LEAGUE INFO
* AHL is an APBA 4.02 simulated league, with 30 teams and an 82-game schedule. We are currently in our 6th season (AHL6). 

* mIRC drafts: Our regular mIRC room is #ahldraft, on the Gamesurge server.

* We use the official APBA disk, or the best alternative (currently the APBA Project disk), with a few changes as described in detail below.
* Games are simulated by the commissioner, 15 games per sim, on weekdays, no earlier than 7 p.m. Eastern time. Friday’s sim may often be delayed until Saturday or Sunday.
* Injuries: The injury option is turned on, with 3 rest days given after each sim.

RESPONSIBILITIES OF GM’S

* Send in lines as needed using APHComm's profiles.
* Check e-mail often and respond if necessary. If someone makes a trade offer, RESPOND promptly.
* Be actively involved. Contribute to the league discussion forum and (when possible) participate in mIRC drafts.
OFFSEASON TIMETABLE
01. Roll Call of GM’s.

02. Announcement of Lottery winner.

03. New Disk released.

04. Dispersal Draft.
05. Trade freeze lifted.
06. Entry Draft.

07. Non-Update declarations.

08. Teams must conform to ‘3 Goalies’ roster requirement.

09. Teams under roster minimum (24) must add free agents.

10. Preseason.

11. Teams over roster maximum (28) must release extra players.

12. Teams must conform to roster requirements for Forwards and Dmen.

13. Regular season begins.


Note: The above is only an outline. Details on most of these items can be found below.

ENTRY DRAFTS
* Entry Drafts are ‘normally’ 3-4 rounds, depending on how many new players there are. The draft consists only of new players (new to the AHL) who make the ABPA Project disk.
* The draft order will be in reverse order of the previous season’s W-L records.


Important Note: During an Entry Draft, the trading of draft picks is prohibited. In advance of the Draft, the commissioner will set a firm deadline for trading picks. Such trades will be processed by normal means (i.e. email confirmations and proper assessment). ‘No’ trades (not even player-for-player) will be processed during the Draft itself.  
* During the season only picks 1-3 can be traded, and only for the ‘next’ Draft. The trading of ‘future’ picks (i.e. beyond the next Draft) is prohibited. 
LOTTERY
* Prior to the Entry Draft, the league will hold an annual lottery, to determine which team gets the 1st overall pick. Similar to the NHL format, only the top (worst) five teams can win the lottery. 
DISPERSAL DRAFT
* Held annually, it will be the first order of offseason business.

* Teams will be allowed to ‘protect’ 13 players (without exception: 6 Forwards, 4 Dmen, 1 Goalie, and 2 extras).

* The draft order will be identical to that of the Entry Draft, specifically in the reverse order of W-L records.

* The Dispersal Draft will be three rounds, with each team losing exactly 3 players.
* Teams may select players from their own unprotected list.


Important Note: Each team’s ‘unprotected’ list must include a minimum of 3 on-disk players, even if it means including ‘off-disk’ players among your 13 protections.
ROSTER REQUIREMENTS
* During the regular season, at all times each team's roster must contain between 24-28 players, including 14-or-more Forwards, from 7-9 Dmen, and ‘exactly’ 3 Goalies.


Note: See ‘Players Rated at Both Forward and Defenseman’ below.
* In addition to your starting 18 skaters, your roster must include players who, as a group, are capable of filling in at all positions.
* At all times, teams are required to skate a ‘competitive’ lineup. Late in the regular season, if non-playoff teams are suspected of scratching their best players in order to improve drafting position (i.e. ‘tanking games’), they will be penalized. The penalty may include (but is not limited to) the loss of draft picks.
* Offseason: Due to players going off-disk, it is expected that some teams may drop below the 24-man minimum. Similarly, due to players ‘returning’ to disk (see ‘Property Rights’ below), it is expected that other teams may exceed the 28-man maximum. Such fluctuation is normal.
* ‘Shortly’ before Preseason, all teams will be required to conform to the 3-Goalies roster requirement. At this time, any team with 4-or-more Goalies will be required to trade (or release) the ‘extra(s)’ into the Free Agent Pool (XFA). In turn, teams that remain short on Goalies will be required to correct that by making a trade with the XFA. At this juncture, all remaining XFA Goalies will be ‘frozen’ (see ‘Free Agent Pool’ below).  

* ‘Immediately’ before Preseason—and ONLY then—if teams (due to players going off-disk etc.) have dropped below 24 players, they will be allowed to fill-out their rosters from the XFA.

 

* Prior to the start of the regular season, teams with over 28 players, if unable to reduce their roster through trade(s), will be required to release players into the XFA.

PLAYERS RATED AT BOTH FORWARD AND DEFENSEMAN

1. If a team has just 13 Forwards, yet has a Dman 'rated' at Forward, that will satisfy the '14-or-more Forwards' requirement.

 

2. If a team has just 6 Dmen, yet has a Forward 'rated' at D, that will satisfy the 'from 7-9 Dmen' requirement.

 

3. If a team has 10 Dmen, yet one of them could be 'switched' to primary-position Forward (see ‘Adding or Switching a Position’ below), that too will satisfy the 'from 7-9 Dmen' requirement. In this case it is not necessary to actually ‘make’ the switch.

ADDING OR SWITCHING A POSITION
* Adding a Position: If a player is rated at only one position, you may add a position at any time. For Forwards, it must be another Forward position; for Dmen, it must be the other D position. The player’s Drate at the new position will be one less than at his primary position. Consistent with disk policy, the player’s Shot and Shot+ numbers will be reduced by 15%


Important Note: The decision to add a position cannot be reversed. For example, if you add LW to a Center, you cannot (later) add RW or ‘change’ from LW to RW.

* Switching a Primary Position: If a player has the same Defensive rating at more than one position, you may, at any time, switch his primary position to another position at which his Drate is identical. This may be done as often as you wish.

SHIFT NUMBERS
* Each team must dress the full 20 players (unless injuries prevent this). You can dress as many or as few Dmen or Forwards as you want.

* Each player must play on a regular line (1-4 for Forwards, 1-3 for Dmen) or a special-teams line. You may adjust the line shifts (for both Forwards and Dmen), as long as the following requirements are met: Forward lines (1-4) must have between 4 and 18 shifts. Dmen pairings (1-3) must have between 3 and 15 shifts.

* ‘Extra’ lines (line 5 for Forwards, 4-5 for Dmen) may be used and have no minimum, however a player cannot play on ONLY an extra line UNLESS that line meets minimum shift requirements for a regular line (4 for Forwards, 3 for Dmen).

* For the playoffs, the above restrictions do not apply: You need not dress the full 20 players, there are no limitations on shift numbers, and not every player dressed must play on a line.

TRADES
* Both teams must email the commissioner a trade confirmation. As a common courtesy, PLEASE Cc the other team.
* If trades are overly one-sided they will be vetoed.

* Once the commissioner has received ‘separate’ (individual) confirmations from BOTH teams, trades will be processed. Every effort will be made to do this ‘before’ the next sim (rather than after). When GM’s are reasonably certain that BOTH teams have submitted confirmations, they are free to make the trade within their own files in order to send an updated profile.


Trading Goalies: Effective with the start of Preseason, you ‘cannot’ trade a Goalie without getting one in return. In other words, any between-teams trade ‘for’ a Goalie must include getting a Goalie back as part of the deal.

* During the regular season, a multi-player (1-for-2 etc.) trade which puts a team over 28 players will not be approved ‘until’ that team releases a player(s) into the XFA.

    

* At all times, a multi-player (2-for-1 etc.) trade which puts a team under 24 players will not be approved ‘period.’
* Injured players ‘can’ be traded, to another team or to the XFA. In a trade between teams, both GM’s’ trade confirmations must acknowledge awareness of the injury. If you trade an injured player to the XFA, he is still subject to being claimed (see ‘Free Agent Pool’ below) by another team.
* The trade deadline will be immediately after Day 63. At that time a trade freeze will take effect. The trade freeze will remain in place throughout postseason and won’t be lifted until ‘after’ the league’s annual Dispersal Draft. 


Note: The trade deadline applies only to trades between ‘teams’ and not to trades with the XFA. As needs arise, throughout the balance of the regular season and (for playoff teams) in postseason, GM’s are free to make trades with the XFA.

Offseason trades: In the offseason, once the new disk has been released, a team’s roster size will be determined by combining its number of on-disk players with its number of Entry Draft picks. By that criteria, teams at-or-under the 24-man minimum are prohibited from making multi-player (2-for-1 etc.) trades that would further reduce their roster. However, a team in that situation can ‘increase’ its roster size by making its non-update decision (see ‘Non-Update Rule’ below) ahead of time.

INJURIES
* In Preseason, the injury option will be turned off.

* For the regular season and playoffs, the injury option will be turned on.

* Injuries ‘do’ carry-over to the playoffs.

FREE AGENT POOL (XFA) 
* Free agents may be traded for ‘only’ on a 1-for-1 basis. They are mainly used to fill holes caused by injuries and/or trades.
* Prior to Preseason, all XFA Goalies will be ‘frozen.’ This is done to prevent teams from trading a maxed-out Goalie (see ‘Goalies Usage’ below) into the XFA.
* All XFA trade requests should be 1-for-1. Do NOT make 2-for-2 requests. If another team’s request for one of the players takes priority (see ‘Waivers’ below), no portion of a 2-for-2 request can be processed.   

Waivers: When a trade is made for an XFA player, OR when a player is released into the XFA, the new player going into the XFA must clear waivers for a 24-hour period before he can be claimed by another team (in a ‘new’ trade). After 24 hours, if there are multiple claims, the team with the worst W-L record will get him (at the start of the season, through Day 15, this will be determined by the previous year’s W-L records).

GOALIES USAGE
* Because Goalie injuries are not realistic in APBA, Goalies are limited to a maximum of 150% of actual NHL games played (GP). To calculate this number, multiply NHL GP X 1.5 and round ‘up.’ In other words, a Goalie with 5 NHL GP (5 X 1.5 = 7.5) can play in 8 games.

* A Goalie may not exceed 70 GP in an AHL season unless his actual NHL GP exceeded 70. In that case, he may play in the same number of games as his NHL GP.


Note: The penalty for exceeding maximum GP will be as follows: The team’s highest FB skater will be suspended one game for each game that a Goalie goes over his limit. Although the commissioner will ‘monitor’ Goalie usage in an effort to avoid imposing penalties, it is nonetheless the responsibility of GM’s to comply with the rules.

* Once a Goalie reaches his maximum GP, he cannot be dressed as the Backup Goalie unless one of the team’s ‘other’ Goalies is injured. If a team has two Goalies who have reached their maximum GP, only the one with the worse (NHL) Save% can dress as the Backup. 
* In those rare instances when a team has two Goalies on the injured list, the league may, if necessary, provide a Backup (from the XFA) on a short-term basis.

* If a team does not have enough Goalies GP to cover the full season, this is what happens: When a team’s 3 Goalies have all reached their maximum GP, the one with the worst (NHL) Save% will be allowed to finish the season, with immunity from injury. The team’s Backup Goalie will be whichever of the remaining 2 has the worse (NHL) Save%. At the same time, the team’s highest FB skater will be suspended for the remainder of the regular season (if necessary, suspensions will be applied to postseason and/or the start of the next season).
* Postseason: Only Goalies with 30 (or more) NHL GP are eligible to start playoff games. If a team has no Goalies who meet this criteria, their starter will be the XFA Goalie with the worst Save%. Exceptions: If a team’s ‘eligible’ starter is injured, one of their other Goalies (whichever has the most NHL GP) may start until the injured Goalie is healthy. If a team should have ‘2’ injured Goalies (in postseason), the one with the worse (NHL) Save% will be allowed to dress as the Backup.

Note: GM’s are responsible for submitting a ‘proper’ profile. Non-compliance with the above rule (i.e. an attempt to start an ineligible Goalie) ‘will’ be penalized, by suspending the team’s highest FB skater for one game.
NON-UPDATE RULE
* Each team may designate at least one player who will NOT update to the new disk ratings. He will be bussed-over as is from the previous disk. It can be used on a player who was on the previous season’s disk, but is not on the new season’s disk, as long as he has not officially retired from the NHL. It can also be used on a player whose ratings have dropped.

* The same player may not be used as a non-update in 2 consecutive seasons.

* Teams which made the playoffs get 1 non-update, whereas teams that missed the playoffs get 2.

* In order to be eligible for this status, an ‘off-disk’ player must be included on a team’s Dispersal Draft list, as either ‘protected’ or unprotected.

* A team’s non-update(s), if any, must be declared before Preseason. At that juncture, the commissioner will ask for (remaining) final decisions.

Note: When necessary, the commissioner may declare some ‘league’ non-updates of players who have gone off-disk:
1. When there is a shortage of Goalies on the new disk, some Goalies (who have gone off-disk) may be non-updated from the previous disk. In that case they will be placed with their former teams ‘before’ the Dispersal Draft. Such players will ‘not’ count as a ‘team’ non-update.

2. Prior to Preseason, if there is a shortage of XFA (free agent) skaters, some XFA skaters (who have gone off-disk) may be non-updated from the previous disk.

PROPERTY RIGHTS
* When players go off-disk, unless they have officially retired from the NHL, they will remain the property of their AHL teams.

* If such players should make a future disk, the league will make a reasonable effort to determine property rights. Nonetheless, GM’s must bear the ultimate responsibility. Each year, when the new AHL disk comes out, GM’s should check their rosters. If a player should ‘slip through the cracks’ into the Entry Draft or XFA and be claimed by another team, it will not be reversed (it’s too late then).     
* Players who have gone off-disk ‘can’ be traded.
FIGHTS / CHANGES TO THE RATINGS
* As most of you already know, I am a huge fight fan. Because APBA's fight ratings are not nearly accurate enough for me, I adjust them to make them as realistic as possible.
* For the fights and all penalty ratings, I basically use the same process, comparing GP, ice time, and # of penalties of that type.
* Because I will be using Fried Chicken's Hockey Fight Simulator to create the results of the fights, the fight ratings on the league disk are now based entirely on ‘number’ of fighting majors, rather than on fighting skill. We will disregard APBA's fight results, and I will list all fight results separately, as the AHL's official fight record.

MAGIC BEANS
* For every 3 fights that a team has during the regular season, a ‘magic bean’ is earned. Magic beans may be exchanged for 1 rest day for 1 player per bean. So if you have 60 fights during the regular season, you'll be able to ‘magically’ heal 20 rest days. 

* A team’s number of fights can be determined by consulting the team-by-team player stats. The final column, ‘FM,’ indicates Fighting Majors.

* The idea behind the magic bean rule is to simulate the effects of having a rugged lineup. A team that has more fights is generally better at protecting its players. 

* In the interest of simplicity, when players are traded, their Fighting Majors will carry-over to their new team. Although this ‘conceivably’ could result in a team abusing the rule, it is the league’s feeling that it won’t. This situation will be monitored. If necessary, the rule will be revised.
* When a team has multiple injuries, yet neglects to submit a profile—or cannot, in the case of playing a second game on that day—the commissioner has full authority to use whatever beans (if the team has any) are necessary in order to dress a representative lineup.

Important Note: Magic Beans apply ‘only’ to injuries that occur during the regular season. They do not carry-over to postseason and cannot be used IN postseason. However, at the end of the regular season (before the playoffs begin) playoff teams may use their remaining beans to reduce existing injuries.
PLAYOFFS
* As in the NHL, within each conference the division winners will be seeded 1-2-3. Teams will be reseeded after each round.

* Before postseason, 3 ‘extra’ rest days will be given.

* No extra rest days will be given ‘between’ rounds.

* As in the regular season, 3 rest days will be given after each sim.

* The playoffs ‘venue’ format will be (as in the NHL) 2-2-1-1-1.

