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I. LEAGUE STRUCTURE

A. The Eric Gregg Memorial League (EGML) will consist of 20 teams divided into two leagues of ten teams each and will play a 162 game per team schedule. Expansion will be done as the league owners see fit.

B. The league hierarchy shall consist of a Commissioner and an Assistant Commissioner.  The league will also consist of two Presidents. One will head the American League, while the other will head the National League. Elections for new leadership are to be held if, within 2 weeks of the conclusion of the Regular Season, eight (8) or more current members in good standing of the league request they be held. If an election is called for then any member wishing to seek elected office must announce his intention to all league members. A ballot will be created and an election will be held. Election to be supervised by current league officials and a third league member selected by said officials from among those not listed on the ballot. All members are required to vote. A person will be deemed elected to an office by having been selected on nine (9) or more ballots. If none receive the necessary votes then a run-off election will be held between those two that received the most votes on the first ballot. All elected offices must be filled before the next season's events can begin.

D. The duties and responsibilities of the Commissioner include, but are not limited to; maintaining the league rules, interpreting and resolving disputes regarding said rules, maintaining league rosters and statistics, determining and enforcing league timetables, along with other duties and responsibilities normally associated with the office of a commissioner. The Assistant Commissioner will assist the Commissioner in the performance of these duties and will act as Commissioner should the elected Commissioner be incapacitated or leave office. The Commissioner can, at his discretion, appoint a League Statistician and a League Webmaster should he deem it necessary and beneficial to the league. The league Presidents job will consist of keeping track of player usage and all transactions for their respective league.

E. Each member of the league has a vote equal to that of each of the other members. Occasionally the league officers may present a proposal to all managers for a league vote. Proposals for rule changes or other matters must be approved first by the league officers before they will be allowed to attempt to pass a League vote. A simple majority is required to add a new rule or modify an existing rule.

F. Each league member is required to purchase from the Strat-O-Matic Game Company the Roster Disk currently in use by the League and the annual upgrade of the SOM computer baseball program. All patch files are to be added in a timely fashion.

G. All league teams must represent a city of approximately major league size. All teams must have a nickname that is appropriate for a professional sports team of the era that is being played. It is not necessary to use both the city and the nickname combination of any actual franchise or team. The Boston Yankees, The St. Louis Cubs and the Syracuse White Sox are all acceptable combinations. To simplify tracking the history of all league franchises, a team may never move to a new city. However a new owner is allowed to change the nickname of the team that he is taking over, pursuant to the naming convention described herein. All teams must have a unique city and nickname. Duplications of a city are prohibited as is duplication of any nickname within the league. Each manager is encouraged to select a nickname that actually belonged to a team from the city that they select as many of these nicknames have a strong association with a particular city. In the case of more than one manager wishing to have a particular nickname priority will be given to the one that also selected a city actually associated with that nickname. The decision of the Commissioner is final in matters of the city and nickname of all franchises.

II. ROSTERS, PLAYER LIMITS, AND THE ANNUAL DRAFT

A. The league will be a "continuous retro" league. The League will commence play with the "patched" 1975 roster disk and will use each succeeding season's roster disk. Any player a manager acquires may be kept for as long as that manager wishes. A player may be kept on the team whether he has a Strat-O-Matic "card" or not. The exceptions are players that fail to meet the "Use Him or Lose Him" rule detailed in Rule II-I. Players may also be lost during any expansion process or may be relinquished as part of the annual pre-draft roster reduction to a maximum of 18 players. A team is limited to no more than two (2)"un-carded" players on their roster during any given season. See II-B for definition of "carded" and "un-carded".

B. Players on a roster disk must meet the following minimums to be eligible: 35 AB for a batter and 15 IP for a pitcher to be considered "carded" and eligible for use. Players not meeting these criteria will be considered "un-carded" and ineligible for use and may not be drafted or signed as FA but may be protected to a maximum of two per franchise. 

C. Players who get two "cards" on a roster disk will count as only one player on a team's roster. The card representing his stats from the first part of the season must be used first. When the budget for that card is spent the card representing his stats from the second part may be activated. A player may have only one card active during any week. Both player "cards" are subject to Rule II-B regarding eligibility. A player whose individual cards do not meet the 35/15 minimum but whose combined total exceeds 35/15 are also not eligible. For the playoffs a manager may select which one of the two "cards" is eligible for the playoffs. Budget will be based upon the actual PA’s/IP for the card to be used and not the total of the two.

D. No team will consist of more than 30 players at any time, including both carded and un-carded players. No team shall consist of fewer than 25 carded players at any time between Opening Day and the end of the playoffs.
E. From the opening day of the season and September 1 on the league schedule a team must a maximum of 25 active players. All other players on the team's roster will be inactive and ineligible for use during any week for which they are designated as such. On September 1 all carded players on a team's roster may be activated for the remainder of the regular season. Playoff rosters must be announced by September 1 (assuming they haven't already been mathematically eliminated from playoff contention). Each team is required to carry 9 pitchers on their playoff roster.  Once a team announces its playoff roster, it can not be changed for any reason.  All teams are required to make sure they are carrying enough innings to get through the entire playoffs.
F. Each individual player will be limited to 105% (rounded up if need be) his real life usage. Batters will only be limited by 105% of their actual Plate Appearances and Pitchers will be limited by 105% (rounded up if need be) of their Innings Pitched.
G. The league commissioner will access penalties to any owner who overuses a player.  The penalties are listed below;

Playoff team:
1st offense: Loss of a 2nd round pick
2nd: Loss of a 1st round pick
3rd: Expulsion from the league (3 strikes and you're out)
 
Non-playoff team:
1st offense: Loss of a 3rd round pick
2nd: Loss of a 2nd round pick
3rd: Expulsion from the league
H. From Opening Day and to the end of the playoffs, every team must have adequate depth at every defensive position for every game. "Adequate depth" is considered to be:

1. At least two players available to play each infield position on their active roster.

2. At least two players available play catcher on their active roster.

3. At least five players who eligible to play an outfield position on their active roster.

4. At least 9 pitchers on their active roster.
I. Prior to the annual league draft each team must submit its protected list to all other teams.

Each team may protect up to 18 players who are currently on its roster with the exception of those players described in Rule II-I. Any players who are both carded and unprotected are placed in the draft pool along with all the "rookies" for that year. A team may protect fewer then 18 players if they so choose. All teams will draft until they have 30 players (this includes both carded and un-carded) on their roster. Each team's protected list must be submitted prior to the end of the first round of the playoffs. Pre-Draft rosters will be distributed prior to the end of the World Series.

J. Any player whose usage during the prior season was below 75% (as indicated in the Player Usage Report) cannot be kept on a protected list and must be released into the annual draft pool. Any player whose usage (PA’s for a batter and IP for a pitcher) meets this minimum is eligible to be included on a team's 18 man maximum protected list. This is known as the "Use Him or Lose Him" rule. Players classified as "un-carded" by league eligibility rule(s) are obviously exempt from the Use Him or Lose Him rule. Managers are cautioned to check a player's usage before acquiring him to ensure it is possible for that player to meet his minimum usage requirement under this rule during the remainder of the regular season or risk not being able to protect him the next season. THE UHOLH RULE WILL BE STRICTLY ADHERED TO.
K. The draft order for the first round of the annual rookie draft will include a lottery for the first four picks. The teams that occupied the bottom two places in the standings from each league will be placed into a lottery. The team with the worst record gets 8 slots, the team with the second worst record gets 6 slots, the team with the third worst record gets 4 slots and then the team with the fourth worst record gets 2 slots. 

The league will use a Random Order Generator from the following site.  http://www.firststepconsulting.com/UFF/RandomGenerateStart.asp

L. In case of a tie for lottery pick draft positions, the tie is broken as follows:

1. Comparing the games between the tied teams, the team with the WORST head-to-head record from the previous season gets the earlier pick.
2. If head-to-head record fails to break the tie then the team with the most ROAD wins will get the earlier pick.
3. The owner with the least amount of penalty points will be awarded the earlier pick
4. The Commissioner will keep track of league participation for ballots and other league business.  The member that participates more will get the earlier pick.  If still tied, we'll use the random generator.  If the Commissioner is one of the interested parties, then the Assistant Commissioner will act in his place. The weighted lottery to determine seeding for the first four selections in the annual rookie/free agent draft will be conducted shortly after the conclusion of the World Series

L. Draft order for all subsequent rounds will be the inverse order of place of finish in each league. The first position tie-breaker will be the team with the LEAST wins getting the better draft pick. In case both teams have the same number of wins then the team that finished closest to first place in their league will be given the better draft position. 

M. The draft will continue until all teams have 30 players on their roster. Changed ownership of any draft pick does not change its order in the draft. The draft will be held approximately one week after the Lottery has been held. The league Commissioner will try to conduct a live draft via a chat room if possible. If the majority of league members feel that the live draft can not be held at a time/day/night that suits the needs of at least 15 members (75%).  Then an "email draft" will be held with all owners being slotted by a time schedule that the commissioner will set up each night during the draft.
N. Any player who has a team abbreviation in lower case lettering (Len Durrant cards) may not be drafted after the third round. Players that fit this description that are left over will be removed from the league database after the third round is completed.
N. After the draft there will be a handful of players left over as Free Agents. During the regular season Free Agents may be added. However, in order to sign a Free Agent you must release a player from your roster into the Free Agent Pool. First manager to put in a claim for a player gets him. Ties are broken by earliest postmark on the e-mail sent to the Commissioner indicating their wish to add the Free Agent to their roster and listing the player released into the Free Agent Pool to maintain the 30 man roster. Any Free Agent that was added to a team's roster prior to the week that includes September 1 is eligible for the playoffs.

O. Any player that is cut during the regular season, will be removed from the league file and marked as ineligible for the remainder of that season ONLY

P. Any team may change the status of any of its players from Active to Inactive (or vice versa). This change must take place each week and it must be reflected in the team's list of eligible players ("Promote/Demote Minor Leaguers" in the SOM computer program) for that week and until a new Computer Manager is sent out. Beginning September 1 on the League schedule, ALL carded players on a team's roster are considered active until the end of the season but a manager must inactivate one card for any dual-carded player each week. 

III. PLAY-BY-MAIL METHOD

A The Commissioner or League Statistician will email a copy of the League to all managers.

Each manager will play one series per week with each of his teams.

B. It is the responsibility of all league members to play their games according to the rule set forth in the League Constitution. Any results from games that are not played in full accordance with the League Constitution will be rejected and the games replayed either by the manager in question (if time permits) or by Quick Play Spectator Mode by the Commissioner (if time does not permit).

C. Opposing managers will exchange their Computer Managers at the start of each week. Starting pitchers are to be defined in the Computer Manager for each game. Based on our 162 game schedule each individual series that a manager plays will be six games in length. This means that managers will be expected to play three games of Strat-O-Matic Baseball with their team during every week of the season. All games must be played in sequence within each segment of a weekly series for them to be considered valid league games. Each manager will play his HOME games.

D. Opposing Managers will also exchange both their starting rotations and their inactive lists for their weekly series via email with the Computer Manager attached to it. This list will include both a team's "hard" inactives and its "soft" inactives. Hard inactives are described in section II of this Constitution. A soft inactive is a player who is inactive for part of a week rather than all of it. You may name as a "soft" inactive any player that you will use only in the games YOU play for your team in a given week.  For example, you may use a terrible pitcher as your mop-up man in your games, but keep him as a "soft" inactive for the games your opponent will play that week. The object in this case is also to keep the computer manager from using a player you don't want it use while retaining the option of YOUR using him. IMPORTANT NOTE: After naming a player or players as soft inactives, your team's roster must still abide by the limits set forth in Rule II-G. The one exception to this rule is your pitching staff: naming a pitcher or pitchers as soft inactives IS allowed even if it leaves you with fewer than ten active pitchers for any one game.

Specialized instructions are allowed as long as they don't get overly detailed or complicated. For example, many managers do not like the way HAL the computer manager selects starting lineups for their teams. As a result they put lineup instructions in the email along with their pitching rotations and inactive lists. This is allowed as long as it doesn't go overboard. The guiding principle for all instructions is to KEEP THEM SIMPLE!

E. After playing his weekly games, each manager will then e-mail all necessary game files to the Commissioner, who will update the Official League Files. Please be aware that this procedure will require each league member to be familiar with his web browser's procedure for attaching files to an e-mail. It will also require managers to own a file-zipping program, such as WinZip or PKZIP. Your zip program can be any one you like as long as it is compatible with the one used by the Commissioner.

F. The process will repeat every week, with the Commissioner or League Statistician distributing updated copies of the league files to all members.

H. All series will follow this weekly timetable:

1. You must e-mail your computer manager, starting rotation and inactives for the week to the entire league membership and Yahoo Groups league archive by midnight EST on Tuesday night. 

2. Game files for each completed series must be sent to the Commissioner by 8 PM EST every Sunday night. Send your written descriptions of your games plus the game files, box scores, pbp and scoresheet to the entire league membership and Yahoo Groups league archive. 

3. The Commissioner WILL "Quick Play Spectator Mode" any missing series to complete the weekly league play. 

I.ALL Mangers will be responsible for playing their homes games.

J. While EGML is considered to be a "play by e-mail league", SOM's Net Play (or any other direct connection method) is both allowed and encouraged. Use of any direct connection to play game is strictly voluntary and by mutual consent.

K. Any owner who misses a deadline for CM's or Game Files, will incur a penalty of 2 points.  For any owner who accumulates 4 or more points, a penalty will kick in.  The chart below lists the penalties for lateness.
2 points = your on the Penalty list
4 points = lose a 5th rd pick
6 points = lose a 3rd rd pick
8 points = dismissal from the league
IV. THE LEAGUE SCHEDULE

A. Each team will play a 162 game schedule, consisting of 81 home and 81 away games. Each team will play 18 games versus each of the other teams in its sub-league. Each team will play six games per week, with each human league member playing either three each (home games only). The exceptions are the last two weeks on the schedule. In order to better control budget usage the last two weeks of each team's season will be spread over four (4) calendar weeks instead of two. The first half of each series will be played one week and the files exported to the Commissioner in the usual manner. The Commissioner will then send out a new set of league files and the second half of the series will be played. The process will be repeated for the final series of the year. The manager playing the games is responsible for monitoring budget usage for BOTH teams.


V. GAME RULES

A. The League uses the Strat-O-Matic computer baseball game to play all of its games. 

B. The league uses the Strat-O-Matic baseball super advanced rules and ballpark effects applicable to the current disk.  The league will use all MAX rules except Homefield Advantage, Forced Daily Injuries and Starting Clutch Pitching,  Lineups will be set for Draft League Mode with No Rest, Overusage to Ignore, Minor Leaguers will be set to 40/25 Method and Scheduled Days Off will be set to Give. All League settings will be fixed in advanced on the computer game's OPTIONS menu and individual managers are NOT to tamper with these settings. Each manager may set the speed of his dice rolling, the speed of his text scrolling, etc., to his own tastes.
C. Ballpark effects will be used if the season we are playing allows. Before the first season is played, a ballpark draft will be held from among the ballparks rated for that season. That ballpark becomes a team's permanent home and the effects for that park will be used for each subsequent season. A team may never change ballparks unless the current one they own is no longer used in MLB.

E. A player rated to play any outfield position may play any outfield position (SOM Rule 25.21). However, an outfielder may only move to another outfield position if he can "pay the full range penalty" dictated by this rule, with the poorest range possible being a "5". For example a player rated only in leftfield as a "4" may move to rightfield and play as a "5" range but may not move to centerfield since there is no "6" range in the game. The range penalties are: LF to RF +1, LF to CF +2, RF to CF + 1. Other OF moves have no range penalty. Players may only play the infield positions for which they are rated. This rule is very important! For example, if you pinch hit for your starting catcher and his only backup comes into the game, that backup may NOT be removed from the game for any reason. 

Pitchers rated only as "Starters" by SOM cannot pitch in relief, nor may "Relief Only" pitchers be used as starters. Playing players at positions for which they are not rated is allowed for position players brought in to pitch as "Cannon Fodder" pitchers during blowout games. However, the Cannon Fodder Rule (25.3 in the board game rule book) may only be invoked in the 8th inning or later by a team that trails in the game by ten runs or more. This is meant to discourage the rule's use as an "innings pitched" saver for a team's regular pitchers.

F. If the current season being used does not include Pitcher Hold ratings, then EGML will not use Hold ratings for that season. Pitchers will be presumed to have Hold Ratings of zero during such seasons. If the current disk has the generic Balk Ratings of 3 and WP Ratings of 7 then a rating based upon a pitcher's statistics will be created using either the system detailed in the Computer Game help file or by a similar method created by a highly regarded Strat-O-Matic authority. The Closer Rating will also be computed for all disks that are lacking it.

VI. TRADES

A. All during-the-season trades must be completed before August 1 on the league schedule. No trades are to be completed between 1) August 1 on the schedule and prior to the start of the draft and 2) from one week after the end of the draft and prior to the Start of the regular season.

B. During-the-season trades may only include players on your current roster or draft picks from the League's next draft. Trades made during the draft may include both choices from the current draft and choices from the next season's draft. However, the lowest draft choice a team may trade at any time is a tenth rounder and both teams should try to exchange an equal number of assets.

C. No trades will be allowed for any EGML team that has no human manager.

D. Conditional trades, player(s) to be named later trades and player loans are strictly prohibited and will be voided by the Commissioner. 

VII. POST-SEASON PLAY

A. At the end of each season the top team from each division will qualify for the league playoffs.

B. In case of a tie for a playoff spot, a one-game playoff will decide which of the two teams involved gets to advance to the playoffs.

C. If more than two teams are tied for the last playoff spot, the tied teams will compare their won-lost records against all the other teams involved in the tie. The best two (or however many are needed in order to make four playoff teams) records extracted from this comparison will send their respective teams to the playoffs. If there is still a tie after this comparison, a neutral site round-robin tournament (with all teams run by HAL the computer manager) will be held among the tied teams. The best teams of this tournament shall advance to the playoffs. The tournament will be repeated, if necessary until all ties are broken.

D. The "home team advantage" in any playoff series (see Rule III-G) will go to the team with the better regular season record.

E. In case of a tie for the "home team" advantage or for position among the playoff teams, head-to-head record between the two tied teams will be used as the first tie-breaker, with the better record capturing the "home team" advantage for its team. If the teams involved split their regular season record then the team with the best overall ROAD record during the regular season will receive the "home team advantage".

If a tie still exists a random method agreed upon all involved will be used. Should the Commissioner and the Assistant Commissioner have a vested interest in the outcome, either by having a team in the playoffs or by possessing a draft pick from the involved teams, then another league member in good standing will perform the tie-breaking tasks. This member must be agreed upon by all of the involved teams, the Commissioner and the Assistant Commissioner. 

F. The team with the "home team" advantage will play "at home" in playoff games one, two, five, and seven of any playoff series played against the Computer Manager. 

G. The first round of the playoffs (League Championship) will consist of the two division winners meeting in a best of seven series. The winner of these series will advance to meet the first place teams from their respective leagues in the League World Series.

The two League World Series will be a best-of-seven. The team with the best record during the regular season will have "home team" advantage.  In case of a tie for the "home team" advantage. The following methods will be used.
 
1. Head-to-head records between the two tied teams will be used as the first tie-breaker (Only in Inter-league play), 
2. Best overall ROAD record during the regular season will receive the "home team advantage".  
3. Run differential in their respective league
ALL PLAYOFF SERIES WILL BE PLAYED IN THE SAME WEEKLY TIME FRAME AS THE REGULAR SEASON

H. The annual playoffs will follow this schedule of play (the "home team" mentioned below is the team with the "home team advantage" mentioned above in Rule VII-D):

Last day of the regular season

Day 1 Game one of L.C.S. played by the home team

Day 2 Game two of L.C.S. played by the home team

Day 3 OFF Day

Day 4 Game three of L.C.S. played by the road team

Day 5 Game four of L.C.S. played by the road team

Day 6 Game five of L.C.S. (if needed) played by the home team

Day 7 OFF Day

Day 8 Game six of L.C.S. (if needed) played by the road team

Day 9 Game seven of L.C.S. (if needed) played by the home team

Day 10 OFF Day

Day 11 OFF Day

Day 12 Game one of League World Series played by the home team

Day 13 Game two of League World Series played by the home team

Day 14 OFF Day

Day 15 Game three of League World Series played by the road team

Day 16 Game four of League World Series played by the road team

Day 17 Game five of League World Series (if needed) played by the home team

Day 18 OFF Day

Day 19 Game six of League World Series (if needed) played by the road team

Day 20 Game seven of League World Series (if needed) played by the home team 

I. Plate Appearances and Innings Pitched Limits for individual players will apply to all league playoff series. Each player involved in the playoffs may use up to 8% (rounded up if need be) of his real life seasonal PA’s. This limit is applied to each playoff series. This rule does not apply to any tiebreaker games or tournaments. There is no PA limit applied to the tiebreaker game(s).  All usage will be 8% for batters and pitchers
J. Players with two cards in a set must have one of them declared eligible for the post-season when a manager announces his post-season roster. The other card will not be used and post-season budget will be computed using the selected card’s AB or IP.

K. "Starter" only pitchers may be used in relief during the playoffs. The Commissioner will assign reliever endurance ratings to "Starter" only pitchers according to the chart below. These ratings are only for use in the playoffs and not during the regular season.

REAL LIFE IP PLAYOFF POINT OF WEAKNESS

200+ = 4 innings

Up to 199 = 3 innings 

Pitchers who are rated as "starter only" by Strat-O-Matic must use whatever closer rating the game company provides.

VIII LEAGUE EXPANSION METHODOLOGY

To be ruled upon by league members before the 1977 season.

