MFFLPRIVATE 

CONSTITUTION
    Modar Fantasy Football League
   2007-2008 Season

ARTICLE I
All FFL franchise owners shall assemble at an agreed upon time and place for the player draft meeting.

ARTICLE II
The draft order shall be randomly determined, and the order shall be reversed for even-numbered rounds. Each franchise owner shall select 20 players. These players will consist of: three quarterbacks (QB), four running backs (RB), four wide receivers (WR), three tight ends (TE), two kickers (K), two offensive lines (OL) and two defensive line-special teams (DL-S).

ARTICLE III
FFL Teams score points when their players score in NFL games. The points are determined by the scores of: one quarterback, two running backs, two wide receivers, one tight end, one kicker, one offensive line and one defensive line-special team, which will be referred to as a lineup.
ARTICLE IV
Which of a FFL Team's players that will be in the weekly lineup are determined by how the players did in the NFL games they played in that week.  The NFL scores and stats of the FFL players are compared and the highest point makers for each position are the ones listed in that week's lineup.  As such, the FFL team owner does not have to submit a weekly lineup, and it prevents the team owner from having to guess which players will do better in a given week.  This also allows the maximum number of points possible to be scored for each team.  Should a team have players in the same position with matching stats, the specific player will be determined randomly by the Commissioner.

ARTICLE V
The defensive line-special teams "player", unlike the field players, is an entire NFL team.  It scores whenever any player on that NFL defense or special team makes a touchdown, a safety, an interception, and for the yardage allowed/not allowed to opponents.  

ARTICLE VI
The offensive line "player", unlike the field players, is an entire NFL team.  It scores when the NFL team gains yardage and for successful scored (ran or thrown) 2-point conversions.

ARTICLE VII
Point values for scoring are:

Quarterbacks
     Touchdown Pass (in addition to TD points)

4 pts

     Touchdown Run










6 pts

     100 – 199

Yards Total/Game




1 pt

     200 – 249

Yards Total/Game




2 pts

     250 – 299

Yards Total/Game




3 pts

     300 – 399

Yards Total/Game




4 pts

     400 – 499

Yards Total/Game




5 pts

     500 +     


Yards Total/Game




6 pts

Running Backs
     Touchdown (rushing or passing)





6 pts

     100 – 149

Yards Total/Game




2 pts

     150 – 199

Yards Total/Game




3 pts

     200 – 299

Yards Total/Game




4 pts

     300 – 399

Yards Total/Game




5 pts

     400 +     


Yards Total/Game




6 pts

Wide Receivers
     Touchdown (rushing or passing)





6 pts

     Reception












1 pt

     100 – 149

Yards Total/Game




2 pts

     150 – 199

Yards Total/Game




3 pts

     200 – 299

Yards Total/Game




4 pts

     300 – 399

Yards Total/Game




5 pts

     400 +     


Yards Total/Game




6 pts

Tight Ends
     Touchdown (rushing or passing)





6 pts

     Reception












1 pt

     100 – 149

Yards Total/Game




2 pts

     150 – 199

Yards Total/Game




3 pts

     200 – 299

Yards Total/Game




4 pts

     300 – 399

Yards Total/Game




5 pts

     400 +     


Yards Total/Game




6 pts
Offensive Line
     Conversion Scored (ran or thrown)




2 pts

     Team Rushing 100 – 149
Yards/Game


1 pt 

     Team Rushing 150 – 199
Yards/Game


3 pts

     Team Rushing 200 – 299
Yards/Game


5 pts

     Team Rushing 300 +    

Yards/Game


7 pts

Defensive Line-Special Team
     Touchdown (rushing or passing)





6 pts

     Safety













2 pts

     Interception












1 pt

Fumble Recovery (of other team’s fumble)


1 pt
     Allowed Yardage 350 +     

Yards/Game

0 pts

     Allowed Yardage 300 – 349
Yards/Game

1 pt

     Allowed Yardage 250 – 299
Yards/Game

2 pts

     Allowed Yardage 200 – 249
Yards/Game

3 pts

     Allowed Yardage 150 – 199
Yards/Game

4 pts

     Allowed Yardage 149 – 0

Yards/Game

6 pts

     Allowed Points/Game  21+     

points



0 pts

     Allowed Points/Game  11 – 20
points



1 pt

     Allowed Points/Game  1  - 10

points



3 pts

     Allowed Points/Game  0       

points



5 pts

Kickers
     Field Goals












3 pts

     Conversion, Kicked (Point After)





1 pt

     Touchdown Pass (in addition to TD points)

4 pts

     Touchdown Run










6 pts

       ALL SCORES FROM 50+ YARDS SHALL BE DOUBLED IN VALUE.
ARTICLE VIII
A FFL team can lose players to injury, dismissal, not being played, etc.  To replace these players, FFL owners may waive the lost player(s) and pick up Free Agents.  Note that players whose NFL team has a week off, does not count for replacement purposes.
ARTICLE IX
If a player isn't on a FFL team, he is considered to be a "Free Agent" available on the waiver wire.  If a FFL team meets the conditions required by Article VIII, the team owner may obtain any player off the waiver wire on a first-come, first-serve basis by notifying the league commissioner. For each player obtained via waivers, a player must be released by the team.  All team owners must be informed the player has been waived (released) before any team can acquire the released player. If more than one team expresses interest in signing a player, he will be assigned to one of the interested teams randomly.

ARTICLE X
If two or more team owners wish to trade players, they may do so by contacting the league commissioner.  No trades shall be permitted for the rest of the season after the kickoff of the first NFL game on Thanksgiving Day.  Each team is limited to a maximum of five trades.  Each player counts as one trade.  Re-trading of the same player(s) count against the number allowed each team.

ARTICLE XI
Any trade or consolidation of teams may be vetoed by the league commissioner or a simple majority vote of the owners.  The commissioner's veto may be overturned by a majority vote.

ARTICLE XII
The schedule and conference/division alignments shall be prepared by the league commissioner.  Depending on league size, the teams shall play a 14 to 16 week regular season, with the final two or three weeks of the NFL season reserved for a single-elimination playoff tournament for the teams finishing with the best regular-season records.

ARTICLE XIII
The following is the tie-breaking scheme should two or more teams have identical win-loss records at the end of the season:

  1) Record against other teams in the tie.

  2) Total points scored.

  3) Total point difference.

  4) Total points scored against other teams in the tie.

  5) Point difference in games against other teams in the tie.

  6) Team with highest draft number advances.  (One is highest)

ARTICLE XIV
Ties stand in the regular season, and count as half a win and half a loss in the standings.  For playoff games there cannot be a tie. To determine a winner, the score of Owner A's highest scoring player for that game will be compared to the score of Owner B's highest scoring player for that game. If one has scored more than the other, the team with the higher scorer will advance.  If both players are tied, then the next highest players are compared, and so on until a winner is determined.  If all the players have identical scores, the home team advances.

ARTICLE XV
The league commissioner shall prepare reports and distribute them weekly to all team owners.

ARTICLE XVI
Team names shall have a location (city/town) element and a plausible mascot element.  Team names must be approved by the Commissioner.

ARTICLE XVII
Following the completion of the current year's draft, and prior to the start of the current season, an owner may designate one of his selected players as the team’s franchise player (for the future) if he does not already have a franchise player. If the team owner has retained a franchise player from the previous year, that player must stay as the team’s franchise player. For a team to be able to change to a new franchise player, the old franchise player must have been released prior to the current year’s draft. 
No one is required to make a designation of a franchise player, but merely may do so.

Only one player may be named as a team’s franchise player. 
Once a player has been named as franchise player for a team, the team cannot change which player is their franchise player for that year. A team can release/drop their franchise player if they wish (thereby having no franchise player).

For a player to remain as a team’s franchise player, he must remain on the team’s roster throughout the entire season. If the player is dropped for any reason (injury, etc) they cease to be that team’s franchise player, even if the team re-picks up the player later.

The following year if any team does not have a franchise player, they get to select a player for their roster prior to the selections of the regular draft, so that they begin with the same number of slots to fill as the teams with franchise players. (Similar to the compensatory drafts given to teams in the NFL.)
If more than one team needs to fill a slot due to lacking a franchise player, the teams will select in the order of that year's draft order.  
Additionally, a team with a franchise player may drop that player prior to the beginning of the current year’s draft, if they so desire (but not after the compensatory selections have begun).

