S.C.U.F.F.L.E. Rules

I. League Organization
The league will contain between 4 and 12 teams, with an even number of teams.  These teams will be sequentially numbered from 1 through the number of teams.  Team numbers will be assigned randomly prior to the draft.  Of course, if any owner feels that the random numbers generated by the commissioner do him a disservice, he is freely invited to hire a professional lottery-supervising firm to supervise another team number assignment.

Depending upon the number of teams in the league, the teams may be broken down into conferences and divisions.  The league will be structured as follows:

4 Teams - All in one conference


6 Teams - All in one conference


8 Teams



Lambeau Conference - Teams 1-4



Halas Conference - Teams 5-8


10 Teams



Lambeau Conference - Teams 1-5



Halas Conference - Teams 6-10


12 Teams



Lambeau Conference




Lombardi Division - Teams 1-3




Landry Division - Teams 4-6



Halas Conference




Lombardi Division - Team 7-9




Landry Division - Teams 10-12

II. Scoring
Scoring in individual games will be based upon the performance of the players for each team.  Each team’s score will be determined by totaling the fantasy points earned by each player in his team’s starting lineup and a portion, nominally one half, of the points earned by the backup players.  A player can earn fantasy points in the following ways



Passing (any player)




4 points for passing TD




2 points for passing conversion




1 point for each 25 yards passing up to 300 yards



1 point for each 50 yards passing above 300 yards



3 points for weekly league passing leader




-2 points for interception



Receiving (any player)




6 points for receiving TD




2 points for receiving conversion




1 point for each 10 yards receiving up to 100 yards



1 point for each 25 yards above 100 yards



2 points for weekly receiving leader



Rushing (any player)




5 points for rushing TD




2 points for rushing conversion




1 point for each 10 yards rushing up to 100 yards




1 point for each 25 yards rushing above 100 yards 



2 points for weekly rushing leader



Offensive Line




-1 point for sack allowed




4 points for low sacks allowed (0 or 1)




-1 point for high sacks allows (more than 4)




-1 point for less than 2 yards per carry




1 points for 2-2.5 yards per carry




3 point for 2.5-3 yards per carry




6 points for 3-4 yards per carry




9 points for more than 4 yards per carry




-2 points for blocked kick/punt allowed



Total Points Allowed (includes return points)




10 points for shutout




7 points for 2-6 points allowed




5 points for 7-13 points allowed




3 points for 14-17 points allowed




1 point for 18-21 points allowed




0 points for 22-27 points allowed




-1 point for 28-34 points allowed




-2 points for 35-41 points allowed




-3 points for 42 or more points allowed



Rushing Yardage Allowed




5 points for less than 50 yards allowed




3 points for 50-74 yards allowed




1 point for 75-124 yards allowed




-1 points for 125-149 yards allowed




-3 points for more than 149 yards allowed



Passing Yardage Allowed




5 points for less than 100 yards allowed




3 points for 100 to 199 yards allowed




2 points for 200-249 yards allowed




1 point for 250-299 yards allowed




-1 point for 300-349 yards allowed




-3 points for more than 349 yards allowed



Team Defensive Performance




4 points per defensive TD




2 points per interception




2 points for safety




1 point for sack


Individual Defensive Performance




6 points for defensive TD



1 point for solo tackle



1 point for every 2 assists



3 points for interception




2 points for sack




2 point for forced fumble




2 point for pass defensed



Individual Special Teams Performance





6 points for return TD





1 point for solo tackle





1 point for every 2 assists




2 points for forced fumble





2 points for blocked kick





1 point for every 30 return yards 


Team Special Teams Performance (attributed to team defense)




4 points for return TD

-3 points for return TD allowed (includes blocks)




2 points for blocked kick/punt



Place Kicking




6 points for FG over 49 yards




5 points for FG 40-49 yards




4 points for FG 30-39 yards



3 points for FG under 30 yards



1 point for PAT




-2 points for missed FG less than 30 yards





-1 point for missed FG 30-39 yards




-5 points for missed PAT



Punting




3 points for punt over 59 yards




2 points for punt 50-59 yards




1 point for punt 40-49 yards




0 points for punt 35-39 yards




-1 point for punt 30-34 yards




-2 points for punt 20-29 yards




-3 points for punt less than 20 yards




2 points for punt inside 20 yard line




-2 points for return TD allowed (no blocks)



Fumbles (any player)




-1 point for fumble




-1 point for fumble lost (in addition to –1 for fumble)



Late Game Winning Scores




2 points for late TD pass




3 points for late TD run




3 points for late TD catch



3 points for late TD return



2 points for late FG



Home Field Advantage




5 point for home field advantage

In the case of defensive and special teams performance points, double points can be earned.  If an individual player is a member of the team defense/special teams, his performance gives the team points for both the individual and team categories.

Late game-winning scores must occur in the last two minutes of regulation or in overtime.  Before the scoring play, the team must be tied or trailing.  After the scoring play itself, the team must have the lead.  Specifically, if a late touchdown ties the game and the extra point gives the winning margin, the touchdown does NOT count as game winning.  Also, I like to think that extra points are guaranteed, so there are no bonus points for a late game-winning extra point.  Don’t even get me started on both teams scoring late in the game and therefore qualifying for this bonus.  If you don’t understand the phrase “game-winning”, you need to just forfeit your ownership fee now.

Home-field advantage points will be awarded to the home team in each fantasy game if the home team in the Monday Night Football game scores first.  For weeks without a Monday night game or with multiple Monday night games, the commissioner will choose and announce the game used for the home-field advantage points before the first kickoff.
The scoring system will be reevaluated at the end of each season and adjusted as necessary for the following year to keep the league as competitive as possible.
III. Regular Season Play

The fantasy regular season will occur during the first 14 or 15 weeks of the NFL regular season.  All teams will play every week, for a total of 14 or 15 games.  In each game, two teams will be matched head-to-head.  The teams whose players score the most fantasy points during that week will be declared the winner of the game.  If both teams’ players score the same number of fantasy points, the game will be declared a tie.  All points accumulated during an overtime period will count in the total for each team.
The exact schedule will depend upon the number of teams in the league.  The schedule for the league will be as follows:


4 Teams - 5 Games against each other team (15 games total)


6 Teams - 3 Games against each other team (15 games total)


8 Teams - 2 Games against each other team (14 games total)


10 Teams



2 Games against each conference team



1 Game against each non-conference team



(13 games total)

12 Teams



2 Games against each conference team



1 Game against each non-conference same division team



(13 games total)
IV. Playoffs
The playoffs will begin immediately following the regular fantasy season.  The number of teams that make the playoffs will depend upon the number of teams in the league.  The teams making the playoffs will be as follows:


4 Teams - Top 3 teams make the playoffs


6 Teams - Top 4 teams make the playoffs


8 Teams - Total of 6 teams make the playoffs



Top 3 teams in Lambeau Conference



Top 3 teams in Halas Conference


10 Teams - Total of 6 teams make the playoffs



Division winners (4)


Wild card team in each conference (2)



12 Teams – Total of 8 teams make the playoffs




Division winners (4)




2 Wild card teams in each conference (4)

Teams will be ranked based upon overall record.  In the case of teams with identical overall records, the tiebreaking procedure will be as follows.  The first tiebreaker will be conference record.  The second tie-breaker will be head-to-head record.  The third tiebreaker will be total point differential.  In case these three rules cannot break the tie, a coin toss will break the tie.  For this tiebreaker, the lower numbered team will be heads and the higher numbered team will be tails.  In the case of 3 or more teams with identical overall records, these tiebreaker rules will be used to break the teams down into groups of 2 or fewer.  If a single team is identified as above or below the other, the tie is assumed broken.  If a coin toss must be used for 3 or more teams, a "multi-sided" coin approach will be used to break the tie.  If this tiebreaker is used, the commissioner will provide more detail as needed.
The playoff schedule will also depend upon the number of teams in the league.  The playoff schedule will be as follows:


4 Teams - 3 teams make the playoffs



Week 1 (NFL Week 16) 




Seed 3 @ Seed 2




Seed 1 receives a bye



Week 2 - S.C.U.F.F.L.E. Bowl (NFL Week 17)




Winner of Week 1 game @ Seed 1


6 Teams - 4 teams make the playoffs



Week 1 (NFL Week 16)




Seed 4 @ Seed 1




Seed 3 @ Seed 2



Week 2 - S.C.U.F.F.L.E. Bowl (NFL Week 17)




Low remaining seed @ High remaining seed


8 Teams - 6 teams make the playoffs



Week 1 (NFL Week 15)




Lambeau Seed 3 @ Lambeau Seed 2




Halas Seed 3 @ Halas Seed 2




Lambeau Seed 1 and Halas Seed 1 receive byes



Week 2 (NFL Week 16)




Winner of Lambeau Week 1 game @ Lambeau Seed 1




Winner of Halas Week 1 game @ Halas Seed 1



Week 3 - S.C.U.F.F.L.E. Bowl (NFL Week 17)




Winner of Lambeau Bracket vs. Winner of Halas Bracket




Game will be played at a neutral location

10 Teams - 6 Teams make the playoffs


Week 1 (NFL Week 14)




Lambeau Seed 3 @ Lambeau Seed 2




Halas Seed 3 @ Halas Seed 2




Lambeau Seed 1 and Halas Seed 1 receive byes



Week 2 (NFL Week 15)




Winner of Lambeau Week 1 game @ Lambeau Seed 1




Winner of Halas Week 1 game @ Halas Seed 1



Week 3 - S.C.U.F.F.L.E. Bowl (NFL Week 16)




Winner of Lambeau Bracket vs. Winner of Halas Bracket




Game will be played at a neutral location


12 Teams - 8 Teams make the playoffs



Week 1 (NFL Week 14)




Lambeau Seed 4 @ Lambeau Seed 1




Lambeau Seed 3 @ Lambeau Seed 2




Halas Seed 4 @ Halas Seed 1




Halas Seed 3 @ Halas Seed 2



Week 2 (NFL Week 15)




Low Lambeau seed @  High Lambeau seed



Low Halas seed @ High Halas seed



Week 3 - S.C.U.F.F.L.E. Bowl (NFL Week 16)




Winner of Lambeau Bracket vs. Winner of Halas Bracket




Game will be played at a neutral location

V. Player Draft

Depending upon owner preference, the draft may be conducted live or by draft lists.  For a live draft, all owners must agree upon the draft schedule.  For a draft via draft list, all team owners must submit their draft lists prior to the draft, which will be scheduled by the commissioner.  This draft will consist of 30 rounds, with players from specific positions drafted during each round (multi-list draft).    I have found that this draft strategy leads to more balanced teams, especially for owners who are novices to fantasy football.  The positions to be drafted in each round of the draft are

Round 1
Quarterback

Round 2
Quarterback

Round 3
Running Back


Round 4
Running Back

Round 5
Wide Receiver


Round 6
Wide Receiver


Round 7
Wide Receiver


Round 8
Wide Receiver


Round 9
Wide Receiver


Round 10
Tight End


Round 11
Tight End


Round 12
Defensive Lineman


Round 13
Defensive Lineman


Round 14
Linebacker


Round 15
Linebacker


Round 16
Defensive Back


Round 17
Defensive Back


Round 18
Place Kicker


Round 19
Place Kicker


Round 20
Punter


Round 21
Punter

Round 22
Offensive Line


Round 23
Offensive Line

Round 24
Team Defense/Return


Round 25
Team Defense/Return

Round 26
Any Position


Round 27
Any Position


Round 28
Any Position


Round 29
Any Position


Round 30
Any Position

Each year, the draft order is reevaluated to provide the most balanced teams, based upon scoring totals from the previous year.  The draft order for each round is listed in detail in the Draft Order spreadsheet on the Draft page of the league website.
VI. Team Lineups
Each team owner is required to submit a lineup to the league commissioner for each week.  The lineup for each week will consist of 2 quarterbacks, 2 running backs, 5 wide receivers, 2 tight ends, 2 defensive linemen, 2 linebackers, 2 defensive backs, 2 place kickers, 2 punters, 2 offensive lines, and 2 team defenses.  At each position, the team owner must specify which player is his starter.  For wide receivers, the owner will specify 3 starters.  In addition, the team owner must specify the primary backup receiver (for injury replacement reasons).  The five players on a team’s roster who are not in the lineup are inactive and will not score any fantasy points for that week.  Lineups must be submitted to the commissioner by kickoff of the first NFL game.  If a team owner fails to submit his new starting lineup by this deadline, the starting lineup from the previous week will be used.  The owner may make changes to his starting lineup until kickoff of the first NFL game of the week.
VII. In-Game Player Replacement
Once a player has been placed in the starting lineup, he cannot be removed due to poor performance, even if he is removed from the actual game.  If, however, a player is injured to the extent that he is unable to return to the game, he will be replaced by his primary backup.  For any position other than wide receiver, the primary backup is the other player at the same position.  For wide receiver, the primary backup is specified along with the starting lineup.  In the event that two starting wide receivers are injured, the reserve will be used.  If a team runs out of players at a given position, that position will remain vacant.  Depending upon when the injury occurs, the fraction of actual points used in the total score will vary.  For backups for players who are injured in the first, second, third, and fourth quarter, the fraction of points used in the total team calculation will be 0.9, 0.8, 0.7, and 0.6, respectively.  If a player is injured before the start of the game, the total actual points earned by his backup will be used in the team total calculation.  It is the responsibility of the team owner to inform the commissioner if one of his players is injured and cannot return to the game.  The commissioner will make every effort to identify this, but will not be accountable for omission.

VIII. Free Agency

Any player who is not on the roster of one of the teams in the league is a free agent.  Any team that wishes to add one of these players to his roster can do so at any time.  In order to add a free agent to the team, the owner must notify the commissioner of which player he wishes to add, and which player he is releasing to make room for the free agent.  When acquiring a free agent, the player being released does not have to play the same position as the player being acquired.  However, the commissioner will not approve any free agent acquisition that makes it impossible for the team owner to submit a complete lineup.  The player who is released immediately becomes a free agent.  The addition of the free agent becomes official when the commissioner notifies the rest of the league that the transaction has been approved.  If multiple teams put in claims for a free agent, the player is awarded to the first team to post his desire for the transaction.

IX. Bye Weeks

During a bye week, players will receive a number of points calculated from the average number of points earned by the top performers at that player's position that week.  For all positions other than wide receiver, players on a bye week will receive 80% of the average for the top ten players at that position for the given week.  For wide receivers, the player will receive 70% of the average for the top 30 players.  It is the responsibility of each team owner to know when his players have bye weeks.
X. Trades

Trades can be made between any two teams in the league.  Trades can involve any players, but must be equal in number for both sides.  Further, trades are also subject to rejection by the commissioner if they would prevent one team from submitting a complete lineup.  In order to conduct a trade, both teams involved must notify the commissioner of the proposed trade.  When the commissioner receives notification from both teams, he will approve the trade and notify the rest of the league.  The deadline for making a trade is kickoff of the first NFL game during Week 11.
XI. Reporting Results

The commissioner will determine the results of each individual game after the completion of all games during that week.  The results will be posted on the league website by 9:00 AM on Wednesday.  Any disputes with the official scoring must be undertaken directly with the league commissioner by 8:00 PM Thursday.  Unless contact is made before this deadline, the results become official at this time.  If, on his own initiative, the commissioner discovers a scoring error after this deadline, he will correct the error and report the adjusted result to the team owners. 
XII. Team Ownership
Team ownership is available only by invitation from the commissioner.  All team owners are expected to make a $25 buy-in payment.  A portion of these ownership fees will be used to purchase a trophy to be awarded to the winner of the S.C.U.F.F.L.E. Bowl.  As much as the commissioner would like to line his own pockets with the rest of the ownership fees, he is, alas, an honest man who could do no such thing.  The remainder of the ownership fees will be divided among all the team owners based upon the following schedule


3rd Place -
1/8 of remaining amount (2 teams)

2nd Place -
1/4 of remaining amount


1st Place -
1/2 of remaining amount
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