SOULARD TABLE BASEBALL LEAGUE
OFFICIAL RULE BOOK

ARTICLE I:  LEAGUE STRUCTURE & GOVERNANCE

101.0
LEAGUE STRUCTURE


101.1
The league shall be known as the Soulard Table Baseball League.  It shall be based in St. Louis, Missouri, with said base centered in the Soulard neighborhood of said city.  


101.2 
The game to be played is table baseball, using the products produced by the Strat-o-Matic Game Company of Glen Head, New York.  The version of the game to played is face-to-face except as may otherwise be provided by the Rules.  The default site or sites for games to be played shall be determined by the League on an annual basis.  Only the most current version of the cards may be used.


101.3
The League shall be a draft league.  The player pool for the League shall consist of all 30 major league franchises.  A franchise shall retain the rights to an individual player from year to year except as otherwise provided by the Rules.  No individual player may be on the roster of more than one team at any time. 

101.4
The League shall consist of 12 franchises, divided into two divisions of six franchises each.  For purposes of fulfilling responsibilities to the other franchises in the League, each franchise shall be operated by a single individual, although said individual may take on a “co-manager” to play games or fulfill other managerial responsibilities.


101.41
In the event of any vacancy in the league, the remaining members shall search for a replacement manager.  Any such individual proposed for membership must receive the affirmative vote of not less than eight incumbent members of the league.  Any replacement manager shall inherit the player roster, collection of draft picks, etc. of the departed manager.

101.5
The League shall conduct meetings of its franchises as provided by these Rules and at other times as circumstances require.  One individual shall be elected by the remaining members of the League to serve as Chairman for that meeting.  That person shall preside over the meeting.  Robert’s Rules of Order shall govern all proceedings unless there is a specific league rule applicable to the situation 
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102.0
LEAGUE GOVERNANCE


102.1
The League shall elect the following officers:  a League Secretary, and three individuals to the “Rules Committee.”


102.2
The Secretary shall be elected to a three-year term commencing with the Winter Meeting held in January, 2005, and the position shall come up for election every third year thereafter.  The Secretary shall perform the following duties:  



(a)  
Financial:  Collect dues from each franchise, serve as custodian of all League money, keep ledger documenting League income and expenses;

(b) Record Keeping:  Keep a current list of each franchise’s team roster, maintain the League Trade Register, collect all annual lists of protected and cut players;

(c)
Ministerial:  Order one set of League cards from the Game Company each year, organize the Winter Meeting, receive rule change proposals, organize the Annual Draft, prepare any worksheets for the Annual Draft, order any trophies or prizes to be awarded;

(d)
Any other duties informally assigned by consensus of the League.

102.3
The three members of the Rules Committee shall each be elected to a one-year term at the annual Winter Meeting.

102.31
The Rules Committee is designated to answer any questions or resolve any disputes over the game rules that may arise during the course of game play.  The Committee is specifically charged with the authority to interpret any “gray” areas of the Rules.

102.32
During game play, either manager has the right to demand a halt to play until such time as the Rules Committee can be contacted and an interpretation provided to the two managers.  Managers are expected to use wireless phones or other means to contact the members of the Committee in order to obtain an expeditious ruling.  If only a single member can be contacted, that member’s ruling shall stand.  If two members can be contacted and they disagree on the resolution, game play shall remain halted until the third member can be contacted.
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102.33
Any decision rendered by a single member of the Rules Committee shall be binding only as to the game or series from which the dispute arose.  If it believes the situation is likely to recur, the Rules Committee may issue a written Opinion resolving the matter.  This Opinion shall be circulated to all franchises and shall be the final resolution of the issue unless and until the affected rule is amended in accordance with Section 103.0.    


102.34  The Rules Committee shall also be responsible for the maintenance of the League Rule Book.
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103.0
WINTER MEETING


103.1
The League members shall gather once per year for the “Winter Meeting.”  This meeting shall be held on the Sunday between the NFL conference championship games and the Super Bowl, unless otherwise agreed among the League members.


103.2
The Winter Meeting is established for the purposes of considering any rule change modifications that a franchise may desire to propose.  A rule change proposal may not be considered at any other time unless there is unanimous consent among all twelve franchises to do so.


103.3
In order to qualify for consideration at the Winter Meeting, the franchise proposing same must circulate a written copy of the rule change proposal to each of the other eleven franchises at least seven days prior to the date of the winter meeting.  For proposals sent via U.S. mail, a proposal is deemed circulated on the date of the postmark on the envelope.


103.31
The written proposal must identify the specific language sought to be added to or deleted from the existing rules.  It is not sufficient to submit a proposal that merely expresses an idea or a concept.


103.32
Any franchise may consent to receipt of electronic copies of rule change proposals in lieu of hard copies sent by regular mail.  


103.33
A rule change proposal not circulated the required number of days in advance may nevertheless be considered at the Winter Meeting if there is unanimous consent among all twelve franchises to do so.


103.4
Each franchise is entitled to one vote on any rule change proposal.  Any franchise may propose an amendment to the proposal under consideration as provided by Robert’s Rules of Order.  Any proposed amendment to the main proposal needs a simple majority of the franchises present in order to attach the amended language to the main motion.  A rule change proposal must receive the affirmative vote of at least eight of the twelve franchises in order to pass.  An abstention does not reduce the number of votes required for passage.


103.5
Any franchise unable to attend the Winter Meeting may submit a proxy vote on any rule change proposal that has been circulated in accordance with Rule 103.3 through 103.32.  However, the proxy vote may not be exercised on any proposal that has been amended in accordance with Rule 103.4 before the final vote.
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103.6
Any elections for league officers shall take place at the Winter Meeting.  In any election contested among two or more individuals, a simple majority of votes cast is required for election.  If nobody receives a simple majority, a runoff shall be held among the top 2 vote getters.

103.7
The League may conduct any other business deemed appropriate at the Winter Meeting, including but not limited to the awarding of honors for the previous season, trade discussions, the submission of lists of protected players for the upcoming draft, and the consumption of alcoholic beverages.

104.0
RULE INTERPRETATIONS


104.1  These Rules are to be interpreted as written, using plain ordinary English and the definitions of words as contained in Webster’s Dictionary.  Any understanding at odds with the plain language of these Rules is unenforceable and void.  Any unwritten rule is unenforceable and void.

104.2  In the event that there are two conflicting Rules that govern a situation, the language of the more specific Rule shall be applied as opposed to the general Rule.   


104.3  In the event the Game Company changes an applicable rule, reinterprets the language of an existing rule used in the League, or adds a new super-advanced rule, that change is automatically adopted as a rule of the League unless it is specifically disapproved by a vote conducted in accordance with the provisions of Rule 103.4.  Provided however, that a vote under this paragraph may be taken on Draft Day as well as at the Winter Meeting.  Provided further, that this paragraph only applies to game-playing rules.   
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ARTICLE II:
LEAGUE AND FRANCHISE MANAGEMENT

201.0
LEAGUE ORGANIZATION AND SCHEDULE


201.1
The League is organized into two divisions of six teams each.  The East Division consists of the following franchisees and the team names as they existed on January 1, 2005:  Druckerman, Zach, Gambitz; Friederich, Paul, Bushwhackers; Helmkamp, Bruce, Zoots; McGuire, John, River Rats; Smith, Greg, Penguins; and Wolter, Chuck, Loons.  The West Division consists of the following franchises and the team names as they existed on January 1, 2005:  Hulen, Todd, Groundhogs; Menown, Andy, Dogtown Nine; Powell, Gary, Singers & Dancers; Redell, Nick, Mean Mother Hens; Waldheuser, Bill, Carp; and Weir, Larry, Highlanders.


201.2
The regular season schedule will consist of a total of 96 games, to be apportioned as follows:  12 games against each opponent in the same division, consisting of 4 three-game series, with each team being home for two such series; and 6 games against each opponent in the opposite division, consisting of 2 three-game series, with each team being home for one series. One individual shall be informally assigned to prepare the schedule each season.   


201.21  The schedule shall generally consist of one 3-game series per week.  The schedule preparer may make minor deviations from this pace to accommodate league events and to schedule off weeks where appropriate.  An off week shall be scheduled between the 27th and 28th week of the regular season to accommodate the Trading Deadline.  See Rules 211.6 and 211.61.  The last five weeks of the regular season shall consist of one series against each intradivision opponent.


201.3
Each series consists of three games.  For purposes of application of the Weather Effects Rule (See Section 330.0 ), the first two games of each series shall be night games and the third game of each series shall be a day game.  Provided, however, that if any team chooses Wrigley Field (Chicago-NL) as its home park, all series played in said ballpark shall consist of a single night game followed by two day games.  Provided, further, that each team shall have the right to designate its first home game of any given season as a day game.


201.31  For further application of the Weather Effects Rule (See Section 330.0), the first 11 series and the last 5 series of the regular season shall be played as Spring-Fall games, and the 12th through the 27th series of the regular season shall be played as 

Summer games. 


201.4  All games must be played in the order as provided by the League schedule for that season.  On rare occasions, a serious conflict may arise that can be alleviated by playing games out of order.  In such situations, the games may not be played out of order unless approved by all franchises affected by the switch, as well as at least two members of the Rules Committee. 
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202.0
LEAGUE DUES


202.1
  Dues are assessed in the amount of $55 annually, per franchise, payable in advance of the season.  The Secretary of the League shall receive a waiver of dues as compensation for his  or her services to the League.

202.2
Dues are to be paid by the date of the Winter Meeting.  Dues are considered to be delinquent if not paid in full by that date.


202.3
Any franchise delinquent in its dues obligation shall suffer the following penalties:

(a) The franchise shall timely submit its 25-man active roster for the beginning of the regular season, but is prohibited from making any further changes to its roster.  The franchise may not make any trades, switch players between its active and inactive roster, place any player on the disabled list, or make any other sort of roster move.

(b) Any player acquired by that franchise in the Annual Draft, or acquired in any trade made after submission of the “Protected List” (See Rules 203.1 and 203.11) is ineligible for game play.  (The player may be present on the team’s 25-man roster, but may not be used in a game.)
(c) These penalties accrue on a per-series basis.  Upon payment of dues in full, the penalties are lifted as of the beginning of the franchise’s next series.

202.31
The penalties provided in Rule 202.3 may be waived, due to unexpected or unusual financial hardship, with the approval of the League Secretary and at least two of the three members of the Rules Committee.  The duration of any such waiver shall be for a fixed period of time. 
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203.0 ANNUAL DRAFT PREPARATIONS

203.1  PROTECTED LIST:
 Each franchise is required to prepare and submit to the Secretary a list of all players whose rights it intends to retain for the coming season.  This list shall be known as the “Protected List.”  Each franchise is also required to simultaneously submit to the Secretary a list of all players currently on its roster whose rights it is declining to protect for the coming season (“Cut List”).


203.11
The deadline for submission of the “Protected List” and the “Cut List” is the fourteenth (14th) day prior to the date of the draft, at 11 p.m. Central Time, if the lists are submitted by e-mail, telephone, or otherwise in person.  If the lists are submitted by U.S. Mail or other carrier, they will be deemed timely if postmarked or otherwise date-verified by the seventeenth (17th) day prior to the date of the draft even if they are received by the Secretary after the deadline. (Amended, effective 2008 season.) 

203.12
A franchise may protect as many players from the previous season as it chooses, subject to the following limitations:

(a) No franchise may protect more than 45 players under any circumstances; and

(b) Any franchise that has traded away one or more of its own draft picks has the maximum size of its Protected List further reduced by the number of picks it has traded away.  (Example:  Franchise A has traded its 2nd and 5th round picks; it may protect a maximum of 43 players.)  Any draft picks acquired from other teams do not serve to increase the maximum number of players that may be protected.


203.13  The League Secretary shall circulate a copy of each franchise’s Protected List to all franchises as soon as possible after the deadline for their submission.  The Secretary shall simultaneously circulate a composite list of all players appearing on any franchise’s Cut List.  The latter group of players shall serve as the player pool for the Waiver Draft (See Rule 204.3).  The Secretary shall also circulate a chart demonstrating how deep into the draft each franchise may select players (See Rule 203.14) and further identifying any draft picks that have been reported to have been traded from one franchise to another as of January 31 of that year.

203.133  Any franchise failing to comply with the deadline in 203.11 shall be assessed a late fee of $25 for the first day that the lists are tardy, plus an additional late fee of $10 per day (or any portion thereof) thereafter, which shall be paid into the general league treasury.  However, the Rules Committee may waive the late fee upon a showing (a) that an unexpected bona fide emergency situation prevented the franchise from complying with the deadline, and (b) that the list was submitted at the earliest possible opportunity thereafter.  (New Section effective 2008 season.)

203.14  The number of its own draft picks that a franchise is entitled to exercise in on Draft Day is determined by subtracting the number of players on its Protected List from 45.  Each player on the Protected List takes the position of one draft pick, commencing with the 45th round pick, and working upward until all protected players have been slotted.  If a franchise has traded one or more of its draft picks prior to submitting its Protected List, that pick cannot be used to slot a player on that List.  Any draft picks acquired from another franchise cannot be used to slot a player on the Protected List.
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(Example:  Franchise B submits a Protected List containing 38 names.  Those players would be slotted upward from the 45th round, leaving 7 draft picks for that franchise to exercise, in rounds 1-7 inclusive.  If Franchise B had traded its 10th and 12th round picks, it may still protect 38 players, but the 10th and 12th rounds would be skipped when slotting the protected players, leaving draft picks only in Rounds 1-5 inclusive.)


203.2  DRAFT ORDER  The draft order for both the Waiver Draft and the Rookie / Free Agent Draft shall be as follows:
(a) The four franchises that failed to make the playoffs in the previous season will draft in position 1-4 in the inverse order of their regular season record in that previous season.

(b) The seven playoff franchises that did not win the World Series in the previous postseason will draft in positions 5-11 in the inverse order of their regular season record in the underlying prior regular season.

(c) The franchise that won the World Series in the previous postseason will draft in the 12th position regardless of the quality of its record in the underlying 
      prior regular season.

(d)  If two or more teams finished with identical records in the previous regular    season, and would be slotted to draft in the same group (either 1-4 or 5-11), the draft order among those teams shall be randomly determined, irrespective of any tiebreakers used to break the ties for playoff seeding in the prior year.  The order shall be reversed in even-numbered rounds of the Rookie / Free Agent Draft.  (In a 3-way tie, the order would be 1. A. B. C.  2. C. B. A.  3. A. B. C. etc.  In a 4-way tie, the order would be 1. A. B. C. D.  2. D. C. B. A.  3. A. B. C. D. etc.)

9

204.0
ANNUAL DRAFT


204.1  On the date of the annual draft, the order of proceedings shall be as follows:  (a) home ballpark selection / declaration; (b) the Waiver Draft; and (c) the Rookie / Free Agent Draft.

204.2  Each franchise in turn announces whether or not it is changing the identity of its home ballpark from the previous season, and, if so, identifies the new ballpark in which the team will play in the coming season.  For restrictions and other rules governing ballpark selections, see Chapter 207.0. 

204.3 WAIVER DRAFT  The pool of available players in the Waiver Draft is all players who appeared on the Cut List of any franchise.  A player is available for selection in the Waiver Draft even if the Game Company did not print a card representing that player for the season to be played due to insufficient at bats or innings pitched (“uncarded player”).

204.31  Teams draft in the Waiver Draft in the order specified in Rule 203.2, provided, however, in the first round of the Waiver Draft, only those teams that failed to make the playoffs in the prior season shall be entitled to participate.  A team may select only one player in any given round of the Waiver Draft, except that each team participating in the first round may select up to two players in turn (12, 12, 11, 11, 10, 10, 9, 9).  Each franchise in turn announces the names of any player or players that it is selecting in the given round of the Waiver Draft.  A franchise may select as many players as it chooses in the Waiver Draft provided it possesses a sufficient number of available draft picks in which to slot them.  Like players on the Protected List, a player selected in the Waiver Draft is slotted upward from the lowest round of available picks.  Unlike players on the Protected List, a player selected in the Waiver Draft may be slotted with a draft pick acquired from another franchise.  


204.32  A franchise may decline to make any selections in the Waiver Draft, and shall announce its intent be declaring “Pass” when its turn comes up.  Once all twelve teams have passed at least once, the Waiver Draft is concluded.

204.33  At the end of the Waiver Draft, all carded players that were not selected are automatically added to the pool of available players in the Rookie / Free Agent Draft.  All uncarded players who were not selected in the Waiver Draft are dropped from the pool of available players in the League, but those players may thereafter become eligible for selection in a future Rookie / Free Agent Draft if they receive enough playing time in that year to be carded by the Game Company.
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204.4  ROOKIE / FREE AGENT DRAFT  The pool of available players in the Rookie / Free Agent Draft is all carded players who are not on the roster of a League team at the conclusion of the Waiver Draft.  Players excluded from this Draft include those who appeared on the Protected List of any League team, plus those players who were selected in the Waiver Draft.


204.41  The Rookie / Free Agent Draft lasts for a maximum of 45 rounds.  Each team is only entitled to make selections in this Draft to the extent that its 45 picks have 
not already been exercised by the slotting of protected players.  (See Rule 203.14.)  The 
order of selections is determined as provided in Rule 203.2.  Each franchise is entitled to select only one player in a single round, except that any franchise may exercise the selection rights of any draft pick which it has acquired in a trade with another franchise.  See Section 212.0.

204.411  Each franchise shall be allotted a maximum of three minutes with which to make and announce any single Rookie / Free Agent Draft pick selection.  If a franchise makes its selection prior to the expiration of the three minute period, the remainder of the three minute selection period is cut off and the three minute period for the next subsequent pick begins to run.  


204.411a  An exemption from this section and its time limit shall be made when the manager of the franchise has concurrent responsibilities for maintaining, either manually or electronically, a wall chart of the draft for the benefit of the league.  


204.412  If the three minute period expires without an announcement of a selection, the pick is not forfeited, but the three minute period for the next pick in the Draft begins to run, and the franchise owning that subsequent pick is thus entitled to make its selection at any time during that three minute period. Once the franchise owning the first subsequent pick makes its selection, the three minute period begins to run for the franchise owning the second subsequent pick, etc.  The franchise with the delinquent draft pick may announce its selection at any time other than when the franchise currently “on the clock” is making an announcement of its selection.   


204.42  At the end of the Rookie / Free Agent Draft, there will be a total of 540 players on the composite rosters of the 12 League teams.  Any franchise will have 45 players on its roster at this time, with said total enhanced by the number of additional draft picks it has acquired from other franchises, but reduced by the number of its own draft picks which it has traded away.
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205.0
TEAM ROSTERS


205.1  The League Secretary shall be responsible for maintaining a current list of each team’s team roster at all times.  Each franchise is expected to provide prompt disclosure to the Secretary of any change in its team roster.


205.2  Each franchise shall maintain an active roster of players available for game play.  The maximum number of players that may be carried on the active roster at any time through the 81st game of the regular season is 25.  Commencing with the 82nd game of the regular season, the active roster may be expanded to include all players on a franchise’s team roster that meet the player eligibility requirements contained in Rule  206.1.  The remaining players on the franchise’s team roster, including those players not meeting the referenced eligibility requirements, shall constitute the franchise’s inactive roster. 
205.3 Prior to the beginning of the regular season, each franchise is required to designate the 25 players that will begin the regular season on its active roster.  This list must be submitted to the League Secretary, who is in turn responsible for circulating a composite list to all League members.

205.31  A franchise must carry on their active roster at least two players with “catcher” listed on card at all times, except in the case when two or more players with catcher listed are on the disabled list.  (New paragraph, effective 2011 season.)

205.4  A franchise is permitted to move players back and forth between its active and inactive roster (“roster move”), subject to the following limitations:
(a) No roster move can be made during a game.  A roster move can only be made between games or between series.

(b) Any player moved from the active roster to the inactive roster for a third time in a single season must remain on the inactive roster for the balance of that regular season (“frozen player”). 

(c) No pitcher may be moved from the active roster to the inactive roster if he has any rest requirements pending until such time as the period of rest has been completed.  Note that this Rule does not apply to Injury replacement players.  See Rule 210.62.

(d) No “suspended player” may be removed from the 25-man active roster.
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205.5  During the regular season, each franchise will be required to maintain the following:

(a)  A current list of all players on its 25-man active roster;
(b)  A current list of all players on its inactive roster; 

(c)  A current list of all players on the “Disabled List” (See Rule 209.2);

(d)  A designation of any player on the 25-man active roster who is ineligible to participate in the next subsequent game due to misconduct by the franchise manager (“suspended player”).  See Section 210.0; 
(e) A designation of any “frozen player” on its inactive roster; 
(f) A current pitching chart.  See Section 208.0; and
(g) Either a list of all roster moves made during the season and the effective game day of each move, or a list of all players who have incurred one or two of the moves to the inactive roster that may result in the player being “frozen” under Rule  205.4(b). 
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206.0
PLAYER ELIGIBILITY


206.1
In order to be used in a League game, a player must meet one or more of the following eligibility minimums:


(a)  Catcher – 250 “primary plate appearances” (at bats plus walks)


(b)  Any other position player – 300 primary plate appearances


(c)  Starting pitcher – 125 innings pitched, or 15 games started with a minimum of 100 innings pitched


(d)  Relief pitcher – 50 innings pitched or 50 appearances


(e)  Injury replacement catcher – 200 to 249 primary plate appearances.


206.11  A pitcher listed as a starter-reliever or reliever-starter must have 125 innings to be eligible to be used as a starting pitcher.  Such a pitcher with 50-124 innings may only be used as a reliever.


206.111  For purposes of this Chapter, a “catcher” is any position player for whom the first listed defensive position to appear on his Game Company card is catcher.  


206.12  For purposes of determining whether a certain player meets the standards set forth in Rule 206.1, the numbers printed on the statistical summary on his game card shall control even if they are at odds with his official statistics for that season.


206.2  If a player played in both the National and American Leagues in the prior season and thus has multiple cards in the set, the “combo card” based on his combined statistics for the season shall be used in League play.  


206.21  If there is no “combo card” available for a given player, the card used will be the one with the greater number of primary plate appearances or innings.  However, for purposes of ascertaining eligibility standards under Rule 206.1, the player’s combined statistics from both leagues shall apply. 
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207.0
STADIUMS / BALLPARKS 


207.1  The League uses the “Ball Park Effects” and “Weather Effects” rules.  See Section 330.0.  Each franchise must designate a ballpark in which it will play its home games for the coming season on Draft Day as prescribed in Rule 204.2.  The designation shall also apply to future seasons as provided herein in this Chapter.  At the time of designation, the franchise must also declare whether the effects of the given ballpark are to be used on a dynamic or static basis.

207.11 If a major league team played in more than one ballpark during a major league season upon which ballpark single and ballpark home runs are applied to a franchise, the numbers used for the ballpark effects are the composite numbers assigned by the Game Company for that major league franchise.


207.12  If a franchise designates a home ballpark on a dynamic basis, the ballpark single and ballpark home run ratings assigned by the Game Company to that ballpark for the corresponding card set are used in all of that franchise’s home games. (Example:  the numbers used for the 2005 League season are the numbers from the Game Company’s 2004 chart since the 2004 major league season is the one upon which the player cards are based for that League season.)  If selected on a dynamic basis, the franchise must remain in that ballpark for a minimum of one League season.


207.13  If a franchise designates a home ballpark on a static basis, the ballpark single and ballpark home run ratings assigned by the Game Company to that ballpark in the year of said designation are used in that season and in all subsequent seasons until such time as the franchise selects a different ballpark.  (Example, if Franchise A designates Cleveland as its home ballpark on a static basis on Draft Day 2012, the numbers assigned to Cleveland  for the 2011 card set (the card set used in the 2012 STBL season) are used in the 2012 season and in all subsequent seasons for that franchise unless and until a different ballpark designation is made pursuant to these Rules.)  If selected on a static basis, the franchise must remain in that ballpark for a minimum of three STBL seasons.   


207.131  Ballparks may be designated on a static basis effective with the 2011 STBL season.  At the 2011 Draft, any manager may convert his existing ballpark from dynamic to static, with the ball park single and ballpark home run ratings from the 2010 STBL season remaining in effect for the 2011 STBL season and beyond, and the 2011 STBL season being counted as the second year towards the three year minimum required designation.


207.2
{Repealed, effective 2011 season.] 

207.21  [Repealed, effective 2011 season.]

207.3 It is acceptable for more than one STBL franchise to occupy the same ballpark in a given season. 
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207.4  Notwithstanding the foregoing provisions, a franchise may opt to play its home games in the “Field of Dreams.”  The Field of Dreams is a static, essentially neutral ballpark with weather effects applied.  All rules applicable to ballparks selected on a static basis are also applicable to the Field of Dreams.  The chart setting forth the weather effect probabilities and ballpark single and home run probabilities for the Field of Dreams is located in the Appendix.   

208.0
PITCHER REST MANAGEMENT


208.1  All starting pitchers shall be required to rest a certain number of game days after each start as provided in Section 327.5.  A relief pitcher may be required to rest a certain number of game days after one or more game appearances as provided in Section 327.6.


208.2  Each franchise is required to maintain a current chart (“Pitching Chart”)  documenting its usage of all of the pitchers on its active roster for all preceding games.  The chart form to be used shall be provided by the League.  The Pitching Chart is an open record that may be inspected by any other League member at any time.  


208.21  For each game played, each franchise shall record on its Pitching Chart

the number of innings pitched by each pitcher, and whether those innings were pitched in a starting or relief role.  The manager shall draw an “X” through the corresponding boxes on the line for the given pitcher to designate required days of rest.


208.22  At the conclusion of each series, each franchise shall submit its Pitching Chart to the opposing manager for inspection and approval.  The chart shall contain the appropriate entries for all games completed during that series.  By affixing his signature or initials to his opponent’s Pitching Chart, a manager certifies that he has inspected it for accuracy.  


208.3  A franchise is also encouraged to use its Pitching Chart to record the duration of any injuries that its players incur, roster moves, and the results (win or loss, final score) of each game played.
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209.0
DICE ROLLS

209.1  A dice tower shall be used for all League games.  All dice must be rolled through the tower into a flat tray area.  The flat tray area must be bordered with walls designed to confine the dice to the flat tray area and prevent them from rolling freely on the gaming table.  The manager of the home team chooses the tower to be used for a particular game, and both managers must use that same tower for game play.  


209.2  All dice rolls shall be made by the offensive manager unless otherwise provided herein.

209.21  A die must lay flat in the tray in order to count.  Any die not laying flat is a “leaner” and does not count.  If any dice stick in the tower, all must be re-rolled.


209.22  When rolling for a batter, all three d6 must lie flat in the tray.  If any fall out or are cocked, all three must be re-rolled.


209.23 When rolling the d20 with the 3d6, the d20 only counts if the 3d6 are legal.  If the 3d6 are legal but the d20 falls out of the tray or is cocked, the 3d6 are legal and only the d20 must be re-rolled.

209.24  In the event of a disagreement between the managers as to whether a die in the tray is cocked, the managers should ask a neutral third party to make the determination.  If there is no such neutral party available, a coin flip shall resolve the matter.  


209.3
All dice used for game play, whether they are “League dice” or the personal dice of either manager, may be used by either manager at any point during the game.
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210.0
DISABLED LIST – REGULAR SEASON

210.1  A player is eligible to be placed on the Disabled List if he is injured during the course of a League game and the resulting d20 roll indicated an injury duration of one or more games.  See Rule 317.32ST.  Any player injured in ineligible to play in a League game for the duration of the injury.  

210.2  Before the beginning of any game, a franchise has the option of removing from its active roster any player who incurred an injury in the immediately preceding game, and placing said player on the “Disabled List.”  The franchise may then designate one eligible player from its inactive roster to move to the active roster and be eligible for game play (“injury replacement player”).

210.3  Any player placed on the Disabled List must remain there for a minimum of three game days, even if the d20 result indicated an injury of one or two days.  If the d20 result indicated an injury of four or more days, the player remains on the Disabled List until the duration of the injury has expired.  A player may be placed on the disabled list at any time during the 96-game regular season. 

210.4  Placing a player on the Disabled List does not constitute being sent to the inactive roster, and thus does not count towards the three moves that may result in said player being “frozen” under Rule 205.4(b).


210.5  Injury replacement players are considered to be on the 25-man active roster.

210.6  A player is only eligible to remain on the Disabled List for three days or the actual duration of his injury, whichever is longer.  At the end of the period of time for which the player is eligible to be on the Disabled List, he must be returned to the active roster.  If the franchise fails to restore an injured player to the active roster after his eligibility for the disabled list has expired, that player shall be deemed to have been moved to the inactive roster, and that move shall count towards the three such moves that may result in the player being “frozen” under Rule 205.4(b).


210.61  At the time a player on the Disabled List is restored to the active roster, one injury replacement player must be moved from the active roster to the inactive roster.  If there is more than one injury replacement player on the active roster at the time a player returns from the Disabled List to the active roster, the franchise may choose which injury replacement player to move back to the inactive roster.  An injury replacement player is not linked to the disabled player whom he replaced unless he is an “injury replacement catcher.”  Moving an injury replacement player back to the inactive roster does not count towards the three moves that may result in said player being “frozen” under Rule 205.4(b) except as provided below.  
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210.62  An injury replacement player who is a pitcher may be moved back to the inactive roster despite having any rest requirements pending (as defined in Rule 327.0).  (Rule change, effective with 2010 season.)

210.7  An “injury replacement catcher” is ordinarily ineligible to participate in League games, but may be moved to the active roster as an injury replacement player and becomes eligible for play if (and only if) an eligible catcher from that team is on the disabled list pursuant to an injury roll.  The injury replacement catcher’s eligibility to play is linked to the disability of the eligible catcher (notwithstanding Rule 210.61); he injury replacement catcher must be moved to the active roster for the first game after the eligible catcher’s injury, and must be returned to the inactive roster once that catcher is no longer eligible to remain on the Disabled List.


210.8  All injury results are expressed in days on the League calendar, which may not necessarily correspond to actual game days.  Any “off days” on the STBL season calendar constitute days for purposes of calculating the duration of the injury.
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211.0
PENALTIES FOR ILLEGAL USAGE OF PLAYERS


211.1  Suspension “games” are a penalty, and any days off that happen to occur during the suspension period shall not serve to reduce the length of the suspension.  The suspension is a penalty that is actually imposed against the manager of the franchise, not the individual player.


211.2  If any player is used illegally in a game by his manager, that player will be classified as “suspended,” and the manager shall not be able to use that player for a period of six games.  A player is used illegally if used as described under any of the following provisions.


211.21  A pitcher is used illegally if he pitched in any game for which he was required to rest under the provisions of Rules 327.5 (starters) or 327.6 (relievers).  This provision applies to both starting pitchers and relief pitchers.  The “suspension” does not take effect until the pitcher has completed all rest requirements.  The Rules Committee shall be notified of any illegal pitcher usage that occurs in violation of this paragraph and shall have broad discretion to impose additional reasonable rest requirements that must be completed before the suspension begins.

211.22  Any player is used illegally if he makes an appearance in any game while he is a) on the franchise’s inactive roster; b) on the franchise’s Disabled List; or c) injured but not on the Disabled List.  Any remaining injury time must be completed before the period of “suspension” begins.


211.3  A suspended player must remain on the 25-man active roster during the period of suspension and may not be replaced.  If the player was moved to the inactive roster after being illegally used but before discovery of the illegal usage, he must be immediately returned to the 25-man active roster.  In that event, another player must be moved from the active roster to the inactive roster, with said move counting as one of the  
three moves that may result in a player being “frozen” under Rule 205.4(b).

211.4  If a player is used illegally under any other circumstances, the matter shall be reported and referred to the Rules Committee, which shall have broad authority to impose an equitable remedy.  Examples of such “other” illegal usage include using a player not meeting the eligibility standards of Rule 206.1 (plate appearance or inning minimums), using a player on another team’s roster (Oh crap, I forgot I traded him), etc.


211.5  All league members are under an ethical obligation to report to the League upon discovery any violations of this Chapter which his or her team may have committed.


211.6  No franchise may deliberately use a player in violation of this Chapter.  If a violation is discovered while the game is still in progress, the illegal player must be immediately removed from the game.    
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212.0
TRADES


212.1  Except as provided herein, franchises may make trades with each other.  The only items that may be included in trades are the exclusive rights to one or more active League players, and draft picks.  

212.2  All trades must be reported immediately to the League Secretary.  The reported terms of the trade must identify with precision the names of all players whose rights are being exchanged.  No “player to be named later” or other indefinite asset may be included in any trade.  If a Rookie / Free Agent draft pick is included in a trade, the description must identify the year of the draft in which the pick is to be exercised, the franchise with whom the pick originated, and the round of the draft in which the pick will be exercised.  A trade does not become official until it has been reported to the League Secretary and the trade has been recorded in the official STBL Trade Register.


212.3  If a trade occurs during the course of the regular season, and the franchises that are parties to the trade have not completed the same number of series, the trade takes effect on the day of the League schedule where the franchise furthest along in its regular season obligations is at the time the trade becomes official.


212.4  When a player on a 25-man active roster is included in a trade, he is automatically placed on the 25-man active roster of the acquiring franchise unless that franchise moves him to the inactive roster, with any such move counting towards the three such moves that may be made before a player is :frozen.”  When a player on the inactive roster is included in a trade, he is automatically placed on the inactive roster of the acquiring franchise unless that franchise moves him to the active roster. 

212.41  In the event any trade contains unequal numbers of active and inactive players, the franchises that are parties to the trade must make any necessary roster moves to keep the active roster at a maximum of 25 players.            


212.5  When the rights to one or more players are exchanged in a trade, all existing restrictions on usage of that player pass to the acquiring franchise.  Any player traded while he is on the Disabled List must be moved to the active roster at the appropriate time by the acquiring franchise in accordance with Rule 210.6.  Any pitcher traded with days of rest having accrued must rest the required number of days before he may be used by the acquiring franchise.  Any “frozen player” included in a trade remains frozen.


212.51  The exception to the above rule is a player who is ineligible to play in his team’s next subsequent game due to misconduct by the franchise’s manager (suspended player).  Any trade that includes a suspended player shall not take effect until the period of suspension has expired.  
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212.6  The trading deadline occurs between Series 27 and 28 of the regular season.  Once the trading deadline has passed, no trade shall take effect until each franchise that is a party to said trade has completed its regular season and postseason schedule.  For purposes of logging into the Trade Register, the effective date of all trades made after the trading deadline but before the completion of the League World Series is the day after the World Series is completed.

212.61  The League schedule shall contain an off week between the 27th and 28th series of the regular season.  The trading deadline passes for each manager once Series 28 has begun.  The series in this instance will be considered to begin once both managers are situated and the die for weather has been cast.
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213.0
PLAYOFF FORMAT & RULES

213.1  Eight teams shall qualify for the postseason playoff tournament.  The four teams in each division with the best regular season record shall qualify.  Each team shall be assigned a seed within its division from 1 to 4, with the “1” seed assigned to the Division Champion and continuing downward until the “4” seed is assigned to the playoff qualifier with the worst record.


213.2  All postseason series shall be best-of-seven series, with the winning team advancing to the next round and the losing team dropping out of the tournament.  All games shall be played on a 2-3-2 basis, with the higher seeded team being the home team for Games 1, 2, 6 and 7 of the series.

213.21  For application of the Weather Effects Rule (See Section 330.0), all postseason games shall be played as Spring-Fall games with daytime weather effects.  

213.22  The home field advantage for the World Series shall be determined as follows:


(a)
Best regular season record;


(b)
Best cumulative record of all teams in each division;


(c)
Best head-to-head record during regular season;


(d)
Best run differential in head-to-head games;


(e)
Best regular season record against all teams qualifying for the playoffs;


(f)
Random determination.

213.3  The first round of the playoffs shall match the #1 seed against the #4 seed in each division, and the #2 seed against the #3 seed in each division.  The two surviving teams in each division shall meet in the second round, with the winner of each second round series advancing to the World Series.

213.4  There shall be three off days scheduled between the last game of the regular season and the first game of the first round of the playoffs.  However, if a team is required to play in one or more tiebreaker games pursuant to Rules 214.22 and 214.221, those games will be played on the scheduled off days as provided therein.

213.41  There shall be one off day scheduled during the postseason at each of the following times:


(a)
Between Game 2 and Game 3 of each series;


(b)
Between Game 5 and Game 6 of each series; and


(c)
Between Game 7 of each series and Game 1 of the subsequent series.
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213.42  If a playoff team wins a series in fewer than seven games, it shall enjoy one additional off day for each game by which the series was shortened.


213.43  Off days shall constitute days of rest for pitchers and days of healing for injured players.     


213.5  Each franchise participating in a postseason series shall be limited to a 25-man active roster.  Prior to each postseason series, each franchise shall submit its active roster to the opposing manager.  The lower seeded team is required to submit his roster first, thus affording the higher-seeded franchise an opportunity to change its active roster if it wishes.  The higher-seeded franchise has a maximum of five minutes to decide upon any changes and make them known to his opponent.  This advantage for the higher seeded team only applies to the first two rounds of the playoffs as each division is seeded separately.  


213.51  No roster moves may be made during a postseason series, except as provided in Rule 213.52.  However, any franchise may freely change the players on its 25-man active roster for any subsequent round of the postseason to which it may advance.


213.52   If a player is injured during any game of a postseason series (See Rule 317.32ST), and the resulting d20 roll indicated an injury duration that carries over to the next scheduled game of the series, the franchise may place that player on the Postseason Disabled List.  A replacement player may then be selected from the franchise’s inactive roster.  However, this type of roster move remains in effect for the balance of that series.  The replacement player thus remains on the active roster for the rest of that series, and the injured player cannot be moved back to the active roster when his injury expires (unless the franchise incurs an injury to another player and the first injured player is deemed to be a suitable replacement for that player).


213.53  A player may be removed from the Postseason Disabled List between rounds of the postseason and added to the 25-man active roster for the next subsequent round.  Of course, the player may not be used in a game unless and until the injury down time has passed. 


213.54  A player who reached “frozen” status during the regular season pursuant to Rule 205.4(b) is eligible for inclusion on a postseason roster.


213.6  All teams will enter the playoffs injury-free.  Any injuries incurred during the regular season that would have carried over into the playoffs are void.
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214.0
TIEBREAKERS


214.1  The provisions of this Chapter shall only be used to break ties for purposes of playoff qualification and seeding.  These provisions shall not apply to draft order determination.  See Rule 203.2(d).

214.2  If two or more teams in the same division finish in a tie during the regular season, the following tiebreakers shall be employed.

214.21  Any tie other than those described in Rule 214.22 shall be broken utilizing the following tie breakers, in order:

(a) Head-to-head record during the regular season.  If three or more teams are tied, the cumulative record against all of the teams within the tie shall be used.
(b) Best regular season record in division games.

(c) Best record in final 15 games of regular season.

(d) Best run differential in head-to-head games, with cumulative head-to-head games used in a tie involving three or more teams.

(e) Best run differential in division games.

(f) Best run differential in regular season.

(g) Random determination.


214.22  The following ties within a division shall be broken by single elimination playoff games:


(a)  A tie between two teams for a division title.  A tie among three or more teams for a division title shall be broken according to the tiebreakers in Rule 214.21.
(b)  Any tie between two or more teams where the number of teams involved in the tie is greater than the number of playoff berths available for the teams within the tie shall be resolved by single elimination playoff games.  The tiebreakers provided in Rule 214.21 shall be utilized to determine home field advantage or any bye awarded in implementing this Rule.

25
214.221  Ties covered by Rule 214.22 shall be broken according to whichever of the following formats is applicable:

(a)  Two teams, one available playoff berth – one game playoff;

(b)  Three teams, one available playoff berth – one team receives bye, other two teams play for the right to play the team earning the bye;

(c)  Three teams, two available playoff berths – one team automatically earns playoff berth utilizing tiebreaker criteria in Rule 214.21, remaining two teams play one game playoff for final berth;

(d)  Four teams, two available playoff berths – no tiebreaker games, both playoff berths awarded utilizing tiebreaker criteria in Rule 214.21;

(e)  Four teams, three available playoff berths  - Two teams automatically earn the first two playoff berths utilizing tiebreaker criteria in Rule 214.21, remaining two teams play one game playoff for final berth;

(f)  Five teams, three available playoff berths – no tiebreaker games, all three playoff berths awarded utilizing tiebreaker criteria in Rule 214.21. 

214.3  In all cases involving tiebreaker games, the first tiebreaker game shall be scheduled for the Day immediately after Game 96.  If a second game is needed, it is played on the second day after Game 96.  The first round of the playoffs begins on the fourth day after Game 96. 
215.0
TROPHIES

215.1  Each Division Champion shall be awarded an individual trophy.  Further, each winner shall have his name and franchise name engraved on a League plaque commemorating division winners.

215.2  The winner of the World Series shall be awarded an individual trophy.  The following information shall be engraved on the trophy:  manager’s name, franchise name, and the names of the 25 players making up the franchise’s roster in the World Series.  The winner will also have his name and franchise name engraved on a League plaque commemorating World Series winners.
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ARTICLE III:
GAME RULES

300.0 ARTICLE III OVERVIEW


300.1  Article III of the Rules of the League contains all rules for actual game play.  This Article thus includes all Advanced and Super Advanced rules issued by the  Strat-o-Matic Game Company, with the exception of those Game Company rules that have been specifically modified by or rejected for use in the League.  Additionally contained herein are customized STBL Rules inserted in places deemed most appropriate.

All applicable Game Company Rules are assigned the same Rule number as that assigned by the Game Company, with a prefix of 300 to denote their containment within Article III of the STBL Rules.  Thus, for example, Game Company Rule 19.2 appears herein as Rule 319.2.


All customized STBL Rules are assigned a suffix of ST.  For example, the customized STBL Rule governing double steal attempts replaces Game Company Rule 23.6, and is thus assigned STBL Rule Number 323.61ST. 

Chapters 1-10 of the official Game Company rules are not printed here.  These are rules applicable primarily to Basic game play.  Much of the language from these chapters is repetitive with or at odds with Super Advanced rules.  Where a rule from Chapters 1-10 is germane to the STBL, it is printed herein in the most logical chapter, assigned a new rule number, with appropriate citation to its origins in Chapters 1-10.  This Article thus begins with Section 311.0, not 301.0
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311.0
LEFTY-RIGHTY RATINGS.

311.1.  For the batter, use only the left side of the card when he is facing a left-handed pitcher; use only the right side of the card when he is facing a right-handed pitcher.


For the pitcher, use only the left side of the card when he is facing a left-handed batter; use only the right side of the card when he is facing a right-handed batter.


Check the upper left corner of the batter’s card to determine if he hits left (L), right (R) or is a switch hitter (S).  A switch hitter must bat left-handed against right-handed pitchers and right-handed against left-handed pitchers.


The hitting style of the pitcher is indicated as the last letter in his batting rating at the top of the Advanced side of his card.  Example:  #1WR indicates this pitcher uses Pitcher’s Hitting Card No. 1, with W power, and is a right-handed hitter.


Check the top of the Advanced side of the pitcher’s card to determine whether he throws right or left.
312.0
POWER RATINGS.

You will find each batter’s power rating(s) below his name, and above his hitting columns, on the Advanced side of his card.  The possibilities are N for normal power and W for weak power.  Some batters may be N against left-handed or right-handed pitching, and W against the other.


312.1.  All home run readings on pitcher cards are preceded by the letter N.  The hitter must have “N” power for this roll to result in a home run.  If the batter’s power rating is “W,” then any home run chance becomes a SINGLE** (all other runners advance two bases).


312.11.  If the result is split and the subsequent roll of the 20-sided die is in the range of the second result, always accept that reading, even if it is a double or triple.

313.0 
RUNNER ADVANCEMENT ON HITS


313.1  A single followed by one asterisk (*) indicates an automatic one-base advance for all baserunners.  A single or double followed by two asterisks (**) indicates an automatic two-base advance for all runners.  A single followed by no asterisk is a one-base advance and a double followed by no asterisk is a two base advance.


However, when no asterisk is present, the manager of the team at bat may elect to have his baserunners attempt to advance an extra base.  To attempt the extra advance, consult the lead baserunner’s running rating at the top of his card (if the lead baserunner is the pitcher, he may have a different running rating listed on the roster sheet than the standard 1-10 found on the eight pitchers’ hitting cards).
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An outfielder’s throwing arm will affect all baserunning attempts for an additional base on singles and doubles not followed by asterisks.  Such hits on the Advanced side of player cards show which outfielder should be used (cf, lf, rf).  If there is no outfield symbol, assume the throw is to be made by the center fielder.  

[313.11ST.  Exception: on a split reading of double 1-X, flyball Y-20, and the double result does not contain an outfield symbol, the throw is made by the outfielder listed in the flyball result.]

Each outfielder’s arm is indicated at the top of the Advanced side of his card.  You will find it in parentheses, after his first outfield position.


Simply add or subtract the number in parentheses from the running rating of the involved runner.


When there are two outs, add 2 to the lead baserunner’s running rating before rolling the die.


Then roll the d20.  If the roll falls within the range of the lead runner, all baserunners advance one extra base.  If the roll is greater than the lead runner’s rating, the lead runner is out, while other runners advance one base.


The maximum combined running rating and throwing arm total is 1-19, and the minimum is 1.


313.2  When a runner is held on first or second, subtract 1 from his running rating when that rating is needed to determine whether he can advance an extra base on another player’s hit.  If the runner is not being held, add 1 to his running rating.

When using the cutoff rule, with the bases loaded or runners on first and second base, the trail runner is the runner on first.  This rule applies to that trail runner.  If the lead runner is held, consider the trail runner held.  If the lead runner is not held, consider the trail runner not held.
313.3
ADVANCED CUTOFF RULE (Not used in STBL)
313.4
SUPER ADVANCED:  Use Advanced rules 313.1 through 313.2 with these additions:
On throws from rightfield to third base, increase the runner’s rating by 2.  On throws from leftfield to third base, decrease the baserunner’s rating by 2. 

313.5  In Super Advanced play, there are times when the batter can advance an extra base on an outfield throw to another base.

When a manager decides to advance a man from first to third on a single followed by no asterisks, the defensive manager has the choice of whether to throw for the runner going to third (make all the normal adjustments before rolling the d20 to determine out or safe), or to concede third base to the runner, thereby holding the batter to first base.
If the defensive manager tries to throw out the runner at third base, then the batter always takes second on this throw.

313.6  SUPER ADVANCED CUTOFF RULE.

313.61  When a manager decides to try to score a runner from first base on a double followed by no asterisks, or the runner from second base on a single followed by no asterisks, the defensive manager has the choice of throwing home or conceding the run, thereby preventing the trail runner(s) from advancing.
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313.611  Note:  This rule also applies when a runner tries to go from 1st to 3rd on a single with no asterisks.  In this case, the trail runner is the batter.  . 
313.62  If the defense throws home, the offensive manager must decide whether to allow the trail runner(s) to attempt to advance an extra base.

313.621  Calculate the lead trail runner’s chances as:  Running rating -5, plus or minus the outfielder’s arm, plus the adjustment for baserunner hold (-1 if held, +1 if not held, see Rule 322.3).

Example: Lead trail runner’s rating is 1-15,center fielder’s arm is -2, and this runner is being held on base.  Safe chance is 1-7 (15-5-2-1=7).  The calculation may not be lower than 1.

Don’t forget to add 2 if there are two outs (except if the trail runner is the batter), and to make any adjustments for outfield location if the throw is to third base (+2 if throw is from right field, -2 if throw is from left field).

313.622  If the offensive manager chooses to hold the trail runner(s), then the throw is automatically made to home by the defense.  Roll the d20 to determine whether the runner is safe or out.

313.623  If the offensive manager has decided to send the runner home and let the trail runner(s) try to advance, then the defensive manager must choose one of two options:

A:  Let the throw go through to home.  Roll the d20 to determine whether the runner is safe or out.  The trail runner(s) advance an extra base.

B:  Cut off the throw and attempt to throw out the lead trail runner.  Roll the d20 to determine whether the lead trail runner is safe.  The last trail runner, if any, automatically advances.  The run automatically scores, even if the trail runner is out for the third out of the inning.
313.63  CATCHER BLOCKING THE PLATE  Whenever there is a play at the plate, the catcher’s defensive ability may be challenged, and it can make the difference between a runner being called safe or out.  The rule comes into play when you are rolling the d20 to determine if the runner is safe or out at home.  If the last number in the safe range or the first number in the out range is rolled, then the catcher’s ability will be checked with another roll of the d20.  For instance, if the safe range (after all adjustments have been made) is 1-14 and you roll a 14 or a 15 on the d20, then you must roll the d20 again and refer to the following chart to determine if the runner is safe or out.
Range Rating


Safe

Out


1


1-2

3-20


2


1-6

7-20


3


1-10

11-20


4


1-14

15-20


5


1-18

19-20
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314.0 
fly() A, B, C, and fly ()B?

314.1  The abbreviation in parentheses indicates which fielder the ball was hit to:  (lf)-left fielder, (cf)-center fielder, (rf)-right fielder.


Upon reading such a result, refer to the FLY BALLS section of the Basic Strategy Chart, and to the specific type (A, B, or C) of FLYBALL in question.  The results for the batter and any baserunners are shown.  [The batter is always out.  All runners advance one base on a Fly A.  A runner on third base scores, other runners hold on a 
Fly B.  All runners hold on a Fly C.]  Disregard baserunner advancement if there are no baserunners, or if the out is the third out of the inning.

314.2  On the Advanced side, there is an additional reading: fly()B?  On such readings, if the caught fly ball is not the third out, a runner at third base does not automatically score, as he would on fly()B.  The offensive manager must decide whether to attempt to have the runner score, or to hold him at third base.


To attempt to score, add the baserunner’s running rating, +/- the outfielder’s arm, +2.  The result may not be higher than 1-19 or lower than 1.  Roll the d20 to determine if the runner is out or safe.


Example: 1-14 runner vs. a -1 outfield arm.  Safe=1-15 (1-14, minus 1, plus 2).


314.3  On a fly(rf)B to right field only, a runner at second base may advance with this calculation:


Baserunner’s Running rating +/- right fielder’s arm, +2 for the throw to third base from right field.  Roll the d20.  However, the only OUT chance is the split chance of 20.  If the roll is higher than the highest safe chance, but lower than 20, the runner holds at second base.

Example:  A 1-14 runner and a -1 arm.  Safe+1-15; Hold 16-19; Out 20.


314.31  This baserunning option is available whether the fly(rf)B occurs off a player’s card or the Advanced Fielding Chart. [Note: We use the Super Advanced,  not the Advanced Fielding Chart, so the latter has no relevance to us.]  

314.32  NOTE:  This rule does not apply to fly(rf)B? readings from cards or to F2 readings from the Super Advanced Fielding Chart.  The Super Advanced Fielding chart contains its own rule for potential advances from second base to third base on F2 results to right field.


314.4  SUPER ADVANCED CUTOFF RULE: fly()B?  

If there is a runner at third base and at least one more runner on base when a fly()B? reading occurs, if the offense decides to send the runner home, the defense has the option of cutting off the throw to the plate.

314.41  By cutting off the throw, he allows the runner from third base to score, but holds the other runner(s).


314.42  If the defense throws home, the offensive manager must decide whether to allow the trail runners to attempt to advance.
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14.43  Calculate the lead trail runner’s safe chance as:  Running rating -5, plus or minus the outfielder’s arm.


Example:  Lead trail runner’s running rating is 1-15, and center fielder’s arm is -2.  Safe chance is 1-8 (15-5-2=8).  The calculation may not be lower than 1.

As on attempts to advance on hits, on throws from right field to third base, increase the baserunner’s rating by 2.  On throws from left field to third base, decrease the baserunner’s rating by 2.


314.431  If the offensive manager chooses to hold the trail runner(s), then the throw is automatically made to home by the defense.  Roll the d20 to determine whether the runner is safe or out.


314.432  If the offensive manager has decided to send the runner home and let the trail runner(s) try to advance, then the defensive manager must choose one of two options:


A:  Let the throw go through to home.  Roll the d20 to determine whether the runner is safe or out.  The trail runner(s) advance.


B:  Cut off the throw and attempt to throw out the lead trail runner.  Roll the d20 to determine whether the lead trail runner is safe.  The last trail runner, if any, automatically advances.  The run automatically scores, even if the trail runner is out for the third out of the inning.

314.5  OUTFIELDER ROBBING A HOME RUN  Whenever there is a Home Run / Flyout split (from the cards or from the ballpark chart) the outfielder’s defensive ability may be challenged, and it can make the difference between a home run or a flyout.  The rule comes into play when you are rolling the d20 to determine if it is a home run.  If the last number in the home run range or the first number in the flyout range is selected, then the outfielder’s ability will be checked with another roll of the d20.  Refer to the following chart to determine which outfielder has a chance for the catch:

Batter Bats
Last Number in HR Range

First Number in Out Range

Left-Handed
Rightfielder



Centerfielder

Right-Handed
Leftfielder



Centerfielder

For instance, if the safe range is 1-14 and you roll a 14 or a 15 on the d20, then you must roll the d20 again and refer to the following chart to determine the outcome:

Range Rating

Home Run

Flyout


1


1-3


4-20


2


1-7


8-20


3


1-11


12-20


4


1-15


16-20


5


1-19


20
32

If the height of the wall (at the point where the fielder would try to make the catch) exceeds 10 feet, then ignore this rule completely.  The height of the wall we are referring to is the height in Left-Center Field for a right-handed batter or Right Center Field for a left-handed batter.

For your convenience, here is a list of current stadiums where the wall is greater than 10 feet:  Boston (LCF), Chi-NL (LCF & RCF), Detroit (RCF), Florida (LCF), Houston (LCF & RCF), Minnesota (RCF), Montreal (LCF & RCF), Oakland (LCF & RCF), Philadelphia (LCF), San Francisco (LCF & RCF).
315.0 
gb() A, B, C


315.1
[Not relevant]


315.2
{Not relevant]


315.3  SUPER ADVANCED


315.31  When there are fewer than two outs and a runner on second base only, the runner moves to third on any gb()A or gb()B that is hit to the first baseman or second baseman.  The batter is out.


315.32  When there are fewer than two outs and the second baseman and the shortstop are positioned back (either the entire infield is back, or only the corners are positioned in) a runner on third scores on a gbA or gbB hit to second base or shortstop.  If the ball is hit to the first baseman, third baseman or pitcher when the infield is back, the runner does not score.


These two rules apply only to readings from the player cards.  For the outcomes of G1, G2 and G3 readings from the Super Advanced Fielding Chart, refer to the tables on that chart.


315.33  Outcomes of all gb()A, gb()B and gb()C plays in all baserunning situations are consolidated in the GROUNDBALL RESULT CHART found in the Appendix to these Rules.  When there is a runner on 1st, or with runners on 1st and 2nd, if the Corners are In and a gb()A, gb()B or gb()C is hit to the 1st or 3rd baseman, refer to the INFIELD BACK portion of this chart for play results.

With the bases loaded and the infield is In, a gb()A results in a home to first double play.
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316.0 
FLY()X, GB()X  and CATCH-X


316.1  “X-chance” readings, abbreviated as shown above, are obtained from the pitcher’s card[.]  On the Advanced side of each player’s card, there are multiple fielding ratings:


A.  A range rating (from 1, the best, to 5, the worst) that determines whether the fielder will catch the ball or whether it will become a hit.


B.  Throwing arms for outfielders (from -6, the best, to +5, the worst) and catchers (from -4, the best, to +5, the worst).  These are indicated in parentheses immediately after the range rating.  Note that an outfielder’s arm rating is the same, no matter which outfield position he is playing.

C.  Error (“e”) ratings that determine the frequency of the player’s errors at each position.  The lower the “e” rating, the fewer errors the fielder will commit.


D.  A “T” rating for catchers only.  This range of numbers Z(1-3, 1-9, etc.) is the range for possible throwing errors on successful stolen bases (see instructions for Super Advanced game stealing.) 


E.  A passed ball “(pb)” rating for catchers only.  The number indicates the highest number in a range that begins with 0 for possible passed balls (see Super Advanced game instructions for passed balls, wild pitches and balks.)


316.2  {Not used in STBL.]


316.3  [Not relevant.]


316.4  Consult the Super Advanced Fielding Charts (two 2-sided charts).


The d20 and all three d6 will be rolled on every reference to resolve “X chances.”  Also note that instead of reading the white die separately, the three d6 are added, to reach a result ranging from 3-18.

316.41Also note that in addition to the usual hits, errors and outs, the Super Advanced Fielding Chart contains a variety of Rare Plays.  Here you will find such plays as inside-the-park home runs, catcher’s interference, the hidden ball trick and many more exciting surprises!

316.42Resolve “X chances” this way:


A.  Roll the d20 and refer to the Range Section of the X-Chart and cross reference the number rolled with the fielding range rating (1-5) for the defensive player in question.  Obtain the correct reading.


B.  Then roll all three d6, add them and refer to the Errors Section of the X-Chart by finding the row with the defensive player’s “e” rating.  The possible readings are RP (rare play), E1 (1-base error), E2 (2-base error), E3 (3-base error), or no reading at all (which means no error).
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C.  Take the two symbols derived from the above steps and match them in the appropriate Symbols Chart to determine the outcome of the play.


Example:  A reading of GB(1B)X and a first baseman who is rated as 1b-4e15.  The d20 roll is 5.  Cross reference the 5 with the range rating of 4 in the Range Section for 1B/2B/SS/3B and find “SI1.”  Then roll all three d6 (a 6, 5 and a 1) and add them as 12.  In the Error Section for First Base, find the E RAT of 15 and read across.  The dice roll number 12 appears under the column marked E1.  Now go to the Symbols Chart, find the “SI1” section and look at play result “E1.”  Final result: Single and 1-Base Error.


316.5  If a “PO” rare play occurs with fewer than two out and runners on first and second bases, or with the bases loaded, consider this an Infield Fly Rule play – the batter is out and the runners hold.  Otherwise, accept this play as a single.


316.6  Special Instruction for Catcher X-Chart:  If a reading is “P/P” or “P/F” and no error occurs, there is a possible passed ball if there are also runners on base.  See the section on Individual Balks, Wild Pitches and Passed Balls in this instruction booklet.


316.7  Cutoff clarification:  On an F2 from the Super Advanced Fielding Chart with runners on second base and third base, do not subtract 5 from the running rating of the man on second, as this is not a cutoff play.  However, do make the appropriate adjustment for throws to third base.


Also, on this reading, when there is a runner on second but no runner on third, the runner on second can try to advance.  
317.0
OTHER CARD RESULTS

317.1
“gb()+”

317.11
ADVANCED (Not used in STBL)

317.12
SUPER ADVANCED  Convert the “gb()+” to a SINGLE** ONLY when the infield is all the way in.  When the team in the field is playing only Corners In, do not award a SINGLE** on a “gb()+”.  Instead, treat it as a groundball without the “+”.  Extra hits when the defensive team is playing Corners In occur on the Super Advanced Fielding Chart.  For details, refer to Section 23.8 under STEALING / HOLDING BASERUNNERS.

317.13  Also, do not award a SINGLE** on a “gb()+” while runners are being held on base.

317.2 
“lomax”

317.21 
ADVANCED (Not used in STBL)

317.22  SUPERADVANCED  When this result occurs in a situation when a triple play could occur, the result is not an automatic triple play.  Instead, roll the d20.  If the roll is 1-7, it’s a lineout / triple play.  If the roll is 8-20, it’s a lineout / double play, with the lead runner doubled off.
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6(S)


318.61ST  If the batter has already attempted a bunt during the plate appearance and received a result of “1 & 2,” then the bunter’s rating is reduced on grade.  This reduction is cumulative with the reduction provided in Rule 318.6.  (Example:  An A bunter with a 1 & 2 count becomes a C if the defense is playing the Infield In or Corners In.)


318.7  Any runner or combination of runners may be held on base when the infield is positioned as Corners In.


318.8  If a reading of “1 AND 2” occurs after one attempt to bunt, the offense may not switch strategies to attempt a hit-and-run.

319.0
HIT AND RUN

319.1 The Hit and Run may not be used with a runner on third base.

319.2  Each batter has an individual hit-and-run rating (B, C or D) shown at the top of his card. 

319.3
If the defense is playing the infield in or if a runner is being held on base, then the batter’s hit-and-run rating is improved one grade.  (Example:  The batter’s B hit-and-run rating becomes an A.)
319.4
(Advanced Rule Only, not used in STBL)

319.5 Use the individual hit-and-run ratings and the Super Advanced Hit and Run tables on the Super Advanced Miscellaneous Charts [which are on the reverse side of the Super Advanced Fielding Chart (Pitchers & Catchers)].  There are a variety of different readings on these charts, some involving the pitcher’s card.  The necessary procedures and results are explained on these charts.

319.6  Any runner or combination of runners may be held on base when the infield is positioned as Corners In.  (Same as 318.7)

319.7 The Hit and Run is not permitted after a bunt attempt reading of “1 AND 2”.

319.8 When the result of the Hit and Run is “batter misses pitch …” roll to determine whether the lead baserunner achieved his “good lead” only if the baserunner had not already attempted to do so before the hit and run was employed.  He does not get a second attempt at a good lead.


Even if the baserunner does not achieve a good lead, he must attempt to steal.  If this turns out to be men at first and second bases attempting a double-steal, the catcher’s throw is for the lead runner.


Also see Rule 323.7  [If the lead baserunner is on second base and he fails (or has already failed) to obtain a good lead, he is automatically out trying to steal third base.]      


319.9  When using the SADV Hit and Run chart, if a lineout reading is rolled on the pitcher’s card override the result to lineout-max. 
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320.0
DEFENSIVE STRATEGY:  INFIELD

320.1  The normal infield position is Infield Back.  But there are times when it is important to reduce the batter’s bunting ability or to cut down the chance of a runner scoring from third base on a ground ball.  Then, the team in the field will want to bring the Infield In or to bring in the corner infielders (the third baseman and the first baseman) while leaving the middle infielders (the second baseman and the shortstop) back.  With the Corners In, , the team in the field cuts down on the batting team’s ability to score the runner from third base on a ground ball, but also slightly diminishes its own ability to turn a double play.  Meanwhile, the batter’s ability to hit safely increases.  With the Infield In, the effects are much greater.  Chances that the runner will score from third on a ground ball are sharply reduced, but double play possibilities are significantly diminished.  The batter’s ability to hit safely rises dramatically.  With either Infield In or Corners In, the batter’s bunting ability is reduced

320.11  With the Infield In or Corners In, reduce the batter’s bunting rating by one grade.  Example:  an A bunter becomes a B bunter.
320.12  (Advanced Rule only, not used in STBL)

320.13  The defense may not play the Infield In and hold a runner on base at the same time.  (Renumbered from SOM Rule 9.14)

320.2  The manager of the team in the field has the choice of Infield Back, Infield In, or Corners In.

320.2ST  The manager of the team at bat must ask the defensive manager about the position of his infield before executing any bunt attempt.

320.3  Because Super Advanced play provides for Corners In to defense the sacrifice bunt, Infield In may be chosen only with a runner at third base. 
320.4  The Groundball Result Chart  (see Appendix) replaces the Basic Strategy Chart for any gb()A, gb()B and gb()C readings from the batter or pitcher cards with the Infield Back or the Infield In.  It does not apply to GB()X chances.
320.5  With a runner on third base, always consider the pitcher to be positioned In on a gb(p)A, gb(p)B or a gb(p)C reading from the batter’s card or the pitcher’s card.
320.51  On a GB(P)X or CATCH-X, the pitcher and catcher are considered to be playing normal (back) when the rest of the infield is playing normal and they are considered to be playing in when the rest of the infield is playing in.


When the defensive manager is playing Corners In, the pitcher and catcher are considered to be playing in when there is a runner on third base only, or when there are runners on second and third base only.  Otherwise, the pitcher and catcher are considered to be playing back.

320.6  With Infield In, convert any batter’s card groundball followed by a “+” to read “SINGLE**” (all runners advance two bases).

320.61  With Infield In, convert any Super Advanced X-Chart result followed by “#” to read “SI2” (single, all runners advancing two bases).
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320.7  The manager of the defensive team may position his infield as Corners In until there are two outs, whenever a runner is on any base.  


With Corners In, use all rules 320.71 through 320.75
320.71  Do not award a SINGLE** for a batter’s card groundball followed by a “+”.  Treat the play as if the “+” did not appear.

320.72  On a groundball hit to the first baseman or the third baseman, follow the rules for Infield In (including changing X-Chart results followed by a “#” to read “SI2”).

320.73  On a groundball hit to the second baseman or shortstop, follow the rules for Infield Back.

320.74  Apply rules 320.5 and 320.51 on anything hit to the pitcher or catcher.

320.75  Any runner or combination of runners may also be held on base when the infield is positioned as Corners In.

320.8  For GB()X results, refer to the Super Advanced Fielding Chart.  Under each table for G1, G2 and G3 results, there are guidelines for each baserunning situation, with Infield “Normal” (back) and Infield In.  There is also a Super Advanced Groundball Results Chart printed on the Fielding Chart that describes the outcome of each event that can occur on the Fielding Chart.

321.0  
BRINGING THE OUTFIELD IN

321.1  This strategy is used only when the potential winning run is on third base with fewer than two outs and the game can end on a sacrifice fly.


If the defensive manager positions the Outfield In, use rules 321.2 and 321.3.

321.2  On a reading of “fly()B?” subtract 7 from the baserunner’s speed instead of adding 2.

21.3  Consider all readings of “fly()A” and “fly()B” to be a single with the runner on third scoring.

322.0 
STEALING / HOLDING BASERUNNERS



[Chapter 22 of the Game Company rules set forth the provisions for the Advanced Stealing Rules.  This system is based upon the old AAA to E letter ratings and is not used in the STBL.] 
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323.0 
SUPER ADVANCED:  SUPPLEMENTARY STEALING SYSTEM


323.1  Ignore the baserunner’s letter-grade stealing rating.  Instead use the numeric rating found on the Advanced side of the batter’s card, after the letter-grade rating.  Here is a sample:





*8-10 / 11, 12   (19-14)


The numbers preceding the slash are the range (when the two colored dice are rolled) indicating when the runner will establish his good lead.  The numbers immediately after the slash are the range indicating when the runner will be automatically out stealing.  Better base stealers have no automatic outs; you will see a hyphen (-) instead of a number range.


323.11  Players who steal often have an asterisk (*) in front of their good lead range.  The asterisk indicated that if the defensive manager does not elect to hold the runner, the runner automatically achieves his good lead.  If the runner does not have an asterisk, or if he has an asterisk but is being held on base, he must roll the two colored dice to determine whether he achieves his good lead.


323.12  Most pitchers and some batters have no number rating for stealing.  If these players attempt a steal, they begin with a success chance of 0.  After all adjustments (for hold, etc.), their minimum success is 1.


Some pitchers have Supplementary Stealing ratings.  These pitchers will be listed separately on the roster sheet.

323.13  The two numbers in parentheses indicate the runner’s stealing success ratings (on a d20 roll), the first when he has his good lead, the second when he does not.


323.2  If the runner attempts to achieve his good lead and succeeds, he must attempt to steal immediately.  So you will want to calculate his success chance first.


Here is a typical sequence for determining whether to steal and how to do it.

323.3
STEALING SECOND BASE


A.  Combine the catcher’s arm (which will range from -4 to +5) and the pitcher’s hold rating (which will range from -6 to +9).  This sum may not exceed the range of -5 to +5.

Example:  Catcher’s arm is -1, pitcher’s hold is -5.  Instead of a combined -6, the adjustment is -5.


Adjust the runner’s success ratings accordingly.  Example:  Instead of (19-14) above, this runner is now 14-9 after a -5 catcher / pitcher adjustment.


B.  The defensive manager decides whether to hold the runner on base.  If so, there is further adjustment: -2 from the first steal success rating and -4 from the second steal success rating.


Example:  Instead of 14-9, this runner is now 12-5.


Note that the effect of holding the runner is applied after calculating the catcher / pitcher adjustment, so the total effect can exceed -5.
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C.  The offensive manager decides whether to attempt a steal.  If so, then first check to determine if the runner achieves his good lead..


1.  If the runner has an asterisk (*) rating and the runner is not being held on base, then the runner automatically has his good lead.


2.  If the runner does not have an asterisk (*)  or if he has an asterisk and is being held on base, then roll the two colored dice and check the runner’s number ranges.  If the roll falls within the range of the first set of numbers, the runner achieves his good lead.  If the roll falls within the range of the second set of numbers, the runner is automatically out stealing, catcher to middle infielder cover man.  If the roll does not fall within either range, the runner has failed to achieve his good lead. 

D.  If the runner rolls for his good lead and achieves it, he must steal immediately.  If the runner fails to achieve a good lead, he has the option of stealing at any time, or of holding his base.


The baserunner may make only one attempt for a good lead while he occupies the same base, unless

1.  If a runner being held on base attempts and fails to achieve a good lead, he may try for the good lead once more if the defensive manager later decides to cease holding the runner on base.


2.  If the defensive manager changes to a pitcher with a worse hold rating or a catcher with a worse arm, a runner who has previously attempted and failed to achieve a good lead may try for the good lead once more.


E.  If a steal is attempted, use the runner’s adjusted first success rating if he has his good lead, and his adjusted second success rating if he fails to achieve his good lead.


If the runner is not being held on base, his adjusted success rating may exceed 20, in which case he is automatically safe.  If he is held on, then his success rate may not exceed 19.  His success rate may not be lower than 1.


Roll the d20 to determine whether the runner is safe or out.
  
323.31  On a successful steal of second or third base with a d20 roll of 1, 2 or 3, there is a possible throwing error by the catcher.  Roll the d20 again.  Refer to the catcher’s card for his “T” number(s).  If the second roll is within the “T” range, the catcher has committed a throwing error , allowing all baserunners to advance one additional base.  If the second roll was outside the catcher’s “T” range, no error occurs.


If the defensive manager decides that the risk of the throwing error is greater than the value of attempting to throw the runner out, the catcher may elect to hold the ball rather than attempt the throw.  The decision is made after the offensive manager has announced his intention to steal and before the d20 is rolled to determine safe / out.  If the catcher elects to hold the ball, the runner(s) safely steals the base and there is no possibility of a throwing error.
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323.32ST  A runner must be held in first base in order for a pitcher’s negative hold rating to serve to reduce the runner’s success rating.  If the runner is not being held on first base, ignore the pitcher’s hold rating if it is negative when calculating the adjusted success rating.  Note that this does not apply to pitchers with a hold rating expressed as a positive (+) number.  Note also that it does not apply to the catcher’s throwing arm rating.  Further, this rule only applies to runners on first base; a pitcher with a negative hold rating receives the benefit of the negative hold as to a runner on second base even if the runner is not being held on base.

323.33ST  If a baserunner is unsuccessful in his attempt to gain his good lead during a plate appearance, the offensive manager may not employ a pinch hitter or pinch runner during the balance of that plate appearance.  (The manager may still bunt, hit and run, or swing away.)  This prohibition expires at the conclusion of the plate appearance during which the lead was unsuccessfully sought.   

232.34ST  An “asterisk” runner on first base (with second base open) is automatically held unless otherwise stated by the defensive manager.



323.4
STEALING THIRD BASE   


323.41  To steal third, the runner will be using his adjusted second steal-success rating.  So if he is being held on base, deduct 4 from his rating as well as the combined effect of the catcher’s arm rating and the pitcher’s hold rating.  Example:  The (19-14) stealer above held on base by a pitcher with a +1 hold rating and a catcher with a -2 arm, would have a success range of 9 (14 – 4 + 1 – 2 = 9).


Ignore the runner’s asterisk on attempted steals of third base and home.  The runner must roll within the range of his good lead in order to attempt these steals.  If he fails to achieve his good lead, he may not attempt to steal.  If the roll falls within the range for his automatic outs, then he is caught stealing, catcher to third baseman.


Otherwise, follow the instructions for stealing second base.


323.5
STEALING HOME


323.51  To steal home, the runner will be using his adjusted second steal success rating.  However, do not apply any adjustment for either the pitcher’s hold rating or the catcher’s arm.  Instead, deduct 9 from his second number steal success rating.  And if the runner is being held on third base, deduct an additional 4.

Example:  The (19-14) stealer above will have a success range of 1-5 if stealing home while not being held, and a success range of 1 if being held.

Ignore the runner’s asterisk on attempted steals of third base and home.  The runner must roll within the range of his good lead in order to attempt these steals.  If he fails to achieve his good lead, he may not attempt to steal.  If the roll falls within the range for his automatic outs, then he is caught stealing, pitcher to catcher.


323.6
DOUBLE / TRIPLE STEALS


[This rule sets forth the Game Company rule governing multiple runners attempting to steal on the same play.  Substitute the following rule for such stealing attempts.]
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323.61ST 
With runners on first and second base only, the offensive manager may attempt to execute a double steal.  The offensive manager announces his intent and then rolls 2d6 to determine whether or not the runner on second successfully achieved his good lead.  If the lead runner fails to achieve his good lead, the runners may not attempt to steal and play proceeds normally with the batter at the plate.

If the lead runner achieves his good lead, the runner on first base automatically gets his good lead as well.  The defensive manager can then decide to throw for the lead or trail runner.  If the defensive manager attempts to throw out the trail runner, his safe/out chances are calculated as normal for a straight steal of second base applying Rule 323.3.  Note that the trail runner would not be considered to have been held on first base unless the defensive manager explicitly so declared prior to the play. 

If the lead runner attempts to obtain his good lead and the 2d6 roll results in a number in the “automatically out” range, the lead runner is out attempting to steal third base and the trail runner takes second base on the fielder’s choice.  He does not receive credit for a stolen base. 

323.62ST  If the bases are loaded, the offensive manager may attempt a triple steal.  Only the lead runner’s ratings will be used.  The defense may attempt to throw out the lead runner only.  The trail runners automatically advance one base on the play.

323.7
FORCED STEALS ON THE HIT AND RUN


If the lead runner has not yet rolled for the good lead when a Hit and Run result requires the runner(s) to steal, then do so and proceed normally, making all necessary adjustments.  If the runner has previously failed to achieve the good lead and the Hit and Run subsequently requires a steal, then proceed as you would for a runner who does not have a good lead.


If the lead baserunner is on second base and he fails (or has already failed) to achieve a good lead, he is automatically out trying to steal, catcher to third baseman.

323.8 
HOLDING RUNNERS ON BASE

323.81  A runner may be held on base when the infield is playing Back.  Additionally, in Super Advanced play, any runner may be held when the infield is playing Corners in.
The defense may not play the Infield In and hold a runner on base at the same time.  (Renumbered from SOM 9.14)
323.82  Depending on the runner’s base, he is being held by different fielders.  Consult the RUNNER BEING HELD CHART in the Appendix to these Rules to determine which fielder(s) has responsibility for holding the runner.  Generally, this is the fielder covering the runner’s current base and, if the potential steal is at second base, the infielder who would be taking the throw from the catcher.
(Note:  The Runner Being Held Chart supersedes the chart titled “Super Advacned Holding Runners Chart” that appears on the Super Advanced Fielding Chart.)

323.83  When an infielder is responsible for holding a runner on base and a GB()X is hit to him, add 1 to that fielder’s range rating.  Example:  With a runner on first base and a lefthanded hitter at the plate, a shortstop rated 2e20 becomes 3 e20.  The maximum range rating is 5.

43
323.84  Do not award a SINGLE** on a “gb()+” when runners are being held on base.  Instead, when a GB()X to an infielder responsible for holding the runner results in a symbol followed by a “#”, change that result to “SI2” (single, with all runners advancing two bases).

323.85  When a runner is held on first or second base, subtract 1 from his running rating when that rating is needed to determine whether he can advance an extra base on another player’s hit.  If the baserunner is not being held, add 1 to his running rating.
323.9
DELAYED STEAL OF HOME

323.91  With runners on first and third base, the offensive manager may attempt a “delayed steal” of home.  This procedure may not be employed if either runner has previously rolled for a good lead at his current base.  Use this procedure:

A.  Do not roll for the lead.  Instead, calculate the safe range for the runner at first by using his second steal rating number in parentheses.  Also make the appropriate adjustment for the catcher’s throwing arm.  Do not adjust for the pitcher’s hold rating or for the fact that the runner is being held on base, if applicable.

B.  If the runner on first attempts to steal, the defensive manager chooses whether to have the catcher hold onto the ball (this permits the steal of second, but prevents the runner on third from attempting to score), or to throw to second in an attempt to throw out the runner.

C.  If the defensive manager chooses to throw to second, the offensive manager has the option of having the runner on third attempt to steal home.  Calculate the safe chance by subtracting 5 from the runner’s second steal rating number in parentheses.  Do not adjust for the catcher’s throwing arm, the pitcher’s hold rating, or for the fact that the runner is being held on base, if applicable.

D.  If the runner on third attempts to steal home, the defensive manager has the choice of letting the throw go through to try to get the runner trying to steal second, of to cut off the ball and throw for the runner attempting to steal home.

E.  After all choices are made, roll d20 to determine the result.

F.  With two outs, if the defense throws out the runner attempting to steal second base, the runner on third base does not score before the third out of the inning.
324.0
PICKOFFS AND BALKS

[Chapter 24 of the Game Company rules sets forth the rules for making checks for balks and pickoffs when using the Supplementary Stealing system.  These rules are repeated verbatim in Chapter 29 of the Game Company rules, which in addition sets forth the rules for making checks for wild pitches, passed balls, and balks when a batter is at the plate.  The rule is omitted here.  It is found at 329.2, infra.]   
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325.0
INJURIES / PLAYERS OUT OF POSITION

325.1  Injuries may occur to any batter (including pinch-hitters), if the result of your dice roll includes the phrase “plus injury.”  [Game Company language relative to the DH rule is omitted since it is not real baseball.]

First, complete the play.  Then roll the d20.

[Remainder of rule superseded by the following:]

325.11ST  Refer to the STBL Injury Chart to ascertain whether or not the batter has been injured, and if so the duration of the injury.  See Rule 317.32ST for limitations in injuries.  For rules governing replacement of injured players on active rosters, see Chapter 210.0 (Regular Season Disabled List) and Rule 213.52 (Postseason Disabled List).

325.12ST  If the batter is attempting to bunt or hit and run, and the result of the dice roll would have resulted in an injury roll if the batter was hitting away, the batter is considered injured under Rule 325.1.  In that situation, the offensive manager checks for the duration of the injury as provided in Rule 325.11ST.  (New paragraph, effective 2008 season.)

325.2  [Rule not used in STBL.  Substitute the following:]

325.201ST  Each team must have in his roster at all times at least three outfielders and at least one player rated at each of the other five defensive positions.  However, any player may play out of position at any time.  In most cases, the player will be assigned the worst possible defensive ratings:  a “5” range rating, the maximum error rating for the position, a +5 throwing arm, and (for catchers) T-ratings and passed ball ratings of 1-20.

325.211ST  The following language applies to any dice roll when a ball hit to a player in the field at an outfield position, and who is not assigned a defensive rating at any of the three outfield positions by the Game Company:

(A)  Ignore the result of the play if it is a fly()A, fly()B, fly()B?, or fly()C.  (Note that this includes a fly()B occurring on a missed ballpark HOME RUN opportunity.)  Instead, treat the play as a FLY()X, and follow the procedures set forth in Chapter 316.0 to determine the result.  As noted above, the player will be rated a “5” range with the maximum possible error rating.

325.21  The exception is a rated outfielder playing another outfield position that is not listed on his card.  In such cases, the outfielder’s error rating and arm rating remain unchanged.  And he does not automatically become a “5.”  Use the OUTFIELD FIELDING ADJUSTMENT Chart in Appendix A (Page ) to adjust his range rating.

When assigning a player who is rated at two outfield positions to play the third (for which he is not rated), base the new rating on the first outfield position listed on his card.  Example:  A player is a LF-1, CF-3.  If you choose to play him in RF, use LF as the basis, which would make him a RF-2.

When assigning a player who is rated at two outfield positions to play the third (for which he is not rated), base the new rating on the first outfield position listed on his card.  Example:  A player is a LF-1, CF-3.  If you choose to play him in RF, use LF as the basis, which would make him a RF-2.

325.22ST  The following language applies to any dice roll when a ball hit to a player in the field at a skilled defensive position (shortstop, second base, third base, and catcher), and who is not assigned a defensive rating by the Game Company at that position:

a. Ignore the result of the play if it is a gb()A, gb()B, gb()C, lineout, popout or foulout.  (Note that this includes a lineout occurring on a missed ballpark SINGLE opportunity.)  Instead, treat the play as either a GB()X or a CATCH-X, and follow the procedures set forth in Chapter 316.0 to determine the result.  As noted above, the player will be rated a “5” range with the maximum possible error rating.

b. [Blank]

c. In addition to the penalty provided in paragraph (A) above, if a player is used out-of-position as a catcher in a game, any out readings on the pitcher’s card followed by a Point-of-Weakness bullet are changed to SINGLE**.  In the event that a player is used out of position at catcher simultaneously with the pitcher being fatigued under Chapter 327, all out readings followed by Point-of-Weakness bullets are changed to DOUBLE***.  (Paragraph added, effective 2008 season.)  

325.3  In extreme emergencies, a manager may bring in a position player to pitch.

The penalties are steep:  Defense 5e51, Hold (+9), relief endurance  (1), balk-20, wp-20.  Use the pitching card printed in the Appendix to these Rules when a position player is pitching.  Unless you know for certain which hand a player throws with, assume that a lefthanded batter throws left and a righthanded batter throws right.  (Obviously, any player rated at a skilled defensive position should be presumed to throw righthanded.)
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326.0 
RESTING BATTERS

[This Chapter primarily concerns the Solitaire Player Rest Chart, which is not used in the STBL.  It also contains some provisions relating to pitcher rest which are repeated in Chapter 27; hence, they are not printed here.]     

327.0 
PITCHER ENDURANCE

Find each pitcher’s point of weakness (POW) in the upper right portion of the advanced side of his card.  The number in parentheses following the word “starter” or “relief” is the inning of work when the pitcher becomes vulnerable to fatigue.  If the pitcher is both a starter and reliever, he will have two different POW factors.

327.1  All Advanced-side pitcher cards have out readings followed by a dot.  When a pitcher is fatigued, these readings change from their original out readings to SINGLE** (all other runners advance two bases).

327.2  Once a pitcher reaches his POW, it cannot be overcome, no matter how well he pitches afterwards.  So we strongly recommend that you relieve a fatigued pitcher.

327.3   A pitcher reaches his POW in either of two ways:

      A.  He reaches his POW inning (or any inning after that) and allows any combination of three hits or unintentional walks in the same inning.  His POW begins with the next batter after the third hit and/or walk.


B.  He reaches his POW inning (or any inning after that) and allows any combination of four hits or unintentional walks in any two consecutive innings.  His POW begins with the next batter after the fourth hit and/or walk.

Intentional walks, batters hit by a pitch or errors do not contribute to a pitcher’s POW.  Nor do any hits or walks that occur before the pitcher’s POW inning.


Example:  A starting pitcher with a POW of 6 becomes fatigued as soon as the third hit and/or unintentional walk occurs in the 6th inning.  Or, he retires the side in order in the 6th, but becomes fatigued by yielding two walks in the 7th inning and two hits in the 8th.  His POW is reached with the last hit, in mid-inning.


327.4  A relief pitcher’s POW is determined by outs.  A reliever with a POW of (1) is immediately vulnerable to fatigue.  He could reach his POW by yielding three hits and/or unintentional walks without recording an out.  A reliever with a POW of (2) would become vulnerable after he has recorded three outs.  Then, whenever three hits and/or unintentional walks occur within a subsequent three-out period, the reliever reaches his POW.


Example:  A reliever with a POW of (2) enters the game with one out in the 6th inning.  He becomes vulnerable after one out in the 7th.  Then, after getting the second out in the 7th, he walks the next two batters before getting the third out.  But he allows a single to the leadoff batter in the 8th, and becomes fatigued, because he has allowed three hits/walks in a three-out period after reaching his POW.
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327.5  STARTING PITCHERS

327.51  The Super Advanced Starting Pitcher Rest Chart determines how many games of rest a pitcher needs between starts.  The amount varies according to whether the pitcher is an *-rated starter and how many innings he pitched in his last start.  

327.511ST  If a starting pitcher is pitching on short rest, add one additional game of rest to the amount imposed by the Super Advanced Starting Pitcher Rest Chart.

For purposes of this provision, “short rest” is defined as three or fewer days of rest.

This provision applies only to the regular season.  However, if the pitcher’s last regular season start was on short rest, he must rest the additional game required by this provision before pitching in the postseason. 
(Effective with the 2008 STBL season, this provision applies to the postseason as well.)

27.512ST  For purposes of Rule 327.51, “games” includes any off day that may be listed on the schedule.  Thus, the three-day rest period set to simulate the 3-day major league All-Star break counts as three games of rest for all pitchers.  Similar rest benefits accrue to all pitchers for any other off-days that may be scheduled, including off-days in the postseason.

327.52 [Not used in STBL]

327.521ST  A pitcher used in relief in his most recent outing must have at least two days of rest before starting a game.  Such a pitcher may be required to rest more than 2 days if so dictated by the Relief Pitcher Rest Chart.  (See Rule 327.64ST.)
327.53 [Not used in STBL.]
327.53ST If a pitcher who does not have a rating as a starter must start a game, give him a POW inning of 4.  However, a team must avail itself of all other options (i.e., making a roster move to move an eligible starter from the inactive list to the 25-man roster) before using a pure reliever to start a game. 
327.54  The maximum number of innings a starter can pitch without fatigue is 11.

327.55  A starter who “doesn’t have it” may “lose his stuff” before his POW inning.  If a starter gives up 5 runs in any one inning, 6 runs in any two consecutive innings, or 7 runs in any three consecutive innings, consider him fatigued and convert all reading followed by dots to SINGLE** (all other runners advancing two bases).

327.511ST  A starting pitcher who is left in a game after reaching his point of weakness due to the early tiring factor shall be required to rest one additional day beyond that called for in the rest charts for each whole or partial inning he remains in the game, with the following exceptions:

(a)  Any pitcher reaching his point of weakness may complete the inning in which he became weak without incurring any additional rest requirements.

(b)  Any pitcher reaching his point of weakness due to the early tiring factor may pitcher through the 6th inning without incurring any additional rest requirements.

Taking the mound to start an inning is a partial inning, even if the pitcher is removed before facing the first batter.

327.56ST  A starting pitcher may not be removed from the game until he has pitched four complete innings or has surrendered a minimum of four runs (earner or unearned).  
The only exception occurs if the pitcher sustains an injury under Rule 317.32 that requires his removal from the game.
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327.6  RELIEF PITCHERS

327.61  [Some language not used in STBL]

327.611ST  A pitcher used as a starter in his last outing must rest the number of games required by the provisions of Rule 327.5 before his next appearance, whether it is as a starter or reliever.

327.62  If a pitcher who does not have a rating as a relief pitcher must pitch in relief, give him a POW inning of 1.
327.621ST  A pitcher rated only as a starter may only be used in relief in the regular season if there is no reliever on the game roster available to pitch.  
327.622ST  Any starting pitcher who made a minimum of 12 starts during the regular season may be used as a reliever in the postseason.  In that instance, he should be assigned a POW rating of 2.
327.63  The maximum number of innings a reliever can pitch without fatigue is his POW inning, plus 2.

327.64  {Rule not used in STBL.  Substitute the following:]

327.64ST  A relief pitcher may be required to rest after one or more game appearances.  To ascertain required rest, utilize the chart contained in the Appendix to these Rules.  In the event a reliever pitches in more than five innings in a game, add one additional day of rest for each additional full or partial inning pitched.  

328.0 
CLOSER RULE
[This Chapter of the Game Company Rules is not used in the STBL.]

329.0 
INDIVIDUAL BALKS, WILD PITCHES, PASSED BALLS



At the top of the Advanced side of their cards, each pitcher is rated individually for his balk (bk) and wild pitch (wp) frequency.  And each catcher is rated for his passed ball (pb) frequency.  Each is on a scale of 0-20, with 0 being the best, resulting in the fewest of these plays.



To use these ratings, follow these rules whenever there is at least one runner on base:

       329.1  WHEN PITCHING TO BATTERS



When rolling 3d6 to get a result from the players’ cards, or when using the Bunt or Hit & Run, roll a d20 at the same time.
A. If the d20 die roll is 3-20, continue with the normal reading of the 3d6 (if you will need the d20 again to resolve the play, you must reroll it.).
B. If the d20 die roll is 1, a wild pitch may occur.  Refer to the pitcher’s wild pitch rating and roll the d20 again.  If the number rolled is less than or equal to the wild pitch rating, a wild pitch occurs and all runners advance one base.
C. If the d20 die roll is 2, a balk or a passed ball may occur.  Roll a single d6 first.  If it comes up 1, 2, or 3, a balk may occur.  If it comes up 4, 5, or 6, a passed ball may occur.  In either case, roll the d20 again and refer to the appropriate rating (the pitcher’s balk rating or the catcher’s passed ball rating).  If the number rolled is less than or equal to the rating, then a balk or passed ball occurs and all baserunners advance one base.
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D. If you initial roll of the d20 yields a 1 or 2, but no wild pitch, balk or passed ball occurs, you must re-roll the 3d6 (without the d20) to continue the play.  If a wild pitch, balk, or passed ball did occur, you must re-roll all four dice to continue (if the bases are now empty, only the 3d6 are needed).  In this fashion, more than one of the events can occur while a single batter is at the plate.

     329.11ST  Notwithstanding the above language, the offensive manager may choose to roll the d20 for the wild pitch / balk / passed ball check prior to rolling the 3d6 for the result of the play.  
329.2 ST
WHEN RUNNERS ATTEMPTING TO STEAL


When rolling for a lead in the Supplementary Stealing System, also roll the d20 along with the 2d6 colored dice.
A. If the d20 roll is 3-20, discard the d20 and continue normally with the Supplementary Stealing System.  (If a steal is attempted, you will need to roll the d20 again.)

B. If the d20 die roll is 1, the runner attempting the lead may be picked.  Refer to the runner’s second steal success rating (in parentheses), adjusted for the pitcher’s hold rating (+9 to -6), and roll the d20 again.  If the number rolled is less than or equal to the runner’s adjusted rating, the runner dives back safely, but the runner has failed to achieve his good lead.    If the number rolled is higher than the runner’s rating, the runner has been picked off (statistically, this does not count as a time caught stealing).  A runner diving back is always safe on a roll of “1” on the d20, and is always out on a roll of “20.”
C. If the d20 die roll is 2, there is a possible balk.  Refer to the pitcher’s balk rating (at the top of the Advanced side of his card) and roll the d20 again.  If the number rolled is less than or equal to the balk rating, a balk has occurred and all baserunners advance one base.  If the number rolled is higher than the balk rating, the runner dives back safely, but the runner has failed to achieve his good lead.
329.3 
FIELDING CHART ADJUSTMENTS


The individual wild-pitch ratings also simulate the difficulty catchers have with some wild pitchers, such as knuckleballers.  When using this system, the P/P and P/F readings from the Catcher X-Chart Range Section of the Super Advanced Fielding Chart are handled differently.

These readings indicate that a possible passed ball occurs, with runner(s) on base and if no error occurs on the play.

If those conditions exist, refer to the pitcher’s wild pitch rating and roll the d20.  If the rolled number is less than or equal to the pitcher’s rating, then a passed ball has occurs and all baserunners advance one base.


If the rolled number is higher than the pitcher’s rating, no passed ball, and the batter pops out to the catcher.

49

330.0 
BALL PARK EFFECTS / WEATHER EFFECTS and CLUTCH HITTING


Big leaguer’s power and batting averages are affected by the stadiums thay play in.  A homerun in one ballpark will be only a catchable fly ball to the warning track in another.  A sharply hit ball might get past the infielders on artificial turf, or be a catchable ball on grass.  With Strat-o-Matic’s Ball Park Effects and Weather Effects, you will feel the effect of every big league stadium.

And some batters drive in more runs than their batting average and power statistics would suggest.  These clutch hitters show their worth in Strat-o-Matic.

330.1  [Not germane to STBL.]

330.2  Ball Park Effects and Clutch Hitting are designed to work together.  In order to use either feature, ALL symbols to the left of the card numbers must be used.

330.3  BALL PARK HOMERUNS (Solid Diamond):  Ignore all readings that have a Solid Diamond symbol to the left of them.  Instead, refer to the Ball Park Effect Chart.  Find the home stadium and the correct batting stance of the current batter (L=lefty or R=righty).  This is the new dice range for the home run.  Roll the d20 to determine whether the batter has hit a home run of a Flyball()B.
As in advanced play, players with weak power (W) may not hit home runs.  In this situation, change all Homerun results to SINGLE** (all other runners advance two bases).


   330.4  BALL PARK SINGLES (Solid Triangle):  Ignore all readings that have a Solid Triangle symbol to the left of them.  Instead, refer to the Ball Park Effects Chart.  Find the home stadium and the correct batting stance of the current batter (L=lefty or R=righty).  This is the new dice range for the single.  Roll the d20 to determine whether the batter has hit a SINGLE* or a lineout.

330.5 WEATHER EFFECTS:  The Weather Effects Chart may be used in place of the Ball Park Effects.  Before the game, refer to the Weather Effects Chart, find the home team’s section and find the grid containing the proper month and time (day or night) of the game.  Roll a d20 and read down within the proper grid to determine if there will be Good, Average, or Bad weather conditions.  Read across to determine the new dice ranges (with the d20) for ballpark home runs and singles.
330.6 OPEN TRIANGLE:  When this symbol appears, ignore the first reading.  Instead, use the second reading (in italics) beneath it.

330.7   CLUTCH HITTING (Omega):  Ignore this symbol – and accept the original result – unless there are two outs with at least one runner at second or third base.  But when this clutch hitting situation exists and the batter’s dice roll yields a result with an Omega to the left of it, handle the results this way:


If the original reading is any type of out, make it a SINGLE** (all other runners advance two bases (instead).


If the original reading is a SINGLE, make it a popout instead.


Note:  Ball Park Effects are based on a three-year period, although results for stadiums with revised dimensions or extreme weather data are based only on current data.  In a typical year, several stadium ratings change based on this experience.
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331.0
GAME ETIQUETTE


331.1ST  The manager of the visiting team is required to announce the identity of his starting pitcher before the manager of the home team is required to disclose his starting pitcher.  Of course, each manager is entitled to inspect the opponent’s Pitching Chart (See Rules 208.2 through 208.22) in an effort to guess the identity of the opponent’s starting pitcher prior to the formal announcement.


331.2ST  The rolling of the d20 to determine “Weather Effects” shall be done before either manager announces the identity of his starting pitcher.  The die shall be rolled by the manager of the home team.   

331.3ST  During game play, a player has officially entered the game when his name is written on the opponent’s scoresheet and the player’s card has been placed on the game table to begin play.
335.0
MISCELLANEOUS GAME RULES


335.1ST  A pitcher may not be used as a pinch hitter in a League game unless he qualifies to be used as a starting pitcher under Rule 206.1.


335.2ST  There will never, ever be a designated hitter in the League.  Pitchers must bat for themselves like real men.
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