepted or denied again.

· If the trade is denied a second time, the same trade can then no longer be proposed for the remainder of the season.

· Deciding Veto Power

While a season is in progress the managers which are chosen to veto the trade will be the managers who score the highest the day after the trade is “technically accepted.”  For example, if the trade is accepted by both managers involved on August 30th, on August 31st, whatever team not involved with the trade scores the most points that day will be given the right to veto that trade.  Obviously, the more managers needed to veto the trade the farther down the list it shall go.

Should trades occur before the upcoming season, veto power will be done in sort of a waiver priority way where the manager with the highest waiver priority will be asked to veto it or not.  Once the manager has either accepted or denied the trade his veto waiver priority will move from first to last and, should another trade occur preseason the new manager with the top trade waiver priority will have the power to veto it or not.  Again, obviously, the veto power will move down the list from highest to lowest waiver priority the more managers are needed.  (note:  losing your trade waiver priority has no effect over your actual waiver priority for free agency.)

· Trading Draft Choices
There will be the option of trading draft choices during any draft (this does not include the Face of Franchise Auction – because there are no picks).  All trades will require a unanimous approval from the other managers in the league.

· Trading Prospects
One of the acceptable strategic moves in a losing year could be to dump a high priced, big name player for an up and coming prospect.  The issue with this is that Prospects have no MLB stats which the tool uses to evaluate.  And so, by default in a trade for prospects, all managers will be needed to approve the trade.  Of course, managers competing for the top yearly prize will surely stop any trades that will improve another competing team for this year.  To combat this, only the 4 managers in the lower half of the league will be asked to approve the trade (not involved in the trade - so if the last place manager trades with the second place team, the managers in 8th place, 7th place, 6th place, and 5th place would be needed to vote – If, say, the 2nd to last place manager traded with the 3rd to last place manager, the 9th place, 7th place, 5th place, and 4th place managers would be needed to approve the trade).  Basically you can be certain that the top three managers will never be able to vote on prospects.

· Considering Money in Trading
When trading players between teams, those teams are also trading the salaries of the players exchanged.  In terms of trading, player’s salaries will be paid on a time served system.  A team will only have to pay a percentage of that player’s total salary based on how long that player was on that manager’s team.  For example, if the fantasy baseball season is 185 days long (estimated) and Player A with a salary of $1.00 was on Manager 1’s team for 18 days and then was traded to Manager 2’s team for the remainder of the season – Manager 1 would only have to pay 10% of that Player A’s $1.00 salary ($0.10) while Manager 2 would have to pay 90% of Player A’s salary ($0.90).  (Note: when figuring out percentage, all percents are rounded up to the nearest hundredth of a decimal place – for example, 18/185 really equals 0.09729 – but this rounded properly equals 0.10 or 10%).

The percentage a Manager pays can be negotiated as part of a trade.  For instance, if Manager 1 over-paid for Player A’s $1.00 salary, but wants to trade the player because he is under performing, and Manager 2 doesn’t quite think the trade is fair, it can be negotiated that Manager 1 will pay 50% of Player A’s salary ($0.50 instead of $0.10) and Manager 2 would then only have to pay 50% of the salary ($0.50 instead of $0.90).  This, of course, is entirely up to the manager’s involved in the deal, but can be reason for an outside manager to deny the trade.  Should stipulations like this occur, they must be posted with a header that in some way describes that “These are the additional Stipulations of the Trade I just sent through” – perhaps titling it “Trade Stipulations” or “Adjusted Trade” on the same day that the trade is accepted on the Yahoo! site and before it is put under review.
· Free Agency
Free Agency becomes slightly more complex with the addition of the Triple A system as well as the Pricing of Players.  The process of adding and dropping of players will work differently depending on the circumstances.

· Adding or Dropping a Player Straight from MLB to Free Agency
All who are accustomed with Yahoo!’s set up should already know the process.  If you wish to add a player, you just add them, if you wish to drop a player, you just drop them.  There is no difference in this – the only difference is with respect to the players salaries (explained below).

· Adding or Dropping a Player Straight from Triple A to Free Agency
Adding or dropping a player from Triple A to Free Agency and vice versa will require posting the move since the Triple A team is not a part of Yahoo.  All that is required is that, when you wish to add or drop a player from your Triple A team to Free Agency, you simply write a post explaining this move.  The post should be titled something like “Adding (enter player’s name) from Free Agency to Triple A.”  After this post has been made, the change will be made on the adjacent website where the information is kept.

· Adding or Dropping a Player Straight from MLB to Triple A
When calling up or sending down a player from your MLB roster to your Triple A roster, it is a combination of Adding and dropping players from Free Agency to MLB and Adding and Dropping Players from Free Agency to Triple A.  When adding a player or demoting a player from your MLB roster to your Triple A roster, you must either Add or Drop the Player on your Yahoo! MLB team, and then post saying “I want (enter player’s name) sent to my Triple A team” or “I want (enter player’s name) called up from to me MLB team.”  There is, however, one other thing to consider when doing this.

You are only allowed 12 moves over the course of a season to make between Triple A and your MLB roster.  This is to ensure that we aren’t just adding an additional 8 bench spots for managers to filter players in and out of.  But what constitutes a “move”?

One move is either adding a player up from your Triple A team to your MLB team or demoting a player from your MLB team to your Triple A team.  This is because there doesn’t necessarily have to be an exchange for you to make a move from MLB to Triple A.  For example, a straight exchange of calling one player up while simultaneously sending another player down counts as two moves.  But, if you drop a player off of your MLB team straight into Free Agency and then call a player up from your Triple A team to replace him – this counts only as one move.  Or inversely, if you send a player down to Triple A without recalling one up, perhaps adding a player from Free Agency instead, or adding no one – this also counts only as one move.

· The Waiver Period

No Matter how a player was dropped (either from MLB straight to Free Agency or from Triple A to free agency) there will be a one day waiver period.  Obviously for the Triple A system this will be self enforced.  To put in a claim for a player in free agency one will make a post saying something along the lines of “I am using my waiver priority.”  Should there be multiple players dropped on the same day the manager does have the option of placing an anonymous waiver claim.  Should this occur, the highest anonymous waiver claim will have one additional day to add his desired player.  During this time no other manager can add a player they so choose.
· “Time-Served” Players versus “Full Pay” Players

To understand how player’s salaries are paid based on different transactions, it is important to know the difference between “Time Served” Players and “Full Pay” Players.

· As stated above already, a “Time-Served” player is a player who is paid on a daily basis for as long as he is on the MLB team.  This was already discussed in trading where a player’s salary is broken up between two teams based on how long he was with each team.  This same principle applies to players who were drafted into the league or if they were added from free agency before the upcoming season begins.

· “Full Pay” Players are players who were not drafted into the league but who were later added via free agency after the season is in progress.  With Full Pay players no matter when they were added you are required to pay their entire salary so long as they are on the MLB roster for at least one day and remain on either the MLB roster or the Triple A roster over the course of the season.

· Paying for Time-Served Players

As already stated, Time-Served players are paid a proportion of how many days they remained on an MLB team.  And so, if a Time-Served player began on the MLB team, stayed for 100 days and then was sent down to Triple A for the rest of the season (say for 85 days).  You would have to pay approximately 54% of that player’s salary.  Or say, a player began on Triple A, and then was called up for the last month and was on the MLB roster for 30 days, you would pay 16% of his salary (note: if the player was a Prospect with a salary of $0.00 – 16% of zero is still zero; also note, no player can cost less than one cent).  This is also applied to players placed on the DL – these players are not considered on the MLB roster and so, any time spent on the DL is not paid for.

Should a player be released during the season, either straight off of the MLB roster or Triple A team, you would only have to pay his Time-Served pay, even if it is one day.  The reason for this is because since there is such a dynamic between Triple A and MLB, drafting a prospect or sleeper should be rewarded and not punished for taking up a roster position.  And so, consider paying for players time served as a reward for doing proper scouting before the season (when there is no evidence to suggest your decisions are wrong).  This is different for players added during the season.

· Paying for Full Pay Players

Full Pay Players, as already stated, are players who were not initially drafted into the league but were later added via free agency when the season had begun.  With these players, should they be on the MLB roster for just one day, you are required to pay 100% of their salary.  Of course, if they never make it to your MLB roster, but just sit in Triple A, you are still not required to pay their salary (remember, the benefit of adding a player from Free Agency to Triple A is that their Salaries are frozen – in Free Agency, they fluctuate based on play).

If a Full Pay player was ever added to an MLB roster, and then dropped, whether he was first demoted to Triple A and then dropped, or just straight dropped off of the MLB team, you are required to pay either 50% of his salary or Time-Served, which ever costs more money.  The reason for this is because there needed to be a way to prevent people doing a merry-go-round in free agency.  If you made players added during the season as “Time-Served” you could play a match-up for just one day, and then release the player and only pay about one cent for his services; this obviously would mean you could make 100 moves via free agency and still only add a dollar to your team salary.  And so, players added during Free Agency, no matter when, are paid in full, and cost 50% of their salary or time served, which ever is greater.

Note: The issue with making players all “Time-Served” or all “Full Pay” is that there are different dynamics depending on a player’s role.  It certainly makes no sense to have to pay for a player’s full salary if he did not play a full season for extenuating circumstances.  For instance, there needed to be a way to properly reprieve a manager for a player being hurt for a long time.  It also seemed to make more sense that, with a restriction on moves between Triple A and the MLB rosters, you should certainly be rewarded for making the proper call-ups at the proper times.  It seemed counter-productive to make a manager pay full price for calling up players when perhaps certain players were added with the intention of only be used late in the season – like a prospect.  This is why it only made sense to make certain players “Time-Served.”


However, there clearly was an issue with making, all players time served because, as stated above, a manager could just play a merry-go-round style since he would be releasing players on a time-served basis at probably 1 cent or so.  And so, it only made sense to make a manager pay full price regardless of when he was added.  The obvious benefit of this is it only strengthens the importance of having a great Triple A team.
· Face of Franchise Players

All players drafted in the Face of Franchise Auction can not be either demoted to Triple A or released into Free Agency.  Once a player is drafted as a Face of Franchise player he must remain on the MLB roster of the team who drafted him.  However, if this player is traded to another team for another player or players who do not have the Face of Franchise label, that player loses his Face of Franchise restriction and can be either dropped or demoted as the new manager pleases.

The Draft
If the “Transaction” section was the meat & potatoes of what you need to know, consider this section the salad and breadsticks.  Understanding how the draft is going to work is your appetizer to a fine fantasy season, and so understanding how this leagues draft will work can either prime those taste buds for a lovely meal, or leave you feeling nauseas.

· Drafting Format
Organizing nine people for an extended amount of time can be extremely difficult.  Because of this, there has to be considered multiple formats that the draft may happen under.  Ideally, the draft would be live, however, it may be difficult to find a time when all or perhaps all but one or two will be home.  And so, should a live draft be a problem, the other option is a draft via AIM.

· Using The Live Draft

We have already done a draft, and so I do not wish to bore you all with its structure.  For more information on the structure, you can review the “Draft” literature that I sent before the Trial League draft.

· Using The AIM Draft

Similar to live drafts set up through Yahoo! what may be the only option is to do a draft via AIM (America On-Line Instant Messenger).  In order to do this the following will occur:

1. A Draft date and time will be set up that all members agree to.

2. Thirty Minutes or so before the Draft time decided, two chat rooms will be set up with invitations to both.  One chat room will be purely for stating the picks made – meaning just names, positions, and price.  The second draft room will be set up for public talking.  This is to keep the actual draft information orderly and easily accessed.

3. Once everyone has signed into the “Talking” Chat room (i.e. the second chat room used for conversation) and written that they are ready to draft, a request will go out to each member to send a number between 1 and 9 via the individual messenger to myself.

4. Before everyone sends this number out, I will also pick a number between 1 and 9.  This number will be used as the “Ace” or the first person to open the Auctioning.

5. When everyone sends their numbers (between 1 and 9) the order will fill out as their numbers are relative to that first number.  And so, for example, say the number I choose to be the “Ace” is 7 – Player A IM’s a 6, Player B IM’s a 4, Player C IM’s a 10, Player D IM’s a 7, and Player E IM’s a 6 as well – Player D would be the Ace and be the player to open the auctioning since he chose 7, Player C would be in the fourth position since he chose a number four slots away, player B would be 8th since he chose 4 which is 8 slots away from 7 (clockwise).  In the event that two players choose the same number like Players A and E did above, I will send each a message of the remaining available numbers (note: they are still not aware what the number is and so they don’t know where they are picking.  Once all other members have picked their spots, I will fill the last remaining spot.  Once all this has been worked out on the “DRAFT” Chat Room which is used only for announcing players, I will post the Auction Order and announce that the player who drew the “Ace” spot may open the biding.

6. From this point on everything will be as normal, players will have conversations in the “Talking” chat room as well as any individual conversations on their own, and only the proper Auction Data will be said in the “DRAFT” Chat Room.  (Again note: The Proper Auction Data consists of only the initial Bidder opening the Biding with the Players Name, Position, and Price – Once the initial Bidder opens with that information, all subsequent entries will either be the counter bid price “$0.40” or “$.40” or “.40” or one word “Pass.”
7. Because this process can get very messy quickly, should one not abide by these rules, and because there will be no baby sitting, the penalty for typing anymore than what was listed above will be a loss of your highest available pick in the Snake Draft for every additional entry made.  You will get one warning and after that, the Draft Picks will be taken away.

8. Understand you still may rant, rave, and poke fun as you please, it just must be done in the “TALKING” Chat Room.

· Finer Points of the Initial Draft
As I already stated because a Trial Draft already occurred, everyone should be aware of the basics, and so, in this section, I will leave you all with just the main points to note.

First and foremost, unlike the Trial Draft held, this draft will be done over two days.  Day 1 will be strictly the Face of Franchise draft which is the Auction draft and Day 2 will be the Snake Style draft.  Once the Face of Franchise draft has culminated an email will be sent to everyone with an updated list of players still available, and a list of every team’s rosters and those players bought in the Auction, and the draft order for each round in the snake draft.  This way everyone can better prepare for the snake draft and really take into account how the league has just shaped itself.  I believe this will also work better relative to everyone’s schedules.  Now a six or seven hour block will not have to be cut off from everyone’s day but 2 three hour blocks instead.

In addition to the change that the draft will be over two days and not one, another change is that there will be no individual Triple A draft where the remaining players are drafted.  Instead, the Snake Style draft itself will be 29 rounds and players which will fill the 5 man Triple A roster will be drafted at any time within those 29 rounds (or Auctioned during the Face of Franchise draft, but this is altogether dumb since you would be elevating a prospects price from free to a dollar amount and players chosen in the Face of Franchise draft can not be dropped or designated to Triple A).

· Finer Points of the Yearly Draft
The Yearly Draft is the draft that will occur before the start of the seasons after the first season.  It is the draft that no one has encountered yet, but is fairly straightforward.

At the end of the first season and every season after, each team will be allowed to keep 20 of the 30 players under its name (25 MLB Roster Spots and 5 Triple A spots equal the total of 30).  That means that you must chose between prospects, bench players, and starters to keep.

A draft date will be set, and the draft will be either Live or via AIM again (posting draft choices only as a last resort).  Two weeks before the draft date everyone must have in the list of players they are dropping from their team.  One week before the draft I will send out an email with attachments of the List of Available players prices and a reminder of the draft order (note: the regular season draft will not be snaked).

From that point forward, the draft will be the same process as either the Live draft or AIM draft discussed above.  This draft will only go 10 rounds.  The reason I say this is because a manager does have the option of keeping less than the 20 players, but you will not be given free draft choices after the 10th round, you will have to fill your roster through free agency at which time others can also do so.

There isn’t much to say on drafting because it’s pretty straightforward, especially since we have already done one, so, for once, I will leave this section (relatively) short.

Note: All Drafts Must be finished before any baseball is actually played, whether that be spring training or the World Baseball Classic.  The reason for this is that there can’t be time during the draft to adjust to injuries or poor performance that other managers may not have.

The Pay-Out
· The Payouts
The pay-outs are essentially the sum of what each manager pays to field his specific team.  Each manager pays a certain amount of money for each player that he has on his particular team which sums to that manager’s “Team Salary” (explained above).  Each team’s “Team Salary” is summed together and different portions go to different pay-outs.

· Winning The Monthly Pay-outs
The monthly pay-outs are used to keep interest throughout the duration of a season for all managers and give a small incentive to compete through smaller increments of time.  Although there is one Seasonal Pay-out which rewards the over-all winner of that particular season (explained below) the monthly pay-outs were created so that the race isn’t simply a two or three horse race by the all-star break.  This way, even the last place team has a reason to field the best team and make moves to better his club.

The baseball season is roughly a six month long endeavor; April (Which will include the last few days of March) through September (which will also count the first few days of October).  And so, 4% of the summed manager’s yearly Team Salaries will go to each month accumulating to 24% of the total money taken from a particular season.

The Monthly pay-out is not given to who simply is atop the total points leader board at the end of each month, because this obviously just rewards the first place team.  Each month, the totals are reset to zero, and the team who gains the most points for that particular month wins the money.  You can basically think of it as rewarding the most growth from month to month.

· Winning The Seasonal Pay-out
The seasonal or yearly pay-out is awarded to the team that finishes first over-all in the standings after the year has ended.

For the pay-out, 31% of the total summed money goes to the winner of the particular season.

· Winning the League Pay-out
The League pay-out is the way of rewarding the best team over the five year league period.  A team’s place in the standings awards that team with a certain amount of points (see below) and at the end of the five year period, the manager with the second most points gets his money back, and the manager with the most points gets the rest of the money remaining.

Each season, 45% of the total summed Team Salaries money is put into the final league pay-out.  And so, it is just as, and perhaps more, important to finish consistently well from year to year.  Of course, just as with the issue going from monthly to a seasonal pay-out, it is understood that the manager who wins the season standings is also going to win the league.

Basically, the best strategy to take away from all of this is just to field the best team every single day.  The manager who has the best team will win the most money in the end.

· Example of the Pay-outs
This example is based off of a 9 team league where every manager has spent the maximum of $30 on his specific team.  This is how the numbers pan out:

League Prize to 1st place
= 
$ 457 
[image: image1]
League Prize to 2nd place
=
$ 150 – ($607 total)

Seasonal Prize


=
$ 84 – Each Year ($ 419 total)

Monthly Prize


=
$ 10 – Each Month ($ 324 total)


And so, as you can see, if for example the Seasonal Winner only wins 1/3rd of the monthly prize (which is low end) he is winning $114 for that season.  And should this player win the league by only winning 2/5th of the seasons (which again, may be the low end in order to win) he walks away with $ 726.  

Note:  In the Event of a TIE, the money is split between the two players tied.
· Accumulating Points for the League Prize
Unlike the Monthly and Season pay-outs which use the Point totals over the year to judge who won and lost, the final League prize uses a Point system which rewards a standard amount of Points based on your final yearly standings.


The Points Scored are as Follows:




1st Place
=
17 points




2nd Place
=
14 points



3rd Place
=
12 points




4th Place
=
10 points




5th Place
=
8   points




6th Place
=
6   points




7th Place
=
4   points




8th Place
=
2   points




9th Place
=
1   point

· Point Elevators

In addition to these points, there will also be two elevator categories which may mean the difference between cash and nothing.

  Best Season Elevator  =  The manager who has the most total points in one particular season gets his score elevated by the percentage that he beat the next best season. (Note: Reward based off of how high he beat any 1st place score, not any 2nd place score.) 

…For Example:  Say the most dominant season was a score of 5,579 and the next best score was 4,997.  The 5,579 score was roughly 10% higher than the 4,997 score.  And so, the manager who scored 5,579 gets his League score increased by 10% (say a score of 85, now equals 94).

  Most Dominant Season Elevator =
  The manager who has the most dominant single season over the second place player in that same year is also awarded the same type of increase in his league score whereby it is the percentage over that 2nd place player.

…For Example:  Say the first place winner had that score of 5,579 and the 2nd place player had a lowly score of 3,850.  That managers score (again, say 85) would be increased by 39% (to 118).  Obviously this example is extreme, one would expect the race to be a lot closer, but at the very least, this gives large implications on perhaps that final year in a close League Points race.

Note: If one manager should win both elevator awards, the higher percentage (in the above case 39%) is tallied on first, and the lower one (above is 10%) is tallied on second.  And so, in the example above, the manager with the score of 5,579 would have elevated his score to 131.

Conclusion
In concluding this small work, I must first commend you on reading the whole thing; I hope it wasn’t half as painful to read as it was to write.  I have so much more to say, but for once, I think it’s best that I just cut my writing short, so here it goes – after reading all of that, the only thing you really need to know is A.)  Keep it simple and just field the best possible team each and every day.  If you do that, all of the stuff written above will not matter, and everything will fall into place.  Quite literally, just draft the players you would draft and manager how you should manage, just basically treat this league like any other league, and all should do fine.  Thank you for reading this work and I look forward to you all participating in this fantasy baseball league from the 2007 through the 2011 baseball seasons!
