Draft 2.0  


Royal Rumble FFL

League Rules

1. League membership.

a. The league will have no more than 12 member teams

b. Each team will have to pay a registration fee of $50 at the start of the season. 
i. Payout Schedule

1. 1st Place  $200

2. 2nd Place $100

3. 3rd Place $75

4. 4th Place $50

5. Best regular season record $25

6. Most Points scored regular season $50

ii. Tiebreakers

1. Best regular season record

a. Head-to-Head record

b. Most points scored

2. Most Points Scored

a. Head-to-Head record

b. Regular season record

2. Rosters

a. Each roster will consist of no more than 22 players/teams.  Including at least 4 defensive players and 1 defensive team.

b. Starting line-ups are configured as follows

i. QB

ii. WR

iii. WR

iv. RB

v. RB

vi. TE

vii. WR/TE

viii. WR/RB

ix. K

x. D/ST

xi. DB

xii. DL

xiii. D

xiv. D

xv. Bench (8)

c. This league is a keeper league.  A protected list of keepers must be turned in by 5:00 p.m. PDT on July 31st.  Each team will have the ability to protect 4 players from their season ending roster. Of the 4 players protected 1 must be from a defensive category. 
d. Each team is permitted one PUP position on their roster.  This is a player that is not on their active roster, however is protected for their team during the season.   Should the team not protect this player on their selected list, the player would become a free agent and be available in the next year’s draft.

3. Scoring

a. Offense

i. Passing

1. Yards  (1 point/25 yards)

2. Touchdown (6 points)

3. Interception (-3 points)

4. 2 point conversion (2 points)

ii. Rushing

1. Yards (1 point/10 yards)

2. Touchdown (6 points)

3. Fumble (-2 points)

4. 2 point conversion (2 points)

iii. Receiving

1. Yards (1 point/10 yards)

2. Touchdown (6 points)

3. Receptions (1 point)

4. 2 point conversion (2 points)

b. Defense/Special Teams

i. Individuals

1. Sack/Interception (3 points)

2. Safety (5 points)

3. Return Touchdown (6 points)

4. Fumble Force (3 points)

5. Fumble Recovery (3 points)

6. Tackle solo (1 point)

7. Tackle assist (.5 point)

8. Pass Defended (1 point)

9. Block Kick (5 points)

ii. Teams

1. Sack/Interception (3 points)

2. Return Touchdown (6 points)

3. Fumble Recovery (3 points)

4. Safety (5 points)

5. Block Kick (5 points)

6. Points Allowed 0 (15 points)

7. Points Allowed 1-6 (10 points)

8. Points Allowed 7-13 (5 points)

9. Points Allowed 14-20 (1 point)

10. Points Allowed 21-27 (0 points)

11. Points Allowed 28-34 (-1 point)

12. Points Allowed 35+ (-5 points)

c. Kicking

i. PAT (1 point)

ii. Field Goals

1. 0-39 yards (3 points)

2. 40-49 yards (4 points)

3. 50+ yards (5 points)

4. Missed 0-19 yards (-5 points)

5. Missed 20-29 yards (-4 points)

6. Missed 30-39 yards (-3 points)

4. Trades/Free Agency

a. Free Agency will open after the draft and remain open until the end of the season.

b. All players waived/cut from a team will have to clear a 24 hour waiver period.  The rights to claim players off waivers will be determined by the rules of Yahoo Fantasy Football.

c. The trade deadline for the 2006 season will be November 17th.  

i. All trades will be reviewed for up to 2 days by the league.  

1. The purpose of this rule is to ensure fairness in competition. 
2. The commissioner will have veto power on all trades. If the commissioner is in the trade then a vote will be held over the two day review period. It requires a majority of league managers to veto a trade. 

ii. Trades for future draft picks are not allowed. 

5. Rule Changes

a. Any rule changes must be discussed and ratified before the draft date for each upcoming season.  

