2004 FANTASY FOOTBALL RULES

2004 DRAFT

The 2004 Draft will consist of 20 rounds to account for the earliness of this year’s draft.  You must get your roster down to a minimum of 17 spots by 12 noon, Thursday, September 9.  If you have not submitted your cuts by that time, your last four players drafted will be cut for you.
DRAFT ORDER

The draft order will be determined by choice.  The order of choice will be determined by random draw with the exclusion of the 12th (final) choice of selection.  We will draw randomly names for the order of choice of draft position.  The first name drawn will have the 11th choice of draft position.  The second name drawn will have the 10th choice of draft position.  The last name drawn will have the first choice of their desired draft position.

The team that finishes last from the previous year will be locked into the last choice of draft selection, i.e. the last spot not chosen.
DRAFT

Time limits:
Round 1-4, 2 minutes
Round 5-16, 1:30 minutes
The last team to make the selection will keep the time, except in the case of teams having back-to-back picks.  For example, the team selecting first overall in the draft will keep the clock for the team selecting second.  The team selecting second will keep the time for the team selecting third and so on.
Once the team making the selection has written its pick on the board it is OFFICIAL and the next team selecting is on the clock.

ROSTER
Each roster will consist of a minimum of 16 spots or a maximum of 17 spots.  Teams may select to use an additional roster spot beginning with Week 1 transactions.  Week 1 transactions will occur the Wednesday prior to the first game. 
All rosters must consist of 1 QB, 2 RBs, 2 WRs, 1 TE, 1 K and a DEF.

STARTING LINEUPS
All starting lineups will consist of: QB, 2 RBs, 2 WRs, TE, K, DEF
Starting lineups are due by 12 noon on Sunday.  Teams failing to call in their lineups will automatically default to the prior week’s lineup.

In the case where you have two players in the same position playing a Monday night game, you may wait to call in those players prior to the start of the game.  In the case where you have other players playing that position, you must call before 12 noon on Sunday and declare that you are NOT playing that particular player.  In that case where your defaulted player’s game has started you will not be allowed to have a choice in the Monday night game.  This rule cannot be used to your advantage.  Any questions about the ability of a player for a Monday night call-in will be brought to the in-season rules committee.
If you have players playing on a Thursday, Friday or Saturday, you must call in those players before the start of that game. If players are not called in prior to those days then the starting players at that position the prior week will be used.

Teams will not play a player or defense during a bye-week.  If you play a player during a bye-week, they will be credited with zeros as stats, except for the following categories: Passing – Int%, Comp %; Kicking - FG%; Defense - Yards allowed, Points allowed.
An unfair advantage can occur over the duration of the season if owners start players during their bye-weeks in these five categories.

For these categories, if a player/defense is played DURING their bye-week, then they will be credited with the one more than the worst in that category.
Examples: If TEAM 1 plays the Tampa Bay defense during their bye-week and the St. Louis defense gave up the most yards and points during Week 7 with 498 and 33, TEAM 1 will be credited with 499 yards allowed and 34 points.

If TEAM 1 plays David Akers during his bye-week so his kicker's kicking percentage won't go down, then he'd go 0-for the most attempts that week plus one.
Wild Card Provision: Teams can declare one backup for one designated starter listed on the Injury Report.  If the designated starter plays that week, then the wild card player is not credited with any stats.  If the designated starter (IR player) does not play due to injury, then the wild card player will be sloted into the lineup.  You MUST declare which player the wild card would substitute for when sending in your lineup.  If you do not declare a wild card in the manner below, then the wild card will be null and void.  Any disputes involving question of play will require that the challenger (team playing the wild card) supply the burden of proof from NFL.com.  A hyperlink going directly to the page of proof must be provided.
Wild Card Reporting Requirement:
RB Wild Card: O.Gary will play for C.Portis (Portis MUST be listed on the NFL Injury Report)
SCORING SYSTEM

We will be ranked according to the strength of your team compared to the other owners on a 12-1 categorical basis. The following categories make up our scoring system:
Pass (5): Points, Yards, Completion %, Yards Per Attempt, Interception % (based on attempts)
Rush (3): Points, Yards, Yards Per Attempt
Receiving (4): Receptions, Points, Yards, Yards Per Attempt
Kicking (2): Points, Field Goal %
Defense (4): Points Allowed [Defensive points allowed minus Defensive points scored (worth 6 pts) & safeties], Yards Allowed, Sacks, Turnovers Created [Fumbles plus Interceptions]
NOTE: Defensive TDs will include all defensive and special teams TDs.  All TDs are worth 6 points.  All defensive & special teams TDs will be deducted (Total DEF Pts. –  6) from the category DEF Points Allowed and in addition will be charged (Total DEF Pts. + 6) to the defense or special teams that allows the TD.
Example: The Baltimore special teams allows a kick return for a touchdown.  The Baltimore defense would be credited for allowing six points and the team scoring the touchdown would get (-6) points credited to their defensive points allowed.
In the event there is a tie for first, second or third, the following tiebreakers will be applied in order to break the tie:

1. Net points scored (QB pts + RB pts + WR pts + K pts – DEF pts allowed)

2. Net yards (Pass Yds + Rush Yds + Rec Yds – DEF Yds allowed)

In the event a tie remains, then the winnings will be split between the following places, 1 & 2 or 2 & 3.

Teams have ONE WEEK FROM THE TIME STATS ARE PROVIDED to bring any discrepancies in scoring should be brought to my attention. One week is defined as prior to the start of the following week’s games.  The burden of proof in any discrepancy of statistics must be provided by the challenging team. In any discrepancies, we will use NFL.com as the official statistical provider.
DIVISIONAL PLAY

Each division will consist of four teams.  The schedule will be a 13-week schedule. Playoffs will be played from week 14-17.  All teams will participate in the playoffs.  Four teams will receive a bye in Week 14, the three divisional winners and the non-divisional winner with the best W-L record.  In the event there is a tie for the 4th bye slot, the tiebreakers will be as follows:

1. Head-to-head

2. Higher place in the season standings

3. Net points scored (QB pts + RB pts + WR pts + K pts – DEF pts allowed)

4. Net yards (Pass Yds + Rush Yds + Rec Yds – DEF Yds allowed)

We will use the NFL system for seeding in each round.  We will re-seed after each round, meaning highest seed plays the lowest seed in each round.

Head-to-head scoring will be determined by our performance in the 18 ranking categories.  Each category is worth one point.  If your team has more passing yards than your opponent, then your team will be credited with one point.  The team that has the best statistics among the 18 categories will be the winner.  If teams split the categories nine-to-nine, the winner will be determined by the team with the best overall rank for the week. ***

In the case where a team with a FG% of 0% plays a team that hasn’t attempted a FG, (#DIV!), the team that does not miss a FG (#DIV!) wins the category.  In the event that two teams playing each other have FG% of 0%, then the following will apply:  0-0 FGA is better than 0-1 FGA, 0-1 FGA is better than 0-2 FGA, and so on.  However, 0-0 FGA (#DIV!) is never better than 1-anything FGA.
Division Champion Tiebreakers:

1. Head-to-Head
2. Division Record
3. Place in the overall league rankings
4. Net points scored (QB pts + RB pts + WR pts + K pts – DEF pts allowed)

5. Net yards (Pass Yds + Rush Yds + Rec Yds – DEF Yds allowed)
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In 2004 and beyond divisions will be based on cumulative rankings from 2001.  Payouts tiers for the divisional champions will be capped.  Division I will play for 40% of the divisional champion pot. Division II will play for 33% of the pot and Division III will play for 26% of the pot.
This will provide incentive for teams to compete and play for a bigger part of the prize.
*** WEEKLY STATS
The only time weekly stats will be computed is when it is needed to break a tie in divisional play.
RECORDS

We have cumulated the all-time bests and worsts in each of the scoring categories.
To add further incentives for teams to give their best effort from Week 1 through Week 17, a pot will be put aside for those teams who set all-time records in for any of the scoring categories in Passing (5), Rushing (3), Receiving (4), Kicking (2) and Defense (4).  In addition to these 18 categories records may be broken for final overall ranking and most wins in a season.
20 records may potentially be broken, $60 will be in the records pot.  Here’s the way the system works:
If TEAM 1 sets the record for most rushing points in a season, TEAM 2 sets the record for most kicking points in a season and TEAM 3 sets the record for most passing points in a season, each will get $20.
If four records are set the $60 will be divided by four to payout $15.
If four records are set, but two are by the same team the following will be paid out: Team 1 (2 records) $30, Team 2 $15, Team 3 $15.
The highest payout would be $60 for one record set, the lowest would be $3 per record if all records are set.  (FYI: 12 records were set in 2000; payout would have been $5 for each record - Tom $25, Lance $15, Wanda $10, Scott $5 and James $5).

Records are considered to be broken when a team places in the Top 5 of any scoring category or all-time record for top rank at the end of the season or most wins in a season.
If no records are broken during the season, the $60 records pot will rollover to next season.
If you set a record for the all-time worst in a category, you will add an extra $5 to the pot the following season.  For example, if TEAM 1 sets the record for least rushing points in a season again, he'd have to add an extra $5 to the record-pot for the 2002 season.  If TEAM 2 sets five records for the all-time worst, he’d still only put in an extra $5 the following season.
Total entry fee would be $155. 
FEE/MONEY DISTRIBUTION

Entry fee is $150.  Here is the breakdown of the monetary prizes:
Overall League Champion: $575
2nd Place: $250
3rd Place: $145
Divisional Winners: 

Lombardi – $63

Regular Season – $52 

Preseason – $41

Super Bowl Winner: $144

Money per win: $6
Records pot: $60
Payout per team: $60/records set
Winnings will be paid out divisional playoff weekend at a league get-together at John & Lance’s place.
WAIVERS/TRADES
Waivers
Each team has 100 Wangs to bid on players. 
Week 1 of transactions will be the Wednesday BEFORE Week 1 games.  Teams ARE PERMITTED to trade Wangs for additional salary cap room.
We will blindly bid on players. You MUST SUBMIT YOUR BIDS WITH YOUR DROPS.  If you do not submit your bid with a drop, IT WILL BE CONSIDERED AN INVALID BID.

Bid on players as follows:
Choice #1: QB, Kurt Warner, St. Louis Bid: 25 Wangs drop QB, Drew Bledsoe
If he’s not there QB, Peyton Manning, Indy Bid: 15 Wangs drop QB Michael Vick 
If he’s not there QB, Brett Favre, Green Bay Bid: 8 Wangs drop QB Donavan McNabb
Choice #2: RB, Terrell Davis, Denver Bid: 10 Wangs drop RB Marshall Faulk
If he’s not there RB, Corey Dillon, Cincinnati Bid: 8 Wangs drop RB Ricky Williams
If he’s not there RB, Curtis Enis, Chicago Bid: 5 Wangs drop RB Rashaan Salaam
In the event that two teams bid the same amount on a player, THE TEAM LOWER IN THE OVERALL RANKINGS will receive that player.
Use whole Wangs, not partial Wangs. If you put a bid for 25.50 Wangs, your bid will be rounded up to the nearest Wang, in this case 26 Wangs.
All pickups must be turned in by 9 p.m. on Wednesdays. Please submit all bids to cubsffl@yahoo.com. 
Rahul has set up this email address for bids. Please submit your top three choices for all acquisitions.
Trades
If you trade a player to a different team, you may not receive that player in return in a trade for the remainder of the season unless the team which originally traded for the player releases him and exposes that player on waivers to the rest of the league.
For example: TEAM 1 trades NY Giants defense to TEAM 2 for the Arizona defense. TEAM 1 cannot receive the NY Giants defense in a trade for the remainder of the season unless TEAM 2 released the NY Giants defense and exposed them to the waiver wire.

Trading of 1st and 2nd round picks are NOT allowed.

All trades and conditions of all trades MUST be turned in to cubsffl@yahoo.com. I will post the transactions every week. If there are discrepancies please bring them to my attention ASAP.
ANY DISCREPENCIES IN INTERPRETATION between teams will be null and void one week from the posting of the trade.  After the seventh day which the posting of the trade is one the site, the trade conditions will be held to the verbatim on the website.
Trading Deadline

NFL Week 1-7: 2 free agent pickups and/or 2 trades (maximum 4 transactions)
NFL Week 8-13: 2 free agent pickups and 1 trade (maximum 3 transactions) or 1 free agent pickup and 2 trades (maximum 3 transactions)

All trades for the week must be completed by the end of the Monday night game to be credited for that particular week.  For example the trading deadline for Week 12 is the end of the game.  Any trade called in after the completion of the Monday night game will be credited to the following weeks transactions.

The last week of pickups is Wednesday, NFL Week 13.  The trading deadline is the end of the Monday night game of Week 13.
Three-way Trades

Any team (TEAM 1) involved in a three-team trade sends players to one team (TEAM 2) AND receives a player from a different team (TEAM 3) will be credited with TWO trades.  The first for sending a player to one team (TEAM 2) and one for sending a player to a different team (TEAM 3).
Any team (TEAM 1) involved in a three-team trade that ONLY receives a player in the deal or ONLY sends a player and DOES NOT receive AND send players will be credited with ONE trade.
RULES COMMITTEE

Three representatives will be selected at the draft to sit on the in-season rules committee.  This committee will interpret any discrepancies that arise during the season.  The rules committee will NOT implement any new rules during the season, they will only be used to interpret existing rules.  One representative will be used from each division.  The commissioner will not be a part of this committee.  In the event that one of the representatives is subject to an interpretation, the commissioner will temporarily replace that member for the purpose of that particular ruling.  In the event that two or more representatives are involved in a ruling the commissioner will serve as one replacement, with the next replacement coming from the order of ranking bottom-up.

WEBSITE

You can access the all the league information from the following URLs:
http://www.geocities.com/colosseum/gym/1197/home.htm and/or
http://www.geocities.com/jdavila1388/home.htm
