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1) General Concept
League History:

1.a) All Modem League Baseball (AML for short) was originally launched in the Spring of 1993 with 16 APBA teams and a 144 game season. Conceived by Dan Blitz, an APBA computer baseball enthusiast since the DOS and APPLE II software versions were first released in 1984, the AML was designed to add something that was missing from other APBA leagues: Real “Face-to-face” game play via modem connection.

Using an early remote software program (Norton’s PC- Anywhere), Dan organized one of the very first (if not THE first) completely computer driven APBA leagues in the United States where all games were played on-line in real time. A 24-Hour dedicated IBM 286 DOS machine was used as the league “Bulletin Board” where owners transferred game files and left messages at the central League Office.  The Prodigy On-Line service was also used by many owners to communicate with one another in those early years and several AML Owners were actually recruited via Prodigy bulletin boards.  The League Drafts were held via telephone conference calls where most of the Division owners gathered together in their respective cities to conduct League business each Spring. 

The league quickly expanded to 24 Teams in AML Season #2 (1994) and went to a full 162 game schedule. As modem baud rates and computer power improved, so did the evolution of the AML rules. Not surprisingly, most rules entered the league in response to owners who found “loopholes” in the early structure. However, other rules were changed when it became apparent that certain ideas just didn’t work well (i.e., allowing 50% more SB attempts for all players, or allowing managers to leave their starters in the game as long as they wanted). 

By the time AML Season #3 (1995) began, founder Dan Blitz’s longtime plan of a sophisticated salary system was finally adopted (after 1 ½ years of debate and compromise), forever changing All Modem League Baseball . Now, a completely new strategic component was added to the hobby. AML owners were not only on-the-field managers, but also true GENERAL MANAGERS of their teams. 

A new ingredient in AML Season #4 (1996) was added as the first League-wide, In-Person draft and auction was held in Pittsburgh, Pennsylvania. All 24 owners were in attendance.

AML Season #5 (1997) saw the most dramatic technological shift to-date as the League abandoned the familiar DOS APBA environment in favor of  the newer, more advanced APBA Baseball for Windows. Two other important technological changes occurred in 1997. 1) The Internet officially became the on-line connection source (rather than direct long-distance modem connections which had been previously used), and 2) The Auction and Draft was conducted via computer Chat Room rather than teleconference calls.

The changes in AML Season #5 were exciting, but also difficult.  The new technology necessitated that many owners make large upgrades in hardware (many were still running old DOS, 286 computers with 1,200 baud modems, no CD-ROMs, and very little RAM). Each owner now needed to subscribe to a Local Internet Provider (still a relatively new concept in the off-season of 1996) as well as learn totally new software programs (Laplink for Windows replaced PC-Anywhere, and BBW had to be learned as well). Needless to say, these “forced” changes resulted in the largest member turn over to-date as nearly 1/3 of the previous AML Ownership refused to embrace the new ideas and technology. After much arguing and resistance, 7 owners ended their affiliation with the league. 

The AML survived however, and never looked back.  Seven new, more eager and enthusiastic owners replaced those unwilling to change, and AML Season #5 was a great success by season’s end.

Season #6 (1998) went very smoothly with virtually zero turnover and the Internet and Baseball for Windows was clearly established as the road to the future of the hobby.

Season #7 (1999) witnessed our 2nd “In-Person Draft/Auction” (held in Chicago, IL).  Just as the AML’s first In-Person “Convention” back in ’96 was a big success, the Chicago Convention in ‘99 also proved to be a big boost for the league and it was decided that every 3 years the league would conduct a mandatory in-person convention to be hosted in a different city each time.   The idea was that such “Conventions” would attach names to actual faces and we could actually meet the real people in the league rather than just typing to internet Instant Message buddy lists.  Making the Convention mandatory seemed like the only way to actually get everybody to attend as there are always a few people who simply don’t want to make the effort to travel even if it’s only once every 3 years.  These in-person conventions would now become a vital cornerstone of the AML hobby (just as important as the Salary System was back in ’95).
Season #8 (2000): For as much as the league tried to prevent turnover, it was apparent that the AML would see a few owners leave and some new recruits arrive each season.  Typically the league was finding at least 2 owners turned-over each new season.  Various rules were being tweaked here and there, but for the most part the league was now firmly entrenched with a solid core of hobbyists.   Rick Davis (an original Chicago Division owner) began hosting the Auction/Draft Day at his home in Chicago during the Non Mandatory Convention years.  Many of the Midwest owners attended and it has become a kind of tradition. 
Season # 9 (2001):  Ironically, as our computer power was getting better and better and internet speeds were improving each year, our on-line game connections with APBA BBW and Laplink for Windows was getting worse and worse each year.  The reason for this was that an across-the-board, league-wide computer operating system standard was not in-place.  Owners were very often upgrading their machines and purchasing different operating systems (some still with Windows ’95, others with Windows ’98 or Windows ME, or Windows 2000, etc, etc).  The Laplink program (which was now showing it’s age) was simply not designed to work seamlessly with so many different operating systems and as a result, our series were taking longer and longer to finish, with many disconnects and online difficulties each session.   

It was becoming frustrating, and very clear that a baseball simulation with a built-in Internet component was desperately needed. However, APBA appeared to be faltering as a company and there was a very real possibility that our long-time simulation of choice would no longer even issue season data disks.   The hunt was on for a new simulation.
Season #10 (2002):  The AML’s 3rd ever In-Person Convention was held in Boston, MA, and the league was getting even better at hosting these much anticipated once-every-three-year “extravaganzas.”   As usual, there were a few new faces replacing some teams from the previous years, but the league’s solid structure, helped by the fun of the In-Person Conventions, kept things strong.

The main obstacle was still finding a way to end the use of Laplink to play the online games, and instead use a simulation with a built-in internet component for playing the games.   Unfortunately, there was still nothing of this type on the market, although it had been hoped Diamond Mind Baseball would release its scheduled new version (which claimed to add an internet component).  

Once again, we had to struggle through another season of very bad on-line game connections due to the ever increasing mix of computer operating systems throughout the league.  Adding insult to injury, internet routers were becoming more prevalent in homes and they posed yet another technological road-block.

Connections were so bad in season #10 that by season’s end most owners could not muster the will to play their games.  The connections were that bad, and the AML was at a crossroads.  Without a dramatic improvement in on-line game connections the following season, All Modem League Baseball was most likely going to close up shop after 2002. 
Season #11 (2003):  As we entered 2003, Diamond Mind Baseball, which seemed to be taking over as the industry standard for stat based simulations due to the APBA company’s uncertainty, had STILL NOT RELEASED the long-promised version with a built-in internet component (it had been promised at least 2 years earlier).  But luckily for the AML, a small company out of central Wisconsin released a baseball simulation with a built-in Internet Component.   Thus, ActionPC Baseball became the new simulation for AML Season #11 (2003).

The ActionPC Baseball sim could not have come at a better time. The AML was now completely rid of BBW and Laplink with all it’s connection problems.  Instead, we had a dramatic improvement in on-line connections and game play, regardless of the computer operating system.  The ActionPC sim was by no means perfect (there were a lot of bugs), but it was DRAMATICALLY better than the old way of connecting, and for that reason alone it was worth making the change. The league really had no choice. 
Additionally, much more sophisticated stats were added to ActionPC compared with the old APBA Simulation.  Real life “splits” vs Lefties and Righties became extremely important for the first time, as well as a new pitcher and catcher fatigue system.  Some new usage rules had to be adopted for the new sim, and some old AML rules became obsolete with the new simulation. 
However, the AML Salary System structure remained firmly in-place and it did not matter in the least which simulation was being used.  General managers still had to evaluate talent, make trades, figure out prices for the their players, sign contracts and draft players.  The game-play simulation had no influence on the General Manager decisions.

Season #12 (2004):  The Off-Season of 2004 was a trying time for the AML, as Commissioner Dan Blitz went a bit “AWOL” for the winter due to some real life events.  It was the first time in the league’s history that the Commish “dropped the ball” during the off-season and did not do the things necessary to keep the league running smoothly.   Had it not been for a few owners who stepped in and kept things going during the winter of 2004, the AML may have ended its run after an 11 year history.  
Thankfully, those owners who stepped-in did whatever it took to keep the league going until Dan emerged from his slumber shortly before the Auction/Draft Day and stepped back into his normal Commissioner role.   The downside was that during Dan’s absence it was decided the AML would be contracted to 24 teams instead of 28 as several owners had reservations about staying in the league if the leadership was uncertain at the time, and several took an early retirement. 
As for the software issues, although Diamond Mind Baseball was FINALLY releasing its long promised Internet version in 2004, the league decided to stay with ActionPC Baseball for one more year.  The main reason for this was due to the fact that Diamond Mind had still not officially released the new version by the time the AML’s free agent market was underway in February.  It was decided switching simulation in March (after our season started) was not a good idea.  Plus, the ActionPC game had improved some of the bugs with a new update (although by no means were all the bugs eliminated).  

It was, however, a forgone conclusion by the time Summer 2004 had arrived that ActionPC would not be used the following season, although it served the AML very well during its two year use as a “bridge” between the outdated BBW/Laplink combination and ultimately switching to the (now clear) industry leader Diamond Mind Baseball simulation.

One final note about the 2004 AML Season: This was the first year the AML ended its use of “AML Units” as a means of determining salaries and we went to “AML Dollars” instead.  Now each team had a payroll of $100 Million dollars and salaries ranged from a minimum of $250,000 per player, to a super-star price tag exceeding $25 Million on a single player.    

The change to using a $100 Million salary cap (rather than the previous 9,000 “Units” Salary Cap) was well accepted and seemed to provide an additional touch of realism to the hobby. 
Season #13 (2005):  The 4th triennial convention was held at Miller Park in Milwaukee, WI. Once again, a majority of the 28 returning owners attended in another fun-filled 2 days.  With yet another convention held at a baseball stadium in the host city, a tradition of holding the triennial convention in a different baseball stadium around the country was formed.

The 2005 season marked the first using Diamond Mind Baseball as the simulation of choice.  It also started with the most active off-season to that date in league history.  The AML expanded back to full strength (28 teams) and for as much as Dan Blitz was not involved the previous off-season, he has doubled his effort in 2005 to help host one of the best conventions to-date, and make sure the league has quality owners who will be committed to the long-term enjoyment of the hobby.
Seasons #14-16 (2006-2008) were steady, with strong retention of owners and much activity among all participants.  Season #15 saw the introduction of a new Sealed Bid system: the entire first round of the Sealed Bid contained just toppable players so that owners could better plan their rosters by having decisions on their topping rights decided first.  As in prior years, each team was allowed to bid on 4 players per round.  In 2008, the Sealed Bid system was again tweaked, this time allowing owners 8 bid in the 1st (toppable) round.  This change was instituted to provide a mechanism to have more toppable free agents receive bids that were more commensurate with their value (in prior years, many free agents did not get bids since the team with rights would just keep their players).
In 2008, the playoff system introduced the top seeded teams choosing their playoff opponents in the 1st round.  The new rule provided an extra benefit for finishing first—a choice of the team you play in the first round of the playoffs.  The 2nd and 3rd teams chose their opponents as well, with the 4th seeded team winding up with the remaining team.  The rule was introduced to provide further incentive for teams to keep winning to win their divisions.

The 2007 - 2009 seasons also saw the introduction of changes to the draft.  In 2007, the league introduced a lottery system, where the losers of the first round of the playoffs, along with the 4 non-playoff teams with the best record, all had a chance at the #1 pick, as chosen by lottery.  In 2008, for just one year, the 7th seeded playoff team was awarded the 5th draft pick, just behind the 4 best non-playoff teams.  In 2009, the draft was changed so that the 4 teams losing in the first round of the playoffs, along wqith the 4 best non-playoff teams, were in a lottery.
Season #17 (2009) also marked the historical stepping aside of founder and Commissioner Dan Blitz.  After 17 long years of visioning, building, and perfecting the AML, Dan had enough.  He turned the reins over to his long-time assistant and Executive Vice President Bob Biletch, who only hoped he could do half as much for AML as Dan did.

The Basics:
1.b) All Modem League Baseball is fundamentally a "face-to-face", computer-only, 28 Team (Non-DH) Diamond Mind league. The games are played in real time over the internet against other league members from around the country each week of the regular season. The AML incorporates a salary system whereby each team spends dollars from their fixed $105 Million salary cap to build a 40-man Diamond Mind Baseball team. 

AML Foundation & Framework:
1.c) There are some vital elements, a kind of framework, which is the foundation upon which the AML was created. In order to understand and appreciate the AML, you must be willing to play TWO roles: 1) On-The-Field manager, and 2) General Manager. And they are very different roles.
 

On-The Field Manager: 
1.d) Or "game day" manager, is the usual role that Diamond Mind enthusiasts play. Deciding how to set a lineup, which reliever to bring into the game, whether or not to steal or bunt, how to deal with injured players, which pinch hitter to bring into the game in the 9th inning, etc. This is the usual gaming aspect associated with our hobby and it often feels like an intense chess match... except a big strikeout in relief, or a huge play at the plate, or a game winning home run takes the place of capturing the queen or putting your opponent in check-mate.

General Manager:
1.e) The role of GM is the second aspect of participating in the AML. In fact, many would argue that taking on the role of GM is the most important, most challenging, and most rewarding element in the AML. The entire structure of the AML is designed to give hobbyists a feel for what it might be like to be a General Manager in the Major Leagues. It really is a kind of "year round job."  Managing your payroll, signing contracts, dealing with free agency, making trades, drafting young talent, and developing a farm system - just as in real life, all of these things are involved in being a GM in the AML. If you are the kind of person who would likes the idea of dealing free agents, evaluating talent, facing "real life" economic issues and other challenges of modern baseball, then the AML experience is for you!  If you love baseball and always thought you would love to own a Major League team and hire yourself as General Manager.... then the AML experience is something you are going to LOVE for years to come. 
 

Risk and Uncertainty: 
1.f) Another underlying philosophy in the AML is that a "sure thing is boring,” and that things that are "unpredictable" are more interesting. In other words, the AML strives to incorporate an element of risk and uncertainty into the decision-making process. If you look closely at the structure of the AML, you will see this exact philosophy in action.

Unlike many baseball simulation leagues, an owner in the AML does not get to draft a player and then mindlessly keep that same player year after year, with no downside whatsoever. Instead, if an AML owner wants to keep a favorite player year after year, he CAN, in fact, do it, but it will mean other players on his team may have to leave. This is because an element of risk and uncertainty is built into the system (as well as parity) in the form of Free Agency... just like real life.
 

Something For Everyone:
1.g) Finally, the AML has been structured in such a way as to offer something for the different personalities and styles of baseball enthusiasts who inevitably come together in this hobby. 

· Do you like drafting young players, keeping them and watching them develop? Then the AML is for you.
· Do you become attached to a couple favorite Major League Players and want to keep them on your team for years? This is possible in the AML.

· Do you want to "lure" a certain free agent who has been on another team for many years to join YOUR team? This is possible in the AML.
· Would you rather NOT make any trades and just play the games on-line for enjoyment? Then the AML is for you too!

· Do you prefer to make a lot of trades and "wheel and deal?" Then the AML is for you.

· Do you prefer to target the veteran stud players and not worry about draft picks? Then the AML is for you.

· Are you aggressive during games? Taking the extra base? Do you prefer to wait for the long-ball or leave your starters in there to complete the game? 

Any way, the AML can be for you.

In other words, All Modem League Baseball offers as much or as little as you wish to gain from it. It's totally up to your own unique style. The main thing is that you love baseball and enjoy the strategy of "face to face" competition with other guys from all over the country. If you fit into that category, then the AML is just the hobby you are looking for.
 
Acquiring Players:
1.h) Diamond Mind players are acquired in one of 4 ways every season: 

1) The Auction
2) The Draft

3) The Sealed Bid
4) Trading

Each owner signs his players to contracts of various lengths (maximum of 4 years) and retains the right to those players until the contract eventually expires and the player enters the open Free Agent market.

League Parity:
1.i) League parity is very important in the AML and usage restrictions on players helps promote statistical realism. Managers are expected to play as many of their regular season games as possible. League incentives are given for winning games rather than "tanking" a season in favor of a higher draft pick the following year.
 

League Involvement:
1.j) Fielding a team and actually playing the games each week is a vital part of being and AML Owner. Of course, real-life events certainly get in the way at times, and it's completely expected that owners will occasionally be unable to play their games in a given week, but it is understood that every effort will be made to play as many games during the year as possible. Also, it is vital that owners communicate with their up-coming opponents to inform them of their intentions to play (or not play) their series each week. Failure to comply with this basic understanding will definitely lead to fines and could also lead to eventual dismissal from the league.
Mandatory In-Person CONVENTION Attendance: “Ron Robb” Rule

1.k) To help foster League camaraderie, fun, and interest, an IN-PERSON CONVENTION is held every 3 years in a different host city.  All 28 owners are expected to make the trip for the 1-day extravaganza. Failure to attend the in-person convention will result in the loss of your AML Franchise. This is a VITAL aspect of participating in the AML.  You must be willing to travel to a different host city one time every 3 years for the AML Convention.
2) Official By-Laws


Amending Rules:
2.a) Any owner may propose a rule change, which will then be submitted to the Rules Committee.  The Rules Committee will review the suggested change and make a recommendation to the League Commissioner.  The Commissioner will then approve or veto the recommended change.
One of the strengths of the AML is its consistency from year to year.  Owners can sign a 4-year contract with an expectation that the rules of play will not change dramatically over the length of that contract.  In general, a rule change must be considered a definite improvement over the status quo in order to receive the recommendation of the Rules Committee (“If  it ain’t broken, don’t fix it”)

Commissioner Ruling:
2.b) The League Commissioner shall rule on any matter which is called into question and not covered in the Official League Rules. 

Emergency Rules:
2.c) At any time the League Commissioner has the right to invoke "Emergency Rules" not specifically covered in the Official AML rulebook in the event such action is necessary for the best interest of the league. 



3) League Requirements

Time Requirements:
3.a) A commitment of at least 1.5 to 2.0 hours per week is necessary in the AML. This is the minimum amount of time needed to play the games, make proper roster moves, download stats, and e-mail the league office with instructions and/or files each week.

Software Requirements:
3.b) Diamond Mind Baseball Version 9.0 (or higher). 
Access to the Internet and email account:
3.c)  Preferably a broadband connection as opposed to dial-up. 
$50 Annual League Dues: 
3.d) Annual dues of $50 must be paid in-full no later than January 7th of each off-season.
DUES FOR TEAMS WHO “BLOW THINGS OFF”:
If/when an AML owner has a history of blowing off games during the season, not contacting their opponents, and just generally neglecting their team, it's very likely the League Office will require an additional year's dues to be paid.  In other words, the next two years Dues ($100) will be required.  The Commissioner will use his own discretion on exactly when the $100 will be paid. It’s possible the team may be required to pay the $100 even BEFORE the current regular season ends. 

Same applies to any/all returning AML members who had left the AML in the past (for any reason) and are returning once again.  They will be required to pay two years of dues (both the upcoming year and the following year).

 

The dues are non-refundable.

4) League Format

No Designated Hitter
4.a) The AML is a NON-DH League

Number of Teams:
4.b) There are 28 AML teams in the league

Number of Divisions:
4.c) There are 4 Divisions in the AML - divided geographically with most owners residing in or near the name of their respective Divisions: EASTERN,  WISCONSIN, NORTH AMERICAN (a blend of various cities from USA and Canada), and LAKE MICHIGAN.  There are 7 teams per Division.

Why Geographical Proximity?
4.d) All Modem League Baseball strives for geographical proximity of division owners whenever possible. Even though the internet allows owners from many areas of the country to communicate on-line, it's often very difficult for owners who live long distances from one another to ever meet in-person.  Also, a spirit of competitive rivalry is fostered when owners live close by, and occasionally visit one another. Scheduling games in the same time zone makes things easier when owners live "nearby". Finally, when many owners live in the same area, it's MUCH easier to plan an IN-PERSON CONVENTION since a large portion of the league already resides in a "host city". These are all-important reasons why maintaining Geographical Proximity is advantageous to the AML.
 

Glenn Vaughn Rule: League Has The Right To Move A Team
4.e) Whenever possible, the League Office may decide to move a Team into a new Division in order to achieve better geographical proximity. The League Office reserves the right to make such a move, thus fostering geographical proximity. If it is known in advance, this move will, of course, be announced well ahead of time. However, it may not be possible to know if such an opening is available ahead of time. All AML owners must understand that a possibility always exists that a "new" team might enter a Division during the off-season (such a move will never be made once the regular season begins). Some owners may not be delighted if a strong competitor happens to move into his Division. On the other hand, another owner might be happy to have a relatively "weak" team enter his division. Either way, owners should always mentally prepare themselves for this possibility. The moves will not be grandfathered at a later date just because a certain team doesn't like the fact a strong team is now entering his division.

Tom Livingston Rule: Unbalanced Schedule 
4.f) Number of games played per regular season: 162 - broken into 13 games played against each Division opponent, and 4 games played against every other non-Division team in the league. This is an unbalanced schedule format, placing the emphasis on DIVISIONAL rivalries. Just as in real-life, certain Diamond Mind Divisions are sometimes comprised of very good teams in specific years and competition may be fierce in those seasons. But, just as in real-life, there are “cycles” in the AML. A strong Division often becomes much weaker in other years, and a previously “strong” Division can often (and does often) become weak a year or two later. This is sometimes referred to as the “Tom Livingston Rule.”
 
Length Of Regular Season:
4.g) Approximately 33 weeks - from March until mid-October. Two series per week are played during the first 8 weeks of the year, then only one 4-game series is played every week the rest of the season (with a few 5-game sets along the way).

Number Of Playoff Teams:
4.h) Eight teams make the playoffs - 4 Division winners and 4 Wild Card winners.

AML Tie Breaking Procedures:
4.i) The following tie-breakers are used for all AML purposes (draft position ranking, seeding of playoff teams, etc):  

When 2 Teams Are Tied:

1. Best head-to-head record
2. Best Division record (if both teams are from the same Division)
3. Best Division vs. Division record (if both teams are from different Divisions)
4. Best away record
5. Coin toss

When  3 Or More Teams Are Tied:
1. Team with most OUT of Division wins
2. Team with best away record
3. Draw names at random

Rick Davis Rule: If/When Ownership Changes
4.j) In the event an owner decides to leave All Modem League Baseball, his team will be awarded to the best available owner as soon as possible. In the event TWO or more teams require new owners during the same off-season, a small "dispersal draft" will take place between all available teams. That is, all the players from each available team will be pooled together and the new owners will take a player (in turn) until all players have been dispersed accordingly. 

*Note 1: The League Office reserves the right to buyout "extremely bad" contracts and pro-rate the cost equally among the new teams. Whenever possible, such players will become Expired Free Agents and will be placed into the normal Sealed Bid.
*Note 2: The League Office reserves the right to create a new salary cap for the "new teams." That is, every effort will be made to give the new teams an "average" salary cap in which to spend during the auction and draft day. 

*Note 3: If TWO OR MORE owners leave the AML and a dispersal draft is conducted, all draft picks that would have gone to the original teams are bumped to the end of the non-playoff teams in each round.  In essence, this means every remaining non-playoff team from the previous year moves up a couple positions in the upcoming draft (referred to as the "Rick Davis Rule"). 
 

Brian O’Connell Rule: If/When an Owner wishes to Return
4.k) Any AML owner announcing his "retirement" from the League will not be allowed to return for at least 1 full season (at the Commissioner's discretion). This is sometimes referred to as the "Brian O'Connell Rule." 

Future AML Expansion Policy:
4.l) As of this printing (2010), Major League Baseball consists of 30 Teams while All Modem League Baseball consists of 28 Teams. The next AML Expansion will not take place until Major League Baseball completes one full season with 34 Major league Teams. The AML will expand by 4 teams (one in each Division) during Major League Baseball's SECOND season with 34 Teams.
 

Expansion Procedure & Details:
4.m) The general strategy will allow the new teams a chance to be fairly competitive in their first season (depending on the decisions of each new owner), however it will be fairly difficult for a new expansion team to actually reach the post season in it's first season. The AML expansion process will, however, allow all new teams an excellent chance to become playoff bound in their SECOND season - assuming owners make wise choices in their initial year.


5) Schedule Of Events:
(See each year's calendar for exact dates)


Face Values Calculated, Free Agent Auction List Determined – End of October
5.a) Face values for every player playing in the prior year are calculated at the end of the Major League Baseball season (see formula for calculating face values in Section 7).  Once the face values are calculated, the League Office releases the players who will be in the 45-man or 55-man auction.  Effective 2011, off-season trading will not reopen until the player values have been calculated and the Free Agent Auction list has been set.  This change will shut down the loop hole used in previous years in which teams acquired topping rights on enough free agents to successfully shield significant player talent from being exposed to the Free Agent Auction.
Off-Season begins – Early November
5.b) Once the Auction Free Agents for the following year are determined, the off-season officially begins, trading allowed, no salary cap enforced.

New Data Disk -December
5.c) The new Diamond Mind data disk is available for purchase; current AML rosters, salaries, face values, and budgets are distributed in the roster file.

Larry James Rule: Annual League Dues Deadline -Must be paid no later than January 7 each year
5.d) $50 annual dues must be paid in full, no later than January 7th in order to activate each AML franchise for the new season. Any owners failing to pay dues at this time will lose their franchise. League dues are non-refundable. This is sometimes referred to as the “Larry James Rule.”

Contract Buy-Outs, Cuts, etc – Early January:
5.e) Contracts are bought-out, restricted players retained or released, "expired players" converted back into toppable players, uncarded players are created,  teams become compliant with their salary caps.
Draft Day/Auction Day – 1st Saturday of February each year. 
5.f) This is the single biggest event of the AML season when all 28 owners come together (either live on-line or in person) to buy the top free agents in the market and Draft the best young prospects available.  The auction takes place first, followed by either 3 or 4 Rounds of the draft. 

Sealed Bid
5.g) The 4-round Free Agent Sealed Bid takes place a few days after Auction/Draft Day.

 Remaining Draft Rounds Via E-mail – Late February 
5.h) The last rounds of the Draft are finished via e-mail, phone, or fax and owners offer contracts to the rest of their new players. The official opening day rosters, budgets, and salaries are posted.

AML Opening Day – 2nd Wednesday in March
5.i) Opening day for the AML regular season begins.


Regular Season Trading Deadline - 1st Week of August:
5.j) Last time to make regular season trades.

AML Playoffs Begin –3rd Week of October:
5.k) Regular Season ends, playoffs begin.


6) AML ROSTERS

35-Man Minimum Requirement:
6.a) Each team must retain a minimum of 35 players at all times during the regular season.
45-Man Maximum Allowed:
6.b) No team may exceed 45 players at any time during the regular season (unless acquiring a Usage Pool player 

Draft Day, 40-Man Roster:
6.c) Each team is required to have a 40-Man roster upon completion of the draft. No more, no less. Once the regular season trading begins, teams may then exceed or fall below 40 players (within the limits set above).

26-Man Active Roster:
6.d) The maximum number of players allowed on the Active Roster at any given time during the regular season is 26. The rest must be placed on the Farm Team (Inactive List). 
 

Backup Position Requirements:
6.e) There must be at least 1 rated backup at EACH position at the start of every series. Non-pitchers who play multiple positions can be listed as the backup at a maximum of three defensive positions. Every active roster must carry a MINIMUM of five (5) pitchers eligible to start and four (4) pitchers eligible to relieve (total of 9 pitchers) at all times. Also, a minimum of four (4) outfielders must be eligible on the Active Roster at all times, including a backup at CF. 
What If No Backups Remain?
6.f) Should a team run out of eligible players at an particular position during a series due to injury or ejection, the manager will be allowed to play a position player out of position until the series is completed.

Farm Teams - Maximum 19 Allowed:
6.g) No more than 19 players may be kept on the farm team at any time.

Farm Teams – Owner’s Responsibility
6.h) It is each owner’s responsibility to make sure he has enough reserve usage available on the farm in the event of injury to active players or should active players run out of usage.

Each Owner Is Responsible For Checking His Own Team:

6.i) During the course of any given year, there are many League Office secretarial data entries that need to be made. Various roster budget, roster files, etc. must constantly be changed and updated. It’s very possible that mistakes will occur and each AML owner should be aware of this fact. It is the responsibility of EACH OWNER to check his own team on a periodic basis to make sure everything is correct. 

7) Salary System, Cap, Values, Contracts,
Buy-Outs, etc.

Why A Salary System? 
7.a) The purpose of adopting a system of fictitious salaries is three-fold: 1) To add an important element of realism to our league 2) To maintain league parity and 3) to provide a challenging element of strategy.
You will find the great thing about this system is that it gives the AML owner a feel for what it might really be like to be a Major League General Manager. You have an opportunity to keep any of your players indefinitely, as long as you are willing to pay the "market value." Yet, a competing owner may position himself financially in such a way as to acquire that same player if he is willing to pay an even higher price.
 

$105,000,000 Salary Cap:
7.b) Each team will be given a base-line salary cap $105 Million at the beginning of each season. Whenever a player is selected, his value is deducted from the team's salary cap. Although all 28 AML teams have the same $105,000,000 base-line salary cap, many teams' caps will vary from this and either reach levels higher or lower than $105,000,000.  

Increasing Your Cap:
7.c) There is one way in which an AML team may increase its $105 million cap: by acquiring cash via trade - maximum of $7,000,000  
Note: In actuality, the highest Salary Cap possible is then $107,000,000 
 
Decreasing Your Cap:
7.d) There are three (3) ways in which an AML team may have its $105 million cap decreased:
1. League-imposed fines.
2. Contract buyouts 
3. Trading away cash - maximum of $7,000,000
When is the Salary Cap in-force?
7.e) All teams must remain under its Salary Cap from early January (the time contracts are bought-out) until the end of the regular season. The Salary Cap is NOT in effect during the off-season,
 

Player Values:
7.f) All AML players are given a player value, or "Face Value" in late October. A player's face value is determined by a mathematical formula (see next section) and is generated automatically by a league spreadsheet.  The mathematical formula has been determined through a regression analysis of actual auction prices paid by owners in the past and will be subject to periodic updates in the future.
AML Formula Calculations:
7.g) The following represents the current methodology for determining the various player "Face Values" on the league spreadsheet.

HITTERS:
 </DIV>The following formula is used to calculate the runs created for each batter:
Runs Created (short formula) = ((hits + bb – cs) * (total bases + (.55*sb)) / (ab + bb)

The final salary is calculated with the following formula:
Salary = (Runs Created * 4)
PITCHERS:
SP: 71.00 + (3.16 * IP) + (-5.45 * ER) + (9.14 * wins) 
RP: 89.06 + (6.08 * IP) + (-12.30 * ER) + (1.51 * saves) 
SP/RP: 23.78 + (2.89 * IP) + (-4.03 * ER) + (5.15 * wins) 

To determine pitcher type: 
IF(GS>0 and G-GS < 3) = SP 
IF(GS=0) = RP 
IF(GS>0 and G-GS >= 3) = SP/RP 

Player Contracts:
7.h) Each owner has the option of signing his player(s) to a 1, 2, 3, or 4 year contract or a 1-year restricted contract. In the first year of a contract the amount of the salary will be the exact amount generated by the formula (or the winning bid amount in the event the player is acquired in the Free Agent market).

Example: If Justin Morneau’s value under the formula is $2,100,000, then the owner must deduct $2,100,000 from his team salary cap in order to sign him. Should an owner decide to sign a player to a multi-year contract, there will be automatic 10% increases to that player in each of the following years. (** Note, the 10% increase is added to the PREVIOUS year’s contract.)
For Example: Justin Morneau $2,100,000 (year 1), $2,300,000 (year 2), $2,500,000 (year 3), $2,800,000 (year 4)
 

Reaching the $1.2 Million Value:
7.i) A player must obtain a salary of at least $1.2 million before an owner may offer a long-term contract. 

Restricted Players:
7.j) Any player with a face value under $1.2 million is considered a "Restricted" player and is designated by the letter "R" on the official league Roster File. Restricted players may be kept indefinitely by their team at face value until the player reaches $1,200,000 (at which time the team has the right to sign the player to a long-term deal if they so choose). Restricted players are not exposed to the Free Agent market unless the original team decides to release that player.

For example, if a pitcher is valued at $500,000 (by the formula), he would then be called a "Restricted player." His AML owner decides to keep him, hoping he'll develop next season in real life. The team signs the player to a 1-year restricted deal (the team’s only option other than releasing him) and the $500,000 is deducted from that team's salary cap. Let's say the following season arrives and the "Restricted player" does, in fact, develop and is now worth $3,200,000 (face value). At this point the player is no longer "restricted," having reached the $1.2 million mark. Now, the AML Team may offer this player a long-term contract of up to 4 years at a base price of $3,200,000.
The idea of the 1-year restricted contract is to allow owners to evaluate and retain young (or injured) ball players without giving the owner an unfair ability to tie up such players for long periods of time at ridiculously low prices.
 
Uncarded Players 
7.k) Uncarded players (players who did not appear in the Major Leagues the previous season and as a result are not on the following season’s DMB data disk) may also be kept indefinitely and signed to an unlimited number of 1-year restricted contracts as long as the AML team had previous rights to the uncarded player.

Discounted Long-Term Contracts: 
7.l) Each year every AML team is allowed the option of signing any two (2) recently acquired FREE AGENTS (as opposed to Drafted players) to a Discounted Long-Term Contract. These free agents can be either newly acquired players from the Sealed Bid and/or Auction, and they may also be one of your own players you topped. This gives every AML team a chance to lock up highly valued players at more reasonable rates. The rate of increases for Discounted Long-Term Contracts are as follows:

Year 1: The winning bid price
Year 2: The same winning bid price (no increase)
Year 3: 40% discount off the winning bid price
Year 4: 40% discount off the winning bid price (same as year 3)

EXAMPLE: Aramis Ramirez’s winning bid in the Sealed Bid (or Auction) is $7,300,000. You decide to give Ramirez a 4-Year, Discounted Long-Term Contract. The rates would be as follows:

Year 1: $7,300,000
Year 2: $7,300,000
Year 3: $4,400,000
Year 4: $4,400,000
** Note: Owners must offer either a 3- or 4-year contract in order to qualify for the discount. Also!!!!, any discounted Long-Term contract must be paid IN-FULL (the entire length of the deal) and CANNOT be bought-out for 50% (see contract buyouts). Players with the “@” symbol on the AML Roster file are players who are “guaranteed” and cannot be bought-out.

Contract Buy-Outs:
7.m) Once a player is given a long-term contract, whichever owner has him at that time is responsible for honoring the payment for the life of that contract regardless of real-life events. If a player retires, dies, or otherwise does not play baseball again, the AML owner must still pay that contract. However, during each off-season any owner may "buy out" the remaining contract by paying 50% of the remaining contract's value. This means if a player has completed 2 years of a 4-year deal, the owner must pay 50% of years 3 & 4 COMBINED. All buy-outs must be done in the off-season (at a specified date each season) BEFORE the Sealed Bid, Auction, and Draft.

** NOTE: All bought-out, cut, and unretained players immediately become Expired Free Agents and enter the Sealed Bid as such.

Double-Point, No Buy-Out Rule:
7.n) Any player who receives a bid during free agency (either the Sealed Bid or Auction) of double (or higher) his AML Face Value may NOT be bought-out for 50%. Instead, this player will receive an “@” symbol next to his contract status on the AML Roster file indicating whichever team owns him is obligated for the FULL length of all remaining years of the contract. 
Note, this does not mean the team can’t release the player to free up a roster spot, it just means that if they do, the entire remaining amount of the contract will be deducted from the Team’s salary cap.

7.o) “Guaranteed Contract EXCEPTION”:  A player who is ineligible to start in the Playoffs:

If a player who has the “@” symbol on the AML Roster file is INELIGIBLE for the upcoming AML playoffs in a given season, then the team may buy him out for 50% of his remaining contract (in total).  This gives teams a fighting chance to unload a very bad contract with a 50% price rather than being on the hook for the full amount.  However, if a player is eligible to start in a playoff game (relief pitchers: qualify to participate in the playoffs; see playoff rules), then the guaranteed contract remains in effect. 
Drew Cardonick Rule No. 1: Two-Year Contract Requirement Minimum
7.p) Any Free Agent (as opposed to drafted player) taken in the Sealed Bid or Auction phase MUST be given a minimum 2-year contract (often referred to Drew Cardonick Rule No.1).  There is, however, one exception to this rule (see below).
 

Exception to 2-Year Minimum Requirement:
7.q) The only exception to the 2-year minimum contract for all Free Agents is with "Restricted" free agents (those players under $1.2 million). Any restricted free agent taken may still only be allowed a 1-year restricted contract (there is no choice).
8) FREE AGENTS - Topping & Expired Status

Overview:
8.a) Whenever a player's contract ends, he becomes a free agent (designated with "FA" on his contract in the roster file). During the off-season, a list of all available free agents will be made available. These free agents will fall into 1 of 2 categories: 1) Auction Free-Agents 2) Sealed Bid Free-Agents.  All Free Agents are given a status of "T" for Topping Rights, or "X" for Expired Free Agent.

No Collusion or Price-Fixing
The AML free agent system is a free market system whereby salaries of players in the auction and sealed bid are to be set by what 28 independent owners are willing to pay for each free agent. Thus, the league prohibits any form of collusion that strives to coordinate pricing of Free Agents.

· Owners may not discuss with each other any of their Free Agent bids before they are made. 

· Owners may not agree to “not bid” on players.

· Owners are permitted to bid on toppable players they have traded away.

· Any discussions or agreements designed to circumvent the free market system or artificially raise or lower a player's salary are strictly prohibited and will result in punishment deemed appropriate by the league office. 

Free Agent, Topping Rights "FA-T"
8.b) Topping rights is an important concept in the AML. Designated by the letter "T" on the Roster file, "Topping Rights" means whichever owner currently owns the player has the final call on whether or not he wishes to "TOP" the highest bid by $100,000 (thus retaining his Free Agent player's services).
All players DRAFTED from the pool of players eligible for the draft automatically receive a "topping right" status on their contract. The player is signed to an owner-specified contract length, and when that contract elapses, the "Topping Right" status comes into play (since the player is now a Free Agent).

For example, Carlos Quentin is a free agent with topping rights "FA-T." Imagine that an owner bids $4,400,000 for Quentin. The owner of Quentin’s topping rights then has the right to TOP the highest bid on Quentin by $100,000, or $4,500,000, thus retaining Quentin's services.
 

You Might Not Get Your Player:
8.c) Important to remember: it's very possible you might be the highest bidder on a certain player, but you will NOT get that player - because the owner with topping rights may simply top your high bid.

"T" Status Follows The Player:
8.d) The designation of topping rights "T" follows each player's contract during the entire length of the contract - regardless of which team the player may end up on. This is tracked by the AML Roster file. That way, everyone in league can see when (or if) a particular player has topping rights whenever his contract eventually runs out.
 

Expired Status "X"
8.e) Any player with an "X" in his contract status indicates that player is an "Expired" Free Agent upon completion of his contract. Such a player is a TRUE Free Agent in that the highest bidder wins his services. Nobody has the right to top such a player.

When does a player "Expire - X"?
8.f) Players are given an "X" for Expired Free Agent - for a few different reasons:
1. The player was already topped once before and is now offered a second contract. Such a player is given and"X" status because Topping rights may only be used once on a given player.
2. Players who are bought-out buy a team are automatically given an "X" status
3. Players who are released and not offered contracts by their AML teams are given an Expired "X" status.
4. If any owner places a bid on one of his own topping right players during the Auction or Sealed Bid, then that owner IMMEDIATELY forfeits his topping rights thus effectively turning that player into an "X" free agent.
 
9) The Free Agent Auction


Fee Agent Auction Overview:
9.a) The Free Agent Auction is one of two aspects in the Free Agent market process (the other aspect being the Sealed Bid) and the Auction is probably the single most anticipated event each season - simply because the premiere Free Agents in the league are involved. Players are selected for the auction in late October by the Commissioner, and then all 28 AML owners proceed to bid on each player - one at a time – at the February Auction. 

On-Line Draft Years (45-Man Auction)
9.b) In years when the Draft and Auction takes place ON-LINE, there will be 45 Players available in the Free Agent Auction. 

In-Person Draft Years (60-Man Auction)
9.c) In years when the Draft and Auction takes place IN-PERSON, there will be 60 players available in the Free Agent Auction.

Why vary the Number of Auction Players?
9.d) The reason there are fewer Auction players during ON-LINE years is due to the fact that auctioning players on-line takes MUCH longer than auctioning in-person, and it's very difficult for people to remain focused & interested after 3 hours of looking at a computer screen chat room. However the dynamics and interest when all 28 Owners are live, in-person in the same room is much different. Thus, the larger number of auction players during IN-PERSON Draft years.
 

How is the Auction Pool determined? 
9.e) The AML Commissioner will create the Auction Pool each off-season. In general, he will start by taking the highest face value free agents and then assessing the positions of these players.  The commissioner reserves the right to add players who may have an artificially low face value due to an injury in the prior year, but are expected to draw significant bidding in Free Agency.  The commissioner will make every effort to make sure that there are a minimum of 3 players at each position. Whether or not a toppable player is on the Commissioner’s team will not be a factor in which players ultimately make up the Auction Pool. 

Maximum Number of Toppable Free Agents you can lose to the Auction:
9.f) No team may lose more than three (3) toppable players to the initial Auction pool that is announced to start the trading season.  Note that if an owner trades for topping rights after the Auction players are announced, then that team can lose more than 3 players to the pool (there is no limit to how many players a team can have in the Auction if players topping rights are required by trade AFTER the auction list is released).

Conducting the Auction on Draft Day:
9.g) The auction will be the first order of business on Draft Day. Owners will be able to bid on players, bidding as high as they wish as long as they stay within the team's salary cap.  The order that players are auctioned off will be random – determined as the auction proceeds.
Asking the topping right owner if he wants to "TOP"
9.h) As soon as the bidding stops on a player, the Topping Right owner is immediately asked whether or not he wishes to top the highest bid. If the player is not topped, he then becomes the property of the highest bidder and the WINNING BID becomes the "baseline" value for contract purposes.  The "Face Value" has no more impact.

Minimum Bid Allowed: 1/2 Player's Face Value:
9.i) The lowest bid allowed on any Free Agent Auction player is 1/2 his face value (rounded up).
 

10) The Sealed Bid
Overview:
10.a) The Sealed Bid comprises the other half of the Free Agent market process (the other half being the Free Agent Auction).  It is an important phase in the AML because the Sealed Bid is the main phase in which "bargains" can be obtained. The Sealed Bid phase is where the vast majority of ALL free agents are exposed once their long-term contracts end. The only Free Agents that do not become part of the Sealed Bid process are those players nominated for the Free Agent Auction -- all the rest of the Free Agents each off-season are entered into Sealed Bid. The Sealed Bid is conducted via e-mail.

SEALED BID DETAILS (Effective 2007):

10.b) After the 45 (or 60) Auction players are announced, all of the remaining Toppable Free Agents who are not in the Auction will go into Round 1 of the Sealed Bid, called the "Topping Rights Sealed Bid Round."  Every team will be allowed a maximum of 8 bids in this First Round of "TOPPABLE" players. 

Once all of the bids are submitted, each owner will then decide if he wants to top any/all of his toppable players. Even players who do not receive bids in this first round may be topped upon completion of this First Round bidding, so you do not have to wait for a bid to be placed on your toppable player before exercising your topping rights.

Note that if you top your own player, this does NOT count against your 8 bids allowed. Any player(s) not topped by their team at this point will be placed into the "Expired Sealed Bid pool."

Starting with Round 2, ALL of the "Expired" FREE AGENTS will be compiled into ONE large list. (This mechanism, introduced in 2007, replaces one where the list was divided into 3 equal groups, alphabetically.)  Starting with Round 2 of the Sealed Bid, every team will be allowed to make 4 bids (maximum). Winning players will be removed from the list and then Round 3 will begin with another 4 bids per team (maximum), and finally Round 4 with another 4 bids maximum.  In other words, ALL the players will be exposed in every round equally (starting with Round 2). If a player isn't taken in Round 2, then you may bid on him in Round 3. If he's not taken in Round 3, you'll have one more chance in Round 4.

Combining rounds 1-4, every owner can obtain as many as 20 new players during the Sealed Bid process (not counting your own toppable players you choose to retain).

NOTE: Unlike previous years, it will no longer matter how many players you have acquired in previous rounds.  In other words, you are now able to submit the maximum number of bids in any of the 4 rounds as long as you can afford to win every bid.   You may not submit a bid unless you have the money to win each of your bids.  If that happens, and it is determined you can’t afford one of your bids, you will forfeit ALL your bids in that given round (you may not pick and choose which bid you want to keep. You will lose all the bids).
 
Sealed Bid & Auction - Same Rules Apply:
10.c) All face value double-point rules, loss of topping rights, etc., which apply to the Free Agent Auction also applies to the Sealed Bid phase.

Players receiving no bids move to the draft:
10.d) Any free agents who do not receive bids are placed back into the Draft Pool (available starting Round 4 or 5 of the draft, depending upon whether or not its an ON-LINE year, or an IN-Person year) and the players start their AML “careers” all over again in the later rounds of the Draft.  (Note: The reason these players are available in Round 4 or 5 (and not Round 1) is because the early Rounds of the Draft will already have been conducted prior to the Sealed Bid Phase.)
Sealed Bid "Bargains":
10.e) As mentioned in the Sealed Bid Overview (Section 10.a), the Sealed Bid offers owners a chance to get bargains. The reason for this is because of the following rule:

An owner with topping rights may NOT top an "underbid." What this means is that if an owner has topping rights to a player, and the only bid that comes in on that player is UNDER face value, the Topping Right owner must top FACE VALUE - not the underbid.

For example: If Mike Napoli has a face value of $1,500,000 and the highest bid that comes in is $1.0 million, the topping right owner has 2 choices: either top at $100,000 over the face value ($1,600,000) or let Napoli go. If he lets the player go, then the winning bid is $1.0 million and the newest bidder has received a "bargain."

Minimum Bid: 1/2 Face Value:
10.f) The lowest bid allowed is 1/2 the face value on any Sealed Bid player.

11) Usage Rules & Restrictions
AML Usage Philosophy:
11.a) AML Baseball was designed to try and recreate a realistic similarity to the actual Major Leagues. Of course, no simulation is perfect and it's impossible to please all involved parties, but the AML has a simple philosophy: the less monitoring of player usage the better. However, as any baseball computer gamer understands, some restrictions must be in place in order to approach realism. As a result, the AML monitors four (4) categories:

1. GAMES STARTED for Starting Pitchers (GS)
2. INNINGS PITCHED IN RELIEF for relievers (IP R)
3. GAMES PLAYED for players with 300 AB's or more
or AT BATS if players have less than 300 AB's.
4. STOLEN BASE ATTEMPTS
11.b) CENTERFIELD REQUIREMENT:

All teams must have at least TWO active players who are rated in CF at all times.  Also, all centerfielders will automatically receive a rating in both corner outfield positions, even if that player never appeared there in real life, but the corner field ratings will be downgraded ONE level based on the actual CF rating.


For example, Player A is “average” in CF but didn’t play LF or RF in real life.   The AML will rate this player “Fr” in both LF and RF (and will retain the same arm strength). 

Games Played (position players):
11.c) All position players with 300 AB's or above will be limited to their actual number of real life GAMES PLAYED (G) during the AML season The number of ABs is not monitored for these players, only games played.

Less Than 300 AT BATS (position players):
11.d) If a player had less than 300 ABs in real life, then he will be limited to that actual number of ABs during the AML season. There is no restriction on number of games played (G) for players with less than 300 ABs, only ABs.

11.e) SPLITS VS RIGHTIES AND LEFTIES
Effective 2010, owners are allowed a maximum of 20% bump in the AB splits against either side of the plate when compared with real life (always rounding up).

For example, a player with 150 total real life ABs might have a split break-down as follows:
100 ABs vs. righties

50 ABs vs. lefties
The above player could be used for up to 60 ABs vs. lefties, or up to 120 ABs against righties.  But in either case, he will be limited to 150 TOTAL ABs.
NOTE: During the regular season, “Full-Time Players” who have 300 ABs or more are not monitored as far as their splits go.  We only look at games played for “Full-Time Players” in the regular season (however, this is not true in the playoffs, as described in the Playoff Rules below).
11.f) Catcher Usage Bump: 
ALL CATCHERS, however, will receive a special 10% bump in usage (rounding up). This 10% bump applies to any player who is rated at Catcher, even as a secondary position.

In addition, a catcher with an OPS (on-base plus slugging) of less than .650 in his splits can be used up to 50 AB vs. that pitcher handedness.  For example, a catcher with 190 total real life ABs with a split break-down as follows:


.600 OPS vs. LHP in 25 AB

.700 OPS vs. RHP in 165 AB

This catcher would be able to be used 50 AB vs. LHP and 182, including the 10% bump, vs. RHP (giving him a total of 232 ABs).

Pinch Runners 
11.g) Pinch runners WILL be charged with a game played, so it is in every owner's best interest to use players with less than 300 ABs (or pitchers) as pinch runners (or defensive replacements) since the number of games played are not a factor for such players.

11.h) Starting Pitchers 10% Usage Bump:
All starting pitchers will receive a 10% bump in AML games started on top of their real life starts (rounding up). The maximum starts allowed by any pitcher will be capped at 37 each season.  Innings pitched as a starter will not be monitored.

11.i) Relief Pitchers:  All relief pitchers will receive a 10% bump in AML relief innings pitched on top of their real life innings (rounding up). The maximum innings allowed in relief will be 100 innings (exception for pitchers with more than 100 innings who qualify for relief).  Note that the 10% bump is applied to innings pitched in RELIEF, not innings pitched overall (if a reliever also has starts).  Games appeared in relief will not be monitored.

11.j) “Double-Duty” Pitchers: This refers to pitchers who have both games started AND games appeared in relief.

Such Double-Duty pitchers will be monitored as follows:   They may never exceed their 10% bump in games started nor may they exceed their 10% bump in TOTAL INNINGS PITCHED.    This means that for every inning you pitch your player as a starter, it’s one less inning you have available in relief.  HOWEVER, if an AML manager NEVER USES his pitcher in relief and uses him only as a starter, then total innings will NOT be monitored for your starts--only games started will be monitored in that case.

Resting Starting Pitchers:
11.k) The AML allows the Diamond Mind simulation to regulate how often a pitcher may pitch.  In other words, each manager is free to use his pitchers as often as he likes during the regular season as long as he stays within the various guidelines of the league. 
11.l)  The  “5.60 ERA/.260 Batting Average Against”  Bad Pitcher Rule:
Any pitcher with an overall ERA of 5.60 or higher AND a batting average against of .260 or higher vs. BOTH lefties AND righties will get an automatic bump in regular season usage. Such qualifying pitchers will get 20 AML starts as long as they started at least 1 game in real life.  Such qualifying pitchers will also get 100 innings of relief work as long as they appeared in at least 1 game of relief in real life.  If the player is a “double duty” pitcher (see description above), then such pitchers may not exceed 100 AML total innings pitched.  

Resting Relievers

11.m)  As with starting pitchers, the AML allows managers to use relievers as often as they like and lets the Diamond Mind game keep track of fatigue from game to game. 
Five (5) Stolen Base Attempt Minimum For All Players:
11.n) All AML players are given a minimum of five (5) stolen base attempts during the regular AML season, regardless of the real life stolen base attempts.

Stolen Base Attempts:
11.o)  No player may exceed his real life SB ATTEMPTS during an AML season (exception is the 5 attempt minimum as stated above).  Only SB Attempts are monitored.  

Missed Hit an Run Attempts:
11.o) Missed hit-and-run attempts that results in a stolen base attempt count against that player's SB attempt total for the season.
May Not Use Hit & Run If SB Attempts are used-up:
11.p) Owners may NOT attempt a hit-and-run if the player on the base paths has run out of SB attempt usage for the season. Such an action will result in a fine by the League Office.
 

Usage Pool, Regular Season:
11.q) The usage pool was established as a way for owners to add player usage to their teams during the season - but at a price. At any time during the season, an owner may claim any undrafted player (a player not currently the property of an AML team) and use that player on his team. The player is not counted against the 45 man roster limit. All Usage Pool players are automatically placed back into the Draft Pool upon completion of the regular season. The player does NOT enter the Free Agent market the following season.

 

Price for taking Usage Pool players:
 

1st Time: $2 Million deducted from next season's salary cap.
 

2nd Time: $3 Million deducted from next season's salary cap.
 

3rd Time: Loss of 2nd Round Draft pick following year.
 

4th Time: Loss of 1st Round Draft pick following year.

As you can see, the prices are high for tapping into the Usage Pool. It is HIGHLY recommended that owners refrain from accessing the Usage Pool. Instead, every effort should be made to TRADE for players in the event extra usage is required to finish out the season.

Note: The Commissioner reserves the right to automatically place a Usage Pool player on ANY team if it is determined that usage infractions are taking place.  Also, the Commissioner has the right to “suspend” certain key players during the playoffs instead of (or in addition to) the fines for the followings season if the situation warrants.  In other words, instead of fining a team $2 Million the following season, the Commissioner might suspend an important reliever during a series, or perhaps reduce the amount of playing time an important player might see during a playoff series. 
 
12) The Draft
Draft Overview:
12.a) The first rounds of the AML Draft takes place the same day as the Free Agent Auction, and is the second order of business on the day. The AML concept is to have all 28 owners present for the early rounds of the draft (either on-line or in-person), taking any players eligible from the Draft Pool. The early rounds are conducted "live" while the middle and late rounds are conducted via e-mail at a later date. 
Incentive Plan:
12.b) In and effort to foster more involvement each season, the AML has adopted a unique "Incentive Plan" for the non-playoff bound teams. That is, the Draft order each year is a direct result of the number of games WON the previous season, not lost. Again, this is only for the NON-playoff participants. The more games a team can win during the year, the better the draft pick the following season. This has helped provide interest for even those teams not expected to make the post-season. A kind of "draft order race" tends to develop and the race for a higher position is tracked in the standings each week. Even a couple wins here and there can often make the difference in SEVERAL draft positions the following year.
 

Draft Order:
12.c)  The first 7 draft slots are decided by a 7-team Lottery system (see below).  Slots 8-24 are determined by wins the previous season (with the HIGHER win total receiving the higher pick).   The first round playoff winners from the previous season are bumped to the very end of each round and the defending World Series Champion selects last (28th pick in each round).

DETAILS OF HOW THE “7-Team LOTTERY SYSTEM” WORKS: 
First-round playoff losers plus teams seeded 9 through 11 will all have the same chance of getting draft picks 1 through 7 the following season. In other words, if you lose in the first round or if you are one of the top 3 teams who just miss out on the playoffs, you will then be guaranteed a top 7 draft pick (As high as #1 but no lower than #7).
Note: If one or more teams are tied for the 11th Seed in the regular season, then the normal tie-breaking procedures (as seen in the AML Rule Book) will be used to break the tie and determine that final Lottery spot. 


The Lottery will not be weighted.  Instead, the 7 Lottery teams will use the Massachusetts Lottery’s Numbers Game evening drawing upon completion of the playoffs to determine the Draft order (exact date decided by League Office). The team picking nearest the actual lottery number will be awarded the 1st pick. The team second nearest will be awarded the 2nd pick, and so on.  To calculate proximity to the winning lottery number, the numbers “wrap around”—that is, the numbers go past 0 and 999 in a continuous loop.  In case of a tie, the team UNDER the actual lottery number is the winner. 

The idea for the Lottery is to provide more of an incentive for teams to WANT to make the playoffs rather than "just miss" the playoffs on purpose (which tended to happen with several teams each year under our old format). 

Ascending Order, 1-28:
12.d) Each Round's picks are selected in ascending order (1-28), repeating the same order every round.

Continue Until 40-Men Are Taken:
12.e) Each AML team continues to pick until it has reached the 40-man requirement on Draft day. Exactly 40 players must be on each AML team upon completion of the draft (no more, no less).

Proper Salary Management:
12.f) It is the responsibility of each owner to manage his salary cap in such a way as to leave a sufficient amount of money  available to draft players to complete a 4-man roster. If, during the course of the draft, it is determined that a team does NOT have sufficient funds to draft a roster of 40 players, a fine will be imposed by the League Office.
 

Periodic Checks:
12.g) Periodic salary cap "checks" will be conducted during the course of the Draft to determine the financial status of each team.

Official Draft List:
12.h) The League Office will provide an official draft list approximately one month before the actual draft. This list must be used by all teams on Draft day as a standard reference guide so that all teams may easily track which players have been taken.

In-Person Draft Years, 4 Rounds:

12.i) During in-person Draft years, no more than 4 Draft rounds will be conducted live.

On-Line Draft Years, 3 Rounds:
12.j) During on-line Draft years, no more than 3 Draft rounds will be conducted on-line.
 

Remaining Rounds via E-Mail:
12.k) The remaining Draft rounds will take place via e-mail or online following the Sealed Bid. The League Office will determine the process annually based on time constraints and availability and reserves the right to adjust the process at any time during the draft as needed.
Increased Selections Later On:
12.l) Beginning with Round 7, two (2) selections per team will be required. Beginning with Round 9, there will be three (3) selections required per team. Beginning with Round 11 there will be four (4) selections required per team.
13) Trading

Monday 11:00 PM (CST) Deadline:
13.a) During the regular season, all trades must be reported no later than 9:00 PM EST Monday evenings . If trades are not reported to the League Office by the Monday night deadline, they will not take effect until the following week. There are also various other trading deadlines during the season. See the official League Calendar each season for exact dates. 

Draft Pick Trading In Regular Season Prohibited:
13.b) The trading of draft picks is NOT allowed during the regular season (only in the off-season). Also, no team may re-claim his own draft pick in a trade (during the off-season) once he has traded it away.  In other words, an owner cannot get his own Draft Pick back in a later trade.
Drew Cardonick Rule No.2: No Future Considerations
13.c) Trading for any future players and/or draft picks, or players to be named later is STRICTLY PROHIBITED. For instance, you cannot trade a player at game 90 during the season in exchange for 2 players at the end of the season. Trading for ANY future considerations (other than AML cash) is strictly prohibited. The League Office reserves the right to invalidate any trades, at any time, that appear to be too lopsided or seem to involve future considerations.

Trading away $7,000,000 Maximum:
13.d) Trading AML cash is allowed. A maximum $7 million may be traded by each AML team during a given "trading year" (defined from Week 1 of the regular season until the “Trade Freeze,” which is a few weeks before the next year's Draft Day). No more than $7 Million may be traded during that time frame. Once Week 1 of the regular season begins, all teams start over with respect to the $7 Million.

Next Year's Dues Required Before Trading Away OR Acquiring next Year’s cash: 
13.e) If an owner wishes to TRADE AWAY OR ACQUIRE AML cash for the following year, he is required to pay the next year's full dues in advance. No trades involving cash will be allowed until BOTH teams involved in a cash trade pay the next year's dues. This is done for a simple reason: to help eliminate the temptation to "sell out" your team at the expense of the following season (in the event an owner has already decided he doesn't care because he's not going to stay in the league the following season). ALSO: No off-season trades will be allowed until BOTH parties have paid the upcoming Season's league dues in full.

Acquiring $7,000,000 Maximum:
13.f) No team my ACQUIRE more than $7 million in trades during a given "trading year" (as defined above). The $7 Million acquired, and $7 Million traded away are two distinct categories - completely unrelated to one another.  It's not a net difference.

Regular Season Trading Deadline - First Week In August:
13.g) The regular season trading deadline will be the first week of August (exact date will be listed on each year's AML calendar). 

Blitz/Rogga Rule: No-Trade Back Policy 
13.h) Any player traded away may NOT be traded back to the original team for a period of one full calendar year (sometimes referred to as the "Blitz/Rogga Rule"). A record of all trades and dates will be kept by the League Office and will be posted on the official AML web site for reference purposes.

EXCEPTION: If a player enters the Free Agent market before the 1-year trade-back time frame has elapsed, then the - year restriction is waived. 

15% Remaining Usage Needed To Trade A Player:

13.i) A player must have 15% of his AML usage remaining in order to be traded (including the extra 10% rule). Any player with less than 15% of his usage remaining may NOT be traded (stolen base attempts are not counted for this purpose).
 

Dividing a trade into 2 parts:
13.j) The AML does NOT allow breaking a trade into 2 parts, with one part of the trade taking effect at a later time than the first.  Owners wishing to make trades in parts must make 2 (or more) separate trades. 

Fully Disclosing ALL aspects of trades:
13.k) It is absolutely required that ALL aspects of a trade are disclosed to the league office at the time the trade is reported. The exact details will be printed in the AML Roster file. 

Making a trade Official:
13.l) Both parties are required to e-mail the trade to the League Office in order for the deal to become official. If only one party reports the trade, it will NOT become official. Also, if a trade is made during the regular season, both parties must e-mail BEFORE the trading deadline each week. If either party does not report the deal in time, the trade will NOT take effect that week, and it is not official.

Drew Cardonick Rule No. 2:   Trading Probation for New Owners, 2nd opinions Needed: 
13.m) The AML wants to protect new owners (and the rest of the league) from the occasional cut-throat owner who may want to take advantage of the new team's lack of experience (especially with regard to the AML salary system). As a precaution, new owners are on "probation" for their first year in the AML. This rule (sometimes referred to as Drew Cardonick Rule No.2) means in order for any trade to take effect, the new owner MUST seek the advice of at least 2 other experienced owners not involved in the trade (or even the same division). This is a kind of "second opinion." 

No trade will be allowed until the new owner has a chance to think about the trade upon getting at least 2 "second opinions." Any veteran AML owner wishing to trade with a new owner must be aware that his trade plans are only preliminary... even if the new owner agrees! The new owner WILL have a chance to "back - out" of the supposed "agreement" after talking about it with other owners. So please understand this and do NOT be upset if your deal falls-through with a new owner. Be aware that there is a real possibility the new owner will want to change his mind after gaining a second opinion or two.

The second opinion probation will be lifted upon Commissioner review at the end of 12 months of league experience.   It is possible, if the new owner was not active or had “problems” during his first year, that a SECOND 12 month "Probation Trading Period" may need to be extended.


What may be traded:
13.n) As described above, owners may trade signed players, topping rights, up to $7 million in AML cash, and draft picks during the trading season.  However, the only time draft picks may be traded is up until the trade freeze before the Auction / Draft Day.  Trading of future draft picks is not allowed.

Effective in 2007, OWNERS ARE NO LONGER ALLOWED TO TRADE EXPIRED PLAYERS DURING THE OFF-SEASON.  In other words, if you don't trade a player due to be Expired in the off-season by the time the regular season trading deadline passes, you will no longer be allowed to trade him in the off-season.  Of course, if you convert your Expired player into a toppable player during the off-season, you may then trade him. But if the player is "Expired" in the off-season, you may no longer trade him. 
14) Transactions, Injuries, Farm Activations, etc


Weekly Transaction Deadline:
14.a) During the regular season, all official rosters moves (trades, injury reports, farm player call-ups or send-downs, as well as the results for that week's games) are due no later than Monday evenings at 9:00 PM EST. This deadline is very important for league purposes and will be strictly enforced during the regular season. 

Diamond Mind Injuries Used In AML:
14.b) Just as in real life, player injuries are an important aspect of playing All Modem League Baseball. The Diamond Mind game itself has built-in a very realistic injury system based on a full 162 game regular season. Those players who are very injury prone in real life are much more likely to suffer a series of Diamond Mind injuries as well. Conversely, those "iron man" type players who never missed real life games will also remain healthy during the course of the AML regular season.

The AML uses any and all Diamond Mind generated injuries during each game. So, if a player runs into the wall and is injured for 12 games, he must miss the next 12 AML games as well.  All injuries are considered "consecutive" with no days off (unless "days off" have been built into the League Schedule.
The Disabled List:
14.c) When a player is injured, the AML owner may choose any one of the following options:

a) 15-Day Disabled List

b) 30-Day Disabled List

c) 60-Day Disabled List

d) keep the player on the bench during the injury.

Injured players must either remain inactive on the active  roster or be placed on the DL. They cannot be sent to farm.

The DL Is Retroactive:

14.d) Managers may place a player on the DL retroactively. For example, if a player suffers a 12-game injury and this injury happened to occur with 4 games remaining in the series, then assuming the manager properly rested that player for the final 4 games, the player would be placed on the DL retroactively. He would have already served 4 days of the 15-Day Disabled stint. As a result, the player would now have 11 days remaining on the DL. 

When To Activate A DL Player:
14.e) It is probable that a player's DL time will expire in the middle of a series. Since an owner cannot make moves in the middle of a series, the manager must prepare his active roster by sending a player to the farm by Monday at 9:00 PM and have the DL player spend his final games on the active roster. Of course, that player is ineligible for use until his final game on the DL has expired. The League Office will post the first game the DL player is in fact, eligible to play. 

What If The Manager doesn’t Activate?
14.f) If the player on the DL finishes his stint and is NOT activated officially (by notifying the League Office), the League Office will automatically send that player to the farm team the FOLLOWING WEEK. This means that if you do not tell the League Office what to do with the player by the following week, you will be charged with one trip to the minors for that player.

This gives owners a little flexibility in that they may decide to let the disabled player's time expire in the middle of the week, thus keeping that player in a "limbo area" where he is not charged with a trip to the minors and is also not on the active roster. However, this will only last until the next roster deadline when (as mentioned above) the DL player will be sent officially to the minors (unless otherwise reported to the League Office).
3 Trips To The Farm And Out:

14.g) AML owners area allowed to send any player to the farm team no more than 3 times during each regular season. A record will be kept by the League Office.  Should an owner wish to call up a player to the active roster for the 3rd time during a season, then that player will be forced to remain on the active roster until the conclusion of the regular season (post season not withstanding). The player may, however, be sent to the Disabled List in the event of injury.

Sending Injured Player To Farm Team Is Prohibited:

14.h) No injured players may be sent to the farm team. They must either sit on the bench and not play or they must be put on the Disabled List.

15) Contacting Opponents, Scheduling & Playing Weekly Games

When Games Must Be Played:

15.a) All games will be played between 5:00 PM Wednesday (CST) and 9:00 PM Monday evenings (EST).

Away Team Is Responsible For Initiating Contact:

15.b) It is the AWAY TEAM'S responsibility to contact the home team and initiate a convenient time to play the series. The home team may, of course, choose to contact the away team, however it is NOT the home team's responsibility.

Paul Hammes Rule: Away Team Deadline For Initiating Contact - Thursday 9:00 PM
15.c) The AWAY team has until Thursday 9:00 pm (his time) to at least CONTACT the home team and ATTEMPT to set-up a time. This may be done by sending an e-mail, or even calling the home team by telephone and leaving a voice mail message. The point is, if the AWAY TEAM does not at least leave some type of message to offer times to play the series by 9:00pm on Thursday night, then the home team RESERVES THE RIGHT TO PLAY THE SERIES ANY WAY HE SEES FIT (within reason). The home team might decide to “be a nice guy” and wait until the very end of the AML week (Monday evening) before actually playing the series, but he is not REQUIRED to wait. It’s totally his call.  The away team should NOT be upset if the home team ended up playing the series and happened to win all the games.  If the away team is inconsiderate and totally blows off the home team or completely misses the Thursday 9:00 pm deadline, then the away team should be prepared to live with the consequences.  This rule is designed to give BOTH teams ample time to schedule games in a given week. The Commissioner reserves the right to fine and/or penalize owners who continue to ignore the “Paul Hammes Rule.”

In summary: THE AWAY TEAM FORFEITS HIS RIGHT TO PLAY HIS SERIES IF HE DOES NOT LEAVE A MESSASGE FOR THE HOME MANAGER BY 9:00PM (his time) on Thursday evening.

However . . . GAMES MAY NOT BE “RUN-OFF” DURING THE FINAL 6 WEEKS OF THE REGULAR SEASON: Games that are run-off by either manager will not be accepted during the final 6 weeks of the regular season. Either the league office will run the games off, or a human opponent will be used by both teams.

Billy Costa Rule: Making An Honest Effort To Play A “Reasonable” Game

15.d) In the event an owner violates  the “Paul Hammes Rule,” the home team is then forced to play the series “any way he sees fit.”  However, a REASONABLE effort must be made to play an honest game. What this means is that the home team may NOT simply use a horrible lineup or all of the worst starters for the other team. In fact, the AML assumes that the home team will use the normal starting lineup for his opponent – including that team’s “normal” starting rotation.  It’s very easy to quickly look at the away team’s previous week’s game in Diamond Mind to determine a “reasonable” lineup. The home team faces league fines and/or penalties in the event the home team uses a flagrantly weak lineup and/or rotation in the away manager’s absence.  This is referred to as the “Billy Costa Rule.”

Dave Brown Rule No. 1: If The HOME Team Neglects To Contact The Away Team
15.e) In the event the home team does NOT respond to the away team’s attempt to schedule the series by Sunday 12:00 noon (home team’s time), then the HOME TEAM’S right to play the series is forfeited, and the AWAY team is awarded all the rights. In essence, the rights are reversed if the home team neglects to respond to the away team’s attempts to make contact (often referred to as “Dave Brown Rule No.1”).  The League Office reserves the right to fine and/or penalize any home team who neglects to follow proper AML procedure.
Order Of Series Not Important During Two-Series Weeks:

15.f) At the very beginning and end of each AML regular season, the schedule will reflect two series are to be played in a given week. However, the ORDER in which the series appear need not be followed chronologically. An individual manager may decide it is in his best interest to play a certain series first, but given that usage and injuries are reset at the beginning of each series during double weeks, there should be little advantage in the order of playing. It is the responsibility of each particular owner to contact his opponent and schedule mutually convenient times to play the series should he desire to play a certain series first or second in a given week.

Note: Although it is not important which series is played first in a given week, it is ESSENTIAL that one series be completed before the next begins.

Home Team Submits Game Stats: 
15.g) The HOME TEAM must send the results of the series to the league office IMMEDIATELY UPON COMPLETION OF THE SERIES in the form of a Diamond Mind exported file. Without this exported file, the league has no record of the series and the League Office reserves the right to re-play any series in order to obtain results.
Home Team Forfeits Series if Stats File Is Not Submitted:

15.h) Any series not submitted by the Monday 9:00 PM (EST) deadline will be considered in default and the home team will automatically forfeit the entire series. The League Office will simply run each game as it sees fit (via micro manager or otherwise) until the home manager loses the entire series. Due to the very short time frame for the League to conduct logistical work, this Monday 9:00 PM (EST) deadline and subsequent forfeiture of the home team’s games, will be STRICTLY enforced.  This is a rule everyone in the league should be aware of, and the home team has no right to complain when they automatically lose an entire series due to their own failure of not sending results in a timely fashion.
Important!: If, due to technical reasons, a stats file is actually created on the AWAY team’s computer, then the responsibility falls on the AWAY team and the same penalty for failing to submit the DMB export file on-time will be applied to the away team (and not the home team in this case).

Note: The League Office has a 24-Hour Voice Mail System which can easily be accessed from anywhere a telephone exists.  The fact that a computer is “down” for any reason is NOT a valid excuse for not contacting the League Office and leaving a simple voice mail message (date and time is automatically “stamped” for the official record).
Pete DeMarco Rule: New Stats Generated If File Cannot Be Submitted On-Time

15.i) If, at the final deadline hour (Monday, 9:00 PM), an owner explains of computer or e-mail problems, and/or the home team cannot submit the actual DMB export file on time, then the home team is obligated to explain the outcome of the series, scores, and starting pitching match-ups. The League Office will then proceed to TRY and recreate a similar result, making sure the win-loss outcome is the same.  However, the original statistical results will (unfortunately) be different due to the re-play. Again, due to the very short window of opportunity for the League Office to conduct official logistical work, the entire league cannot be held-up when occasional computer problems prohibit submitting a DMB export file.

16) Actual Game Day Rules, Regulations
Game Violations Sometimes Happen:
16.a) During an AML game, it is quite possible that an infraction may take place. The vast majority of the time such a mistake is simply due to forgetfulness or lack of concentration.  However, after the infraction occurs, it is often clear that one side has been wronged – even to the point of possibly losing a game because of the infraction.

Work Out The Problem:

16.b) When an infraction occurs, the rule of thumb is that the owners should WORK THINGS OUT immediately (between themselves) if at all possible. 

If a resolution cannot be reached, then bring the matter up with the League Office and the Commissioner will make a decision on the situation.

Players Out Of Position , 9-Inning Game: Prohibited
16.c) AML players may NOT play out of position during a regular 9-inning game. If an injury or ejection occurs during the game, a backup who is rated at that position must be brought in (or other players shifted defensively in order to comply with AML policy).  Note: If a manager makes a mistake and due to his own managerial error finds himself short on players defensively, the opposing manager has the right to re-play the entire game (if he so chooses). It’s up to the manager who was “wronged” to make the call in this case.

Exceptions for Players During 9-inning game to be out of Position:

16.d) During a 9-inning game, a manager may use a player out of position if, due to injury or ejection, an eligible backup no longer remains on the active roster. When this occurs, any player may be brought into the game or shifted into another position in order to finish out the game (or series).

Exceptions are also made during an extra inning game.
Starting Pitchers Must Bat 9th In Lineup:
16.e) Starting pitchers are allowed only in the 9th spot in any starting lineup.

When MAY A Starting Pitcher Be Removed?

16.f) A starting pitcher CANNOT be removed from the game unless one of the following 3 conditions is met:

1) Pitches four (4.0) full innings

                   


2) Gives up four (4.0) runs...either earned or unearned

                   


3) Is injured or ejected

Brian Murphy Rule: When MUST A Starting Pitcher Be Removed?

16.g) A Starter MUST BE REMOVED from the game if he surrenders 7 EARNED runs. Remember, this is seven EARNED Runs. Unearned runs do not count against the starter for this purpose. Once 7 EARNED runs are surrendered, a reliever must be IMMEDIATELY brought into the game.  Note: Sometimes a starter will actually surrender MORE than 7 Earned Runs during a game due to too many runners being on base before the starter could legally be removed. This is to be expected occasionally and no penalties will be imposed at such times.

Regardless of earned runs surrendered, a starter must also be removed upon reaching 150 pitches thrown.  If an owner goes over by 2 or 3 because the player was at 149 pitches and then threw to a batter, that's ok.  But as soon as the starter reaches 150 pitches (or more) he must be removed from the game.
 

When MUST A Reliever Be Removed?
16.h) Relief pitchers MUST BE REMOVED from the game immediately upon surrendering 5 EARNED RUNS. Remember, this is 5 EARNED runs (not unearned runs). Unearned runs are not counted against the reliever for this purpose.

Note: Sometimes a reliever will actually surrender MORE than 5 Earned Runs during a game due to too many runners being on base before the starter could legally be removed. This is to be expected occasionally and no penalties will be imposed at such times.

Using Pinch Runners:

16.i) See Section 12.e

Using A Pitcher as a Pinch Hitter (Restrictions):
16.j) Starting pitchers may not be used as pinch hitters unless ALL available (normal) hitters have been exhausted from the bench. It is only at that point when a manager may use a pitcher to pinch hit. Note: Flagrant abuse of announcing several pinch hitters and quickly pulling them back in order to “exhaust your bench” is NOT acceptable and will result in fines by the League Office. 

Injuries During A Game:
16.k) See Section 15.b

Extra Innings – Players Out Of Position:

16.l) Only during extra innings may a position player be used out of position. Once the 10th inning begins, managers may use any player at any defensive position.
Extra Innings – Using Starting Pitcher In Relief:

16.m) Starting pitchers who have no innings pitched in relief (in real life) MAY NOT be used in relief during extra innings UNLESS:

               

1. The game has entered the 14th inning

               

2. All relievers have been exhausted from the bullpen.

Note: Until the 14th inning begins, managers must make due as best they can by bringing in position players to pitch.

Weather:
16.n) The AML incorporates the Diamond Mind weather system during games.

If Internet/Modem Failure Occurs:
16.o) In case of any non-recoverable computer failure or internet/modem connection where the game is “lost,” the unfortunate occurrence is treated as an UNOFFICIAL game and replayed with the same starters and lineups. Any injuries which may have occurred WILL carry-over into the “makeup game,” however if the player was injured later in the game, the manager may use that player until “later in the game,” at which point the previously injured player must be removed and treated with the same length of injury per the first game.

Note: It is up to both teams as to whether or not they actually want to “re-play” the game. It’s very possible the other team may concede the game, believing he most likely would have lost regardless of the Internet/Modem failure. If one team concedes, then inform the League Office of the Win/Loss result, and the office will replay the game in order to achieve the proper outcome. There is no need for the two teams to actually replay the makeup game in this instance.

Pick-Off Attempts Must Be “Reasonable”
 16.p) The AML will not tolerate an "unreasonable" number of pick-off attempts. When a manager is constantly throwing to 1B over and over and over again, in a ridiculous fashion, the League Office will limiting the offending manager’s ability to use the pick-off attempts during future games (perhaps allowing only a limited number in total per game).  Owners should be REASONABLE and not get into trouble 

17) Post Season Rules, Usage
AML Post Season Format:
17.a) Upon completion of the 162-game season, the top eight (8) teams will make the playoffs. There will be four (4) division winners and four (4) wild card teams. 

Should a tie for the division championship occur, a ONE GAME PLAYOFF will ensue. A coin toss will determine the home and away team. (Please note: all regular season usage restrictions will STILL BE ACTIVE going into this one game). The one game playoff will be considered game 163 of the regular season.

Wild Card tie breakers will follow the same regular season guidelines for tie breaking procedure.

All 8 playoff teams will be ranked before playoffs begin. The four division champions will be ranked first followed by the 4 wild card teams.

There will be two playoff rounds plus the World Series.

1. Each series will be best of seven games (two off days after games 2 and 5 automatically built-in). 

2. There will be "3 days off" before the start of any new series. Playoff injuries also carry over between series - including the rest days.

3. The highest seeded team will always have the home field advantage.   

4. The seven games will be played 2, 3, then 2.

Playoff Seeding is determined as follows:  The No 1 Regular season team (Division Winner) chooses which of the 4 Wild Card Teams he wishes to face in Round 1.  The No 2 Seed (Division Winner) then chooses which of the 3 remaining Wild Card teams he wants to face in Round 1.   The No. 3 Seed (Division Winner) chooses his matchup for Round 1, and the No 4 (Weakest Division Winner) seed takes whatever wild card team is left over as his Round 1 Matchup.

 

In round two, the highest remaining seed chooses his matchup from the lowest two remaining seeds left in the playoffs.  The second highest remaining seed takes whatever team is not chosen by the higher seed.
Post-Season Rules, Restrictions, Usage:

17.b) All regular season player and game restrictions apply unless otherwise noted. The following restrictions were designed to keep the playoffs realistic and consistent with the AML's regular season style of league play. In other words, the AML rewards DEPTH rather than one dominating part-time player who might be used every single game. 

17.c)  Hitters: 

1. A hitter with over 300 total ABs and over 70 ABs against both RH and LH pitching has unlimited playoff usage.
2. Hitters with less than 200 ABs MAY NOT start any post season game (except if needed due to injuries, in which case the player with the next most GAMES PLAYED at the needed position must start.  Check the real life fielding within the DMB game. If games played are tied, it’s the manager’s choice).
3. Everybody else (hitters with 200-299 ABs or less than 70 ABs vs. LH or RH) may start games according to the following charts:

STARTING ELIGIBILITY VS. LH PITCHING:

	Less than 50 ABs:
	may not start

	Between 50 and 70 ABs:
	1 start

	Between 71 and 90 ABs:
	2 starts

	Between 91 and 120 ABs:
	3 starts; may start 3 of the first 4 games vs. LH during any series, plus any games after the 4th lefty start in a series; may not start 3 consecutive times

	121 ABs or more:
	unlimited starts


STARTING ELIGIBILITY VS. RH PITCHING:

	Less than 50 ABs:
	may not start

	Between 50 and 75 ABs:
	1 start

	Between 76 and 125 ABs:
	2 starts

	Between 126 and 200 ABs:
	3 starts

	Over 200 ABs:
	4 starts, but only 2 consecutive; unlimited starts if have 300 AB or more total


4. Once a batter starts a game, he is NOT forced to be removed due to a pitching change later in the game.  He may stay in the game and hit if the owner so desires.


5. A player must have at least 75 real life ABs in order to be eligible for the post-season as a bench player. A bench hitter must also have at least 30 ABs in real life vs. either a right-handed or left-handed pitcher in order to PINCH HIT in the playoffs vs. that corresponding pitcher.  If he has less than 30 ABs vs. a certain type of pitcher (RH or LH) then he may remain in the game if he was already in the game ONLY IF he was brought into the game prior to the opposing manager bringing in the handing of the pitcher (i.e. LH or RH) against whom the batter had less than 30 at bats.

6. Each team is restricted to FIVE (5) hitters having fewer than 200 ABs, with no more than TWO (2) hitters having fewer than 125 ABs.


7. Except for injuries or ejections, hitters with less than 150 ABs may not appear in a game before the 7th inning , and hitters with less than 200 ABs may not appear (as a pinch hitter) before the 6th inning unless the starting pitcher is eligible to be removed from the game, or an injury or ejections has occurred to a starter.  In other words, if a starting pitcher is pulled before the 6th inning, a manager must use pinch hitters with 150 ABs or more first.  He can’t use players with less than 150 ABs until the 7th inning.  

Note: The thinking behind the above rule is that we don’t want a more potent bench player unrealistically entering the early part of the game and remain there until the game is over simply because the manager wants to pull a lesser starting player from the lineup. 

8. Extreme Lefty Exception:  All playoff teams must have enough starts to face a lefty starter in four (4) games of each 7 game playoff series.  As long as the playoff team has enough playoff usage (according to league rules) to cover themselves against a maximum of 4 games vs. a lefty starter, that team is in compliance with playoff rules.

If an opponent then wishes to start a lefty in more than 4 games, he may do so, but the other team may then waive playoff usage restrictions vs. a lefty (effective whenever they face a 5th lefty starter in the series).

In other words, after you have faced 4 lefty starters in a series, you no longer have any usage restrictions facing a 5th LH starting pitcher (as long as your batter was previously eligible to start in the playoffs).
The thinking here is that we don't want AML owners to exploit a playoff loophole and try to use all 7 playoff games with a left-handed starter in order to negate his opponent's normal usage.

Starting Pitching:

17.d)  Starting Pitchers For Playoffs:
A starting pitcher needs 21 real life starts to be allowed TWO (2) playoff starts per post-season series.

Starters with 14-20 real life starts are be allowed only ONE (1) playoff start per post-season series.  Any starting pitchers with fewer than 14 real life starts is not be eligible to start in the playoffs.

IMPORTANT EXCEPTION FOR .751 OPS or higher !!: If a starter has 14-20 starts but also has an overall OPS against that is .751 or higher, then that starting pitchers may then be used in 2 starts per playoff series.  This way, you aren't forced to find additional starting pitchers for the post-season in the event you want to use a "weaker" starting pitchers who is above .750 OPS against. 

You must always use 4 different starting pitchers for the first 4 games of a playoff series.  They do not have to pitch in the exact same order during games 5-7, but each pitcher is allowed a maximum of TWO (2) starts per series.

All rosters must have one 5th starter on the post season roster with a minimum of 7 real life starts.  EXCEPTION: If the emergency 5th starter meets the “5.60 ERA/.260 OBA” Rule (see regular season “Bad Pitcher” Usage Bump Rule), then he qualifies for the post season with just 1 real life start and/or 1 real life relief appearance. 
A reliever who also has real life starts may double as your 5th starter as long as he meets the starting pitching requirements for the playoffs. 

The emergency 5th starter may only be used in place of a starting pitchers who must miss his next start in the playoffs (due to injury). An owner may not START the emergency starter until the injured starting pitcher’s next turn in the playoff is due.  However, if the emergency starter is eligible to relieve OR if he’s also eligible to be a normal playoff starter, he may be used at any time in the series (assuming, of course, he still has playoff usage remaining).
PLAYOFF RULE ON WHEN A STARTER “MUST” BE REMOVED FROM THE GAME:

For the playoffs the AML extends the regular season (7-run rule) to 9 earned runs.  So in the post-season, a starting pitcher can remain in the game until he's given up 9 earned runs.  By allowing a starting pitcher to stay in the game for a complete shelling (9 earned runs), it will greatly help protect the rest of a team’s bullpen in a 7-game playoff series.   

Relief Pitching:
NOTE: Effective AML Season No 16 (2008) the minimum innings required for post-season eligibility was increased to 35 Innings of real life relief.

17.e) The following chart explains how many innings a relief pitcher may appear in each 7 game series.

  


Relief  innings during              
Maximum innings allowed 

 


regular season (real life):         
in each 7 game series:

34.2 innings or less   -        
ineligible for post season play

  


35.0 to 39.2               - 

3 innings

  


40.0 to 49.2               -            
4 innings

  


50.0 to 59.2               -           
5 innings

  


60.0 to 69.2               -           
6 innings

 


70.0 or more             -           
7 innings

Note that the table uses innings pitched IN RELIEF, not total innings pitched for players who appeared as both a starter and reliever.

PLAYOFF RULE ON WHEN A RELIEVER “MUST” BE REMOVED FROM THE GAME:

For the playoffs the AML extends the regular season (5-run rule) for relievers to 7 earned runs.   So in the post-season, a relief pitcher can remain in the game until he's given up 7 earned runs.

INNINGS PITCHED IN RELIEF FOR “DOUBLE-DUTY” Pitchers:
17.f) An outside reference source should be consulted in order to verify the exact number of innings pitched in relief for “Double Duty” pitchers before the playoff rosters are finalized.  If a pitcher did not pitch 35 innings in relief in real life, he will not be allowed to pitch in relief during the playoffs (there are a few exceptions, such as injury, ejections, exceptionally high ERAs, and games which enter the 14th inning). It is the responsibility of each owner to check IN ADVANCE to make sure his double duty pitchers qualifies to be on the post-season roster with respect to innings pitched in relief.
Stolen Bases:

17.g) The number of stolen base attempts allowed per series is calculated by dividing the regular season attempts by 5 (rounded up). Maximum attempts allowed for any player is ten (10) per series. All players will be allowed one (1) attempt per series regardless of regular season attempt total.

All Post-Season Injuries Reduced 80% In Duration:

17.h) Whenever a post-season injury occurs, the AML immediately reduces the length of the injury by 80% (rounding down).  Players might STILL be unavailable to play the remainder of a post-season series even with this post-season injury reduction. However, this reduction gives the AML team a chance to (perhaps) bring back an important player for the final game of a series, or perhaps at some point in the next series (should the team continue to win games). 

“Travel Days” Do Not Count Towards Injuries during the playoffs!

17.i) There are always 2 off-days after Game 2 of the playoffs, and another 2 off-days after Game 5 of the playoffs.  These "off-days" are only used for pitcher "fatigue" purposes.  Off-days have no effect on player injuries because our 80% reduction takes care of that.

May I Call-Up A Player From The Farm In Case Of Injury?

17.j) Call-ups due to injury are allowed only upon COMPLETION of a post-season series.  Should injuries occur DURING a series, teams MAY NOT call up extra players from the farm. They will have to play with a reduced roster for the remainder of that 7-game series. However, teams may send down an injured player and bring up a reserve at the conclusion of a 7-game series (before the next series begins). Roster moves may only be made in case of injury, and not for strategy purposes from series to series.

Dual Eligibility (position player and pitching)

17.k) If a player appeared in real life as both a pitcher and a position player, he must still meet all playoff usage require for hitters before appearing as a pinch hitter or position player, and must still meet all playoff usage requirements for pitchers before appearing as a pitcher.


JERRY CONCA RULE - COMPLIANCE WITH ALL POST-SEASON ROSTER REQUIREMENTS:
17.l) If an AML Team does NOT have the proper requirements for all starters and backups on the post-season roster, the League Office will impose penalties for both the post-season team AND a reduced payroll the following season.  In general, one can expect the “Usage Pool” rules to be applied, which will give an owner an idea of the fine for the coming season.  Also, note that depending on the significance of the infraction(s), certain key players may be suspended from post-season activity in the given year’s playoffs.  The League Office will make such decisions if/when necessary.

It is each owner’s responsibility to make sure he has the proper roster qualifications for the playoffs.  If the conditions are not met, the League Office is forced to penalize an owner not having the proper backups who are playoff eligible.  To think an owner can ignore the requirements for eligible backups for the playoffs and suffer absolutely no penalty (even a very mild one) is completely unreasonable, and also very unfair to the other playoff-bound teams who made the effort to comply to normal backup rules.
Statute Of Limitations on Playoff “Protests”

17.m) Once the next game in a playoff series begins, there is no longer any way to dispute a problem from a previous playoff game. This is similar to the NFL.  Even if it's clearly seen on tape that a mistake or incorrect ruling or infraction was made, nothing can be done about it once the next play starts.  The AML operates the same way.  IT IS AN OWNER’S RESPONSIBILITY SO MAKE SURE TO CHECK THINGS OVER BEFORE THE FIRST PITCH OF THE NEXT GAME IS THROWN!!!!   Owners will not be allowed to protest a rules violation after the next game or play starts.

***It’s STRONGLY suggested that teams TAKE THEIR TIME before starting the next game in a playoff series. Print out the results of the last game. Check things over.  Make sure no infractions occurred.  If an owner decides to rush into the next game and then finds out later that his opponent made a big mistake which cost the playoff series, it’s that owner’s fault for not checking.  Owners should remember this and not complain that they were “screwed” out of a game or championship.  IT IS AN OWNER’S OWN FAULT IF HE RUSHES INTO THE NEXT GAME WITHOUT TAKING TIME TO LOOK EVERYTHING OVER!!!   If a problem exists before the next game starts, an owner still has the ability to stop the series and hopefully work things out between the two opponents.  If not, then the League Office can step in and make a ruling. Once the next game in the series starts… it’s over. Both teams will have to live with the infraction. 


Commissioner will NOT Rule on any game in which he is personally involved: 
If/when the AML Commissioner happens to be involved in a dispute which requires a ruling, the Commissioner will defer his authority to the Executive Vice President (who will then seek opinions from other league owners before making his final decision). 

18) League Fines, Penalties, Abuses

Commissioner Authority – The AML is not a Democracy:

18.a) This rulebook is very extensive. It’s an evolution of 17 years of league experience. Yet, because this hobby deals with human beings, it’s impossible to predict every future event or potential problem. The AML Commissioner has quite a bit of authority to make decisions whenever events become unclear and/or are not specifically outlined or stated in this document.  Although there is a clear mechanism for rules and changes, the AML is not a true democracy due to the Commissioner’s ability to make judgement calls when needed. Hopefully, the integrity of the league will always be maintained as long as the Commissioner is respected by the League owners – even if occasionally some owners may not agree with a particular Commissioner ruling.

Dave Brown Rule No.2: Neglect
18.b) Neglect is probably the single worst AML violation.  The reason is because the AML is, by its nature, an active league whereby owners must maintain good communication with other owners in order to schedule games every week. When an owner is discourteous and fails to make an effort to contact his opponent, or play his games, or monitor his players’ usage, or simply follow the most basic of guidelines in the hobby, a domino effect can occur. That is, neglect leads to league apathy.  League owners who do follow the proper rules and enjoy playing their games can become discouraged due to the few discourteous owners. As a result, league-imposed fines, penalties, or even possible removal from the league will take place whenever the Commissioner believes an owner continues to neglect his league responsibility. Of course, each situation will be judged on an individual basis.  The overall notion of owner neglect is often referred to as “Dave Brown Rule No.2.”

Potential AML Violations To Be Aware Of:

18.c) The following is NOT an all-encompassing list of potential AML violations, but it’s a guideline of the most common violations that have appeared over the years. Please be aware of these and recognize that the Commissioner will most likely take action whenever these violations occur:

1. Failure of away team to make initial contact to home team by the Thursday 9:00pm deadline.

2. Failure to comply with proper backup rules

3. Failure to properly monitor team’s payroll during the Auction and Draft Day

4. Failure to send DMB results file by the deadline each week.

5. Repeated failure to actually play games during the season (even if the owner has a bad team).

6. Trades that involve “payback” at a future date, or involve future considerations

7. Failure to comply with league usage rules

8. Failure to properly rest injured players during the season

9. Repeated misuse of game-day rules

What Type Of Penalty or Fine Might I Expect?

18.d)  Other than the Usage Pool details, specific fines and/or penalties have not been written into this rule book. However, a general philosophy or guideline can be stated so that league owners will have an idea of what they might expect should violations occur.

a) First, the seriousness of the violation is taken into consideration. A one-time misuse of a stolen base attempt is obviously much less of an offense compared to two owners making a trade which involves future payback or considerations. 

b) Second, the history of the owner is weighed very heavily. If the owner has a history of neglect or misuse, the fine will be much more severe than an owner with no history of such violations.

c) Third, whether the infraction was an intentional desire to mislead or “cheat” or was a simple lack of concentration or a one-time mistake will influence the penalty applied.
As far as the actual fine itself, owners can expect the following train of thought by the Commissioner:

1. If the team in violation is clearly out of playoff contention and infractions are due to neglect, he may expect a fine in form of deducted salary cap cash the FOLLOWING season (next year’s dues will also be collected at the time of the fine).
2. If the team is clearly a playoff team or is fighting for a playoff spot, the owner can expect (perhaps) his best hitter and/or starting pitcher be “suspended” for a certain length of time. In other words, the penalty will take the form of a reduced team during the CURRENT AML season (rather than deducting cash the following season).

3. In some cases, both cash AND suspension of players may be the penalty of choice

4. The Commissioner also reserves the right to take away a draft pick and or additional amounts of cash for the following AML Season.
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