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Amending the Rules Document:

New for 2004:  Owners may suggest changes to the rules to the commissioner at any time of the year.  The commissioner will collect the suggestions and create an agenda for the rules meeting for the following season, held no later than 2 weeks before the set date of the auction.  

Before the rules meeting, the agenda will be distributed to all owners for further review.  Any owner that will not be able to attend the rules meeting can submit his thoughts on each suggestion to the commissioner before the rules meeting.  At the rules meeting, the group of owners present will review each suggestion to decide if the rule change improves the league.  The owners at the meeting must also word the rule as deemed necessary.

Any rule suggestions accepted by all owners at the rules meeting will need to be ratified by the league.  All owners would then vote YES or NO for each rule suggestion.  No discussions will be allowed during the voting process about tweaking the rules suggestions since the forum for discussion was the rules meeting. 

Rookie owners are not allowed to vote on rule changes.  

Schedule:

The league will consist of 12 people. Each week, two players will go head to head to determine the winner.  For a complete schedule, go to commissioner.com

	
	Week 1 - 3: 
	Every person will play others in their division.

	
	Week 4 - 11: 
	Will play those not in your division.

	
	Week 12 – 14: 
	Will play those in your division for second time.

	
	Week 15: 
(Playoffs) 
	Division Winner with best record plays Wild Card.
Other 2 Division Winners play each other.

	
	Week 16: 
(Finals) 
	Winners play for the title.
Losers play for 3rd place.


Roster: 

Your roster will consist of up to 17 players.  Keep in mind that you must have enough players to fill each position each week including bye weeks.

Team Lineups:

Your team for any week will consist of:


	1 Quarterbacks
2 Wide Receivers
1 Kicker
	2 Running Backs
1 Tight End
1 Defense



You must set the lineup status for each player on Commissioner.com five minutes prior to the game that player is participating in that week.  If you cannot do this for any reason, you must contact the commissioner, which has date/time stamps to help verify proper lineups, or in person via the telephone.  This should only be used in emergency situations. 

If no lineup has been entered for weekend, then by default, the previous weeks list of players will be used, even if they don't play that week!

There will be a fine system set up for the 2003 season.  The system will fine owners for not starting a complete lineup for a game.  The fines will be $5 for the first time in a season, $10 for the next, and $20 every time after that.  The only exception  - if an owner started a player that was injured (listed on the injury report on Thursday as PROBABLE, QUESTIONABLE, DOUBTFUL) and that player did not start.

The reasoning behind the fines is that last year the playoff race was decided by an owner not starting a full team against one playoff contention team and then starting a full roster the next week against the other team in contention.  The one or two points made a difference.  We hope that the fine will remind owners to start the full roster every week.

An owner can bench a player before a later game to ensure a victory without being fined.  Example – Team A leads Team B by 1 point going into Monday night with one player on his team left to play.  Team B does not have any players remaining.  Team A can then elect to bench his player in order to ensure that his player does not get negative points that would compromise his victory.
Scoring:

The scoring will be real-time on Commissioner.com.  If you see a discrepancy with the Commissioner.com scoring, please contact the league commissioner immediately.

Each league member should keep his/her own team score and the score of their opponent for that week to verify that the program is accurate.

Defensive fumbles will be considered any fumble that is recovered by the defense, including fumbles that happen on special teams.  This will be the case because the Commissioner.com software tracks the fumbles in this manor.  Any player that fumbles the ball on a specials team play will not have the fumble counted against them.

All scoring discrepancies will be solved first by researching the standards set by Commissioner.com.  If necessary, a league vote will be used as a backup solution.

	SFFL Scoring Point System

	 
	Passing TD
	Rush/Rec TD
	Passing yds
	Rush/Rec. yds
	Lost Fumbles
	Interceptions
	2pt Conversion
	Exceptions:

	Offense
	5
	6
	1/50 yds
	1/20 yds*
	-2
	-2
	2
	* TE - 1/10 yds

	 
	Field Goals
	 
	 
	 

	 
	< 39 yds
	40 - 49 yds
	50+ yds
	Missed
< 30 yds
	Missed
< 40 yds
	 Extra Point
	Missed Extra Point
	 

	Kicker
	3
	4
	5
	-2
	-1
	 1
	-1
	 

	 
	Points Allowed Scoring
	 
	 
	 
	 

	 
	Shutout
	1 to 6
	29 to 41
	> 41
	Safety
	Turnovers
	Sack
	 Defensive
Return TD

	Defense
	5
	2
	-2
	-5
	2
	2
	.5
	3


Auction:

The players will be selected in an auction format.  Each team owner will get a pre-determined amount of money to spend on his 17 players.  A team owner will not be allowed to spend more than his allotted amount of $100 minus the salaries of the carryover players, but can spend less.  The auction will begin when the team owner who won the lottery, selects a player and makes a bid on him.  Any team owner may bid after this initial bid has been made.  All bidding for a certain player will end when no bids have been stated for three seconds.  Any team owner may count to three (out loud) after the last bid in order to close bidding.

All sequential selections and initial bids will be in clockwise order of how the owners are sitting on draft day.

There will be someone serving as an auctioneer who will have final say in all auction matters.  No late bids will be accepted.  No time will be given after the player’s name is stated for researching the player before the auction is begun.  Owners need to come to the auction prepared or suffer the consequences.

Keeping or Carrying-over Players:

The following are the new rules for the carryover procedure for the 2001 season and beyond.

1) There will be no limit to the number of players that can be carried over from one year to the next.

2) There will be no limit to the number of years a player can be kept.

3) Once a player's contract has expired, he will re-enter the Free Agency pool.

4) A player can only be signed to a long-term contract at the end of his first season on a fantasy roster.  Once a contract has been given, the player can’t have a re-negotiated contact.

5) A player's salary under a long-term contract will be determined by the following formula:

            Contract Salary = Current Salary + (Base Rate*Years of Contract)

The player's base contract rate is based on his position as follows: 
	Position
	Base Rate

	QB, RB, WE
	5

	TE
	4

	K, DEF
	2


The Contract Salary calculated by the formula would be the salary of the player every year of his contract.  Let us look at some examples... 
Dante Culpepper (2000 Salary = $22)
 Contract Salary = $22 + ($5*2yrs)
                         = $32 a year for 2 years

Ahman Green (2000 Salary = $2)
 Contract Salary = $2 + ($5*5yrs)
                            = $27 a year for 5 years

Sebastian Janikowski (2000 Salary = $1)
 Contract Salary = $1 + ($2*3yrs)
                            = $7 a year for 3 years 

6) Any player that is injured and placed on season ending IR by an NFL team may be placed on the SFFL IR for the remainder of the year.  The following would apply to players placed on the SFFL IR:
a. The player would be eligible for a long-term contract at the end of the season if not already signed.
b. A roster spot would be freed up on the fantasy team, but the salary of that player would still be on the payroll.
c. Once a player is placed on the IR, he is not eligible to come back for the remainder of the season.
7) All contracts will move with the players when traded to another team.
8) If a player under contract is dropped, he returns to the Free Agent pool and his contract is no longer valid.
Carryover players will need to be into the Commissioner by 7pm on the Monday before the Auction.  Owners can drop any potential carryover player before the auction that would appear on the NFL injury list.  This allows for the situation that you decide to carryover someone, and that player goes down with an injury the following week before the auction.  There will be no other valid reasons for dropping carryovers once you submit their names.

Adding/Dropping Team Members:

The process for adding/dropping team members will be by a weekly auction from Week 1 to Week 17.  We added an auction during week 17 in order for playoff teams to add potential carryover players to their roster after the season is over.   If an owner wants to pick up a player, they must use the Auction Bids guestbook on the Trade page to tell the commissioner their bid.  The bids must be entered no later than Thursday by 7pm EST.  A player must be on the Free Agent market for at least 24 hours before the Add/Drop deadline to be eligible for pickup that week.

If an owner wants to bid on a player that he/she just dropped during or after the last add/drop, he must place a bid equal to or higher than the player’s last salary.

Any player that has NFL experience or is listed on a NFL roster is eligible for pickup.  That would include retired players or players that have been on the Unable to Perform list for years.  No player is eligible to add who is on the NFL IR or who is injured and will definitely not return for the remainder of the SFFL season.

The commissioner will have to make his bids to an uninterested party prior to looking at the guestbook so that he may not be influenced by others bids.  The winners of the bids will be reported on Commissioner.com no later than Friday at 5pm EST.  Ties will go to the team with the fewest total points and then all other tiebreaker rules apply.  

New for 2004:  The tie-breaker for the pre-season add/drop will be selected randomly at the auction.

The winning bid will become the player’s salary for the current year.  All salaries of players being added must fit under the team's salary cap.

After the trade deadline, any player that is dropped that has been on a team roster since the beginning of the season, will not be eligible for free agency.  This rule has been created to stop owners from unloading their fantasy studs for carryover potential late in the season and disrupting the free agent market for the teams fighting for playoff spots.  


Examples of situations that might fall through the cracks…  A backup RB (Shawn Alexander) picked up for $20 in Week 3 after the starting RB (Ricky Watters) gets hurt.  In Week 14, the owner of Alexander is out of the playoffs and starts to rebuild his team.  He decides that he will not carry Alexander at $25 the following season, so he is dropped.  Since Alexander was not a roster since the beginning of the season, he would be eligible for free agency.  This would be a prime example of an appeal situation.  In no terms should Alexander be allowed to enter the free agency market.  With his numbers, that would surely have an affect on the playoffs.

Another example would be the opposite side of the spectrum…  A backup RB (Olandis Gary) picked up during the auction for $2 never sees action during the season.  During week 14, the owner decides to start rebuilding his team and drops Gary.  An appeal can be made to the league to allow Gary to enter the free agency pool because at this time, Gary is not considered a fantasy stud and would have little or no impact on the playoffs at the time of his eligibility.  Sure, the starting RB could get hurt the following week, and then Gary might become a stud for the playoffs, but that would be a gamble.


New for 2004:  In the add/drop results document after the trade deadline, the commissioner will list the players that were dropped that cannot be picked up based on the rules.  If an owner thinks that an exception should be made, then that request must be made before Monday at 7pm so that a vote can be organized before the following week’s add/drops.
Trades:

Trades can occur at any time during the week.  All trades can be nullified when 7 owners vote against the trade.  If an owner thinks that the trade is unfair, they can initiate a veto by writing to the commissioner. 

No trades will be allowed from 5 minutes before the Sunday games on Week 12 to the end of the season.

All teams that are involved in trades must keep their team rosters under the salary caps.  All player salaries will follow the player from team to team until the contract expires.

All trades must be submitted to the league commissioner immediately in order to start the confirmation vote from the league owners.  If the traded occurred less than 24 hours before the traded players weekly game, then alternative lineups should be sent along with the trade submission in case the trade is not allowed.

 If an owner wants to initiate a veto, he will inform the commissioner.  The commissioner will start the veto process, but will keep the initiating owner’s name confidential.  This should allow owners to execute their rights without getting crap from other owners like last year.  For vetoes, votes for owners who abstain will be considered votes against the veto.

League Votes:

The league should not consider abstained votes towards the majority.  For instance, if 3 owners abstain, then only 5 votes are needed for the majority of the remaining 9 votes.

Week 17 Pool:

New for 2004:  During Week 17, the team that scores the most points wins a $60 prize.  The reason for this pool (once called the optional pool) is to persuade owners to not discard their studs for the year even if they didn’t make the playoffs.

Financial:

New for 2004:  The entry fee is $60 per person due on draft day.  There will be $60 subtracted from the financial pool to cover the Week 17 Pool, $130 to cover the cost for Commissioner.com, and $14 to cover the cost of the trophy.  

All players making the playoffs will receive $45. The remaining money will be awarded to the top three finishers in the playoffs.


	1st
	80%
	2nd
	15%
	3rd
	5%


Trophies:  

	SFFL Superbowl Champion: 
Toilet Bowl Loser:
	 SFFL Championship Trophy
 Honor of Hosting Draft Day


New for 2004:  The winner of the SFFL SuperBowl will be awarded the SFFL Championship trophy.  This trophy will be bought each year and given to the owner fot keep permanently, unlike in years past.  The Toilet Bowl will be played week 15 between the teams with the worst regular season records.  

Tiebreakers:

Tiebreakers are used when teams have the same overall record (w-l).


Division / Wild Card (Same Division): 
Head-to-head Record (w-l)
Head-to-head Points
Total Points
Division Record (w-l)
Division Points 
Coin Flip

Wild Card / Toilet Bowl:
Head-to-head Record (w-l)



Only situation, if team has better head-to-head



records than every other wild card contender,



that team would win.
Total Points
Division Record (w-l)
Division Points
Lottery


If a tie would happen in the first week of the playoffs, the tiebreakers above would go into effect.  If there is a tie during the last week of the playoffs or in the Superbowl game, the teams would rematch in Week 17.  If there continues to be a tie in Week 17, they will remain a tie and any awards or prize money will be split evenly.



Commissioner Sub-committee:

New for 2004:  A three-person commissioner sub-committee will be created to help alleviate some of the rules clarifications that occur during the season.  This sub-committee would work as a team to perform the duties of the commissioner during the year (Add/Drops, etc).  Mark Saylor, the current commissioner, would remain as a permanent member of the sub-committee.  Volunteer owners will fill out the remaining two spots on the committee.  If more than two volunteers are available, the spots would rotate between owners every year.

