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Welcome to the 2003 version of our Fantasy Football League.  I hope you all have a lot of fun with it.

A.
RULES

The commissioner will provide current rosters of all teams to all of the owners each week along with the weekly scores and standings via a website (http://www.geocities.com/r_stroup/fantfb.html).  The Commissioner will also provide a weekly column via e-mail to all of the owners recapping the results from the weekend’s games.  Any scoring discrepancies should be brought to the attention of the commissioner before the next week’s game.  The commissioner will resolve any and all disputes unless there is a conflict of interest, in which case the Officer of Integrity will decide the conflict.  You can only start a player at the NFL position he plays in and is drafted in.  If a player plays in more than one position (i.e., Antwaan Randle El), he must then start in fantasy at the position he was drafted or picked up in.  Each week you will have to submit a line up, which consists of the following:



Quantity
Position  

1 Quarterback

2 Running Backs

3 Wide Receivers

1

Tight Ends



     1

Place Kicker



     1

Defense/Special Teams Team

Each team must have their lineup submitted to the commissioner no later than one hour prior to the first game of the NFL week (If Sunday 1:00 PM is the first game, then submit your lineup by noon on Sunday.  If Saturday 12:30 PM is the first game, then submit your lineup by 11:30 AM on Saturday). If any of your players are playing on a non-standard night (i.e., Thursday) you must submit their names by 7 PM of the day of the game or they will not be eligible for that week’s lineup.  You do not need to submit your entire lineup at that time, just the players participating in that night’s game.

Please submit your lineup to me at my home e-mail (r_stroup@yahoo.com), work e-mail (rob.stroup@ngc.com), work phone (856-234-5510 x229), work fax (856-231-8756), or home phone (856-797-7967).  If something happens that I do not receive your lineup, but you have proof that you sent your lineup, then present proof to me.  In the event you do not submit a starting lineup, your lineup from the previous week will be used.

The schedule will consist of fourteen weeks for the regular season and two weeks for playoffs. Drop/adds may continue through regular season play, but trades will not be allowed after week nine.  You must always have eighteen players on your roster.

A.
RULES (continued)

If a drafted player plays defense (i.e., Charles Woodson) he would not receive points for a defensive fumble recovered, interception, or TD resultant of a defensive situation because our league does not award points for defensive players.  However, other offensive scoring would still count for the player.  The definition of the offensive/defensive regarding team touchdowns will follow the general NFL rules.  That is, the offense becomes the defense when there is a fumble or interception causing changed possession.  (i.e., if your quarterback throws an interception and the intercepting team was to fumble, and the quarterback then recovered the ball and runs for a touchdown, team points are awarded because the quarterback would officially be on defense.)

B. SEASON

Opening day is 4 September 2003.  We will have two divisions with four teams (Division 1 –Chris, Layton, Rob, and Tim.  Division 2 – George, Jenn, Nevin, and Roland).  The regular season will consist of 6 division games and 8 out of division games.  You will play everyone twice.

Each division winner will be given a #1 or a #2 seed in the playoffs.  The #3 and #4 slots will go to the two teams with the best records aside from the division leaders; these #3 and #4 seeds will NOT depend on which division you are in.

Playoffs are as follows:

WEEK 15
1 vs. 4



2 vs. 3

WEEK 16
Winners of week 15 contests in the Super Bowl (defending champ: R. Stroup)

C. DRAFT DAY

Draft positions will be determined by a drawing held prior to the draft.  There will be three minutes allowed per selection for the first two rounds and one minute per selection per round for rounds 3-18.  The Commissioner will enforce this rule!  Each team will draft a roster containing the following NFL player positions (you may select any player/team in any round):



Quantity
Position  



     2

Quarterbacks



     7

Running Backs and Receivers



     2

Tight Ends



     2

Place Kickers



     2

Teams (Defense and Special Teams, combined)



     3

Alternate (any position)

You will be able to retain up to two players from last year’s roster (to be implemented following 2003-2004 season).  You would use your first round draft choice to keep one player, and your second round selection to keep a second player.  You may also choose to keep no players and select from those players not retained as keepers.  You may only keep a particular player for three seasons (meaning you can use the keeper option twice on a given player).  After that time, the player must be available for all league owners to draft.

D. DRAFT ORDER

After Draft Order is selected (owners 1-8), the order of picks will be as follows:

ROUND
SELECTION ORDER
     1

1
2
3
4
5
6
7
8

     2

8
7
6
5
4
3
2
1

     3

2
3
4
5
6
7
8
1

     4

1
8
7
6
5
4
3
2

     5

3
4
5
6
7
8
1
2

     6

2
1
8
7
6
5
4
3

     7

4
5
6
7
8
1
2
3

     8

3
2
1
8
7
6
5
4

     9

5
6
7
8
1
2
3
4


Break Time (if necessary)

    10

4
3
2
1
8
7
6
5

    11

6
7
8
1
2
3
4
5

    12

5
4
3
2
1
8
7
6

    13

7
8
1
2
3
4
5
6

    14

6
5
4
3
2
1
8
7

    15

8
1
2
3
4
5
6
7

    16

7
6
5
4
3
2
1
8

    17

1
2
3
4
5
6
7
8

    18

8
7
6
5
4
3
2
1

You must state the player’s full name, team, and position he plays.  If an NFL team trades a player you own, he is still yours.  If a player gets placed on injured reserve during the season and you want to replace him, a drop/add option must be exercised.  Trades and drop/adds may start as soon as the draft is completed.  The draft will contain eighteen rounds.  Good luck and be prepared!

The draft will be held at a time and place agreeable to the majority, prior to the start of the NFL season (some time shortly following the 3rd week of August).  The total time should be approximately 1 hour 30 minutes.

E.
SCHEDULE
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Opponent's names in bold means that they are in your division.

Division 1













Division 2












Playoffs:

Week
WEEK 15
1 vs. 4 

and

2 vs. 3

WEEK 16
Super Bowl:
Winners of Week 15.

F.
TRANSACTIONS

Drop/Adds: All changes to team rosters will be subject to a $2.00 fee per addition on each team.  All teams must carry a full roster at all times.  The fee is paid at the end of the season.  All roster changes need to be made between Monday at 8:00 AM and Friday at 12:00 PM each week in order to qualify the new player for entry that week.  If there is a Thursday night game, then the deadline will be Thursday 9 AM.

All drop/adds are on a waiver wire basis from 8 AM Monday through 5 PM Wednesday.  The team with the least number of wins has priority for their first selection.  All secondary selections (i.e., 3rd, 4th, etc.) will be awarded after each team’s submission for waiver wire pick-ups is complete.  All ties will be settled using playoff tiebreakers.  From Wednesday 5 PM through Friday at 12 PM (if there is a Thursday night game, then the deadline for this will be Thursday 5 PM), all drop/adds are on a first come, first serve basis.

All players dropped are not eligible for addition to new teams until the Monday to Wednesday waiver wire of the next week.  Keep in mind that you do not have to keep the same mix of players on your team that you drafted; however you must have the proper starting line-up.  Once the regular season is over, you may not add/drop any players to/from your roster.

Trades: Trades are subject to the same drop/add fee and must be approved by the Commissioner (or the Officer of Integrity, if the Commissioner is involved in a trade).  No unfair trades that would give one team a distinctive advantage will be approved.  There are no restrictions as to which position you can or cannot trade.  Just remember that you must fill your starting roster!  No trades will be allowed after week nine.

G.
FEES/PRIZES

Entrance Fee: 




$50

Every player who you add to your roster: 
$2 (see Transactions (section F) for rules)

Regular Season 1st Place:


$75.00

Regular Season 2nd Place:


$60.00

Regular Season 3rd Place:


$45.00

Regular Season 4th Place:


$30.00

Playoffs 1st Place:



$140.00

Playoffs 2nd Place



$50.00

The team who has the highest overall points each week will receive 1/14th of the transaction money.  If there is a tie, the money will be split equally between the owners with high points.

The entrance fee is due prior to the beginning of the NFL season.  The transaction fees will be paid at the regular season’s end.  Prizes will be distributed as soon as the playoffs are complete.

H. SCORING SYSTEM

No points will be awarded unless they are shown below!

Scoring by Position
Quarterback:




         Points

TD Passing


  0 -   9 Yards

 6





10 - 19 Yards

 7





20 - 29 Yards

 8





30 - 39 Yards

 9





40 - 49 Yards

10





50 - 74 Yards

11





75 and over

12

TD Running or Receiving


(See Running Back/Receiver)

2 Point Conversion




 2

Bonus Points for Passing
200 - 249 Yards

 8





250 - 299 Yards

 9





300 - 349 Yards

10





350 - 399 Yards

11





400 - 449 Yards

12





450 - 499 Yards

13





500 and over

14

Bonus Points for Running
50 - 74 Yards

 4





75 - 99 Yards

 8





100 - 124 Yards

 9





125 - 149 Yards

10





150 - 174 Yards

11





175 - 199 Yards

12





200 and over

13

Negative Points for Turnovers
Interception

-2





Fumble Lost

-2

Running Backs/Receivers/Tight Ends:
TD Running/Receiving

0 -   9 Yards

 6





10 - 19 Yards

 7





20 - 29 Yards

 8





30 - 39 Yards

 9





40 - 49 Yards

10





50 - 74 Yards

11





75 and over

12

TD Passing




(See Quarterback)

2 Point Conversion




 2

Bonus Points for Running
50 - 74 Yards

 4





75 - 99 Yards

 8





100 - 124 Yards

 9





125 - 149 Yards

10





150 - 174 Yards

11





175 - 199 Yards

12





200 and over

13

H.
SCORING SYSTEM (continued)

Running Backs/Receivers/Tight Ends (continued):
TD Receiving


  0 -  9 Yards

 6





10 - 19 Yards

 7





20 - 29 Yards

 8





30 - 39 Yards

 9





40 - 49 Yards

10





50 - 74 Yards

11





75 and over

12

Bonus Points for Receiving
  50 - 74 Yards

 4





  75 - 99 Yards

 8





100 - 124 Yards

 9





125 - 149 Yards

10





150 - 174 Yards

11





175 - 199 Yards

12





200 and over

13

Negative Points for Turnovers
Interception

-2





Fumble Lost

-2

Place Kickers:
Field Goals


    0 - 29 Yards

 3





  30 - 39 Yards

 4





  40 - 49 Yards

 5





  50 - 54 Yards

 6





  55 - 59 Yards

 7





  60+      Yards

 8

Extra Point (Kicked)




 1

Defense/Special Teams:
Interception






 2

Forced Fumble






 1

Fumble Recovery (not for recovering your own team’s fumble)
 2

Sack







 1

Safety







 6

TD (kickoff/punt return, interception/fumble return)

 6

Shutout Opponent





10

Win Game


     0 - 9 Points


 5





  10 - 19 Points


 7





  20 and over


 9

Blocked Punt






 2

Blocked FG






 2

Return Yards



  50 - 99 Yards

 6






100 - 149 Yards

 7






150 - 199 Yards

 8






200+        Yards

 9

Defense/Special Teams (Continued):

I.
TIEBREAKERS
TIES IN STANDINGS:  

  1.)  Compare win / loss record in head-to-head competition.  If a tie still remains go to 2.).

  2.)  Compare Divisional record for season.  If a tie still exists go to 3.).

  3.)  Compare Points Scored for season.  If a tie still exists go to 4.).

4.) Compare Point Differential in head-to-head games.  If a tie still exists go to 5.).

5.) Compare record versus playoff teams.  If a tie still exists go to 6.).

6.) If a tie still exists then go to coin toss.

TIES IN PLAYOFFS
Tie scores in the playoffs and the Super Bowl will be broken in the following manner:


1.) The points of the entire roster of each team will be compared.  The owner with the 
most points wins.  If there is still a tie, then go to 2.).

2.) The total number of touchdowns scored by each team will be compared.  The owner

with the most touchdowns scored by his roster wins.  If there is still a tie, then go to 3.).

3.) The highest scoring player in the line up for the game on an owner’s team will be compared.  The owner with the highest scoring player will win the tie.  If there is still a tie, the 2nd highest scoring players on each team will be compared and so on until the tie is broken.  If there is still a tie, then go to 4.).

4.) If there is still a tie after comparing all 8 starters, the tie will be broken with a coin toss.

� EMBED Excel.Sheet.8  ���
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Opponent's names in bold means that they are in your division.
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Sheet1

		Division 1

		Chris		Opp				Layton		Opp				Rob		Opp				Tim		Opp

				Nevin						Roland						Jenn						George

				Layton						Chris						Nevin						Roland

				Rob						Nevin						Chris						Jenn

				George						Tim						Roland						Layton

				Tim						Jenn						George						Chris

				Roland						Rob						Layton						Nevin

				Jenn						Roland						Tim						Rob

				George						Nevin						Jenn						Roland

				Tim						George						Nevin						Chris

				Nevin						Jenn						Tim						Rob

				Jenn						Tim						George						Layton

				Rob						George						Chris						Nevin

				Roland						Rob						Layton						George

				Layton						Chris						Roland						Jenn

		Division 2

		George		Opp				Jenn		Opp				Nevin		Opp				Roland		Opp

				Tim						Rob						Chris						Layton

				Jenn						George						Rob						Tim

				Roland						Tim						Layton						George

				Chris						Nevin						Jenn						Rob

				Rob						Layton						Roland						Nevin

				Jenn						George						Tim						Chris

				Nevin						Chris						George						Layton

				Chris						Rob						Layton						Tim

				Layton						Roland						Rob						Jenn

				Roland						Layton						Chris						George

				Rob						Chris						Roland						Nevin

				Layton						Roland						Tim						Jenn

				Tim						Nevin						Jenn						Chris

				Nevin						Tim						George						Rob

		Opponent's names in bold means that they are in your division.
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