Article 1:  Preamble

1. This page defines the rules for the Electronic Baseball Federation (EBF).

2. All rules not identified on this page fall under the full discretion and judgment of the Commissioner.

3. The EBF runs OOTP v10.
Article 2:   Global OOTP Settings
1. The scouting system will be disabled.

2. The coaching system will be disabled.

3. Suspensions will be enabled.

4. Drug suspensions will be disabled.

5. Injuries will be enabled.

6. Injury frequency will be set to “low.”

7. Position Player Fatigue will be set to “average.”

8. The EBF will use the following rating scales

a. Talent


2-8

b. Ratings

2-8

c. Other Ratings

2-8

d. Coaches & Scouts
NA

9. Ratings above Max will not cut off.

10. Overall & Potential rating will be shown in Stars.

11. Player aging and development modifiers will all be set to 1.000.

12. Talent change randomness will be set to 100/200 (i.e. default)

13. Player development will be enabled.

14. Hidden Players will be disabled.

15. Personality ratings will be enabled.

16. Morale system will be enabled.

Article 3:   Major League 
1. The EBF’s primary major league shall be called the Imperial Baseball League (IBL)

2. The IBL shall consist of 14 teams.
3. Additional organizations may join the IBL at the Commissioner’s sole discretion.  In the event expansion occurs, there will be an Expansion Draft, the rules of which will be published well in advance of the draft by the Commissioner.
4. Teams in the IBL will be organized in a single sub league that shall consist of a single division.

5. The IBL will have a 156 game regular season schedule.
6. The teams with the four best records at the end of the regular season the playoffs.

a. In the event of a tie, the default tie breakers in OOTP will be used.

7. All rounds of the IBL playoffs will be a best of 7 series.

8. The designated hitter will be disabled at the onset of IBL.
9. Every five simulated years, a referendum will be held on the adoption of the DH.  At that time, supporting votes form a simple majority of current GMs will be enough to adopt or keep the DH.  In the event a simple majority of owners fail to support the DH, the IBL shall not use the DH until the next referendum occurs.
10. The Active roster size will be set to 25.

11. On September 1st each year, the roster size expands to 30.

12. The secondary (i.e. “40 man”) roster size will be set to 40.

13. Waiver length…

14. DFA length…

15. The Rule 5 draft will be enabled.
16. The IBL amateur draft will be held every year on…

17. The IBL amateur draft will last 10 rounds.

18. The IBL amateur draft pool will be computer generated and supply only enough players for a 10 round draft.
19. The IBL amateur draft pool will be revealed 75 in-game days before the draft.

20. All players generated for the IBL amateur draft will be American.  The WBL is therefore the sole source of foreign-born players.

21. No IBL team will be allowed more than 5 foreign-born players at the major league level.
Article 4:   Minor Leagues

1. Each of the teams in the IBL will have 3 minor league affiliates.  An IBL team and its minor league affiliates collectively form an organization.
2. The IBL minor leagues break down as follows:
a. High Minors (HM)
b. Mid Minors (MM)
c. Low Minors (LM)
3. All minor league affiliates will play in generic stadiums whose park factors are all set equal to 1.000.

4. All minor leagues will employ the DH.
5. All minor leagues will each consist of a single sub league with a single division.
6. There will be no minor league playoffs.

7. There will be no minor league all star games.

8. All minor leagues are capped at 25 roster spots.

Article 5:  Independent League 

1. In addition to the IBL and its associated minor leagues, the EBF shall include an independent league whose sole purpose is to generate additional free agent talent for the IBL.
2. This independent league shall be called the World Baseball League (WBL) 
3. All teams in the WBL will be computer controlled at all times.
4. The WBL will consist of 8 teams split into 2 divisions of 4.
5. Free agents from the WBL are free to sign with teams in IBL.
6. Free agents are not allowed to leave the IBL to sign with teams in the WBL; however, given how OOTP works, this will not prevent players originally from the WBL from returning after a stint in the IBL.
7. The Commissioner reserves the right to make any changes to the rules or structure of the WBL that he deems necessary in order to ensure the appropriate flow of free agents to the IBL.
Article 6:   Simulation Schedule and Pacing

Article 7:   GM Rights & Responsibilities

1. GMs are free to specify the home city, name, colors, logo, and stadium for each team in their organization.
a. Home cities must be within the United States of America.

b. Home cities for the major-league team must have a minimum population of 100,000.

c. Stadium selection is limited to any of the actual 30 MLB stadiums not currently in use by another owner.  This rule is to ensure varied and accurate park factors.

d. All stadiums will have a 40,000 seat capacity.
e. In the event an organization changes hands, that new GM must wait until the end of the current season to make changes to any of his teams’ locations names, colors, logo, or stadium.
2. GMs are expected to refresh their teams in a timely fashion prior to the weekly sim.  Repeated failure to do so will result in removal from the league.
3. GMs are expected “not to be jerks.”  Respect for other GMs and the integrity of the league is essential.  Gaming the system, wiggling around the spirit of the rules, and lying are all frowned upon.  You will be warned.  Once.  Then you will face the wrath of the Commissioner.  
a. This is not meant to be heavy handed.  The Commissioner gets to be in charge at work and doesn’t need to boss people around on the interwebs.  He’s just trying to maintain a fun environment for all members of the league.
b. As an example, GMs may only operate one organization.  Individuals found operating multiple organizations will be removed from the league immediately, and players on the teams in question will be redistributed at the Commissioner’s discretion.
c. As another example, collusion is frowned upon.  Mchale trading Garnett to the Celtics and Jerry West’s disciple trading Gasol to the Lakers for pocket change … that type of thing won’t happen in the IBL  
Article 8:   Financial Settings & the Salary Cap
1. Salary demands and revenue inputs will not change automatically as league time passes.  Instead, they will remain fixed at a level roughly equal to what was seen in real life during the late 1990s and early to mid 2000s.  While not realistic, this makes the financial model more stable and predictable, which makes the game more fun for everyone.

2. IBL media contracts will be the same for all teams regardless of market size.
a. The league-wide value of the contract may increase by any amount from year to year, but it will never decrease by more than 10%.
3. IBL teams will share 25% of gate revenue with their opponent.

4. The cash maximum is set to $50 million.
5. The hard cap is $125 million.

6. Teams currently operating above the salary cap are subject to all of the following restrictions until they get below the cap:

a. Cannot sign players who are arbitration eligible.  If you are above the cap at the start of arbitration, all arbitration-eligible players become free agents.

b. Cannot draft players in the amateur draft.

c. Cannot sign free agents

d. Cannot extend contracts

7. Player contracts in the IBL are only 50% guaranteed.  As a result, organizations may cut a player if they have cash reserves equal to half of the amount remaining on his contract.

a. For the purpose of this calculation, mutual and team options do not count.  Player options do count.

b. To release a player, an organization must email their request to the Commissioner.  The release will be processed at the conclusion of the current sim and be reflected in the next league file.  The Commissioner will manually adjust the team’s expenses to account for the 50% guarantee used by the IBL.

c. Injured players cannot be released until healthy; however players with career ending injuries can be released immediately as insurance will cover the rest of their contract.

d. Released players do not count toward the salary cap.
8. Initial Settings:

a. At the onset of user play in the IBL, all organizations will have their market sizes set to “Average.”  Market size is then free to vary as designed by OOTP.

b. At the onset of user play in the IBL, all organizations will have their market fan loyalty set to “Good.”  Fan loyalty is then free to vary as designed by OOTP.

c. At the onset of user play in the IBL, all organizations will have their fan interest set to “75.”  Fan interest is then free to vary as intended by OOTP.
Article 9:   Contracts, Free Agency, & Service Years
1. The maximum contract length, including all option years, is 5 years.

a. Organizations may only offer more than 5 years if the player specifically demands it.

2. Players in the ILB are eligible for free agency after 5 years of service at the major-league level

3. Players in the ILB are eligible for salary arbitration after 3 years of service at the major-league level

4. Players qualify for a year of service after logging 100 days of playing at the major league level.  A player may not log more than one year of service time in a given calendar year. 
5. Players may not refuse assignment to the minor leagues

6. Players each have 3 option years; after that, they must pass through waivers to be placed in the minor leagues.
7. Organizations may designate one pending free agent each year as their “Franchise Player.”  Other teams are free to sign this Franchise Player; however, if they are successful, they must compensate the organization the Franchise Player departs with a first round draft pick and a player from their own organization.  In the event free agency concludes with the Franchise Player left unsigned, he will rejoin the organization that tagged him on a one year contract for an amount equal to the average annual salary of the top ten players in the league during the prior year.
a. The compensation pick will be for the immediately upcoming draft

b. The compensation player can be anyone in the organization the Franchise Player joins who is not on a 20 man “protected” list.  Such a list is due to the commissioner whenever any team agrees to terms with the Franchise Player.  Failure to produce a protected list when asked will mean that no players in the organization are protected.

c. Organizations who make The League playoffs are not allowed to sign anyone tagged as a Franchise Player in the subsequent year.

d. Teams that lack the necessary space under the salary cap cannot tag a Franchise Player.  The contract amount required for a franchise tag will be published by the Comissioner prior to the start of free agency.

e. After applying a Franchise Tag, a team is free to trade the tagged player just as they would any other.  Once a tagged player is traded, only the team trading for him may offer him a contract.  Said contract may never be less than the player’s demands on the date he is traded.  If the team and player cannot agree on a contract, that player will sign the one year offer just as he would if he hadn’t been traded.
Article 9:   Trades

1. For a trade to be official, both parties must email the terms of the agreed upon trade to the commissioner.

a. The Commissioner may veto any trade he feels not in the best interest of the IBL.

b. GMs may appeal if a trade they agreed to is vetoed by the Commissioner.  The veto will be lifted should a majority of the owners not involved in the trade approve.

2. Injured players and players on the disabled list cannot be traded.  If a player becomes injured after his owner agrees to trade him, but before the trade is finalized, said trade becomes void.
3. The in-season trade deadline is July 31st.

4. Draft picks may only be traded on draft day and then only for the current draft.

5. Trades with computer-controlled teams are not allowed.

6. Cash may be included in trades, up to a maximum of $25,000,000.

Article 10:   Drafts

1. Draft’s will be conducted live via internet chat room.

2. The Commissioner will announce the specific date and time of the draft at least two weeks in advance.

3. If you cannot be present at the draft, you can instead submit a list to the Commissioner who will select the highest rated player on your list who is still available.  If no player on your list is still available, your pick will be automatically selected by OOTP.

4. Once on the clock, teams have a set amount of time to make their pick.  If a team exceeds their allotted time, the Commissioner will make an announcement, at which time the next team on the clock is free to immediately make their pick.

5. Special rules for the Initial Draft

a. Rounds 1-26 will be done live.  Remaining rounds will be computer simulated.

b. Draft will occur over multiple days, likely spread over 3 weeks.

i. Day 1:  Rounds 1-3 will have a 4 minute limit
(estimated 2.8 hours)

ii. Day 2:  Rounds 4-6 will have a 4 minute limit
(estimated 2.8 hours)

iii. Day 3:  Rounds 7-10 will have a 3 minute limit
(estimated 2.8 hours)

iv. Day 4:  Rounds 11-14 will have a 3 minute limit
(estimated 2.8 hours)

v. Day 5:  Rounds 15-20 will have a 2 minute limit
(estimated 2.8 hours)

vi. Day 6:
 Rounds 20-26 will have a 2 minute limit
(estimated 2.8 hours)

c. Draft will use a “snake” format

6. Special rules for the annual Amateur Draft

a. Round 1 will have a 5 minute limit

b. Rounds 2-3 will have a 2 minute limit

c. Rounds 4+ will be computer simulated

d. Draft order will not change from round to round

e. Draft order will based on IBL record the prior year with the worst team picking first.

i. League champion always picks last

ii. No team may pick first in successive years.  In the event a team finishes last in consecutive years, every second year it finishes last, the teamwill pick third with the second and third worst finishers teams picking first and second, respectively.

iii. In the event of a tie, the prior year’s record will be considered as well.

7. Special rules for the Rule 5 Draft

a. Draft will last 1 round, which will have a 3 minute time limit.
b. No team may lose more than 1 player in the Rule 5 draft.

