Dice Baseball Two Introduction

When I was young, we were so poor as to even contemplate buying APBA, so I was left to playing Cadco-Ellis All-Star Baseball at Rec Park.  Then on Christmas of that year I found The Second Fireside Book of Baseball under the tree.   What was great about it― apart from the writing, the stories, the cartoons and photos― was the three-page article 260 pages in by one D. J. Michael entitled simply Dice Baseball.  A baseball game played with two six-sided dice.  I made a ball park, and played the game incessantly for two years.  I played it so much that when I spent a year in Europe years later― and starved for baseball― I was able to remember all the dice combinations.  
	(For those interested, here are the original dice combinations:

1-1 outfield fly
1-2 ground ball
1-3 walk
1-4 single
1-5 strike-out
1-6 ground ball
2-3 outfield fly 
2-4 single 
2-5 ground ball
2-6 double
3-3 throw one die again
	if 1,2 or 3, double
	if 4, 5, 6, triple
3-4 strike-out
3-5 outfield fly
3-6 ground ball
4-4 error
4-5 infield fly
4-6 outfield fly
5-5 walk
5-6 ground ball
6-6 home run

Michael had some refinements for advancing runner, line-drive DPs, and stolen bases, but not much more.)
I played two seasons while there, a four-team 102 game-season, and nearly finished a six-team 144 game-season before I returned to the states.   I remember the first best of all, as Bob Usher won the batting title with a .330 BA, and tied Steve Bilko for the home run lead with 30.  And Bob Kerrigan won 24 games in leading the Padres to the pennant over the Angels.
	Dice baseball had its faults: No individual ratings.  But it had its benefits: It played lightning fast, and one could remember all of its number combinations.  I made some changes, but basically played the game as it was.  Also, it appears that Mr. Michael didn’t realize that an error counted as an at bat.
	
	Several months ago, I decided to revamp Dice Baseball with an eye to adding a little more detail, and include broad ratings.  What brought me back to the game after all these years of playing ever more statistically accurate baseball games, including mine, World Series Baseball, which I marketed for two years without much success, was the simplicity…and what I call the surprise factor.  The surprise factor is Bob Usher hitting 30 HR.  Or having a player hit .361 like Norm Cash in real life.  Or a Joe Charboneau come around every once in a while.  For that reason, I decided to reinvent Dice Baseball as a type of Universal Baseball Association with real names.  Thus, Dice Baseball Two.

	The following instructions will show you how to play, and how to do ratings for the cards (which I have done for a six-team league that I call the Midwest League, baseball on six clubs from the 1950 season.
`	All the ratings are included in the accompanying spreadsheet, with tabs for Batting Ratings, Pitcher ratings, Bat&Pitch Ratings Chart (percentages for both batters and pitchers), and finally Player Cards in the last tab.

Rating Batters

Batters ratings are derived from very general categories: pitchers batting AVG5, and hitters batting below .226 AVG7, those hitting between .227 and .257, with a mean average of .242 AVG8, .258-.288, .289-.318, .319-.349, above .350 AVG12.  
These preliminary ratings are found on Bat&Pitch Rating Chart tab, as are the ratings for pitchers.

To completely rate a batter, let’s go through the rating for Don Kolloway, the first batter on Batter Rating tab of the spreadsheet.  To rate a batter is almost like eating: you put the numbers in on one end, and the ratings come out on the other.  
So for Don Kolloway, we first input his first name, last name, positions, which side he bats from (there are no splits in the game, so this is only used for the direction of hits and outs), the club he plays for, then: his real AB, hits, DB, TR, HR.  That’s all we have to enter.  After that we are able to see the number of singles he hit, followed by the number of extra base hits.  That is followed by the percentages of Home Runs, Triples, and Doubles.
Now we have to do some work.  Tot hits are always divided into two groups: singles and extra base hits, with only EBH needing an additional roll of the dice.  The dice roll for EBH is always summed, giving a number between 2 and 12.  We rate HRs first.  Using all the possible numbers from the lower right-hand corner, we decide on using 2 (3%) and 7 (18%) for Kolloway’s HR rating.  The numbers give us 21%, which is just above his actual 20% of his EBHs being HRs.  Next we rate him for 3Bs.  Thirteen percent of his EBHs are triples, so I used 5 (12%), slightly less than his real number.  Everything else, naturally, would be a double.
Next we go over to the Hit column.  Don Kolloway hit .289, so looking at Batter Rating Chart on the Bat&Pitch Ratings tab, we find that Kolloway’s .289 gives him a AVG10 rating.  We enter 10 under the Hit column.  Like magic, we are given an 8 for SIN (singles) and a 2 for EBH (extra base hits).
That’s it for the ratings.  Now let’s make a batter’s card.
First line: Season, player’s name, positions.
Second line: which way he bats, club name, and his hit rating.
The next three lines are the numbers for singles and extra base hits.  So far, I haven’t seen an EBH of more than 4, so I always rate EBHs first, in this order: 6-6 for one; 1-1 and 6-6 for two; three, 1-1, 2-2, 6-6; and four, 1-1, 2-2, 3-3, 6-6.
Everything else will be listed as singles.  
For Don Kolloway, this would give us 1-1, 2-2, 3-3, 3-5, 4-1, 4-2, 5-3 for singles; and 1-1 and 6-6 for extra base hits.
Next we put down the numbers we already came up for triple and home runs.
Finally, we rate stolen bases: Fast, Average, and Slow.  These ratings are completely subjective, but based on number of triple and stolen bases.


	Rating Pitchers

Pitcher ratings are derived from very general categories, and found on the Bat&Pitch Chart tab: Ratings for hits (from minus 2 through plus 4).  If a pitcher is a minus two, then both hits for numbers 1-4 and 2-4 would be turned into outs; and, conversely, plus 1 number 1-2 would be turned into a single, and for a plus 2 numbers 1-2 and 2-1 would be turned into singles.  And so on.
Pitchers are also rated for strikeouts and walks.  They are rated from 1 through 6 for strike outs.  And 1 through 5 for walks.  For instance, if a pitcher is rated 3 for strike outs, and rated 3 for walks, we will have the pitcher’s Strike-Out Rating giving 1-5, 5-1, 3-4 numbers are strike outs when rolled.  And 1-3, 3-1 and 5-5 are walks when those numbers are rolled.
Now let’s rate a pitcher under the Pitcher Rating tab.  Art Houtteman is the first pitcher, so like batters, we put in his first and last names, how he throws, and his club.  Then we add the reals stats that we need for the final ratings: Games, Innings Pitched, hits, strike out, and walks (under BB1).  Out the other side come the ratings for the pitcher, in this case Art Houtteman:  -1 in the H + or – column; a 3 in the Strike out column, and a 3 in Base-on-Balls column.  Finally, we have a column that is listed as Eft.  This column shows how long the pitcher is effective for his ratings for hits allowed and strike outs.  (Each inning after his effectiveness is used up, reduce his hits and strike outs by one.  An example: Pitcher is rated Plus 1 for hits, and 4 for strike outs for 5 innings.  In his 6th inning, his hit rating would become plus 2, and his strike out rating would become 3.  And so on for each succeeding inning.  Note that spot starters should be rated differently for those spot starts as far as effectiveness.  I tend to double the innings effectiveness rating, but this should not be carved in stone.)
Now let’s make a card for Art Houtteman.  The first line lists the season, and the pitcher’s name.  Next we have his position and the number of innings he is effective for: P-7.
Next we have BR Team Name and TR.
Next we have the standard batting for pitchers ratings.  I gave Bob Lemon a standard rating, though one might want to give good hitting pitchers a more correct rating.
Last we come to the actual pitcher ratings.  Houtteman is “minus 1-4” (minus one) for hits; P-K 1-5, 5-1, 3-4; and P-BB 1-3, 3-1, 5-5.
Pretty simple.

	Outcome Charts

There are two outcome charts.  I tried to put everything in as few charts as possible.  The first chart is basically the out chart.  The first is Type of out chart.  One uses the underlying type of out if a hit, strike out or base-on-balls is not indicated.  If a ground ball out is indicted, roll the two dice again, and use the sum of the two numbers to show who the ball was hit to.  If an outfield out, use the chart just below it.
If a double play is possible (man on first, less than two outs), roll a third time to find the outcome.  Example: Man on first, batter hits a ground ball.  Then a 7 is rolled (ball to shortstop); this is followed another summed roll of 10.  This means the fielder had no chance for play at second, or a possible DP.  Runner thus advances to second, and batter is out 6-3.
Note: If you have a runner on second and less than two outs, the runner will advance if hit behind the runner (that is, to second baseman or first baseman).  If hit to ss or third baseman, the runner holds up at second.
The Double Play Chart for Infield Flies should be self-evident. 

The second Outcome Chart shows what happens when runners have a chance for advancing.  They are taken almost completely from the original Dice Baseball.
Advancing runners: If you have a runner on first, and the batter hits a single, roll to find out what field the ball is hit; then apply the Advancing Runners Chart.  If ball is hit to right field, roll to see how deep/away from fielder.  If you roll a 3, then your coach has to decide whether to try for third or not.  If you try, and then roll a 1, 2 or 3, your runner makes it; if 4, 5, 6, then he’s out.  But note that the hitter will advance to second on the play at third.
The Error Chart.  Every time you roll a 4-4 on your first roll you get an error.  Then roll a single die: If 1-2, it’s an outfield error; 3-6, an infield error.  For an infield error, roll one die to get either a one or two-base error.  
For an outfield error, a 1 or 2 is a dropped fly (or, in the case of Jose Canseco, bouncing off his head).  Roll another die to see if it might be a 3-base error.  On all other numbers, it’s a hit and error.  Use chart to find what type of hit, and then add a one-base error to the hit.
The Sacrifice Chart.  Just follow what it says on the chart.
The Stolen Base Chart.  Just follow the chart.  (Since I made the chart, I thought I might include a steal of home for really fast runners, like a Ty Cobb or a Jackie Robinson.  I call it the “Do You Feel Lucky, Punk! Chart”.  If you have one of the really fast guys on third, you might want to have him try to steal home.  I don’t have any idea of what the percentage is of steals of home, but it probably has to be pretty low.  I’d probably roll a single die, and if a 6 came up, I’d give Ty or Jackie a SB.

[bookmark: _GoBack]And that’s about it.  I hope you enjoy the game.―cb



