Rules

Substitutions

A position player can’t be removed for a substitute until the 7th inning or later.  The exception is if the player gets injured during the game.  When substituting for a player, you must use a player who is eligible at that position if one is available on your bench.  If you are forced to use a player out of position, assume his fielding rating to be a 5.
Starting pitchers must either be tired (as defined below) or have pitched at least 5 innings.

Runner Advancement

If a * is listed after a SINGLE or DOUBLE reading, that tells you explicitly how many bases each base runner advances on the hit.  If no * is listed, the lead runner may attempt to take an extra base.  Use the “Running” rating at the top of the card and roll d20.  If the roll is within the range listed, they are safe.

The defense can either choose to try and throw the runner out, but this allows all trailing runners (except the batter) to advance a base.  If the defense cuts the ball off, trailing runners are held.
When there are two outs, add 2 to the Running rating.

To figure out which OF gets the assist on an out:  Roll d6.  If batter was thrown out at 3rd, credit LF on a 1, CF on a 2 or 3, RF on 4-6.  If batter was thrown out at home, credit LF on a 1 or 2, CF on a 3 or 4, RF on a 5 or 6.

LINEOUT() INTO AS MANY OUTS AS POSSIBLE

If the possibility of a triple play exists, roll d20.  On a roll of 1-7, a triple play is turned.  If the roll is 8-20, it’s a double play with the lead runner being picked off.
Stealing / Holding Base Runners

Use the “Steal” rating at the top of the player card and check the STEALING section of the Basic Strategy Chart, rolling d20 to determine if the baserunner’s stolen base attempt is successful.  (AAA is the same as AA.)
In a double-steal situation, use only the steal rating of the lead runner.  Trailing runner(s) automatically advance one base.
Infield In

Change all GROUNDBALL()++ results to SINGLE**.

If the result is GROUNDBALL() A, B, or C, use the INFIELD IN chart.

If the result is GROUNDBALL() X, resolve the play regularly, then check the INFIELD IN chart.

Pitcher Endurance

All pitchers have a “point of weakness” (POW) rating for their starting and relief pitching.  This number is found after the word “starter” or “pitcher” on the Advanced side of their card or written next to the words on the Basic side.
A pitcher becomes Tired once any of the following occurs:

1. He reaches his POW inning (or any inning after that) and allows any combination of 3 hits or unintentional walks in the same inning.  He becomes tired beginning with the next batter after this has occurred.

2. He reaches his POW inning (or any inning after that) and allows any combination of 4 hits or unintentional walks in any two consecutive innings.  He becomes tired beginning with the next batter after this has occurred.  Hits or walks that occur before the POW inning do not affect anything.

3. He allows 5 runs in any 1 inning, 6 runs in any 2 consecutive innings, or 7 runs in any 3 consecutive innings.

Note that with relief pitchers, the POW rating is determined by the number of outs.  A reliever with a POW of 1 is vulnerable to fatigue immediately.  A reliever with a POW of 2 is not vulnerable to fatigue until he has recorded three outs.

A pitcher used in relief may not start until he has rested one day.  Otherwise, consider him Tired when the game begins.

If a pitcher enters in relief without proper rest, consider him Tired when he first enters the game.

If a pitcher without a Starter rating must start, assign him a starter POW of 4.

If a pitcher without a Relief rating must relieve, assign him a reliever POW of 1.

The maximum number of innings a starting pitcher may throw before being Tired is 11.  The maximum number of innings a reliever may throw before being Tired is his POW rating plus 2.
If a pitcher is tired, do the following any time an “X” result is rolled on his card.
1. If you are in the same inning that he first became tired, roll d6.  If the roll is a 1 or 2, the result is a SINGLE**.  Do not check the X chart.  Otherwise, if the roll is 3-6, check the X chart as usual.

2. If you are in the inning after he first became tired, do the same as step 1 with the exception that a roll of 1-4 means an automatic SINGLE**.

3. If he has been tired longer than that, all “X” results are automatic SINGLE**.

Starting Pitcher Rest

Pitchers with a * must rest for 3 days after a start.  Pitchers with no * must rest for 4 days after a start.
Relief Pitcher Rest

Consider a reliever with a POW of 1 or 2 a “Short” Reliever and those with a POW of 3 or higher “Long”.
After a relief outing of 5.1 innings or more, the reliever must rest 4 days.

After a relief outing of 4.1 to 5 innings, the reliever must rest 3 days.

After a relief outing of 3.1 to 4 innings, the reliever must rest 2 days.

After a relief outing of 2.1 to 3 innings, the reliever must rest 1 day.

If a “Short” reliever throws 1.1 to 2 innings or a “Long” reliever throws 0 to 2 innings, they must rest 1 day if this is the second straight game in which they appeared.

If a “Short” reliever throws 0 to 1 innings, they must rest 1 day if this is the third straight game in which they appeared.

Postseason Pitching
In solitaire play, determine postseason rotation by using Cy Young Points.

Give all pitchers one extra day off before the start of the postseason.

When determining rest for a starting pitcher following a postseason game, subtract one from the result.  In other words, a starting pitcher with a listed rest rating of 3 (1-9) is actually 2 (1-9).

After resting one game following a start, a starting pitcher becomes eligible for relief.  However, if they are making a start in a game following relief work, reduce their POW rating by 1 for each inning they pitched in during the previous game.
STOLEN BASE Chart
Use the following to determine a runner’s Safe range for the base they are attempting to steal.

To determine if a base runner gets the lead and is able to attempt a stolen base, roll d6.  For each “A” in their Steal rating, subtract 1 from your roll.  If your roll is less than or equal to the catcher’s defensive rating, the runner gets a lead and is able to attempt a stolen base.
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HIT AND RUN Chart


2
DOUBLE***

3-4
SINGLE**

5-6
GROUNDBALL (2b) C

7
Batter misses pitch.  Runners must attempt to steal.

8
GROUNDBALL (1b) C

9
Batter misses pitch.  Runners must attempt to steal.

10
GROUNDBALL (ss), batter is safe, lead runner is out, others advance one base

11
Batter misses pitch.  Runners must attempt to steal.

12
Batter lines out into double play, getting lead runner out.  Roll d6 to determine the position that ball was hit to.  (If roll is 2, roll again.)

	INFIELD IN Chart
	
	

	
	
	
	

	Runners
	gbA
	gbB
	gbC

	3rd
	runner on 3rd holds, batter out at 1st
	DECIDE8
	DECIDE4

	1st & 3rd
	runner on 3rd holds, runner on 1st to 2nd, batter out at 1st
	DECIDE8
	DECIDE4

	2nd & 3rd
	runner on 3rd holds, batter out at 1st
	DECIDE8
	DECIDE4

	bases loaded
	runner on 3rd out at home, batter safe at first, other runners advance one base.
	runner on 3rd out at home, batter safe at first, other runners advance one base.
	runner on 3rd out at home, batter safe at first, other runners advance one base.


	GROUNDBALL() Chart
	

	
	
	
	

	Runners
	gbA
	gbB
	gbC

	None
	batter out at 1st
	batter out at 1st
	batter out at 1st

	1st
	runner out at 2nd, batter out at 1st
	runner forced at 2nd, batter safe at 1st on fielder's choice
	runner advances one base, batter out at 1st

	2nd
	on ball hit to SS or 3B - runner holds, batter out at 1st,
	on ball hit to SS or 3B - runner holds, batter out at 1st,
	runner advances one base, batter out at 1st

	
	on ball hit to 2B or 1B, runner to 3rd batter out at 1st,

on ball hit to P, DECIDE8
	on ball hit to 2B or 1B, runner to 3rd batter out at 1st,
on ball hit to P, DECIDE4
	

	3rd
	on ball hit to SS or 2B - runner scores (if less than two outs), batter out at 1st,
	on ball hit to SS or 2B - runner scores (if less than two outs), batter out at 1st,
	runner advances one base, batter out at 1st

	
	on ball hit to 3B or 1B or P, runner holds, batter out at 1st
	on ball hit to 3B or 1B or P, runner holds, batter out at 1st
	

	1st & 2nd
	runner on 2nd to 3rd, runner on 1st out at 2nd, batter out at 1st
	roll one 6 sided die.

on a roll of 1 or 2, runner on 2nd forced at third, runner on 1st to 2nd, batter safe at 1st.
	all runners advance one base, batter out at 1st

	
	
	on a roll of 3-6 runner on 2nd to 3rd, runner on 1st out at 2nd, batter safe at 1st
	

	1st & 3rd
	runner on 3rd scores, runner on 1st out at 2nd, batter out at 1st
	runner on 3rd scores, runner on 1st out at 2nd, batter safe at 1st
	all runners advance one base, batter out at 1st

	2nd & 3rd
	On ball hit to SS - runner scores (if less than two outs), runner on 2nd holds, batter out
	On ball hit to SS - runner scores (if less than two outs), runner on 2nd holds, batter out
	all runners advance one base, batter out at 1st

	
	On ball hit to 2B - runner scores, runner on 2nd to 3rd, batter out at 1st
	On ball hit to 2B - runner scores, runner on 2nd to 3rd, batter out at 1st
	

	
	On ball hit to 1B or 3B or P - runners hold, batter out at 1st
	On ball hit to 1B or 3B or P - runners hold, batter out at 1st
	

	bases full
	runner on 2nd and 3rd advance one base, runner on 1st forced at 2nd, batter out at 1st
	runners on 2nd and 3rd advance one base, runner on 1st out at 2nd, batter safe at 1st
	all runners advance one base, batter out at 1st


	GROUNDBALL() PITCHER Chart
	
	

	
	
	
	

	Runners
	gbA
	gbB
	gbC

	3rd
	runner on 3rd holds, batter out at 1st
	runner on 3rd holds, batter out at 1st
	DECIDE8

	1st & 3rd
	runner on 3rd holds, runner on 1st to 2nd, batter out at 1st
	DECIDE8
	DECIDE8

	2nd & 3rd
	runners hold, batter out
	DECIDE8
	DECIDE4

	bases full
	runner on 3rd forced at home, runner on 1st and 2nd advance one base, batter out at 1st
	runner on 3rd forced at home, other runners advance one base, batter safe at 1st
	runner on 3rd forced at home, other runners advance one base, batter safe at 1st


DECIDE8 – the base runner may attempt to advance.  His Running rating is modified by first subtracting 8 and then adding the fielder’s rating.  If the defense attempts to throw out the base runner, all other runners advance one base.  If the defense throws to first, all other runner advancement is based on the usual GROUNDBALL() Result Chart.
DECIDE4 - the base runner may attempt to advance.  His Running rating is modified by first subtracting 4 and then adding the fielder’s rating.  If the defense attempts to throw out the base runner, all other runners advance one base.  If the defense throws to first, all other runner advancement is based on the usual GROUNDBALL() Result Chart.

Example, with the infield playing in and men on 2nd and 3rd, the batter hits a GROUNDBALL(B) to the shortstop, who is rated 3.  The runner on 3rd has a Runner rating of 1-13.  If the offense decides to send the runner, his safe range becomes 1-8.  (13 minus 8 plus 3.)  One of three things now happen.
(1) The man on 3rd holds.  Fielder throws to first for the out and the runners on 2nd and 3rd hold.

(2) The man on 3rd goes for it and the defense concedes the run.  Fielder throws to first for the out.  The man on 3rd scores.  The man on 2nd holds (per the GROUNDBALL() Result chart).

(3) The man on 3rd goes for it and the defense throws home.  The batter is safe at first on a fielder’s choice.  The man on 2nd advances to 3rd.  Roll d20 to see if the man on 3rd is safe trying to score.

SACRIFICE Chart
If the infield is playing in, decrease bunt rating by one grade.  (Example, B becomes C.)
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SQUEEZE Chart
If the infield is playing in, decrease bunt rating by one grade.  (Example, B becomes C.)
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SINGLE*
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8
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LEAD()
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9
LEAD()

LEAD()
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LEAD()

LEAD()

10
LEAD()

LEAD()

LEAD()

LEAD()

LEAD()

11
MISS

MISS
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12
POP() DP
POP() DP
POP() DP
POP() DP
POP() DP

POP() – roll d6 to determine which fielding position catches pop out.  (If roll is 4, ball was hit to 1B.  If roll is 6, ball was hit to 3B.)  All runners hold.

POP() DP – as above, but lead runner is doubled up.
GB() – batter is out at first and all runners advance one base.  Roll d6 to determine which fielding position catches pop out.  (If roll is 4, ball was hit to 1B.  If roll is 6, ball was hit to 3B.)
LEAD() – lead runner thrown out by fielder and all other runners advance one base.  Roll d6 to determine which fielding position catches pop out.  (If roll is 4, ball was hit to 1B.  If roll is 6, ball was hit to 3B.)
MISS – batter misses pitch.  Runner on 3rd must attempt to steal home with other runners advancing one base.
INJURY Chart
When a batter rolls an injury on their card, use the chart below to determine how many games they must miss after the current game.

Pitchers are injured on any roll of 6-12.

Roll
Duration
1-2
OK

3-4
REM

5-8
1

9-11
2

12-13
3

14
4

15
5

16
6

17
7

18
8

19
10*

20
15*

OK = player is not injured

REM = player is injured for remainder of current game only

Note: The following types of players may not be injured more than 3 games:

· Batter with 600 or more (AB + BB) in a 162-game season

· A pitcher who is rated as eligible to start on short rest

· A pitcher who is only rated as a reliever and had 80 or more IP in a 162-game season

· A pitcher who is only rated as a reliever and had 40 or more saves in a 162-game season

Note: If a starting pitcher is injured, but the duration rolled is less than the number of games they’d have to rest, ignore the roll.  If the roll is the same as the number of days they would have to rest, change the result to “REM”.  For example, a pitcher is injured who would have to rest 4 days after the start.  A roll of 1-13 = OK, 14 = REM, 15-20 = same as chart above.

