4™ Street Baseball Instructions
Updated 2/20/11

Thank you for purchasing 4™ Street Baseball! This game was
developed to be an accurate portrayal of the game of baseball, as
well as to produce accurate statistical results.

This manual is divided into two parts:
1) a description of the player ratings
2) instructions on how to play the game

Player Ratings

As in the game of baseball, everything starts with the pitch. In 4™
Street Baseball, the pitcherdé@es abil it
and get ahead in the count is key to his team winning the game.

The game engine is run by five dice; one 20-sided (d20), two 10-
sided (d10), and two 6-sided (d6).

The d20 is typically used to determine the winner of a player
Amat chupoéal teoffarmse (thd batey and defense (either
against the pitcher or a fielder).

The two d10 are used in percentile creations. One d10 is colored,
the other is white. The two are ordinarily combined in that sequence
to create a val ukorekamplana gie@roddO rdllof A 9 9 0 .
Rn40 and a white d10 roll of Al10 creat

The two d6 are used to determine play results. They are added
together to create values from fA20 to

Playerratingsar e of two typesépeéexampleefr and h
a pitcher is pictured in Figure 1:



Joe Pitcher Bts Thr HId Pitches Endur Cls Rn Inj
NYA 1960 L L +0 82(21) 20(5) 2 14 +4

Count Match vsLHB vsRHB Hit (-5) (0-1) D
0-0 4 L R Fst Brk | Fst Brk | P IF OF Pw|Bn HR|P
0-1 20| Pw 6 3 7 5 9 7111 13 13 5] 16 10 3
0-2 36 |P 8 6| 2|93 45| 66 45|43 10 90 77| 21 22|46
10 39| C 9 7 3| 87 73| 44 44|43 10 20 57| 53 53|61
1-1 44| 1B 11 9 4|1 64 64| 64 75|43 10 80 99| 53 68|41
1-2 60| 2B 19 18 5|51 87| 51 89|43 10 20 88| 55 56|61
2-0 63| 3B 24 24 6| 43 43| 44 44|43 10 20 97| 22 22 9
2-1 66 |SS 33 33 7| 44 44| 43 43|43 10 20 98| 11 22|61
22 71 |LF 38 38| 8| 43 43| 43 43|43 10 20 99| 22 19| 9
30 74| CF 44 43| 9|8 89| 89 64|43 10 20 88| 22 54|11
31 77 |RF 49 48 |10| 95 75| 95 66|43 10 20 78| 93 55| 46
32 79 |vsP 93 93|11 | 66 66| 44 44|43 10 20 97| 61 22|41
Bat 99 | Prk 99 99|12 | 45 41| 45 41145 10 20 97| 61 29|11
P G W L Sv ERA Hits BB/K HR

149.1 35/18 13 3 1 4.28 139 66/73 16

Figure 1...Sample Pitcher

All pitchersc ont ai n osectibinGionudnta A Mat cho ( mat cth
section.

The counts are listedinball-st ri ke f@Q@oOmaobuna imeans ]
ball and two strikes. This is very important because it helps

determi ne strategy and al so forces adjus:
ratingsésometimes positive, someti mes

The matchup columns list all of the possible defensive matchups
that the hitter could face in an at bat. The following table provides a
description of each abbreviation found in the columns:

Abbr | Matchup

Pw |Go directly to the hi
P Hi tter vs. pitcher s
C Hi tter vs. catcher 6s
1B Hi tter vs. first base
2B Hittervs. s econd basemanos
3B Hi tter vs. third base
SS Hi tter vs. shortstopo
LF Hi tter vs. l eft field
CF Hi tter vs. center fie




RF |Hitter vs. densgyvédolunini e |
vsP |Hitter vs. pitchero6s
Prk | Line drive. Determine result on the ballpark

Eachcoumnhas a A000 to A990 range. The
top, with breakson each of the diffed endl ummws.
on the sample pit@hedofidyie!| la-® @df0r om A 0 O «

count . R ool(5) tso o) Qreldid @ 510 count . Rol I s
A210 a oyife3l®do acno uirDhe,hittex &lso has a count

column, which is used when the dice r
indicated onthe pitcherby t he term fiBat 6, which 1is

t he pifCaumde rdesl umn

The @i Mat céave used ih tlnersame manner, except that
there is a match column used againstlefthanded hi tters ( mar
and another for use againstright-handed hi tters ( mar ked

These two sections are largely responsible for how a pitcher will
fare in a ballgame, because the pitcher is largely in control of the
count and in where the ball is hit. A good pitcher will get ahead in the
count with a higher frequency, and therefore reduce the grades of the
hitters he faces. A good pitcher will also be able to keep the ball in
the ball park moreeffect i vel y t han a fAgopher balll
be able to entice more double plays and lazy fly balls than some of
his less-dominating contemporaries.

The next four columns on the pitcher are the pitching columns.
The two on the | B0 ame bdmnbesepanased
two on the right, which are | abeled i\
i nclude a column | abeled fAFsto (fastb:
The number directly below phéchEsbHs o1
fastball or breaking ball grade, respectively. The grades run from 1
(very poor) to 10 (outstanding), and are used in comparison to the
hitterds ratings.

The columns contain results for dice rolls from 2 through 12.
Further to the right, there are the four fHitocolumns ent i t |l ed @A P

Al Fo, AOFG, amdksePwre the pitcheros h
used when the pitcher is up to bat. Normal hitters have these
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columns for use both against left-handed and right-handed pitchers,
but pi t c her resetforudengaihsaboth lefites and right-
handers. Again, each of these has an individual grade, but this time
they range from 10 (very poor) to 20 (outstanding). The following
table gives a little more thorough explanation of each column:

Abbr | Used in Matchup: | Determination of Grade

P Hitter vs. pitcher Hi tterods wal k

IF Hitter vs. infielder |Hi t t er 6 s batt

OF | Hitter vs. outfielder Hi t t er 6s sl ug

Pw |Hitterd6s |Hitterds home
(The Andetermination of gradeo i s a pa
pl ayerbés grade in each column is deri\

also included in some cases.)

Thefirstr at i ng 1 n @A () &litob @ hsi ntch et pd awecerrd si
rating. All pitchersrec ei ve a i + OThe rpting that fallawvs i n g .

(also in A()o) is the count when t he |
from A800 to fN990.
The @AAPpwrade is a l|little different t h:

-5 to +5. This grade is sometimes used when ballpark effects are put
into play.

The next set of two oc ol buumnts) adried tlnaHoRe
and run). The grades in these two columns are relative indicators of
how good the player is at bunting and at the hit-and-run, respectively,
but are not actually used in matchups.

The | ast c¢ ol umnphandieshdefengeD Since pitdharsmn
are only graded for defending the mound they pitch on, they only
have one grade ltabhelred AnPdDeffeaarsi Vei gr
from 1 (very poor) to 10 (outstanding).

Further ratings are displayed across the top of the pitcher. Some
are pitching-related, some are hitting or base-running related. The
following table gives a description each type:



Abbr Description

Bts Pl ayer fiBatso 83 ther ARO, 0
Thr Pl ayer throws either ARO or
Hld Pitcherdéds ability to hold r
Pitches | Pitcher rating that uses pitch count to determine fatigue.
First rating i s used when t

is for use when the pitcher is relieving

Endur ([Pitcherdéds endurance rating
startin pitcheuspasmaeleven g i

|
Cls Pitche s cl oste#3 rating, f
Run Pl ayer base running rat.

OO
(2RI Ble}(e)

Inj Pl ayer il njury rating

Finally, the playero6s géstedatthd st at s
bottom.

A hitter looks somewhat similar to the pitcher, except that the
Count column only ranges from 79 to 99, the Match section isn 0 t
present, and additional hitting columns for use against left-handed
and right-handed pitchers are included. A sample appears in Figure
2.

Joe Hitter Bts Thr CH Ar Rn Jp Stl Inj

NYA 1960 R R +0 -5 12 O 1 +2

Count VvsLHP (+0) VSRHP (+0) Defense
0-0 80 P IF OF Pw |P IF OF Pw [Bn HR |LF 1B CF RF
0-1 81 16 15 16 +1 | 15 14 16 +1 | 10 15 6 3 4 5

0-2 82
1-0 84

2|44 10 80 57| 44 10 80 97|51 22|17 13 78 79

3|55 10 80 77| 43 80 80 77| 55 53|97 63 98 99
11 85 4143 10 70 99| 75 50 90 99| 53 68| 97 63 98 99
1-2 86 518 10 70 98] 43 10 70 98| 22 55|97 53 88 89
2-0 88 6|44 10 90 97| 44 10 20 88| 52 56| 87 9 88 89
2-1 90 7|44 10 90 88| 44 10 20 47| 9 19|97 73 98 99
2-2 92 8193 10 90 47| 85 70 90 49| 61 22| 67 9 68 69
3-0 94 9194 10 50 49| 87 60 50 48| 21 54|77 13 78 79
3-1 96| 10 | 43 10 50 48| 96 10 30 97| 11 53|87 83 18 19
3-2 99 | 11| 96 10 20 48| 43 10 90 48| 22 51 9 83 9 9
12 44 10 90 49 44 10 90 49|61 29| 17 23 28 29
Avg AB DO TR HR RBI SB BB/K

.252 294 12 2 14 40 0/0 40/53

Figure 2...Sample Hitter



The first set of four columns is used vs. left-handed pitchers, and
the second set of four is used vs. right-handed pitchers. The rating in

A()o I s the playerods pull rating agait
when ballpark effects are put into play. Like pitchers, each hitter has
APO, Al Fo, oh@QF@adeananPwol umns, but f

set for use against each type of pitcher (left-handed or right-handed).

The next set ofo tawod cioHRI mMansed AiBoar b u
and hit-and-run plays, just as on the pitcher.

The ADefensed secti on 4differentai ns gr ade
positions. Some pl ayers played multiple posi
quite enough room for all of their grades, so some have been
combined. Symbols for these special cases are listed below:

Abbr | Description

OF | Use this column for any of the 3 outfield positions

RL Use this column for RF and LF

S2 Use this column for 2B and SS

Hitters also have several other additional ratings listed across the
top, as explained by the descriptions below:

Abbr | Description

Bts |Pl ayer

Batso 8dther nRO, nL
h N

A
Thr [Pl ayer throws either RO or
CH Hitterod6s clutch hi tS5tta+thg r at |

Ar Hi tterdés arm r aito+b.glmpontaatfog i n g
outfielders and catchers only

Rn Pl ayer6s running rating, ran
Jp Pl ayerbés Ajumpo rating, used
good enough jump in order to try to steal a base. Ranges

from O to 20

Stl Pl ayerds fisteal 0O success rat
Inj Pl ayer6s injury rating

The player 6s g¢e arelstadatthe dditam. ng st at s



Playing the Game

Select your teams, select the ballpark you are to play the game in,
choose your pitchers and make out your starting lineups. Score
sheets are included so that the batting order and positions can be
filled in.

On each play, the count must first be determined as several
adjustments and decisions are made based on the number of balls
and strikes.

Roll the two d10 and combine them (colored die first, white die
| ast) . For e®&ammlde ,aloavimprkede i ML ook f or
therange thatthisvalue f al l s i n on ®heoputmoher As
40 on the pitcher -1 Fiwarkalll yiehaess
count. The count is marked on the ball-strike-out section of the
ballpark.

The defensive team now selects one of the defensive strategy
cards to play, and conceals it from view. These can be as simple as
the type of pitch that will be thrown to calling for a pitchout. Below is
a list of each strategy and a short description of each:

Strategy | Description

Fast Ball | Pitcher will attempt to throw a fast ball for a strike

Breaking | Pitcher will attempt to throw a breaking ball for a strike
Ball

Pitchout Pitcher will throw a ball intentionally wide so that the
catcher has a better opportunity to cut down a suspected
base stealer

Ch a r g ¢Aninfielder will charge toward home in an attempt to cut
off a bunt. Each of these cards also contains a pitch
type (fast ball or breaking ball)

The offensive team now selects one of the offensive strategy cards
to play, and both managers reveal their selection simultaneously.



Below is a list of offensive strategies and a short description of

each:

Strategy | Description

SitonFast [ The batter &assbhalfl fcoeestsailipgnd f

Ball bonus is given to his grades. If incorrect, a 1-point
reduction is made to his grades.

Siton The batter is fAguessingle b

Breaking | point bonus is given to his grades. If incorrect, a 1-point

Ball reduction is made to his grades.

Sacrifice The batter attempts to bunt in order to move the runners
up a base. Cannot be used with a runner on 3" base.

Steal Leading base runner will attempt a straight steal. The
batter will take the next pitch, even if it is a strike.

Hit-and- The runners will take off with the pitch, and the batter will

Run swing at it, even if it is a ball. The runners have a lower
chance of stealing a base if the batter misses the pitch
since they need to check to see whether the ball is put
into play. On the other hand, they have a much better
chance of advancing a base on a hit and keeping out of
a double play on a ground out.

Send Thisis similartoa hit-and-r un pl avy, but

Runners necessarily swing at the pitch. Play proceeds normally,
except the batter will be less likely to hit into a double
play (but more likely to line into one). If the pitch is a ball
or if the batter misses, the runners are more likely to be
caught stealing. This choice is automatically selected
with a 3-2 count and two outs for runners who are
forced.

Contact With a runner on at third and fewer than two outs, any

Play ON ball hit will send the runner toward home. The play will
likely either result in a run or an out at home plate. Each
of these cards also includes the type of pitch (fast ball or
breaking ball) t.he batter

Contact Just the opposite of the contact play ON.

Play OFF

Safety With a runner on at third, the batter attempts to bunt in

Squeeze | order to advance the runner(s). The runner on at third

will not run toward home until he sees the ball safely on




the ground.

Suicide With a runner on at third, the batter attempts to bunt in
Squeeze | order to advance the runner(s). The runner on at third
sprints toward home with the pitch. If the ball is popped
up, it will result in a double play. If the pitch is not
bunted by the batter, the runner will most likely be
caught attempting to steal home.

Let 6s assume t(Figare 1l) and &oe PRaiter (Figuesr2)
are facing each other with no one on and no one out in the first

inning.

To find the count, thetwodlOarer ol | ed, resulding in
and a Shéaen @G5 Checki ndgCotuntbeolumpni t cher 6s
reveal s that-l1bhétwouballs,idne stri ke
ahead in the count by one ball, and thereby receives a bonus of 1
point on all his grades.

The two managers select their strategy cards...the defense has
chosen the Fast Ball strategy card, and the offense has also chosen
the Fast Ball strategy ¢car doat hdebatiter

All five dice are now re-rolled.

The two d10 are again combined and used to determine the
mat chup. Let 6s say that this time a
roll ed for a val ue off MaitsxHmt | olndesk INME
column (because Joe Hitter bats right-handed, as indicated by his
A Ba sr adnthemgtéher( Fi gure 1), we see that a
hitter a matchup o) t hquilehegeemRlymeanser ( AV
that the result will either be a walk or a strikeout.

The pitche M8 sg@adeagaindd raght-handed batters

(Joe Batter bats right,) i1s a very gof
left-handed pitchers (Joe Pitcher is a lefty, as indicated by his fi Aro
rating) isanabove-aver age fA160. Siemd® d¢dhrer datt It

on the pitch, he receives a bonus of 1 point to his grade. Since he is
also ahead in the count at 2-1, he receives another bonus of 1 point
to his grade (2 balls minus 1 strike = +1). That puts him at



We now subtract the defensiverat i ng (fA90) from t he o
rating (Al180) and get a result of fHA90.
roll éif 1t is from 1 to 9, the offensi
matchup. Otherwise, the defensive player (in this case, the pitcher)
wins the matc h u p . As the d20 roll was a fA40

matchup.

The two d6 are now added together. One d6 was a 3, the other d6
was a 4 for a totoads offr oinfr 0t. he We7 d ooork J
underneath his APO col umnscowrat he fAvs |
resul t,asshowribéldw

Joe Hitter Bts Thr CH Ar Rn Jp Stl Inj
NYA 1960 R R +0 -5 12 0 1 +2
Count VSLHP (+0) vsRHP (+0) Defense
0-0 80 P IF OF Pw |P IF OF Pw |Bn HR |LF 1B CF RF
0-1 81 16 15 16 +1 15 14 16 +1 | 10 15 6 3 4 5
0-2 82 2144 10 80 57| 44 10 80 97|51 22|17 13 78 79
1-0 84| 3|55 10 80 77|43 80 80 77|55 53|97 63 98 99
11 85| 4|43 10 70 99|75 50 90 99|53 68|97 63 98 99
1-2 86| 5(87 10 70 98|43 10 70 98| 22 55|97 53 88 89

2-0 88 10 90 97| 44 10 20 88| 52 56| 87 9 88 89
2-1 90 %10 90 88| 44 10 20 47| 9 19|97 73 98 99
2-2 92 8 10 90 47| 85 70 90 49| 61 22| 67 9 68 69
3-0 94 9194 10 50 49| 87 60 50 48| 21 54|77 13 78 79
3-1 96| 10 | 43 10 50 48| 96 10 30 97| 11 53|87 83 18 19
3-2 99 | 11| 96 10 20 48| 43 10 90 48| 22 51 9 83 9 9
12 44 10 90 49 44 10 90 49161 29| 17 23 28 29
Avg AB DO TR HR RBI SB BB/K
.252 294 12 2 14 40 0/0 40/53

The result c¢ode Resldltscambé foundstha wal k.
Results and Base-Running Chart or in the appendix section of this
instruction manual.

Had the d6 roll been a A100, t he bat
resultcodeof N 430)

Winning a matchup for an offensive player does NOT guarantee
his getting on base, but it does increase the likelihood drastically.
Comparatively, a defensive player winning a matchup will usually
yield an out. But sometimes a defensive player will be the victim of a
bleeder getting through the infield or a bloop falling in front of an
outfielder for a single.
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of fense

t hfemdcabluh tr a Isl

t -th.aThe o n

t

t h

o th

chooses

Letds try another one.

First, find the ®sunts.o

the hitterodés card rather

batter is ahead in the count at three balls, one strike. Since 3 minus
1 is +2, we wil!@ adgladés. poi nt s
Letds say that the

card while the defense

the batter is wrong, we will subtract 1 point from his grades.

chooses

Nowre-r o | | al | five dice. They
roll of A30, and a d6 total of

The d10 combination (fA160) 1is

underthei R0 ¢ o | u imM ahi @ectian bnethe pitcher;
Joe Pitcher Bts Thr HIid Pitches Endur Cls Rn Inj
NYA 1960 L L +0 82(21) 20(5) 2 14 +4
Count Match vsLHB vsRHB Hit (-5) (0-1) D
0-0 4 L R Fst Brk | Fst Brk | P IF OF Pw|Bn HR|P
0-1 20 | Pw 6 3 7 5 9 7111 13 13 -5 16 10 3
0-2 36 |P 8 6 2193 45| 66 45|43 10 90 77| 21 22| 46
10 39 |C 9 7 3| 87 73| 44 44| 43 10 20 57| 53 53|61
1-1 442 %g 11 9 4|1 64 64| 64 75|43 10 80 99| 53 68|41
1-2 6Q 19 18 5|51 87| 51 89|43 10 20 88| 55 56| 61
2-0 63 24 24 6| 43 43 44 44 | 43 10 20 97| 22 22 9
2-1 66 | SS 33 33 7| 44 44 | 43 43 |1 43 10 20 98 11 22 | 61
2-2 71| LF 38 38 8| 43 43 43 43 143 10 20 99| 22 19 9
3-0 74| CF 44 43 9| 89 89 89 64|43 10 20 88| 22 54|11
3-1 77| RF 49 48| 10| 95 75| 95 66|43 10 20 78| 93 55| 46
32 79 |vsP 93 93| 11| 66 66 44 44 1 43 10 20 97| 61 22| 41
Bat 99 | Prk 99 99| 12| 45 41 45 41 |45 10 20 97| 61 29|11
IP G W L Sv ERA Hits BB/K HR
149.1 35/18 13 3 1 4.28 139 66/73 16

the matchup is with the second baseman (rolls from 10 through 18

would all be matchups with the second baseman on this pitcher when
facing a right-handed batter).
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Joe Fielder Bts Thr CH Ar Rn Jp Stl Inj
NYA 1960 R R 2 -2 12 5 9 +4
Count VSLHP (-2) VSRHP (-2) Defense
0-0 82 P IF OF Pw]|P IF OF Pw|Bn H 3B
0-1 85 20 14 13 -5 | 19 15 14 5116 20 5
02 8| 2[94 10 50 77|94 10 10 48|22 54 85
1-0 89 3/93 10 90 57|93 10 50 57|51 51|64 95
1-1 90 4,189 10 80 99 | 89 10 80 78|21 55|54 75
1-2 91 5/88 10 70 88| 88 10 70 88|51 68|74 95
2-0 93 6|87 10 20 97| 87 10 90 97| 53 56| 64 55
2-1 95 7155 10 20 98| 75 10 10 98|11 19| 64 6
2-2 96 8144 10 90 99|44 10 90 99|55 54|64 75
3-0 97 9196 10 50 88|76 10 30 88|52 53|14 15
31 98(10{94 10 90 78|94 10 20 77|91 55 9 85
32 99 (11|94 10 90 97|94 10 50 97|63 29|84 55
12 (96 10 90 97|76 10 10 47|63 22|84 25
Avg AB DO TR HR RBI SB BB/K
.252 460 12 3 1 26 6/13 35/19
The second (boaBiederpfnidesl di ngéogr addei s i
batterds @Al FoO-hgarnaddeed gg aicrhsetr sl afst 150,
add 1 point (add 2 points for getting ahead at 3-1, subtract 1 point for
guessing wrong on the pitch 6igpe) to |
A0, and t he dZhs meaastHatthe battea wiris the .
matchup. Thed6rollwas @A 5 0 . Lookiasrgssfom5J oe Batt
under the @Al FO0 -bandedipiomersavgedindma segultdf e f t
AR100ésingl e!
Joe Hitter Bts Thr CH Ar Rn Jp Stl Inj
NYA 1960 R R +0 -5 12 0 1 +2
Count vSLHP (+0) vsRHP (+0) Defense
0-0 80 P IF OF Pw | P IF OF Pw |Bn HR |LF 1B CF RF
0-1 81 16 15 16 +1 15 14 16  +1 10 15 6 3 4 5
0-2 82 2|44 10 80 57| 44 10 80 97 | 51 22| 17 13 78 79
1-0 84 3|55 10 80 77| 43 80 80 77 | 55 53] 97 63 98 99
1-1 85 4| 4 70 99 | 75 50 90 99| 53 68|97 63 98 99
1-2 86 5|8 70 98 | 43 10 70 98| 22 55|97 53 88 89
2-0 88 6| 44 90 97| 44 10 20 88| 52 56| 87 9 88 89
2-1 90 7144 10 90 88| 44 10 200 47| 95 19|97 73 98 99
2-2 92 8193 10 90 47| 85 70 90 49| 61 22 | 67 9 68 69
3-0 94 9194 10 50 49| 87 60 50 48| 21 54 | 77 13 78 79
3-1 96 | 10 | 43 10 50 48| 96 10 30 97 | 11 53| 87 83 18 19
3-2 99 | 11| 9% 10 20 48| 43 10 90 48 | 22 51 9 83 9 9
12 | 44 10 90 49| 44 10 90 49 ] 61 29 | 17 23 28 29
Avg AB DO TR HR RBI SB BB/K
.252 294 12 2 14 40 0/0 40/53

Most other play results are found in similar fashion.
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Power

When t he mat c huoghepitaherlhas ffogr édi®®wed one
the batter. We need to find out if he hits the ball out of the park! The
play result is automatotcamhyofeabdeobhat
using the d6 result.

Example: The countis 1-2, so the pitcher is ahead in the count.

The 5dicearere-r ol | ed, with a d20 2o0f amdo.,a a ¢

d6 tot al of noo. When we fiMarldROt he ma't

column:
Joe Pitcher Bts Thr HId Pitches Endur Cls Rn Inj

NYA 1960 L L +0 82(21) 20(5) 2 14 +4

Count Match vsLHB vsRHB Hit (-5) (0-1) D
0-0 4 L Fst Brk | Fst Brk | P IF OF Pw| Bn HR | P
0-1 20 | Pw E% 7 5 9 7111 13 13 -5 16 10 3
0-2 36 |P 8 21| 93 45 66 45| 43 10 90 77 21 22 | 46
1-0 39| C 9 7 3| 87 73 44 44 | 43 10 20 57 53 53 | 61
1-1 44 | 1B 11 9 4 | 64 64 64 75|43 10 80 99 53 68| 41
1-2 60| 2B 19 18 5| 51 87 51 89|43 10 20 88 55 56| 61
2-0 63| 3B 24 24 6| 43 43 44 44 | 43 10 20 97 22 22 9
2-1 66 | SS 33 33 7| 44 44 43 43 | 43 10 20 98 11 22 | 61
2-2 71| LF 38 38 8 | 43 43 43 43 | 43 10 20 99 22 19 9
3-0 74 | CF 44 43 9| 89 89 89 64 | 43 10 20 88 22 54 | 11
3-1 77 | RF 49 48 | 10| 95 75 95 66 | 43 10 20 78 93 55 | 46
3-2 79 |vsP 93 93| 11 66 66 44 44 | 43 10 20 97 61 22 | 41
Bat 99 | Prk 99 99 | 12 | 45 41 45 41 | 45 10 20 97 61 29 | 11
IP G W L Sv ERA Hits BB/K HR
149.1 35/18 13 3 1 4.28 139 66/73 16

we see that r oBd sarie Oma tt cdr,wo ey ho fifpOd Wwevr O

We go directly ot aotlhuennhi(titnertths sin Rva s e
since Joe Pitcherisaleftyyand | ook across from our
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Joe Hitter Bts Thr CH Ar Rn Jp Stl Inj
NYA 1960 R R +0 -5 12 0 1 +2
Count vsLHP (+0) VSRHP (+0) Defense
0-0 80 P IF OF Pw | P IF OF Pw [Bn HR |LF 1B CF RF
0-1 81 16 15 16 +1 15 14 16 +1 | 10 15 6 3 4 5
0-2 82 2|44 10 80 57| 44 10 80 97| 51 22|17 13 78 79
1-0 84| 3|55 10 80 77|43 80 80 77|55 53|97 63 98 99
1-1 85| 4|43 10 70 99|75 50 90 99|53 68|97 63 98 99
1-2 86 5187 10 70 98| 43 10 70 98| 22 55| 97 53 88 89
2-0 88 6|44 10 90 97| 44 10 20 88| 52 56 | 87 9 88 89
2-1 90 7144 10 90 88| 44 10 20 47| 95 19| 97 73 98 99
2-2 92 8193 10 90 85 70 90 49| 61 22 | 67 9 68 69
3-0 94 9194 10 5024 60 50 48| 21 54 | 77 13 78 79
3-1 96 | 10 | 43 10 50 9 10 30 97| 11 53|87 83 18 19
3-2 99 | 11 | 96 10 20 48|43 10 90 48| 22 51 9 83 9 9
12144 10 90 49|44 10 90 49|61 29|17 23 28 29
Avg AB DO TR HR RBI SB BB/K
.252 294 12 2 14 40 0/0 40/53
theresultcodei s n470éa howpldrun to |l eft f

A playerodés go adel umn & i Saai-d,ersdisf r om
used when the matchup calls for ball park effects.

Ball Park Effects

Before a game begins, Check to see if there are any weather-
relat ed changes for the dayods game.
wind all can play a role in how the game plays out.

Weather Effects

Mo Wind Rain Temp

q |p q |p
Apr |03 |97 | 14 |04 |94
May (02 98| 15 | -- |89
Jun |01/99 | 14 | -- |83
Jul |01/99| 20 |-- |83
Aug [01/99 | 14 | -- |84
Sep [01/99| 16 | -- |90
Oct |03|97| 12 |- |97
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Before the game begins, roll two d10 three times:

T 1Rol | éWi nd: | f r ol It hies plgersksd st h a n
range, a strong wind is blowing in. If roll is greater than or
equal to p range, a strong wind is blowing out. When a
APr ko r es u(explairedimmaose detai later on in
this section), add 1 to all d20 rolls of 11 or more if the wind is
blowing out and subtract 1 from all ballpark d20 rolls of 11 or
more if the wind is blowing in.

T 2%Rol | éRai n: I f roll is less than
the two d10 before each new inning. If the colored d10 is 2
or under, the rain is beginning to fall, and there is at least a
temporary delay in the game. Check the following table to
see how longtheraindelaylasts. | f a Ar ai nout o occ
game is called due to rain.

color| delay |white|delay
d10 |begins?| d10 | lasts
0 Yes 0 rainout
1 Yes 1 15 min
2 Yes 2 30 min
3 No 3 45 min
4 No 4 60 min
5 No 5 75 min
6 No 6 100 min
7 No 7 115 min
8 No 8 130 min
9 No 9 rainout

For each 15 minutes of delay, both pitchers lose 1 point on
all their pitching grades. You may want to remove a pitcher
if his point total drops to a large degree. If rain begins falling
before a pitcher takes the mound, he receives no penalty.
T 39Rol | éTe mp dfthadame isplayed at night,
subtract 10 fromthe diceroll ( mi ni mum di c.ef rol | of
the roll is less than or equal to g range, the temperature is
below freezing. If roll is greater than or equal to p range,
the temperature is over 90 degrees. If the temperature is
cold, both pitchers gain 1 point on all their pitching grades. If
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the weather is hot, both starters lose 3 points on their
AEndur o (agmadegl@&noeflfi tichheeisro MR ade)
There is no effect on relievers.

When a range +-%, maghkemde atshé& effect a
matter what the dice roll is.

Some teams play in domed stadiums (m
stadium chart) or in rreaataahlaed)e gtoaodi
These parks are immune to rain, heat, and cold weather effects.

Domed stadiums are immune to wind effects. Retractable roof
stadiums can occasionally be effected
other elements are tolerable when this happens.

A few times a game, the park in which the game is being played
may alter a play result. A deep fly out in one park can result in a
homerun in another, or maybe a smash off the wall in still another
park that ends up being a single instead of a double.

When matchups roml(lbbalclaldarfk)r, fidPrfkew
ratings and the positioning of fielders is used to find the play result.

Before the pitch, the defense has the opportunity to move its
fielders around the baseball fiel d . Qutfielders may be
left or right. A first baseman can be asked to hold a runner on first.
The third baseman can be asked to guard the line. Some or all of the
infielders may be asked to play Aino,

This positioning can modify some of the other play results, but is
used mostly when ball park effects are in question. The ball park has
been divided into filaneso and nAndept hs
depths, as shown below:
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BALLs (O OO
STRIKES () O
outs (OO

Figure 3...Ball Park

The gray strips designate the depthwh er e Anor mal 0 posi't
occurséthe firs4ao)stirs pf dr aibrefl iedl di€r s,
(Il abebPed % for outfielders. A serie:
each of the 7 fielders (excluding the pitcher and catcher, who do not
enter in to ball park effect plays) would normally be positioned. The
gray areas represent the most likely regions to which the ball will
land.

Deeper out, more areas have been darkened, indicating where the

fence is located. In order to be hit out of the park, a ball must fly over
the fence.
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Finding the result of the play is fairly simple. The dice are re-rolled
and are used in the following manner:

1 The d20 is used to determine the depth to which the ball is
hitt | f the result is 11 oo brgtder, &
(ranging from -5 to +5) to the die roll.
1 The d10 are combined in the usual manner and the lane to
which the ball is hit is found by using the ranges listed right
above depth 20 on the ball park. After the lane is
determined, add or subtract the number of lanes from the
hitterds pull rating (this rating

~

appropriate hitting column (Avs LI

Forexample,| et 6 s say we have mrathingeof wt?2

a pull rating against right-handed pitchers of -1 . I f a d20 roll
and a d10 combo of ordinarRydhe bal is hithkor o wn , t h e
depthi 60 andiKm. | a®irience the d20 roll S
adjustment is made to the depth. But because this hitter has a pull

ratingof-1, t he bal | i's hit to | ane AJO r a

Balls hit on ball park effects are hot line drivesé t he t ype whi ch
can take the head off an unsuspecting fielder! To find out whether a
fielder successfully catches the ball, or whether the hit is trouble (or
even a homerun), we need to look more closely at the fielders and
fences.

Let s assume that t heotdevedhissi ve mana
fielders from their fAnormal 06 positions:
automatically caught for outs. Balls hit one lane to the left or right of
a fielder, or one depth in front of or behind a fielder, can be caught if
a new d20 roll i's |l ess than or equal
position he is playing.

For more clarification, look at the ball park figure a few pages
back. The shortstop is positioned inlane i F 0 , d2e @litthe ball
i's hit to |l ane AF0O and if the d20 roll
automatically catches the line drive for an out. If the runners were
running with the pitch, then they are also out.
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Figure 4...If hit direéﬁy ata fielder, the ball_ﬁims caught for an out

If the ball had been hittolanei F6 but the d20 roll wa
(hit to depth 1), the ball will only be caught if another d20 roll is less
t han or equal to the shortstopds fASSO

",

S HE

Figure 5...If hit adjacent‘-:[o a fielder, the ball is:h(h:aught only if a new d20
roll is less than or equal to the fielder's grade for that position

Balls that are not caught in the air by fielders (depths 1-10) are
automatic singles, with all runners advancing two bases.

Balls that are not caught in the outfield and land in zones beyond
the closest outfielder in depths 11-20 are doubles with runners
advancing three bases except in two cases:

1 If the ball lands in a zone over the fence, the ball is hit for a

homerun.
1 If the ball strikes the wall in a shaded area (e.g., lane i Mo
depthi 130 on t he ball park previous|

the ball bounces back to the nearest outfielder and the
offensive manager must choose whether to have his hitter
attempt to advance to second for a double or hold up at first
with a single. Base runners advance two bases.

If (&) an outfielder was unsuccessfulat fidi vi ngo for a bal
adjacent to the zone he is positioned, (b) the d20 roll making him
unsuccessful was out of his defensive range by 1, (c) the distance
from the point the ball landed to the wall is at least 5 depths (include
t he wall when counting), and (d) the I
least 12, the hit is a triple.
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Example:t he | eft fieldeniwi phagi ilgFdngr ad
lane C, depth 7-9. A line drive is hit to lane D depth 8, meaning the

LF has a chance to dive and catch the ball. A second d20 roll is a

6€ he would have caught the ballhaditbeena 1l-5. The batter 6s
ARunNO r atSinoceghe ferxce id s@ven depths behind where the

ball landed, the hit goes for a triple. (Otherwise, the play would have

been a single.)

0
W Ball

I .{Illl i

oy " LF |
N. .s / plasl/?ng
© ... here
- /
s
- I H Distance
0 from point
IIIl‘I. ball lands to
wall is 7
\4 “):, Q depths

8@@"“-\0“‘)?(")(\]-« o
— e e o e e e e —t —

(ea}
~

On the same type of play...a fielder diving in an attempt to come
up with a line drive...if the d20 roll is "20", the fielder may be injured.
Consult the injury chart for more details.

Balls that land in eitherlanei A0 or | ane A0O0 (both of
are Adown the | i neo) caaght@dre doubdes, not s ucc:e
regardless of the depth (except for homeruns, of course).

e

When adding or subtracting | anes du
AOOo

minimum lanei s A A0, the maxi mum | ane 1| s
park results are always fair balls.
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Balls that land in the outfield areas (depths 6-10) for singles can
be stretched into doubles. Addthe nearestout f i el dergd sa dieAr m
t o t he baot treartd sargifitRawi®d. Ifithe d20 is less than
or equal to this adjusted total, the batter successfully stretches the
single into a double. Otherwise, he is thrown out.

Likewise, doubles that land in the outfield (depths 6-20) may be
stretched into triples. A hit that was already stretched into a double
may not also be stretched into a triple.

Balls that are hit for triples may be stretched into inside-the-park
homeruns. A hit that was already stretched into a triple may not also
be stretched into an inside-the-park homerun.

Base Runner Advancement

At times, base runners and batters may attempt to advance an
extra base.

When batters are afforded an opportunity and attempt to stretch
singles into doubles, doubles into triples, and triples into inside-the-
park homeruns, addothe ohef balpiedaé@s i)
If a new d20 roll is less than or equal to this calculated value, the
batter advances safely. Otherwise, he is thrown out.

Base runners may also be given opportunities to advance an extra
base. Odds are calculated in the same manner outlined above,
except that occasionally bonuses are given or penalties levied due to
out situations, the location of the hit, etc. These changes are
addressed on the Results Chart. Add5t o a base runner s c
there are two outs in the inning (this bonus is only awarded to a
runner already on base, and not to a hitter who has just reached base
safely).

If a runner is on base, the batter hits a single or double, and the
lead runner attempts to advance an extra base, the batter may also
attempt to advance. Once the offensive manager has announced
that he is sending the lead runner, both managers select their
appropriate base-running strategy card; the offensive manager can
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choose t Baterdi Seaardd o rBatterbcard, ivhil®thed
defensive manager can choose the nACut
Througho card.

When ever there is a play on the lead runner (or batter when
attempting to stretch a single into a double, etc.) and the runner is
safe and t he de&disarclahck thatthe oatfieldetlias t h
committed a 1-base throwing error. Roll the d20 and the two d6 and
consult the outfielderdéds fielding col
through 9 and the d20 is less than or equal to the result code, an
error has been committed. | f t he d20 is a filo, al/l
bases.

After both managers reveal their strategy cards, the following
scenarios are resolved:

Base Running Strategy Cards:

Offense | Defense | Resolution

Send Cut All runners advance automatically. If d20 re-roll
i's |l ess than or équat.
minus 5, batter also advances an extra base.
Otherwise, batter is thrown out attempting to
advance.

Send Throw There is a play on the lead runner. Resolve it
Through | as directed. All other runners and the batter
advance one base.

Hold Cut All runners advance automatically. The batter
holds.
Hold Throw There is a play on the lead runner. Resolve it

Through | as directed below. All other runners advance
one base. The batter holds.

Base Running Adjustments & Resolution:

Runner 6 s fARawmtof ige lad«sifGhere dré\2 oo+
any adjustments from results table
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Stealing Bases

When the offensive managetrbhaggydowan
series of events takes place:

1 The batter will not swing at the pitch, and we need to
determine whether the pitch was a ball or strike. Use the
d10 combo and look in the Count column on the pitcher...if
the result there has a number of strikes that is greater than
or equal to the number of balls, the pitch is a strike.

Otherwise it is a ball. If the batter already had two strikes on
him and the pitch is a strike, the batter has struck out. If the
batter already had three balls on him and the pitch is a ball,
the batter walks.

T The d20 is compared to the base r
Is less than or equal to this grade, the base runner got a
good jump and automatically attempts to steal. If he did not
get a good jump, he can attempt to steal, but at a reduced
level. He may also choose to return to his original base.

T1f the steal attempt iIisosgradeon,
and the piot c(hheorlods) figHladde t o t he ba
grade. If the base runner was not held, add 5 points. Then,
re-roll all the dice. If the d20 is less than or equal to the
base r wdustedrgiade, the attempt is successful. If
therunnerissafe,add t he two d6 and [ ook in
fielding column; if the result code there is 1 through 9, the
catcher throws the ball into centerfield if a new d20 roll is
less than or equal to the result code, and all runners
advance 1 base. Ifthed20 i s a Al1lo, all runner
bases.

1 If the base being stolen is second, make no adjustments to
the above. If the base being stolen is third, subtract 5 points
from the adjusted AStl o grade. | f
home, subtract 10 points fr om t he adjusted #St
do not add the catcherds AAr mo gr e

1 Ifthedef ensi ve manager | ady ss tdroawtne gtyh e
card, the base runner automatically gets a poor jump and
may not retreat back to his origir
to steal.
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9 If the base runner gets a poor jump, subtract 10 from his
adjust ed AStl 0 grade. Unl ess the de
the runner may abort the steal attempt and retreat back to
his original base.

Stealing Adjustments:

Second Base Third Base Home
Runner 6s fA{Runner 6s fHA{Runner 6s
+catcheroés |+catcher6s |+pitcher ds
+pitcherds |[+pitcher 6 + 5 if runner is not

+ 5 if runner is not + 5 if runner is not held
held held -10 penalty for
-10 if runner gets a -5 penalty for stealing stealing home
poor jump 3rd -10 if runner gets a
-10 if runner gets a poor jump
poor jump

Holding Runners

The defensive manager may choose to hold runners on base in an
attempt to prevent them from stealing and/or from preventing them
from advancing extra bases on hits to the outfield.

1 To hold a runner on at first base, the first baseman must be
positioned inlane i O 0, M dlpstgteatly reduces the
likelihood that the first baseman will successfully field a line
drive hittohi m whem aeRdk comes into pl
1 To hold a runner on at second, either the shortstop or
second baseman must be positioned in depth 1 in either lane
AnGo, AHO, or @Al o.
1 To hold a runner on at third, the third baseman must be
positionedinlanei Ao, Wdept h

Holding runners on at first is commonplace. Holding them at
second is also fairly common. Holding them at third is more of a
rarity. You need to consider the speed of the runner(s), the out
situation, and the ball-strike count when deciding whether to hold a
runner on. For example, holding a runner on at first with two outs and
a3-2 count 1is unnecessaryeéthe result wi
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the runner automatically), a strike (and the end of the inning), or a hit
ball (in which case the runner will be on the move, anyway).

A base runner attempting to steal receives a bonus of +5 if he is
NOT held. A base runner given the opportunity to advance an extra
base has a penalty of -2 points if he IS held.

Hit and Run

At times, your offense may need an extra spark. Sending the
runners and attempting to have your hitter spank a hit through a
vacated spot in the infield can work wonders.

When the offensvemanager pl ays tohetifiHittegand

card, the dice are rolled with the batter automatically winning the
mat chup. 0 KHio$ uimmHR wi | | be used t

All runners will be running with the pitch. The batter will always
swing at the pitch, even on a pitchout, so you should be careful when
calling for a hit and run play with two strikes on the batter as he may
automatically strike out. If the play is a strike, use the base stealing
procedures to determine whether the runners steal successfully. The
runners automatically have poor jumps and may not retreat to their
original base.

The defense must move its fielders in order to cover a base in
case the pitch is a ball or strike and the runner(s) are attempting a
stolen base. The defense will attempt to throw out the lead base
runner. If the lead runner is on at first, look at the hitter to determine
whether the shortstop or the second baseman covers second base; if
the hitter is batting right-handed, the second baseman covers the
bag. If the hitter is batting left-handed, the shortstop covers the bag.
Move the appropriate playerto lanen Ho , dte@rpceive the throw.

If the lead runner is on at second, the defense will attempt to throw

out the runner at third base. Move the third basemanto lane i A 0 ,
depth 1.
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If the lead runner is on at third base, he will not be running with the
pitch. Use the next runner as the lead runner.

On singles and doubles, add a bonus of +5 to the base runners
when they attempt to advance an extra base.

Sending Runners

Sending runners is similar to calling for a hit and run play, except
thatt he batter wil/ not automatioccally s\
column is not used to find the result of the play. Instead, find the
result as you normally would except that
T The hitter 6s gcedby Ebecause tee pikchet r e d
wins the fast ball/ breaking bal/l F
T Aresult of fA430 iad atsitkedket dumlt & s
there were already 2 strikes in the count).
1 Aresultofn 440 is a ball (rather than a
were already 3 balls in the count).

If the result is a ball or a strike, then the base runners must
attempt to steal. Use the same procedures as with a hit and run play.

Results from fi00 to 660 (double pl
(ground outs with runners advancing a base).

On singles and doubles, add a bonus of +5 to the base runners
when they attempt to advance an extra base.

The defense must move its fielders in order to cover a base in
case the pitch is a ball or strike and the runner(s) are attempting a
stolen base. The defense will attempt to throw out the lead base
runner. If the lead runner is on at first, look at the hitter to determine
whether the shortstop or the second baseman covers second base; if
the hitter is batting right-handed, the second baseman covers the
bag. If the hitter is batting left-handed, the shortstop covers the bag.
Move the appropriate playertolane i Ho , Mterpceive the throw.
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If the lead runner is on at second, the defense will attempt to throw
out the runner at third base. Move the third baseman to lane i A 0 ,
depth 1.

If the lead runner is on at third base, he will not be running with the
pitch. Use the next runner as the lead runner.

Bunting

There are three different bunting plays; sacrifice, safety squeeze,
and suicide squeeze. A sacrifice is an attempt to move runners up
one base from first and/or second base. A suicide squeeze is a bunt
play in which a runner sprints home from third while the batter
attempts to successfully lay down a bunt in fair territory. The batter
will attempt to bunt the pitch no matter where it is thrown. A safety
squeeze is similar to a suicide squeeze, except that the runner on
third only runs when the ball is actually bunted, and the batter has the
option to lay off the pitch if it is out of the strike zone.

I n al |l t hr ee c aods ecso, | unhne ihsi tutseerdd sa si Bhne
automatically wins the matchup.

Find the count as in all other plays. (If the count already includes
3 balls and/or 2 strikes, you may wish to reconsider your decision to
bunt.) The two managers select their strategy cards and reveal them
simultaneously. All five dice are rolled, and the result of the play is
found using the d6otewalumnn the hitter
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When finding the results, assume that the contact play is ON when
a squeeze play (either suicide or safety) is on. Make the following
adjustments for these play results:

Code |Result | Suicide squeeze Safety
squeeze
21 Ball Runner on 3™ must attempt to steal | No change
home
22 Strike | Runner on 3" must attempt to steal | No change
home
60-66 |Hard | Runner on 3™ scores. Batter is No change
bunt thrown out at first base.
90-96 | Popup | Runner on 3" is tagged out on an Runner on
unassisted double play by the fielder | 3 holds

A safety squeeze may not be called when bases are loaded. In
fact, because of the increased chances of hitting into a double play, it
probably isnét a good strategy to cal/l

A fielder may also commit an error on a bunt, so after finding out
who fielded the bunt,re-r ol | t he dice and check t he
If the two d6 combine to give a result number from 2 through 9,
compare the d20 as you normally would to see if an error occurred
(e.g., a code of fi2bdeomsscapdpn ©Ohed.
a two-base error occurs. On d20 rolls of 2-13, a one-base error has
occurred.)

An error replaces the play result that had been found previously.
For example: the offensive manager elects to bunt with runners on
first and second and nobody out. The result of the play found in the

batteroés ABNnoOo c¢ol umaputod (firsthéFemamt@ r mal | vy,
pitcher), with the runners advancing one base. The dice are re-rolled,

and | ooking under t heoldnnacwgs framahe e man 6 s
dé6 total, we see aldiadevroroccu@rfondd®2@ r ol | s

roll of 1, a two-base error occurs. On d20 rolls of 2-14 a one-base
error occurs). If the d20 were a 9, an error occurs with the batter
reaching base safely and the other two runners advancing one base
each. The bases are now loaded with still nobody out.

28



Defending the Bunt

The defense can attempt by cut down
infielder. Move the infielder to the inner portion of the diamond (in
other words, he is not in any of the lanes or depths and cannot field
any APrko chances hit his way).

If the ball is bunted to the charging infielder, subtract the
defender6s defensive rating from the
compare the result to the d20. If the d20 is less than or equal to the
calculated total, the runners move ahead safely. If not, the lead
runner is thrown out, other runners advance 1 base, and the batter is
safe at first.

For example, a batter bunts with runners on 2" and 3" and the
result code found in his column is a
has elected to charge his first basemen on the play. This ball is hit to
the first baseman, and his defensive
rating is fl1l70e pThg &vaB@ @OMNILI20n t IDI
greater than 11 (17 i 6 = 11), the lead runner (on 3") is thrown out,
the runner on first advances to second, and the batter reaches first
base safely. Had the d20 roll been 11 or less, the runners would
have advanced successfully and the batter would have been thrown
out at first base.

If the defense elects to charge an infielder and the offense does
NOT bunt, the player i s out of posi
Al Fo rating i f the chtengaichug i1 nf i el

There are several different fACharge
cards to play.

The defense can also call for a pitchout. The play is a ball (play

r e s ul wunleGs2hg offense called for a suicide squeeze, in which
casei t Iis a strike (play result fA220).
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Infield In

When the defense plays the infield in, ground balls hit directly at
fielders will quite likely cut a runner down at the plate. The downside
Is that a hard-hit ball that ordinarily would be fielded by an infielder
will quite possibly sneak through for a base hit.

You may play all, some, or none of vy
them in depth 1 of any lane. Give the batter a bonusof+3on hi s Al FoO
gradeinmat chups which i1 nclude an infielde

When finding a result on tbhberowsul't
only when the infielder in question is playing in. For example, if the
defense chooses to play the corner infielders (first baseman and third
baseman) Aino and the middle infieldert
shortstop) at regular depth, and a ball is hit to the shortstop, use the
Al nfield Backo rows rather than the 0l

Contact Play

The contact play is an offensive strategy which sends a runner
home from third base as soon as the ball is hit on the ground. If the
ball is hit hard enough, the runner might be cut down at the plate. If
the ball is hit softly, the runner will almost certainly score. You can
either call the contact play Aono or f
always played when a runner is on third base with fewer than two
outs. When the bases are loaded, the contact play is automatically
Aono.

Injuries

Occasionally a player will be injured. Roll the d20, add the
pl ayeobégr@adej to the roll, and consul't

Pitcher Fatigue

There are two options for tracking pitcher fatigue;i Endur anceo an
APitch Counto.
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T The AEnduranceo method tracks pitche
number of batters a pitcher has faced. Pitchers become fatigued
when the number of batters they have
(endurance) grade during a game.

T The APitch Counto method tracks pitec
number of pitches a pitcher has thrown. Pitchers become fatigued
when the number of pitches they have thrown exceeds their
APitcheso grade during a game.

After surpassing their endurance or pitches level, each time a
batter successfully reaches base by hit, walk, error, or being hit by a
pitch, all defensive grades are reduced by 1, including those for
fielders.

You can track the number of batters faced by placing a #Ar ed car d:
in the lineup stack or making a mark on the scoresheet. For
example, 1 f a pitcherodés endurance gr af
placed behindthe8"batt er in the op@eRentos | in
remi nder EI GHT) ét he mdefatighedahe firstiwd | not ¢
times through the order, and then begins experiencing fatigue when
batters reach after facing the 8" player in the lineup the third time
through.

If you prefer to use the pitch count method, track the number of
pitches thrown on the game board.

Pitches are counted as follows:

If the count was found on the pitcher and result is a;

T Wal kéadd appropriate number of pitec
give 4 balls

1T Stri keoutéadd appropriate number of
to give 3 strikes

T Al | ot herséadd 1 pitch to count
If the count was found on the batter;

1 Same as above unless there were two strikes in the count, in
which case the batter fouled off the following number of pitches,
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which are added to the above total (use the second dice

roll ét he one used to find the
roll):
doé
2 3 4 5 6 7 8 9 10 | 11 | 12
total
Foull el s 1 4l 3| 212121378 |do
balls
Examples:

1 Countis 1-2 (found on pitcher), and batter ends up walking.
Pitch count on this plate appearance is 6 (1-2 count for 3
pitches, 3 more pitches to get to 4 balls)

1 Countis 1-1 (found on pitcher), and batter ends up striking out.
Pitch count on this plate appearance is 4 (1-1 count for 2
pitches, 2 more pitches to get to 3 strikes)

1 Countis 1-1 (found on batter), and batter ends up striking out.
Pitch count on this plate appearance is calculated exactly as in
example above because when the count was determined there
was only 1 strike and not 2.

M Countis 1-2

M Countis 3-2

(found

(found

on

on

batter),

batter),

et he
batter ends up striking out. Pitch count on this appearance is
12 (1-2 count for 3 pitches, 8 pitches were fouled off, 1 more
pitch to get to 3 strikes).

t he

hits a double. Pitch count on this plate appearance is 10 (3-2

count for 5 pitches, 4 pitches were fouled off, 1 more pitch

which was hit for the double).
1 Countis 2-2 (found on batter), the d6 total is 12, the d20 roll is

14, and the batter walks. Pitch countis 20 (2-2 count for 4

pitches, 14 pitches were fouled off, 2 more pitches to get to 4

balls).

Clutch Hitting

A clutch hitting opportunity is defined in this game as any at bat in
which a runner or runners are in scoring position (on 2" and/or 3"
base) when neither team is leading by more than 2 runs in the 7"

inning or later.
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Addtheb at tfreGHGs grade to all of his othe
this situation is true.

Closers

Allpi t cher s have 0blé&e)grades, and somdédtel s
more effective than others when the game is on the line.

When a pitcher enters the game in the 8" inning or later with the
lead and the winning or tying run is either on base, up to bat, or in the
on-deck circle, add the pitche r 6 so0 fgCrlasde t o al | his pi
(not his fielding grade) for the remainder of that inning. Continue
adding the closer grade to all his grades until he is either removed
from the game or until his team is behind.

Solitaire Modifications

1 Pitch Selection

A solo pitch selector is located on the back of the Weird Play chart.
Using the chart is fairly quick and simple. When determining the
count, roll all 5 dice rather than just the two d10. Use the two d10 to
determine the count, as usual. Use the d20 to determine what type of
pitch the pitcher will throw, and the two d6 to determine which type of
pitch the batter wil./ Asit ono.

Since pitchers would naturally throw more fastballs if their fastball
was their bégitBrpkd cchol unmne siepar ates th
their best pitch. To use i1It, just sul
his AFsto grade.

The row neixBr ktohei nidFesxt i s cut i nto t wc
shaded and is the fastball range, the other is not shaded and is the
breaking ball range. If the d20 roll is in the fastball range, the pitcher
throws a fastball. If not, he instead throws a breaking ball.

An additional set of numbers is listed in the fastball range of the
pitcher. T h 1 sssirasge fortle fastalt. Fer 6 s g u

33



example, in the -3

AFBrtk o

tise tbatter pill guess fastball on d6

rolls of 2-5 and 11, and guess breaking ball on the other rolls.

Fst - Brk d20
1/2]3]4|5]6]7]8]9]10[11[12[13[14[15[16]17]18][19]20
+5 2-8,11
+4 2-8 |
+3 2-7,11,12 |
+2 2-7,12 |
+1 2-6,11 |
0 2-6,11,12 |
-1 2-6,12 |
-2 2-5,10,12 |
-3 2-5,11 \
-4 2-5 |
-5 2-411 |

Example: All 5 dice are thrown, and the two d10 are used to
determine the count, as normal. The d20 is a 7 and the two d6 add

up to 9. The pitcherisfacingarighthanded batter, and
ABr ko gr adeshaangdaeirnss tarre gih8to and @60,

We first determine the fAFsSti®F0oBr ko
2) . Thi s | s orthepitah selectione Aslydu can see in f

the chart, rolls 1-12 are shaded, and this is the fastball range for our
pitcher. Since the d20 is a 7, he throws a fastball. Had the d20 been
a 13 or higher, he would have thrown a breaking ball.

The batter will guess fastball if the d6 total is from 2-7 or 12. Since
the d6 total is 9, the batter guesses breaking ball. He guessed
incorrectly, so is penalized a point on all his grades.

9 Other

At this time, there are no other major modifications for playing
solitaire. You will need to run the offense and defense for both
teams. In the future, manager tendency sheets may become
available and posted online.
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Ap p e ndiResults€hart

Base-Running Situation

Code Resut | Noes: | s 15 | <o | 60 < Po | &0 o  o%
1 Weird Consult weird play chart
play
Roll d20. If roll is less than or equal to result code + 10, a 1-base error has occurred
Possible 2base error i f the d20 roll i's a fA1l0d For
2-9 example,iftheresul t code +dbase BbdOprao2cur s -base
error A
error occurs on d20 rolls of fA20 thr oug
o f A160 t hirfoungoh efr2r0oor. occur s, change re
. The result code changes to 10 + the position number of defensive player (e.qg. if hit to
10 Single : .
t he shortstop, position #6, the resul't
. Runner [Runner Runners Runners |Runners |Runners
Single to Runner
11 7. advancesjadvances advance [advance 1 jadvance 1 [advance 1
pitcher scores
1 base |1 base 1 base |pase base base
. Runner |Runner Runners [Runners [Runners |Runners
Single to Runner
12 advancesjadvances advance |advance 1 jadvance 1 [advance 1
catcher scores
1 base |1 base 1 base |pase base base
Result Runner [Runner Runners Runners |Runners |Runners
Runner
found on advancesjadvances scores advance [advance 1 jadvance 1 [advance 1
defender 1 base |1 base 1 base |pase base base
. Runner Runners Runner Runner Runners
Single to may
13 may try [Runner may may may
1B Result attempt
to may try to |Runner attempt to [attempt to jattempt to
found on to
advance |score vs. [scores advance 2 jadvance 2 jadvance 2
batter advance
2 bases |RF > bases bases vs. |bases vs. |bases vs.
vs. RF RF RF RF
vs. RF
Result Runner [Runner Runners Runners |Runners |Runners
Runner
found on advancesjadvances scores advance [advance 1 jadvance 1 [advance 1
defender 1 base |1 base 1 base |pase base base
. Runner Runner Runners Runner Runner Runners
Single to may may
14 may may may may
2B Result attempt attempt
attempt to Runner attempt to [attempt to jattempt to
found on to to
advance 2 |scores advance 2 jadvance 2 |advance 2
batter advance advance
bases vs. bases vs. |bases vs. |pases vs.
2 bases CE 2 bases CE CE CE
vs. CF vs. CF
Result Runner [Runner Runners Runners |Runners |Runners
Runner
Sinale to found on advancesjadvances scores advance |advance 1|advance 1 jadvance 1
15 3B 9 defender 1 base |1 base 1 base |pase base base
Result Runner [Runner Runner Runners |[Runner Runner Runners
found on may may scores may may may may
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batter attempt |attempt to attempt |attempt to fattempt to |attempt to
to advance 2 to advance 2 jadvance 2 |[advance 2
advance bases vs. advance |bases vs. bases vs. bases vs.
2 bases |LF 2 bases |LF LF LF
vsS. LF vs. LF
Result Runner |Runner Runners [Runners [Runners |Runners
Runner
found on advancesjadvances scores advance |advance 1 jadvance 1 [advance 1
defender 1 base |1 base 1 base |pase base base
. Runner Runner Runners Runner Runner Runners
Single to may may
16 may may may may
SS Result attempt attempt
attempt to Runner attempt to |attempt to jattempt to
found on to to
advance 2 scores advance 2 jadvance 2 |[advance 2
batter advance advance
bases vs. bases vs. |bases vs. |pbases vs.
2 bases CE 2 bases CE CE CE
vs. CF vs. CF
Result Runner [Runner Runners Runners |Runners |Runners
Runner
found on advancesjadvances scores advance [advance 1 jadvance 1 [advance 1
defender 1 base |1 base 1 base |pase base base
Runner
. may Runner Runners [Runner Runner Runners
Single to attempt may may
17 may may may
LF Result to attempt |attempt to
attempt to Runner attempt to |attempt to
found on advance to advance 2
advance 2 |scores advance 2 [advance 2
batter 2 bases advance [bases vs.
bases vs. bases vs. |bases vs.
vs. LF. LF 2 bases |LF. LF LF
Subtract vs. LF Subtract 2
2
Result Runner [Runner Runners Runners |Runners |Runners
Runner
found on advancesjadvances scores advance |advance 1 jadvance 1 [advance 1
defender 1 base |1 base 1 base |pase base base
Runner
. may Runner Runners [Runner Runner Runners
18 Single to attempt may may may may may
CF Result to attempt |attempt to
attempt to Runner attempt to |attempt to
found on advance to advance 2
advance 2 |scores advance 2 [advance 2
batter 2 bases advance [bases vs.
bases vs. bases vs. |bases vs.
vs. CF. CE 2 bases |CF. CE CE
Subtract vs. CF  [Subtract 1
1
Result Runner [Runner Runners Runners |Runners |Runners
Runner
found on advancesjadvances scores advance |advance 1|advance 1 jadvance 1
. defender 1 base |1 base 1 base |pase base base
Single to
19 RE Result Runner |Runner Runners [Runner Runner Runners
found on may may Runner  may may may may
attempt |attempt to [scores attempt |attempt to jattempt to attempt to
batter
to advance 2 to advance 2 ladvance 2 |advance 2
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advance bases vs. advance |bases vs. bases vs. bases vs.
2 bases RF 2 bases RF RF RF
vs. RF vs. RF
The result code changes to 20 + the position number of defensive player (e.qg. if hit to
20 Double ) ) ,
the left fielder, position #7, the res\
21 Ball Add one ball to the ball-strike count. This may result in a walk.
22 |Strike Add one strike to the ball-strike count. This may result in a strikeout.
Result Runner Runners |[Runners Runners
Runner Runner Runners
found on advances advance |advance 2 advance 2
scores scores score
defender 2 bases 2 bases pases bases
Runner Runners Runner Runners
23 Double may try may may may
past 1B [Result attempt
to Runner |Runner attempt to |Runner attempt to
found on to
advance [scores scores advance 3 |score advance 3
batter advance
3 bases 3 bases bases vs. bases vs.
vs. RF RF RF
vs. RF
Runner [Runner Runner Runner |Runner Runner Runner
24 |Pickoff Strike picked offpicked off |picked off |picked offjpicked off picked off |picked off
1% base 2" base [3@base [2"'base 3“base [3“base 3" base
Result Runner Runners [Runners Runners
Runner Runner Runners
found on advances advance |advance 2 advance 2
scores scores score
defender 2 bases 2 bases pases bases
Runner Runners Runner Runners
25 Double may try may may may
past 3B [Result attempt
to Runner |Runner attempt to |Runner attempt to
found on to
advance [scores scores advance 3 |score advance 3
batter advance
3 bases bases vs. bases vs.
3 bases
vs. LF LF LF
vsS. LF
Result Runner Runners [Runners Runners
Runner Runner Runners
found on advances advance |advance 2 advance 2
scores scores score
defender 2 bases 2 bases pases bases
Runner Runners
Runner Runners
27 Double may may ma ma
to LF Result attempt attempt y y
Runner  |Runner attempt to [Runner attempt to
found on to to
scores scores advance 3 |score advance 3
batter advance advance
bases vs. bases vs.
3 bases 3 bases LE LE
vS. LF vs. LF
Result Runner Runners |[Runners Runners
Runner Runner Runners
Double found on advancesscOres scores advance |advance 2 <core advance 2
28 0 CE defender 2 bases 2 bases pases bases
Result Runner |Runner Runner Runners [Runner Runner Runners
found on may scores scores may may score may
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batter attempt attempt |attempt to attempt to
to to advance 3 advance 3
advance advance [bases vs. bases vs.
3 bases 3 bases |CF CF
vs. CF vs. CF
Result Runner Runners [Runners Runners
Runner Runner Runners
found on advances advance |advance 2 advance 2
scores scores score
defender 2 bases 2 bases pases bases
Runner Runners Runner Runners
29 Double may may ma ma
to RF  |Result attempt attempt y y
Runner  |Runner attempt to [Runner attempt to
found on to to
scores scores advance 3 |score advance 3
batter advance advance
bases vs. bases vs.
3 bases 3 bases RE RE
vs. RF vs. RF
. The result code changes to 30 + the position number of defensive player (e.qg. if hit to
30 [Triple . )
the first baseman, positdon #3, the r1efg
Foul Ball out of
32 |play. Consult injury chart to find out the extent of the injury.
Pitcher injured
Triple
33 past 1B All runner(s) score
Triple
35 past 3B All runner(s) score
37 'll_'lr__lple to All runner(s) score
38 g':ple to All runner(s) score
39 'II;rllsze to All runner(s) score
The result code changes to 40 + the position number of defensive player (e.qg. if hit to
40 Homerun . !
t he second baseman, position #4, the r¢
41 W"d All runner(s) advance 1 base
pitch
42 E;Tsed All runner(s) advance 1 base
43 [Strikeout All runners hold, unless a steal, hit & run, or send runners attempt is in progress
44 \Walk If runners are forced, they advance 1 base. If not forced, runners hold, unless a steal
or send runners attempt is in progress
Batter is
45 it by If runners are forced, they advance 1 base. Otherwise, runners hold (dead-ball).
pitch
Ball is
46 |Balk called by |All runners advance 1 base
umpire
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Homerun

47 to LE All runner(s) score
Homerun
48 0 CE All runner(s) score
Homerun
49 o0 RE All runner(s) score
Infield:
slow
ground
50 ball out The result code changes to 50 + the position number of defensive player (e.qg. if hit to
Outfield: the third baseman, position #5, the 71 e;:
medium
deep fly
ball out
1-3 PO. [1-3PO.
1-3 PO. Runners |Runners
ON Runner
advance 1 jadvance 1
SCOres base base
13 PO . 1-3 PO.
Slow Runner.on R(;Jnners
g ground |- | oo Runner 18 1-3P0. P oNC 1
ball out OFF holds on a advances |[Runners
to P 1-3 PO to 2", hold.
Runner on
3" holds.
2
OUT 1-3 PO. Runner(s) advance 1 base.
b-3 PO. 2-3 PO. [2-3PO.
Runners |Runners
ON Runner
advance 1 jadvance 1
Scores base base
53 PO : 2-3 PO.
Slow Runner.on Runners
round st advance 1
52 g IF In 1-3 PO Runner 1 2-3 PO. base
ball out OFF holds on a advances |Runners
to C 2-3 PO to 2", hold.
Runner on
3" holds.
2
OUT 2-3 PO. Runner(s) advance 1 base.
Slow -1 PO 3-1 PO. [3-1PO. 3-1 PO.
ground ' Runners [Runners |Runners
53 IF In|ON [3-1 PO Runner
ball out advance 1 jadvance 1 jadvance 1
scores
to 1B base base. base.
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3-1 PO.
Runner on
Runner 15t 3-1 PO.
OFF holds on a advances |Runners
3-1 PO to 2", hold.
Runner on
3" holds.
OLZJT 3-1 PO. Runner(s) advance 1 base.
IF Back [3-1 PO. Runner(s) advance 1 base.
4.3 PO. 4-3 PO. 4-3 PO.
Runners |Runners
ON Runner
scores advance 1 jadvance 1
2?35‘; 5 base. 41 3po.
Runner.on Runners
S:g\lljvnd IF In 4-3 PO Runner 1% 4-3 PO. Eg\slgnce 1
54 gall out OFF holds on a advances |Runners '
s oB 4-3 PO to 2", hold.
Runner on
3" holds.
Ol2JT 4-3 PO. Runner(s) advance 1 base.
IF Back [4-3 PO. Runner(s) advance 1 base.
5.3 PO 5-3 PO. [5-3 PO.
) Runners |Runners
ON Runner
scores advance 1 jadvance 1
gf";io base. 5.3 po.
Runner.on Runners
Srlg\lgvnd IE In 5-3 PO Runner 1% 5-3 PO. ﬁg\sleemce 1
55 gall out OFF holds on a advances |Runners '
o 38 5-3 PO to 2", hold.
Runner on
3" holds.
OEJT 5-3 PO. Runner(s) advance 1 base.
IF Back [5-3 PO. Runner(s) advance 1 base.
Slow 6-3 PO 6-3 PO. [6-3 PO. 6-3 PO.
56 ground IE Inl ON 6-3 PO Runner. Runners [Runners |Runners
ball out advance 1jadvance 1 jadvance 1
scores
to SS base base. base.
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6-3 PO.
Runner on
Runner 1%t 6-3 PO.
OFF holds on a advances |Runners
6-3 PO to 29, hold.
Runner on
3 holds.
2
oUT 6-3 PO. Runner(s) advance 1 base.
IF Back [6-3 PO. Runner(s) advance 1 base.
7 PO.
Runner on
3" scores
7PO. [7PO. [7PO. ona.
sacrifice
Runners [Runner on[Runner on "
7 PO. may 3rd scores 3rd scores |-
7 PO. Runner on
Runner 7 PO. attempt |on a on a nd
Runner e e 2" may
may Runner o sacrifice |sacrifice
. may . attempt to
Medium attempt tagsup |advance; ffly. fly. Runner, _
attempt to advance;
57 |deep fly 7 PO to ~ land subtract |Runner onjon 2nd
_ladvance; subtract 2
out to LF advance; scores on [3from [Istmay |may
subtract 2 . from
subtract a sacrifice runner onjattempt to jattempt to
from ) , ~ |chance.
3 from fly 1st; 2 advance; [advance;
chance Runner on
chance from subtract 3 |subtract 2 |.
first may
runner onfrom from
attempt to
2nd chance |chance }
advance;
subtract 3
from
chance.
. 3 PO. 3 PO. 38 PO. 8 PO. 3 PO. 8 PO. 8 PO.
Medium
Runner |Runner Runner Runners [Runner on[Runner on [Runner on
58 |deep fly 8 PO rd
may may tagsup may 3rd scores (3rd scores 3™ scores
out to CF
attempt |attempt to jand attempt |on a on a on a
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to advance; |scores on [to sacrifice  |sacrifice  [sacrifice
advance; |subtract 1 |a sacrifice jadvance; ffly. fly. Runnerfly.
subtract {from fly subtract |Runner onion 2nd Runner on
3 from |chance 3 from |Istmay |may 2" may
chance runner onjattempt to attempt to |attempt to
1st; 1 advance; |advance; |advance;
from subtract 3 [subtract 1 [subtract 1
runner onfrom from from
2nd chance chance chance.
Runner on
first may
attempt to
advance;
subtract 3
from
chance.
9 PO.
Runner on
9 PO. 3" scores
Runner on on a
9 PO. 9 PO. 3rd scores 9 PO. sacrifice
Runners Runner on
Runner 9 PO. on a fly.
may o 3rd scores
may 9 PO. Runner sacrifice Runner on
) attempt on a nd
Medium attempt |Runner tags up fly. e 2 may
to sacrifice
59 |deep fly 9 PO to may and .[Runner on attempt to
_ advance; fly. Runner,
out to RF advance; [attempt to |scores on 1st may advance.
... isubtract on 2nd
subtract |advance |a sacrifice attempt to Runner on
3 from ~ Imay .
3 from fly advance; first may
runner on attempt to
chance subtract 3 attempt to
1st advance )
from advance;
chance subtract 3
from
chance.
Infield:
hard
ground " : I
60 loall out The result code changes to 60 + the p03|_t|on _number of defensive player (e.qg. if hit to
—— the shortstop, position #6, the resul't
Outfield:
line drive
out
Hard 1-6-3 1-3 PO Runner is [1-6-3 1-2 PO. |Runneris |Runner at
ground " joutat double |Runneris |out at 3 s
61 IF In|ON [1-3 PO double |Runner
ball out a holds home on applay. out at home on a [forced out
to P play 1-2 PO. |Runner |home. 1-2 PO at home
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on 2nd |Batter with runnerjand batter
advances|safe. on 2" is doubled
to 3rd Runner onjadvancing jup on a 1-
15 to 3" 2-3 double
advances [Batter safe.play.
to 2", Other
1-3 PO. runners
Runner on advance 1
15t base.
Runner advances |[Runners
OFF holds on a to 2", hold on a
1-3 PO Batter 1-3 PO.
safe.
Runner on
3" holds
2
oUT 1-3 PO
IF Back |No changes from IF In
Runner on
3rd is
Runner is caught in |Runner is
caught in rundown tagged out
rundown and is at home, 2-
and is Runner_ tagged outjunassisted anqer at
on 2nd is ‘third is
ON tagged out ona?2-5 |Runneron
on a2 2-5-2 forced L PO ond forced out
PO outat 3’ Bat;[er advances at home
2-3PO. R-3PO. [Batter onaz-5 | ot to 3" and batter
. Runner |Runner isafe PO. Runner on |Batter safe is doubled
Dribbler Ldvancesiadvances Runner 15t up on a 2,
in front g |n 2-3PO |1 pase 11 base on 1% o dvances 2-3 double
62 [of plate advances . play.
fielded to 2™, PAers Other
by C Batter is 3 PO Batteris  [unners
Runner safe at Runnér onlout on a 2- advance 1
first. rd base
OFF holds on a 3" holds. |3 PO.
2-3 PO Runner on|Runners
1st hold
advances
to 2"
2
OUT 2-3 PO
IF Back |No changes from IF In
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Batter and

Runner on funner on
3-6-3 3" scores. |5
3- 1°" out on
. - double [3-6-3 Runner on
Less unassisted . nd 3-6-3
3-6-3 unassisted/play. double 2
than PO. double
3- double PO. Runner [play. advances
IF |2 istegplay Runner o nner  lon2nd  Runner onto 3% play.
Backl out unassiste advances d " . [Other
PO scores advances[3™ scores. Batter is
to 3rd runners
to 3rd out, 3-
. advance 1
unassisted b
ase.
oit 3-unassisted PO
Runner
Hard out at Runner out
ground Runner home on jat home on
63 10all out ﬁut at :g-zttpo. g 3tt2 PO%
to 1B ome on atter atter safe.
ON 3-2 PO. safe. Runner on rBuarL;t:]eerr%r;]d
Batter Runner on 2" 2 ot o
safe. 1% advances
rd 3-2-3
advances [to 3 double
IF In to 2" "
Runner on play.
rd Other
3" holds,
. runners
runner on Batter is
st advance 1
Runner 1 out on a 3- base
OFF holds on a advances |1 PO.
3-1 PO to 2", Runners
Batter is |hold
out on a 3-
1 PO
1-6-3 erdmner on
double |4-6-3 3" scores.
Less 463 (3P0 li3po. play. double  [xanMeON |63
than Runner 2
double Runner  [Runner |play. double
Hard = 2 | advances ond R advances |
out 4-3 PO [play 0 3rd scores on 2n ldJnner on " ard play
a4 (Oround Back advances3" scores. »
ball out Batter is
to 3rd
to 2B out, 4-3
oit 4-6 PO (if runner occupies first) or 4-3 PO
IF InlON Runner Runner  |Runner out Batter and
out at out at at home onjrunner on
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home on a home on ala 4-2 PO. |3 out on
4-2 PO. 4-2 PO. |Batter safe.4-2-3
Batter Batter Runner on [double
safe. safe. " play.
Runner onfadvances |Other
18t to 3", runners
advances advance 1
to 2", base.
Runner on
3 holds,
runner on Batter is
Runner 1% out on a 4-
OFF holds on a advances [3 PO.
4-3 PO to 2", Runners
Batter is |hold
out on a 4-
3 PO
0-4-3 Runner on
Less double  5-4-3 3" scores.
than 5-4-3 5-3 PO. [5-3PO. |[play. double RUNNET On 5-4-3
5 double |Runner |Runner |Runner |play. > holds double
IF 5-3 PO play holds scores  on2nd |Runneron Batter is play
Back| Out advances3™ scores. |oorer 1S
out, 5-3
to 3rd
oit 5-3 PO
Runner is [Runner is
out at out at
Runner is home on ajhome on a
Hard out at 5-2 PO. [5-2 PO.
ground home on a Batter is |Batter is
65 ball out ON 5-2 PO. safe at  safe at Batter and
to 3B Batter is first. first. runner on
safe at Runner on Runner on [3" are out
first. 15t ond on a 5-2-3
I In advances |advances [double
to 2™ to 3rd play.
Runner on Other
3" holds, runners
runner on Batteris |advance 1
Runner 1% out on a 5- pase
OFF holds on a advances [3 PO.
5-3 PO to 2", Runners
Batter is |hold
out on a 5-
3 PO
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6-4-3 Runner on
Less double (6-4-3 3" scores
6-4-3 6-3 PO. [6-3PO. [play. double " 6-4-3
than d Runner on
5 ouble |Runner |Runner |Runner |play. ond holds double
IF 43P0 Pplay holds scores  jon2nd  |Runner on °> play
Back| out d Batter is
advances|3™ scores.
out, 6-3
to 3rd
oit 6-4 PO (if runner occupies first) or 6-3 PO
Rh”‘”er on Runner on
r
ﬁorﬁgtoant a‘?’rOI out at
Hard Runner on 6-2 PO home on a
round 3" out at " -2 PO.
66 9 Batter
ball out ON home on a safe Batter safe.Batter and
to SS 6-2 PO. Runﬁer on Runner on [runner on
Batter safe 15t ond 3" are out
Sdvances advances [on a 6-2-3
En o to 3" double
Runner on ?)liy'
3 holds ther
' ) runners
rlétnner on |Batter is advance 1
Runner 1 out on a 6- base
OFF holds on a advances |3 PO. '
6-3 PO to 2", Runners
Batter is |hold
out on a 6-
3 PO
ggm?t?l?a:j Runner Rgnner on
I
Runner isRunner is |7 PO. off 2nd |Runner on doubled off3 " may
. second. |attempt to
Line doubled |doubled |Runner |pase. 3rd may Runner on ladvance
67 (drive out 7 PO off of 15! |off of 2" |may Other  |attempt to '
3rd may |Other
to LF base. 7, base. 7, [attemptto runner |advance. ttermot to runners
7-3 POs [7-4 POs [score. holds. 7 POs d P
7 7.4 advance. |hold.
Pbs 7, 7-4 POs [7 POs
CITSS&ZL Runner Runner on
. . doubled off 3" may
Runner isRunner is 8 PO. off 2nd |Runner on
. second. |attempt to
Line doubled |doubled |Runner |pase. 3rd may Runner on ladvance
68 (drive out 8 PO off of 1% [off of 2" |may Other  jattempt to '
3rd may |Other
to CF base. 8, base. 8, [ttemptto [runner jadvance. ttemot to runners
8-3 POs [8-4 POs |score.  |holds. 8 POs g P v
S 8.4 advance. old.
Pbs 8, 8-4 POs |8 POs
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Runner

doubled Runner Rldmner on
I
Runner isRunneris 9 PO. off 2nd  |Runner on doubled off @ ' may
: second. |attempt to
Line doubled |doubled |Runner |pase. 3rd may Runner on ladvance
69 (drive out 9 PO off of 15! |off of 2" |may Other attempt to '
3rd may |Other
to RF base. 9, base. 9, [ttemptto runner |advance. Stternot o runners
9-3 POs 9-4 POs score. holds. 9 POs P
9 9-4 advance. |hold.
Pbs 9, 9-4 POs |9 POs
Infield:
medium
ground " : I
20 |ball out The result code chang_es to 70 + the position nu_mbe_r of defensive player (e.qg. if hit to
Outfield: the | eft fielder, position #7, the r es.|
deep fly
ball out
Runner is .
safe at Runner is
. X safe at
Runner is home if home if
safe at d20 roll is d i )
home if less than |20 r?\ s Runner is
d20 roll is or equal to esst aln safe at
less than his run ﬁ.r equal to home 'f.
or equal to[Runner [rating OR IS run d20 roll is
hisrun  lon 1%is jout on 1-2 [2UNY OR " lless than
ON Runner rating OR fforced at |PO. glg og;t-tir ﬁirser%l;al to
on 1% is out on 1-2 2" Batteris | e ating OR
forced at [1-3 PO. |PO. Batter is [safe at first on out ogn 1.2
2", Runner [Batteris |safeat firston :

] ) g ; fi el diPoO.
Medium Batter is |[advances [safe at first. fi el d choice Batter is
ground [F 1IN 1-3PO  safeat o 3rd firston  [1-6 PO. |[choice. '

71 . X Other safe at
ball out first. f i el d|Runner |Other UANErs vt on
to P 1-6 PO choice  on 2"  |runners :
advancel f i el d
advancesjadvance 1 b )
o 3 base ase chﬁlce.
Runner on fl)Jtnri;rs
1%'is out |Batter out advance 1
Runner on 1-6 PO .jat first on base
OFF holds on a Batter 1-3 PO.
1-3 PO safe. Runners
Runner on hold
3" holds
2
OUT 1-3 PO
IF Back |No changes from IF Back
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Runner is .
safe at Runner is
. safe at
home if .
. d20 roll is home if .
Runner is d20 roll is
less than )
safe at or equal to less than |Runner is
home if _ his rClIJn or equal to [safe at_
e | pmngor MEnn fomel
out on 2-
or equal to|Runner . out on 2- |less than
. st . |unassisted .
ON his run on 1 is PO unassisted |or equal to
rating. forced at . . [PO. Batterlhis run
Batter is 2™ Batter Is i afe at rating OR
" . |safe at ;
2-3 PO. safe at Batter is [ first on out on 2-
Runner 2-3 PO. first on safe at first on f i el d (unassisted
Dribbler Runner M | . field hoi
i front advances(,jwlvances i e d [first. choice choice. PO. .
2 lof plate IF In 2-3PO |1 pase choice -6 PO. |J = Other Batter is
TP Runner runners safe at
fielded nd runners !
on 2 advance 1 first on
by C advance 1 i
adva(tjnces base base field
n I ~ H
to 3 Batter is glﬁ;cre'
out on a 2- FUNNErs
3 PO. Batter is advance 1
Runner Runner onjout on a 2- base
OFF holds on a 3" holds. [3 PO.
2-3 PO Runner on|Runners
1t hold
advances
to 2"
2
OUT 2-3 PO
IF Back |No changes from IF Back
Runner
on 1%
Runner on
forced Runner on |, s
Runner out at Runner on 3 scores 1> forced
forced |Batter out Batter out 12" 1% forced Runner oﬁ out at 2",
Medium Less out at at first. ot first Bafter out at 2", nd Batter safe
ground [IF |than 2", Runner i Batter safe at first.
73 3-1 PO Runner safe at : advances
ball out |Back 2 Batter advances scores first at first. o 3 Other
to 1B out safe at o 3rd ' Runner on L runners
! 3-1 PO. |[Runner rd Batter is
first. 3-1 PO. on 2N 3" scores. out advance
3-6 PO advancess'G PO 3-1.PO one base.
o 3 3-6 PO
3-6 PO
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3-1 PO
out
Runner is Runner is RUNNET is
safe at safe at safe at
home if home if home if
d20 roll is d20 roll is . |Runner is
d20 roll is
less than less than less than safe at
or equal to or equal to | home if
his run his run ﬁ.r equal to d20 roll is
rating OR rating OR 'S run less than
out on 3-2 out on 3-2 rating OR or equal to
ON PO PO out on 3-2 his run
Batter is Batter is PO' fBatter rating OR
safe at safe at IS safe at out on 3-2
IF In first on first on first on PO
i X field T
field field . Batter is
. . choice.
choice. choice. Other safe at
Other Other funners first on
runners runners field
advance 1 advance 1 advance 1 choice
base base base Other -
Runner on . runners
1% is out Batteris | qvance 1
Runner out on a 3-
OFF holds on a (I;Zr?r;irpﬁ.l PO. base
3-1 PO rd Runners
3" holds. hold
Batter safe
Runner Runner on
on 1% out st
Runner ot 2" Rsltmner on %ndout at
on 1% out Batter 1ndOUt at 11 3po. . Batter
Less ot 2N 4-3 PO. 4.3 PO safe at 2. BatterRunners safe at
than ' Runner ' . safe at first.
- 5 Batter |y ances [RUNNer  first. first advance |,
_ Back out 4-3 PO ?I?Sf? ZEG to 3rd Scores Oerljgrn]fr Runner on one base. runners
Medium PO N dvancessrd scores. advance
74 gr(?lundt o3¢  [+6PO one base.
allou ’ 4-6 PO
to 2B 4-6 PO
oit 4-6 PO
Runner is Runneris |[Runneris |Runneris
safe at safe at safe at safe at
IF In|ON home if home if home if home if
d20 roll is d20 roll is d20 roll is [d20 roll is
less than less than |less than |[less than
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or equal to or equal tolor equal to jor equal to
his run his run his run his run
rating OR rating OR [rating OR [rating OR
out on 4-2 out on 4-2 jout on 4-2 |out on 4-2
PO. PO. PO. Batter|PO.
Batter is Batter is |is safe at |Batteris
safe at safe at first on safe at
first on first on f i el dirston
field f i el dichoice. field
choice. choice. Other choice.
Other Other runners Other
runners runners |advance 1 funners
advance 1 advance 1 base advance 1
base base base
RS‘#’?”ef on Batter is
1 is out
Runner on 4-6 PO.OUt on a 4-
OFF holds on a RuNNer on 3 PO.
4-3 PO rd Runners
3" holds. hold
Batter safe
Runner
st Runner on
on 1° out st
nd Runner on 1 out at
Runner AL27. st ot at 2" Batter
Less on 1% out Batter  |na g . 5-3PO. [ o
at 2. 5-3PO. [5-3PO. [safe at ' Runners [,
than . safe at first.
Batter Runner |Runner ffirst. : advance
IE 2 first. Other
5.3 po (afeat |holds scores Runner one base.
Backl out first, 5-4 on 2" erdJnner on runners
PO A dvance53 scores. advance
0 3 5-4 PO one base.
5.4 PO 5-4 PO
Medium 2 5.3 PO
75 ground out
ball out Runner is Runner is [Runneris |Runner is
to 3B safe at safe at  safe at safe at
home if home if  |home if home if
d20 roll is d20 roll is |[d20 roll is |d20 roll is
less than less than |less than [less than
or equal to or equal tolor equal to jor equal to
IF In|ON his run his run his run his run
rating OR rating OR [rating OR [rating OR
out on 5-2 out on 5-2 jout on 5-2 |out on 5-2
PO. PO. PO. Batter|PO.
Batter is Batteris |[is safe at |Batter is
safe at safe at first on safe at
first on first on f i es$ dirston
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76

Medium
ground

ball out
to SS

field f i el dichoice. field
choice. choice. Other choice.
Other runners Other
runners |advance 1 funners
advance 1 base advance 1
base base
Tsltj?snglrjto N Batter is
Runner on 5-4 PO.OUt on a 5-
OFF holds on a RunNer on 3 PO.
5-3 PO 39 holds Runners
Batter safehOId
Runner
on 1t out Rsltjnner on
Runner at 2" Rsltmner on 1ndout at
on 1% out Batter 1ndOUt at g 3po. 2 - Batter
Lﬁss at 2™ 6-3PO. [6-3PO. |safeat [ : Batterls inners ?afe at
than Batter Runner |Runner ffirst. Sare at advance Irst.
IE 2 first. Other
6-3 p0 safeat |holds scores Runner one base.
Backl out first. 6-4 on 2N erjnner on runners
PO A dvance33 scores. advance
ko 3" 6-4 PO one base.
6-4 P.O 6-4 PO
oit 6-4 PO
Runner is Runner is
safe at <afe at Runner is
Runner is home if home if safe at
safe at d20 roll is 420 roll is home if
home if less than less than d20 roll is
d20 roll is or equal to or equal to less than
less than his run his run or equal to
or equal to rating OR rating OR his run
his run out on 6-2 out on 6-2 rating OR
ON rating OR PO. PO. Batter out on 6-2
IF In out on 6-2 Batter is s s;afe at PO.
PO. safe at first on Batter is
Batter is first on f el d safe at
safe at field choice first on
first on choice. Other ' field
field Other FUANErs choice.
choice. runners advance 1 Other
advance 1 base runners
base advance 1
OFF Runner Runner on Batteris |base
holds on a 1%'is out |out on a 6-
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6-3 PO on 6-4 PO.3 PO.
Runner on|Runners
3" holds. |hold
Batter safe
7 PO.
o
on 2" 7 PO. d
on 2™ and
- PO advances|Runner on|{7 PO. rd
Deen fi Runner | PO to 3.  [3" scores. Both - dvance
77 out t?) L)I/: 7 PO 7 PO Ldvances Runner Runner [Runner onrunners one base
d scores on1% [1%may [advance :
to 3. Runner on
may attempt to |one base. 1% ma
attempt jadvance. y
o attempt to
advance.
advance.
8 PO.
Runner glljn?l.ers
on2" 8 PO. na
on 2™ and
s PO adva(tjnces thJnner on8 PO. 3rd
Deep fl Runnér 3 PO. to 3", 3" scores. |[Both L dvance
78 out th)) gF 8 PO 8 PO advances Runner Runner [Runner onjrunners one base
d scores lon1% [1%may jdvance '
to 3. Runner on
may attempt to |one base. 1% ma
attempt jadvance. y
o attempt to
advance.
advance.
9 PO.
0
on 2" |9 PO. nd
d Runner on9 PO on 2 and
9 PO a vaénces u ) 5rd
Deen fl Runnér 9 PO. to 3", 3" scores. |Both Ldvance
79 out t% F\?/F 9 PO 9 PO Ldvances Runner Runner [Runner onfrunners one base
or scores on1% [1%may jadvance :
to 3. Runner on
may attempt to |one base. 1% ma
attempt jadvance. y
o attempt to
advance advance.
Infield:
Line
80 drive out The result code changes to 80 + the position number of defensive player (e.qg. if hit to
Outfield: the center fielder, position #8, the r ¢
Short fly
out
Line
81 [drive 1 PO 1 PO. Runners hold
caught
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by P

82

Foul Ball out of

play.
Batter injured

Consult injury chart to find out the extent of the injury.

83

Line
drive
caught
by 1B

3 PO

3 PO.

Runners hold. I f infielder i1s playinrn

84

Line
drive
caught
by 2B

4 PO

4 PO.

Runners hold. I f infielder i1s playinrn

85

Line
drive
caught
by 3B

5 PO

5 PO.

Runners hold. I f infielder is playinrn

86

Line
drive
caught
by SS

6 PO

6 PO.

Runners hold. I f infielder is playinrn

87

Short fly
ball
caught
by LF

7 PO

7 PO.

Runners hold.

88

Short fly
ball
caught
by CF

8 PO

8 PO.

Runners hold.

89

Short fly
ball
caught
by RF

9 PO

9 PO.

Runners hold.

90

Infield:
popout

Outfield:
Medium
fly ball

The result code changes to 90 + the position number of defensive player (e.qg. if hit to
right fielder, posi )i on

t he

# 9, the r es

91

Popout
caught
by P

1 PO

1 PO.

Runners hold.

92

Popout
caught
by C

2 PO

2 PO.

Runners hold.

93

Popout

caught

3 PO

3 PO.

Runners hold.
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by 1B

94

Popout
caught
by 2B

4 PO

4 PO.

Runners hold.

95

Popout
caught
by 3B

5 PO

5 PO.

Runners hold.

96

Popout
caught
by SS

6 PO

6 PO.

Runners hold.

97

Medium
fly ball
caught
by LF

7 PO

7 PO.

Runner on 3" may attempt to score. Other runners hold.

98

Medium
fly ball
caught
by CF

8 PO

8 PO.

Runner on 3" may attempt to score. Other runners hold.

99

Medium
fly ball
caught

by RF

9 PO

9 PO.

Runner on 3" may attempt to score. Other runners hold.
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