2012 PROPOSALS

1. Starting in 2013, reduce the maximum number of RBs on a roster to 3. YES NO

2. Default starting lineup and backups. YES NO
1. Players with the most starts the previous weeks.
2. If starting lineup or backups have not been filled after going through top
roster, use top scoring players from development.
3. If #1 or #2 results in a tie, use alphabetical order as a tie-breaker. If it is
the 1st week of the season, use the previous year.

3. Use formula to determine base number for developmental. YES

Formula: (180- (teams x top roster size)) / 6.46
180 is about the average of NFL players owned after the NFL draft between
2004-09. 6.46 is a factor used to get to a base number of 13 with 8 teams.

8 teams: 180 - (8 x 12)= 84 /6.46 = 13.003
9teams: 180 - (9x 12)=72/6.46 = 11.15
Conclusion: Developmental should be cut by 2.

NFL players owned before spring draft (college-nfl draft)[NFL after draft]:
2004 - 151(58-29)[170]; 2005 - 138(58-27)[165]; 2006 - 141(60-29)[170];
2007 - 154(61-34)[188]; 2008 - 152(51-34)[186]; 2009 - 157(47-23)[180];
2010 - 165(52-29)[194]; 2011 - 196 (47-32)[228]; 2012 - 212(39-24)[236]

Expansion draft: 2010

SECOND VOTE ON PROPOSALS 2011 2010
Vote Vote
1. Teams current year undrafted college picks count toward their YES _

developmental starting after week 4.

2. Cut developmental roster by 1 for 2012 season. NO

3. Teams that use a player as a replacement from the wrong developmental  YES
team will get the points of the injured or suspensed player.

4. Reduce QB points from yards. YES

Current: 1 bonus point for each 12 yards, starting with 150 yards.
Proposed: 1 bonus point for each 15 yards, starting with 130 yards.

Avgs of Top 5 QB (Scoring Leader) [#QBs in top 10]
Current: 2010-215(QB)[8]; 2009-222(QB)[8]; 2008-213(QB)[6];
2007-210(QB)[6]; 2006-194(RB)[5]

Proposed: 2010-202(QB)[7]; 2009-206(RB)[8]; 2008-199(QB)[5];
2007-196(QB)[6]; 2006-183(RB)[4]



5. Change tie breaking system (page 9 of rulebook) YES
Drop 3.1, 3.3, 3.4 and 3.5
Keep 3.2 move it to 3.1

Tie-breaking system

The numbers are from tie-breaking section in the rulebook.

3. In the event of a tie with two or more teams, the champion is determined
by 3.1 through 3.6. Return to 3.1 if a team or multiple teams is/are dropped
at any point and more than 1 team remains.

3.1 The team with the most wins in a head-to-head match up. If this results
in a tie, then 3.2 is used to break the tie.

3.2 The best of 6: Compare the teams highest 3 scores and lowest 3
scores. If this results in a tie, then 3.3 is used to break the tie.

3.3 The best of 7: Compare the teams highest 4 scores and lowest 3
scores. If this results in a tie, then 3.4 is used to break the tie.

3.4 The best of 8: Compare the teams highest 4 scores and lowest 4
scores. If this results in a tie, then 3.5 is used to break the tie.

3.5 Keep increasing the highest and then the lowest scores until both reach
8. If teams are still tied, then 3.6 is used to break the tie.

3.6 Coin flip.



