PASTIME BASEBALL

Baseball with the solo player in mind


Pastime baseball is a game that I have worked on over the years, off and on.  I have lost interest in the game of baseball today but I have very fond memories of the game and players from when I was growing  up.  With the help of Retrosheets play-by-play data I have been able to create older teams with the accuracy of stats that you can get today.  The game was made with the solo player in mind as most managing decisions are built in.  Don’t be intimidated by the rules as I am trying to spell out all possibilities that may come up though it may seem long winded at times.   With that said if you have any questions about anything you don’t understand or that I have not explained well enough you can contact me at schlabin@aol.com.  











         Chris Davis

SETUP:

    Basically you pick two teams and a lineup for both.  The cards are set up so that you read the batter/pitcher interactions from the same side of the cards.  Laying out the batting order from top to bottom on the table leaving room to slide the pitchers cards down next to each batter is recommended as there are many references to players for defensive ratings and baserunning ratings.  

HOW TO PLAY:

    The game uses 2 10-sided dice (2d10) of different colors and a 20-sided dice (1d20).   Most all at bats require rolling the 2d10 at least twice, however, due to the fact that 85% of the plays come directly from the player cards the game moves rather quickly.

   Each at bat starts with a roll against the batters main at bat ratings.  These are the ones with outcomes of HIT (base hit), GB (ground ball), FB (fly ball) and PIT (pitch outcome).  All these ratings are adjusted by pitcher being faced.  You need to make sure that you use the pitcher adjustment ratings for the corresponding side of the batter (VS LHB or VS RHB).
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  The ratings shown on the batters cards are the high ends of a range for that event.  All the ratings correspond to a number generated from the roll of 2d10 giving you a number range of 1-100.  In the example above using Dawson’s and Nole’s ratings, Andre would get a hit on a roll from 1-25, would hit a ground ball from 2546, a fly ball from 47-75and have a pitch outcome from 76-99. The 00 is 

set aside for a rare play lookup (??).  Notice how all of Dawson’s ratings have been affected by Noles.

   This is the basic system for the cross referencing of batter/pitcher cards.  It is the same used for type of hit and pitch outcomes.  If using the example cards you roll a 79 you really don’t need to determine where the hit range stops at because it is way to high for that number.  You would only look at the area of either FB or PIT to see which range the 79 falls into, in this case because of  Dawson’s FB=80 and the -5 from Noles the FB range ends at 75 now making a 79 fall into the PIT range.  So basically you don’t have to redo the ranges before the at bat, just check the appropriate range(s) to see where the roll would fall after the roll.

HIT:

   If the outcome of the first roll falls in the HIT range then another 2d10 roll is required to determine what type of base hit it is.  Using the same batter/pitcher adjustment you will use the boxes with DF, 1B, 2B and 3B ratings on the hitters cards.  You will notice that the pitchers only adjust 2 of the batters range numbers on this roll (DF and 1B).  This actually only causes triples to not be adjusted by the pitcher.   Consider a DF (DEEP FLY) to be a HOME RUN for now as I used that term as I may be adding ballpark effects later.

   For example if Dawson had gotten a HIT from the first roll you would roll the 2d10 again and get a new 1-100 number.  Using the example cards Dawson’s adjusted DF range would be from 1-9, 1B from 10-73, 2B from  74-94 and 3B from 95-99.  Once again the 00 is set aside for rare plays.  Also you use the second number of this roll to determine where the ball was hit based on the batters FB OUT column.  The FB OUT column are letters in blue on the batters cards under OUTS.


Ex. Dawson has a HIT and rolls an 85 which falls into his 2B range.  The 5 is also used to determine which field the ball was hit.  Using the FB OUT column you find that the ball was a double hit to CF.


Ex. Dawson has a HIT and rolls a 31 which falls into his 1B range.  The 1 is also used to determine that the ball was hit to the 3B.  Give Dawson an infield single.

   A second number of 0 does not give where the ball was hit.  In this case assume that the ball was pulled hit to CF and all baserunners take 1 extra base.  Also there are no infield 2B, 3B or DF.  So if the second number is a 1 on an extra base hit assume it to be pulled to which ever field and NO extra bases are taken.


Ex. Dawson has a HIT and rolls an 81, which is a 2B.  The 1 is used to determine that he pulled the ball to LF (right-handed hitter) and baserunners advance only 2 bases.

GB: 

   If the outcome of the first roll falls in the GB range then another 2d10 roll is required to determine how hard and to which fielder it goes to.  This time the dice are read separately.  The first number gives you how hard the ball was hit, most of the time.  Consider a roll of 1-3 a hard hit grounder, 4-6 a routine grounder and 7-9 a slow grounder.  A roll of 0 with  the 1st number is a range play by a fielder.  (Look under RANGE PLAYS)

   The second number tells where it was hit.  Using the GB (green) section of the OUTS chart on each batters card a position is listed next to each number.  This is where the ball is hit.  A roll of 0 with the 2nd number is a possible error .  FOR POSSIBLE ERROR USE THE 1ST NUMBER TO DETERMINE WHERE THE BALL WAS HIT.  A roll of 00 gives a special error chance to the catcher.  (Look under ERRORS)


Ex. Dawson hits a GB, then rolls a 53.  The 5 determines that the ball is a ROUTINE grounder and the 3 tells us that it went to the SS.

  Each hitter has a rating for double plays hit into on his card under DP in the OUTS chart on his card.  If a runner is on first base with less than two outs and a batter hits a grounder, if the 1st number rolled is a less than or equal to the hitters DP number than a double play occurs.


Ex. With a runner on 1st and 1 out, Dawson hits a GB, then rolls a 27.  The 2 falls into his DP rate so Dawson has hit into a double play.  The 7 shows who started the DP, which is the 2B.

FB:

   If the outcome of the first roll falls in the FB range then another 2d10 roll is required to determine how hard and to which fielder it goes to.  This time the dice are read separately.  The first number gives you how hard the ball was hit, most of the time.  Consider a roll of 1-3 as a deep fly ball(line drive to infielder), 4-6 a routine fly ball and a 7-9 a shallow fly ball. A roll of 0 with  the 1st number is a range play by a fielder.  (Look under RANGE PLAYS)

   The second number tells where it was hit.  Using the FB (blue) section of the OUTS chart on each batters card a position is listed next to each number.  This is where the ball is hit.  A roll of 0 with the 2nd number is a possible error .  FOR POSSIBLE ERROR USE THE 1ST NUMBER TO DETERMINE WHERE THE BALL WAS HIT.  A roll of 00 gives a special error chance to the catcher.  (Look under ERRORS)


Ex. Dawson hits a FB, then rolls a 39.  The 6 determines that the ball is a DEEP fly and the 9 tells us that it went to RF.

   Each hitter has a rating for sacrifice flies on his card under SF in the OUTS chart on his card.  If a runner is on 3rd base with less than 2 outs and the batter hits a FB, if the 1st number rolled is less than or equal to the hitters SF rate then the base runner scores and give the batter a SF.

PIT:

   If the outcome of the first roll falls in the PIT range then the at bat will result in an outcome of a pitch type result such as a strikeout, walk, hit batsman, wild pitch or passed ball. Using the batter/pitcher adjustments you will use the box with WLD, K, BB and HBP on the  hitters card.  Once again the pitcher adjusts the range numbers of the hitters with his own ratings.  Another roll of the 2d10 is needed to get another number in the range 1-100.  

   A roll that lands in the WLD range is considered a wild pitch or passed ball.  Roll the 2d10 again and look under the pitchers WILD section to determine which one it is.  If nobody is on base consider when a WLD occurs just start the at bat over from the start.

   A roll in the K range is a strikeout.  The BB range is a walk and a HBP range is a hit batsmen.  The 00 is set aside for rare plays.

Ex. Dawson has a PIT occur, his adjusted ranges for each category against Noles are WLD=1-5, K= 6-65, BB= 66-96, HBP 97-99.

DEFENSIVE RATINGS:

   Players have listed in a box in their upper right-hand corner the positions they can play along with their ratings at each.  After the position the first number is their RANGE rate, followed by their ERROR rate in parenthesis, wit their ARM rate the last number.  For Dawson he can play CF with a range of 5, error rate of 1 and arm rate of –1.  Pitchers rates are on their pitching cards.

BASERUNNING:

   If runner(s) are on base when there is a hit you first determine which fielder fields the hit by using the second digit of the HIT roll as described above under HIT.  Once the field is determined the a 1d20 is rolled and checked against the baserunners advance rating.  The advance rating is the number in the box to the right of the players name.  For Dawson it is a 12.  You will also need to know the arm rating of the player that fields the ball. 

   Using the RUNNER ADVANCEMENT chart depending on the type of hit, the field hit to and number of outs the the ADV rate of base runner will change.  If the roll is less than or equal to adjusted ADV rate the runner he advances an extra base.  If only 1 less than the adj. ADV rate than the hitter also moves up on the throw.  If equal to the adj. ADV rate than check OF for possible throwing error.  (ERROR section)

   A roll of 1 greater than the adj. ADV rate gets the runner thrown out trying to advance.  A roll 2 or more greater than the adj. ADV rate has the runner hold up.

   When checking more than one base runner start with the lead runner first.  Only ONE roll is made with the 1d20 no matter how many runners are on base and the same number is used by all.

RANGE PLAYS:

   Range plays are checked by rolling the 2d10 again and reading the numbers separately.   The 1st number is checked for the range it falls under in the range chart under the position being looked at.   The 2nd number is checked to see if it is less than or equal to the fielders range rate.  Note there are different readings if you roll a 0 with the 2nd number.

   
Ex. A FB is hit to CF where Dawson is playing (range=5) and a range play comes up.  You roll the 2d10 again and get a 21.  The 2 is used to look under the range chart under CF to find that it’s a LINER INTO THE GAP.  The 1 is used to check against Dawson’s range rate.  The 1 is less than or equal to 5 so he makes the catch.  If however you would have rolled a 20 instead Dawson would only have been able to cut the ball off for a single.  A roll of 26 would have been a double for the hitter because the 6 is greater than Dawson’s range rate.

ERROR PLAYS:

    Error plays work much like range plays in that you roll 2d10 again and reference the 1st number to the type of play being made according to the position the ball was hit to.  The 2nd digit is used to determine if an error was made.  The roll must be less than or equal to the players error rate for an error to occur.  A roll of 0 is considered to be NO error.  Note that on fly balls ONLY rolls of 0 or 1 with the first roll can even have the possibility of an error.

   SPECIAL: On the at bat roll (the very first roll for an at bat) if the number rolled is a “01” then a HIT occurs and a possible error as well.  After determining the type of hit and where the ball was HIT check that fielder for a possible error.  If an OF is where the ball was hit you keep rolling 1d10 until NO ERROR occurs.  However many times you get an error that is the number of bases the error causes the hitter/runners to advance extra.


Ex. A hit to CF where Dawson is playing with an at bat roll = 01.  Dawson is then checked to see if he makes an error for possible extra advancement by all runners/hitter.  Dawson’s error rate is a 1 so only a roll of a 1 can cause Dawson to boot the ball.  All other numbers mean that Dawson fielded the ball clean and you check for RUNNER ADVANCEMENT like any other HIT.  If you rolled a 1 then Dawson boots the ball for at least a one-base error and you would roll the 1d10 again.  Another 1 would mean it’s a two-base error and you would keep rolling until the number rolled was higher than his error rate.

STRATEGY ROLLS

   Anytime a situation occurs where strategy may be involved the 1d20 is rolled to see whether a stolen base is attempted, a hit-and-run is on or a sacrifice is being tried.  The situations when you should make a strategy roll are:


Anytime in the first 6 innings or after  the 6th if the game is within 3 runs when:

· A runner is on first base

· A runner on first and second with 1 out

· A runner on first and third

· A runner on second with 1 out

1. If one of these situations occur then the 1d20 is rolled and you check the runners LD rate along with the pitchers HLD (Hold) adjustment to see if the player is stealing.  Stealing third base requires you to cut the LD rate in half and round down to see if runner will attempt to steal 3rd.  If the number is <= the adjusted LD rate then the player attempts to steal. 

A roll of a 1 on a strategy roll requires 2d10 to be rolled against the pitchers PICKOFF section.  If   the roll falls in the range of a B then it’s a balk, a PO is a pickoff and a GO means the steal attempt


proceeds.

If a steal attempt occurs then the ST of runner, the STL rate of the pitcher and the ARM of the catcher          added together are used to get a number where the runner is safe.  If the roll of a 1d20 is <= the adjusted ST rate then the runner is safe.  If 1d20 is > then ST then the runner is caught stealing.  A roll of a 1 is a steal and a check for possible catchers error.  A roll of 20, no matter what the adjusted ST rate, is a caught stealing.

2. Each hitter is given a H&R rate that adds to the top of the LD rate causing a hit and run to occur.  For Dawson his H&R rate is a +2 meaning that if a runners adjusted LD rate was 4 when Dawson came to bat that a strategy roll of 5-6 would mean the hit and run was on.  If this occurs the EX rate of the hitter is added/subtracted from the hitters HIT rate on the at bat roll.  Baserunners get an added +3 on their ADV rate on a base hit.  However, if the hitter strikes out the baserunner is considered stealing at a –3 off their ST rate and you would resolve like any other steal attempt.  Line drives to the infielders are considered a double play.  On ground balls use the GB-3 column to resolve the play.

3. Sacrifice attempts take precedence over all other strategy item like H&R or stealing.  If the strategy roll is greater than or equal to the SH rate of the hitter than a bunt attempt is made.  To do this a 1d10 is rolled to get who fields the bunt on the BUNTING CHART.  The hitters BNT rate is added/subtracted from a 1d20 and check against the BUNTING CHART under the action section.  Actions may occur such as error, range or tough play that are explained there.

PITCHER TIRING:

   All pitchers have ratings to the inside of the different events (HIT, GB, FB, ect).  These are the ratings they use when they become tired.  In the TIRED section of a pitchers card are ratings for starting (ST) and relieving (REL).   As a starter the pitcher tires when he reaches the INNINGS that are shown on his card .


Ex. Noles starter tired rating is 5.2, that is after he has pitched 5 full innings and 2 outs in the sixth.  Once he has reached that point in the game he becomes tired.  So using Noles he has pitched into the 7th inning, past 5.2 innings, he is using his tired ratings. 

   Tiring for relievers works the same except they are rated for the number of batters they face before possibly tiring.  Noles can face 7 batters before he can become tired.

TEAM LINEUP CARDS:(optional)

   Each team has a card which you can use to get starting lineups and relief pitchers from.  It also has info as far as how many times a player pinch hit vs. certain handed pitchers as well as how many times a player was removed for a pinch hitter.  This info is there for reference.

   Using the card for starting lineups first requires you to get the starting pitchers.  A roll of 2d10 gets you a number that you look under the ST section of pitchers to get the starter.  Again the numbers shown are the top of the range for each player.


Ex. Montreal rolls a 65 to get a starting pitcher.  Looking under the ST column you find that 65 is higher than Palmers 56 but lower than Rogers 79 so Rogers is the starter.
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   Once you have the starting pitcher you are facing then you know which side he throws from.  Taking the hitters cards in hand for a team, roll a 1d10 for each player and add his start number to the roll.  Laying the players out in piles of whole numbers, take the top numbers and fill in positions until you have a lineup.

   
Ex. Montreal is facing a left-hand pitcher today.  You roll a 6 for Bernazard (giving him a start value of  7.7 (6+1.7 vs. LH). I place him in a pile for 7’s.  Start as 10 for a center point and work both ways for your piles.  Next I roll a 9 for Carter giving him 19 (he will START).  The highest my piles go is to 15 as if the combined roll gives a number that high he starts.  The lowest the piles need to be is 5.  Anything below that they won’t start.  The rest go as follows:



Roll
Rate
Total

Bernazard
6
1.7
7.7

Carter

9
10.0
19.0*

Cromartie 
1
9.3
10.3*

Dawson

0
9.7
9.7*

Hutton

cannot start vs. LH

Leflore

1
8.7
14.7*


Macha

6
2.3
8.3


Mills

cannot start vs. LH

Office

cannot start vs. LH

Parrish

8
8.0
16.0*

Scott

3
8.7
11.7*

Speier

0
8.7
8.7+

Tamargo 
cannot start vs. LH

Valentine
8
5.0
13.0*

White

8
3.0
11.0*

With that done Carter starts at C, Parrish at 3B, LeFlore in LF, Valentine in RF, Scott at 2B, White can play CF, Cromartie at 1B, and Dawson is the next highest but his position is filled so you go to Speier at SS.

Its easier than it sounds.

   Relief pitchers are broken down into when they enter the game and the score at the time.  The chart reads from A thru F with different situations applying for each.  Roll 2d10 and check column:


A: Save Opportunity 8th inning and beyond

B: Team is ahead or tied in the 8th inning and beyond (non-save opp/ pitchers spot coming up in 9th)


C: Team is behind in the 8th inning and beyond


D: Team is ahead or tied in the 6th or 7th inning


E: Team is behind in the 6th or 7th inning



F: Enters in the 5th inning and before

   Under the TIRED section of the pitchers cards are numbers in parenthesis, these are PULL numbers.  This is the average number of hits, HBP, walk and earned runs given up each appearance.  The PULL number of a pitcher is reduced by one when any of the following events occur: hit, HBP, walk or earned run.  Noles can give up 10 before he is pulled on the 11th.  Relief pitchers have much lower numbers.  Noles is a 3 for relief.  

   A starter that is over his TIRED limit of innings and reaches his PULL number MUST be replaced immediately.  For relievers it is used more as a guideline.

     I am sure some things don’t seem completely clear but once you get the hang of the game it moves rather quickly from start to finish.  I can play a game from getting starting lineups to ending a game in 35-45 minutes.   Remember if you have any questions e-mail me at schlabin@aol.com. 
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