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[bookmark: _Toc251165079]1. League Purpose:
The TTSFKL has been established to bring together fans of the Strat-o-matic Computer
Football game that enjoy participating in a draft league that allows them to act as the
GM/Head Coach of their own Football organization.

[bookmark: _Toc251165080]2. Leadership:
The league will be run by 
Brian Fullem – bfullem1@aol.com

[bookmark: _Toc251165081]3. Website & Private Forum:
TTSFKL@groups.io; Slack will also be used


[bookmark: _Toc251165082]4. Communication:
The league uses the TTSFKL .IO Groups and texting to communicate.
[bookmark: _Toc251165083]5. League Requirements:
SOMFB Most Current Version
High Speed Internet Connection & Email Account
Current version of SOMFB (you’ll also need the FREE patch from the site) - http://www.strat-o-matic.com/support/patches

[bookmark: _Toc251165084]6. Weekly Guidelines:
1) If you have any challenges scheduling your game or if you know you won’t be able to play your game please email your opponent & the commissioners no later than Thursday night. We’ll try to find a sub and avoid computer played games.

2) Both coaches should upload the game results to the Cloud. Writing a brief game summary as well- for entertainment purposes only is encouraged and can be emails to the IO Group and/or Posted in Slack.

3) Any GM that cannot meet the above guidelines may be removed from the
league.

[bookmark: _Toc251165085]7. League Format:
The TTSFKL is a modern day, continuous ownership draft league.
All games are to be played using the NET PLAY feature.
The league has 20 teams playing in two Conferences with two 5 team divisions in each.

[bookmark: _Toc251165086]After each season teams will be ranked 1-20 for draft purposes.

8. Rosters:
Teams use a 53 man active roster plus Team Defense Cards (SP/LP, FP/ER, OT/LB), a Special Teams Card (KO & P Returns) and a Team Card (QB/WR fumble rating and
Penalties).

Depth Chart Minimum Requirements (We don’t use maximums except for ST players): A couple of notes –
1. uncarded players will not count towards Minimum requirements but will count against a roster spot
2. Players with multiple positions will count towards their primary position (1st listed) for Minimum with the exception of PR/KR:
	
OFFENSE:
QB – 2
HB/FB – 4 
TE – 2 			
WR – 5
OL – 8

DEFENSE:
DL - 7
LB - 7
DB – 7

Special Teams:
P: 1 (also the max)
K: 1 (also the max)

PR: 1/3, Min is 1 if you have lone returner, 2 if not. 
KR: 1/3, Min is 1 if you have lone returner, 2 if not. 

A KR/PR may not serve as a KR1 or PR1 unless they were carded as such or have 15 or more Kickoff / Punt returns during the current carded season. A KR/PR that qualifies by these standards or is listed as the only returner may be used as the lone return man for that team.  

**Note: when drafting and subsequently submitting final roster to the commish, it is the responsibility of each individual owner to ensure they meet roster minimums and ST maximums.  If, by the deadline to submit final rosters a team does not meet minimum roster requirements for positions, there will be penalties as follows: Loss of future 5th round pick for first occurrence in a season, and loss of higher picks in reverse order (4th, 3rd, etc) for every other occurrence.
Notes (See Table Next Page):
	Blocking Backs (BB) qualify either for FB or TE
	Linebackers (LB) qualify either for MLB, ILB or OLB
	Defensive Backs (DB) qualify either for CB, FS or SS
	Split Ends (SE), Flankers (FL) & Split End/Flankers (SE/FL) qualify for WR
	Players rated at any Special Teams position count against both the Special
Teams position and their primary (qualifying) position.

Please note:
PLAYING A “CB” OR “Defensive Back” AT LEFT CORNERBACK OR RIGHT CORNERBACK Players who are rated at “CB” are used when an additional defensive back is needed to fill out a formation. Typically they are called nickelbacks or slot cornerbacks. They are not rated to play Left Cornerback(LCB) or Right Cornerback (RCB) as they did not primarily play those positions. However, they can be used as substitutes in those positions with the following adjustment: If the CB is rated as a “6” defensively then count him as a “4” defensively when playing LCB or RCB. All other CB’s should be counted as a “0” 
defensively when playing LCB or RCB. Note that this rule also applies to those players rated as “Defensive Back” when positioned at LCB or RCB. IMPORTANT: This rule only applies to the 2017 and later NFL season when Strat-O-Matic started rating CB’s specifically as slot cornerbacks

Player Position Eligible Positions in the KSDFL
Right Tackle ORT, OLT, OT
Right Guard ORG, OLG, OG
Center C
Left Guard OLG, ORG, OG
Left Tackle OLT, ORT, OT
Quarterback QB
Fullback FB, BB
Halfback HB, FB
Blocking Back FB, BB, TE
Running Back HB
Flanker FL, SE, WR
Split End SE, FL, WR
3rd wide receiver FL, SE, WR
4th wide receiver FL, SE, WR
Tight End TE
2nd Tight End TE
Left End LDE, RDE, DE
Left Tackle LDT, RDT, NT, DT
Nose Tackle LDT, RDT, NT, DT
Right Tackle RDT, LDT, NT, DT
Right End RDE, LDE, DE
Left outside linebacker LOLB, ROLB, OLB, LB
Left inside linebacker LILB, RILB, MLB, ILB, LB
Middle linebacker MLB, LILB, RILB, ILB, LB
Right inside linebacker RILB, LILB, MLB, ILB, LB
Right outside linebacker ROLB, LOLB, OLB, LB
Linebacker LOLB, ROLB, MLB, LILB, RILB, OLB, ILB, LB
Left Cornerback LCB, RCB
Strong Safety SS, FS, DB
Right Cornerback RCB, LCB
Free Safety FS, SS, DB
1st defensive back LCB, RCB, SS, FS, CB, DB
2nd defensive back LCB, RCB, SS, FS, CB, DB

8. Minimum Number of Offensive Plays Per Roster:
Pass Attempts = 360 (QB only)
Rush Attempts = 330 (not including QB carries)
Receptions = 220 (includes WR/RB/HB/TE)


9. Usage & Low attempt RB’s/QB’s

a) Usage will be managed by the game meaning overused players will be unavailable until their usage gets back within the acceptable range.

b) LOW-USAGE RUNNING BACK CONTAINMENT RULE 
This optional rule is designed to prevent low-usage high-average running backs from dominating games.
Some of these backs have outstanding cards, which mirror their real-life averages. 

However, often times these backs accumulated large totals on a relatively small number of carries because they were used in blow-outs against second-team defenses, or because they ran draw plays in obvious passing situations. In short, while their cards reflect their real-life averages those averages do not necessarily reflect their real-life
abilities.
This rule applies to all low usage running backs, regardless of their average. But the rules will have much greater impact on those with high averages.
The rule is similar to the run containment rule in that when the rule is in effect it will prevent the runner from exceeding a certain yardage. The maximum run for a player who runs the ball when the rule is in effect is his own real-life rushing average (rounded to the nearest whole number).
To determine when the rule is in effect refer to the Low-Usage Running Back Containment Chart using the running back’s real-life rushing attempts and team games played.

IMPORTANT: This rule only affects readings found on the running back’s rushing card when the white die is a 2 or a 3. It never affects readings found on the opposing team’s defense card. If the score determines that the rule is in effect, and if the white die is a 2 or a 3, then the maximum yardage that the play can result in is the running back’s actual rushing average (rounded to the nearest whole number).
Examples:
A running back carried the ball 65 times in a 16 game season. The rule is never used for him – he averaged 4.1 carries per game (the Low-Usage Running Back Containment Chart indicates this).
A running back carried the ball 19 times for 97 yards in a 16 game season. He averaged 1.2 carries per game and 5.1 yards per carry. According to the Low-Usage Running Back Containment Chart the rule is in effect for this player anytime the lead is less than 22 points. Say the game is tied and this runner gets a rushing attempt. Also say that the white die is a 2 or a 3 and the result from his card is a Short Gain. Even though his card reads Short Gain, the runner was contained and the result of this play is a 5-yard run (his average).
Assume the same exact scenario described in the previous paragraph except that the white die reading is a 1.
In that case the runner is not contained by the defense and the result is a Short Gain.
Other Notes:
• The rule does not apply to runs by other players (such as the quarterback or wide receivers).
• This rule is to be used before checking for Linebacker Run Containment (if you are also using that
rule). For example, say it is 3rd down and 5. A low-usage running back gets the ball (say he averaged 7 yards per carry). First, determine if the Low-Usage RB Containment rule is used for the play. Let’s assume that it is, and that his original run of was for 12 yards. By rule that run is reduce to a 7-yard gain. At this point a check should be made to see if Linebacker Containment is also to be used. If it is, then the 7-yard gain is further reduced below 5-yards so that the runner does not achieve a first down.
Note that the same white-die reading is used for both of these rules.
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c)	QB's with less than 50 attempts may start a max of 1 regular season game, no playoff games, and otherwise can only be used if there is an injury or 21+ point spread in the 4th quarter.
[bookmark: _Toc251165087]9. Team Defense Alignment (4-3 / 3-4):
Before the start of the season, each Head Coach must identify which base defense they
will use for the up-coming KSFDL season.
Teams selecting a 3-4 Defense may use a Defensive Tackle at Nose Tackle.
Note:
All SOMFB defensive rating adjustments apply. Defensive ratings will be adjusted accordingly (I.e. a 5-rated 3-4 NT would be rated a 4 as a 4-3 DT & vice-versa).

[bookmark: _Toc251165088]10. Position Eligibility:
A player may only appear at a position he is rated for in the SOM football computer
game unless his position is allowed to be switched as per the “Looser substitution
restrictions rule”
Notes:
	Running Backs may play either HB or FB. For example the PRO FORMATION has two RB’s you can use any combination of two HB’, FB’s or BB’s.
	Wide Receivers – SE/FL maybe switched as per the looser substitution rule but in 3 WR & 4 WR formations, your top two WRs in terms of total yards must be used as the SE & FL on the outside of the offensive formation. The key is not to move your best WRs to the inside/slot of the offensive formation in order to gain an advantage over the defensive backs. This slows down the game because it prompts numerous defensive changes from standard packages for match-up purposes. In the KSFDL, we assume the teams top two WRs will always be matched up with the top two DBs/CBs. 
	Special Team Players – a KR/PR may not serve as a KR1 or PR1 unless they were carded as such or have 15 or more Kickoff / Punt returns during the current
carded season. A KR/PR that qualifies by these standards may be used as the
lone return man for that team.

[bookmark: _Toc251165089]11. Generic Dynamic Defensive Cards:
 0 rated players count as 3 

The KSFDL uses the five generic team defensive Pass/Run cards (Excellent, Good, Average, Poor, & Very Poor).
The following method is used to assign these Pass/Run defensive cards to each team.


Note:
These cards are determined after the draft and before the start of the season, injuries will not change them, but trades can.

STEP 1 – you must use the same players for both ratings:
4-3 RUN DEFENSE = Total the defensive run ratings of the 4 DL and add ½ of the combined total of the 3 LBs run rating
4-3 PASS DEFENSE = Total the defensive pass ratings of the 4 DBs and add ½ of the combined total of the 3 LBs pass rating
3-4 RUN DEFENSE = Total the defensive run ratings of the 3 DL and add ¾ of the combined total of the 2 ILBs run rating and ½ of the combined total of the 2 OLBs run rating
3-4 PASS DEFENSE = Total the defensive pass ratings of the 4 DBs and add ¼ of the combined total of the 2 ILBs pass rating and ½ of the combined total of the 2 OLBs pass rating

STEP 2:
EXCELLENT PASS/RUN DEFENSIVE CARD issued for a combined rating of 30 or better (>=30)
GOOD PASS/RUN DEFENSIVE CARD issued for a combined rating of 27 or better but less than 30 (>=27 & <30)
AVERAGE PASS/RUN DEFENSIVE CARD issued for a combined rating of 23 or better but less than 27 (>=23 & <27)
POOR PASS/RUN DEFENSIVE CARD issued for a combined rating of 20 or better but less than 23 (>=20 & <23)
VERY POOR PASS/RUN DEFENSIVE CARD issued for a combined rating of less than 20 (<20)

Notes:
1. In Step 1 the values are rounded down. For example, a calculated 4-3 Run Defense rating of 20.75 = 20 (POOR)
2. The defensive team ratings against the Pass & Run are dynamic. This means a trade can cause these ratings to change

[bookmark: _Toc251165090]12. Team Offense – QB Substitution:
A Head Coach may substitute either backup QB for their starter at the beginning of a drive or to save pass attempts. Swapping your QB to take advantage of a superior flat pass card is not allowed. Repeatedly substituting in your Flat Pass QB specialist to make or decoy a flat pass is not allowed. 

Note QB’s with less than 50 attempts may start a max of 1 regular season game, no playoff games, and otherwise can only be used if there is an injury or 21+ point differential in the 4th quarter.

[bookmark: _Toc251165091]13. QB/WR Fumble Rating Card:
The following method will be applied for assigning the QB/WR Fumble Card to each team:
Determine which NFL team has the most Passing attempts on your team & that will be your QB/WR Fumble Rating Card. If there is a tie between two or more NFL teams, then
the Head Coach may select which QB/WR Fumble Rating Card they wish to use for the season from those teams that are tied. It is possible for more than one team to use the
same card.

[bookmark: _Toc251165092]14. Special Team Cards (Kick-Off Return & Punt Return):
The following method will be applied for assigning KO & Punt Return Coverage Cards to each team:
Your PK will determine your KO return coverage card.
Your P will determine your Punt return coverage card.
Only carded players apply.

[bookmark: _Toc251165093]15. Penalty Team Card:
No Penalties in this league

[bookmark: _Toc251165094]16. Annual Draft:
At the start of each subsequent season, the league will hold a Rookie & Free Agent Draft for individual players. We will be keeping a minimum of 26 from our 53 man roster after each season ends. You can keep un-carded players and they will count towards your 53 man active roster.
You may not cut a player that you just drafted to cut down to 53 after the rookie draft.

The Format will be as follows after the initial draft:
Round 1 -> 10: Single Selection
Round 11 -> until you reach 53 players: Double Selection

For the initial draft we will select double picks starting in Round 41 until teams reach 53

Only draft picks in round 1 through 10 can be traded.

Rules for determining draft order
Inaugural draft will be a random drawing for draft position and then a snake draft.
Subsequent drafts:
The selection order is based on each team's win-loss record in the previous season and whether the team reached the playoffs. Teams that did not reach the playoffs the previous season are ranked in reverse order of their records (so the team with the fewest wins is awarded the first selection). Ties between teams with identical records are determined by the following tiebreakers (in order);
1. Strength of schedule, which is the combined win-loss record for all 16 of the team's opponents in the previous season (ties count as a half win and half loss). The team with the lower strength of schedule (i.e. their opponents compiled fewer wins) is granted the earlier pick in round one.
2. Division tiebreakers (if the teams are in the same division).
3. Conference tiebreakers (if the teams are in the same conference).
4. Coin flip(s), which occur(s) at the pre-draft NFL Combine.
Teams that reached the playoffs the previous season are then slotted in the order in which they were eliminated as indicated in the table below. Within each tier, the slotting is determined as above (i.e. worst record picks first and the same tiebreakers apply).
	Status
	Draft picks

	Non-playoff teams
	1–12

	Eliminated in Wild Card round
	13–16

	Eliminated in Conference Champs
	17–18

	Super Bowl losing team
	19

	Super Bowl champion
	20
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The trading deadline is prior to the end of Week 8 of our regular season schedule. Trading will resume in the off-season once the TTSFKL Super Bowl Champion has been crowned. Trades involving future considerations are allowed, but limited as follows…

No picks beyond the next seasons draft are allowed.  Drafts picks beyond round 10 are not allowed to be traded. 
[bookmark: _Toc251165096]18. Player Protections:
Prior to the TTSFKL Annual Draft, each Head Coach must submit their player protections to the Commissioner. Each team may protect a maximum of 53 players or a minimum of 26 players prior to the Annual Draft. You can keep un-carded players and they will count towards your 53 active roster.
The following Cards are not eligible for protection: Run/Pass Defensive Cards, QB/WR
Fumble Rating Card, Team Penalty Card & Special Team Coverage Cards (KO & Punt
Returns).

Notes:
Un-carded players cannot be drafted but, they can be protected only if they are on your
roster and are un-carded due to a season ending injury in the following season. If you
don’t protect this player, then this player will reappear in the annual draft the next time
they appear in the SOMFB game. 

To Prevent hoarding of skill position players following limitations must be adhered to with your 26 protected players- 2 QB’s maximum on the protected roster
- 3 RB’s maximum on the protected roster

[bookmark: _Toc251165097]19. Game Settings:
Penalties – NO 
Player Overusage – YES – 125%
Use QB Starter file – NO
QB Overusage – YES – 125%
RB Fatigue – YES
Home Field Advantage – NO
LB in Run Containment – YES
Low-Usage RB Containment - YES
Use Individualized Fumble Ratings – YES
Do not allow Exceeding Longest Run – YES
Do not allow Exceeding Longest Reception – NO
Exhausted RB’s will get Injured – YES
Don’t Allow QBs to get Injured – NO
Use Split Defensive Ratings – YES 
Dumpoff Rule – YES
Updated Sack Rule – YES
In-Game Rest System - NO
Emphasize 6-Rated LB – NO 
Great Player Impact Rule - YES
Looser Substitution Restrictions – YES
Empty Flat Pass = Guessed Wrong – NO
Use Variable FG Rule - YES
QB End Run Limits – YES
Use Actual Team Interception Returns – NO
Use Historical Team Pace – NO
Variable Pass Interference Yardage - NO
Consider Flat Pass as Runs – NO
Use Yards After Catch Ratings – YES

Injuries – Single Game Injuries
Rules through the Years – Use Current Rules

Before Kick-off:
Auto Save after each play – YES

[bookmark: _Toc251165098]20. Regular Season Schedule:
Each TTSFKL team plays a 16 game regular season schedule. You will play 8 division games, 3 non-conference games & 5 conference games outside your division. 

Divisional Games –A Home & Away pair of games VS each division rival to be played in the first & last three weeks of the season

Conference – Each team will play every team in the other division in their conference

Non-conference – You will play 3 games vs other conference rotating each year  
[bookmark: _Toc251165099]21. Playoffs:
In each Conference the two division winners make the playoffs along with two wildcards based on record & subsequent tie-breakers. They will be seeded as follows, the division winners will be 1-2 & wildcard teams 3-4 based on record & tie-breakers. The two wildcard teams will play the 1 & 2 seeds in the divisional round & the winners of that round meet in the conference championships. Conference winners meet in the TTSFL Super Bowl all games will be hosted by the team with the lower seed with the exception of the Super Bowls where home field advantage is turned off representing a Neutral field. 
***Ties involving two teams will be decided by their Head to Head result 1st , Conference Record 2nd & point differential 3rd & ties involving three or more teams will be decided Conference record 1st , & then by point differential. *** Any ties beyond this will be a 1 game playoff. 
[bookmark: _Toc251165100]22. Rule Changes:
75% minimum approval is required to over-turn any changes to an existing rule.
51% minimum approval is required to implement a new rule.
Percentage is based on % of people that vote by deadline, not number in the league.  If you don’t vote, it won’t be counted either way.

[bookmark: _Toc251165101]23. Final Word:
The  Commissioner reserves the right to remove any league member who:
1) Fails to meet deadlines
2) Is a distraction to the league operation 
3) Has demonstrated poor sportsmanship in any SOMFB online league game. 
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