QUANTUM BASEBALL OPTIONAL PLAYS

STEALING BASES:

A runner may choose to steal a base at any point during the game, even immediately following an event indicator. To steal a base, the manager must say “STEAL” and draw 4 consecutive cards from the pitcher’s mound. These cards will be added to the runners RECORD and, depending upon the outcome of the steal, the ‘new’ RECORD will be placed in the appropriate area.

TO STEAL SECOND…..3 of the 4 cards must be the same color (ex. 3 red or 3 black).

                                           If successful, advance 1 base. Otherwise, the runner is OUT “caught stealing”.

TO STEAL THIRD……..you must draw 2 red and 2 black cards. Otherwise the runner  is OUT  (CS).

TO STEAL HOME………all cards must be the same color or the runner is OUT  (CS).

RELIEF PITCHING:

The defensive team manager may, at any time, bring in a relief pitcher. To do so, even in the middle of the count on a batter, gather up all OUTS and RUNS scored but NOT THE RECORDS (base runners) still on base. Shuffle them all, including the cards remaining on the mound and return them to the pitcher’s mound. Resume play.

PINCH HITTING:

The defensive team manager may, at any time, bring in a pinch hitter. To do so, even in the middle of the count on a batter, gather up all OUTS and RUNS scored but NOT THE RECORDS (base runners) still on base. Shuffle them all, including the cards remaining on the mound and return them to the pitcher’s mound. Resume play. 

RUNNER ADVANCEMENT:

The outfield  is divided by

LEFT FIELD = 1&3

CENTER FIELD = 5

RIGHT FIELD = 7&9

Remember that after an event indicator, BLACK ODD cards are SINGLES and RED ODD cards are FLY OUTS.

BLACK 1,3:   = SINGLE to LEFT FIELD. Batter goes to 1st  base. Runner on 2nd scores.

BLACK 5,7,9:= SINGLE to CENTER or RIGHT FIELD. Batter goes to 1st base. Runner on 2nd goes to 3rd.

RED 1,3,5       =FLY OUT to LEFT or CENTER FIELD Batter out. Runner on 2nd holds.

RED 7,9          =FLY OUT to RIGHT FIELD. Batter out. If runner on 2nd base, he tags up an goes to 3rd 

                                                                           Runner on 1st holds.

If there are 2 OUTS and a FULL COUNT on the batter, a SINGLE will advance runners 2 bases.

The BUNT SINGLE:

The offensive team manager may elect to attempt a BUNT-SINGLE. Signify your intention by calling “BUNT” before taking the next card. No event indicator is needed for the bunt. Simply refer to the bunt chart for the outcome.

NOTE: A bunt foul after 2 strikes is scored as a STRIKE OUT by the pitcher.

The BUNT SACRIFICE:

With a runner on 1st, or 2nd, or with runners on 1st and 2nd, the offensive team manager may choose the BUNT sacrifice to advance the runner(s) at any time. To do so, signify your intentions by calling “SACRIFICE” before taking the next pitch. Follow the bunt chart to interpret the value of the outcome.

The SQUEEZE PLAY:

When 3rd base is occupied, the bunt is called the SQUEEZE PLAY..

BUNT-SINGLE, BUNT-SACRIFICE AND SQUEEZE PLAY CHART:

                                                 NO RUNNER(S) ON BASE              WITH RUNNER(S) ON BASE

ACE                                          SINGLE, R + 1                                   SINGLE, R + 1

FACE CARD or

BLACK ODD                           STRIKE                                                Batter OUT at 1st , R +1

RED ODD                                STRIKE- BUNT FOUL                       STRIKE, BUNT FOUL

BLACK EVEN……………….GROUND OUT ……………………..FC: R + 1

RED EVEN…………………...BALL………………………………...Infield FO:  R (hold)

BLACK JOKER………………ERROR: R + 1……………………….ERROR: R + 1

RED JOKER………………….HIT BY PITCH: B – 1st base                BALK by pitcher:  R + 1

The INTENTIONAL WALK:

The Defensive manager calls WALK, remove next 4 cards to 1st base as THE RECORD.

If  there is already a count on batter, draw the number of card needed to make 4 balls.

Remember each card is a ball no matter what the normal value is.

FIELDING OPTIONS for the DEFENSIVE TEAM:

2 = 3b

4 = SS

6 = SS

8 = 2b                              

10=2b

RED EVEN = FIELDER’S CHOICE. Batter is SAFE at 1st base.

2-4-6 = LEAD runner is “OUT”. Other runner(s) advance 1 base.

8-10       = (a) WITH ONE RUNNER ON BASE: Lead runner caught off base and is OUT.

              = (b) WITH MORE THAN ONE RUNNER: Second lead runner is put OUT. Other runner(s) 

                          advance one base.

BLACK EVEN = GROUND OUT: Batter is OUT at 1st base.

2-4 =Lead runner “HOLDS” if not forced. Other runner(s) advance one base if possible.

6-8-10 =Runner(s) advance one base.

NOTE:

The offensive team manager may decide to have the base runner “steal” after the event indicator.

If the steal is successful, the runner has a ‘stolen’ a base. If   unsuccessful, then the NEXT CARD to the batter will decide the final fate of the base runner.

If the NEXT CARD is…

a) a HIT, then the runner has ‘stolen’ the base and advance the number of bases generated by the hit.

b) an OUT, the base runner is (indeed) ‘caught stealing’ and is put OUT, then apply the out generated by the batter.

The HIT and RUN PLAY:

Use with a runner on 1st or with runners on 1st and 3rd ONLY.

COMPARE COLORS of the EVENT INDICATOR and the NEXT CARD

                                                         LIKE COLORS                              OPPOSITE COLORS

ACE………………………………HOME RUN……………………FLY OUT, all runners hold

RED KING……………………….TRIPLE…………………………OUT at 1st base, runners advance 1 

BLACK KING or QUEEN……….DOUBLE, runner on 1st scores…Out at 1st, runners advance 1 base

JACK……………………………..SINGLE, runner 1st to 3rd………..Out at 1st, runner adv 1 base

ODD………………………………SINGLE: if to LF R/1b scores…..STRIKE + R/1b picked-off  (OUT)

                                                         If to CF or RF Runner adv 2 bases

EVEN………………………………FOUL BALL……………………FIELDER’S CHOICE

                                                                                                                 Middle runner adv 1 base

RED JOKER………………………WILD PITCH, counts as BALL…..PASS BALL, c missed strike pitch

                                                         Runner advances 1 base…………...runner advances 1 base, if 3rd strike

                                                                                                                   Batter is safe at 1st.

BLACK JOKER………………….TWO BASE ERROR                         ONE BASE ERROR

                                                         Batter to 2nd, runner +2 bases            batter to 1st, runner +1 base

