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Introduction 
The Retro League Baseball is an online historical fiction baseball simulation league. The league 
was created using historical teams, strategies, finances, and statistical tendencies. However, all 
the players are fictional. The league started in 1901 and simulated hand-off through the 1969 
baseball season evolving and expanding as the MLB did. As such, the league has its own 
history, the records are unique to the league, and players have meaningful stats from previous 
seasons. 

We start at the beginning of 1970 where rumors of international free agents, both established 
and amateur coming to North America and making big money has current players talking. After 
much fiery debate, court trials, and threats of boycotting the league, Retro League Baseball has 
agreed to allow players free agency after the 1970 season, abolishing the reserve clause. 

Code of Conduct 
The purpose of this league is for all players involved to have fun. This is best achieved if all 
players are respectful and engaged. The rules that follow seek to lay guidelines down for how 
we can create that environment and outline some necessities to participate in the Retro 
Baseball League. All general managers must 

●​ Own a copy of the active version of OOTP (currently OOTP XX). We will not update 
without a supermajority (2/3rds) support from the general managers, nor sooner than the 
all star break. 

●​ Export regularly. Failure to export for a real-time week without providing notice may 
result in disciplinary action. 

●​ Stay active in the league’s slack. At a minimum, this means responding to direct 
messages and mentions and participating in polls. 

●​ Run only a single team. If you share an IP address with another general manager we will 
find out. In the event that you are playing in the league with another person in the same 
house, let us know before we find out ourselves and provide some form of assurance 
that you are two different people and you can both play. 

●​ Be respectful. Trash talking is fine. Harassment is not. If someone tells you to stop, stop. 
People do not need to trade with you, and annoying them won’t help. 

●​ Be helpful to new players. Everyone was new at some time. Give them advice when they 
ask for it. 

If you have an issue with another general manager, please notify the commissioner’s office and 
appropriate actions will be taken. If you have an issue with a member of the commissioner’s 
office please notify another member or if you don’t feel safe doing that, do so respectfully in a 
public forum. 



League Policies 
The following policies exist to prevent general managers from taking advantage of the OOTP AI 
or loopholes in the rules enforced by the game. If you are not certain whether or not something 
is in violation of the policies, please ask. Generally if it’s not disallowed here and the game 
allows you to do it, it’s allowed. 

Trades 

Trades must be agreed upon by all involved General Managers. One GM must post the trade in 
the completed-trades slack channel. The post must mention both team names, the names of all 
involved players, and the levels of each player. The other player must confirm the trade with a 
reply. Do not make any edits after the trade has been confirmed. If you need to correct details, 
post the correction in another reply. Trades will be processed at the end of the next sim. If any of 
the players involved are injured or suspended during the sim (with the injury/suspension 
extending beyond that week), the team receiving the affected player will have the option to back 
out of the trade. 

●​ Draft picks cannot be traded 
●​ Newly drafted players cannot be traded until the next offseason 
●​ Player to be named later cannot be traded 
●​ Free agents signed to a major league contract cannot be traded until after June 1st or 

two months after the contract is signed whichever comes last 
●​ Teams may retain any percentage of a contract, but the percentage must be consistent 

throughout the contract 
●​ Players signed to a multi-year extension cannot be traded until June 1st of the first year 

of the extension 
●​ No general manager may make a trade that gives them a budget it in the red 
●​ General managers with a budget in the red may not make a trade that puts them further 

in the red 
●​ The trade deadline will officially be the Sunday after the last Monday in July. This makes 

the last Monday of July your last day to trade. 

 

Extensions and Free Agent Signings 
Extensions and free agent signings are done in-game and handled by the game engine. Illegal 
contracts will be voided. Free agents will be return to free agency. Extensions will be removed, 
but the player will remain with the team. 



●​ The salary of any year of a contract cannot be more than 25% more or less than the 
previous year 

●​ Team options must have a buyout worth at least 25% of the buyout year 
●​ Team options cannot precede a vesting or player option 
●​ Vesting options for pitchers must be based on Innings Pitched and cannot require more 

than 162 IP for starters (180 for contracts starting in 1976 or later) or 40 IP for relievers 
○​ Pitchers will be classified as starters or relievers based on their primary role in 

the previous major league season 
○​ If no previous season major league season exists, pitchers will be classified 

based on their expected role 
●​ Vesting options for batters cannot require more than 550 PA or 120 Games Played 
●​ Incentives may not exceed more than 25% of the lowest value year of that contract 
●​ PA incentives may not require more than 550 PA 
●​ IP incentives may not require more than 162 IP (180 for contracts starting in 1976 or 

later) for starters or 40 IP for relievers 
○​ Pitchers will be classified as starters or relievers based on their primary role in 

their previous major league season 
○​ If no previous season major league season exists, pitchers will be classified 

based on their expected role 
●​ Multi-year extensions may not be offered to players with fewer than 4 years of service 

New as of the 1971-72 offseason, contracts with illegal incentives will have a portion of 
incentives guaranteed until the contract is legal (starting with the most likely incentive to be 
met). 

 

Waivers, DFA and Releases 
The waiver wire and DFA periods vary during different parts of the year. The waiver wire will be 
14 days during the regular season and 28 days during other periods. The DFA period will be 21 
days during spring training and the regular season and 42 days otherwise. This is to ensure all 
players waived will be there the next sim and that the waiving team will have an opportunity to 
assign them afterwards. Please keep in mind that most players acquired via trade will be DFA’d 
upon acquisition. Be sure to assign them to your roster. The commissioner is not required to 
remind you to do this. If a team fails to assign a player before his DFA period expires, the 
following steps will be taken. 

1.​ The commissioner will attempt to assign the player to AAA 
2.​ The commissioner will attempt to assign the player to your active roster 
3.​ If and only if the player was waived, the commissioner will offer that player (and his 

contract) back to the team that waived him. If that player is does not respond within 10 
minutes, he will be considered to have rejected the player. If the  



4.​ The commissioner will release the player and notify the league 

When releasing a player a team may choose to pay out the contract over its length (default) or 
pay out its entire value that year. If teams wish to do the second, they should notify the 
commissioner instead of releasing the player. 

New Player Scouts 
New players have the option to create their own scout. Created scouts will receive a 1-year 
baseline contract. Players are responsible for extending their scouts. The scout must be created 
to the following guidelines 

●​ There are 4 categories: scout majors, scout minors, scout international and scout 
amateurs. Each category must be assigned a value from 1-200 (higher being better) 

●​ 500 points in total are available to be assigned 
●​ The GM can also choose whether the scout will heavily favour tools, favour tools, be 

neutral, favour ability, or heavily favour ability 

Disciplinary Actions 
In the event that a player violates any of the above rules, any of the below actions can be taken. 
Actions are listed in order of severity. Punishments will be handed out according to severity and 
frequency of offences. 

1.​ Correction (illegal incentives only) - relevant incentives will be guaranteed 
2.​ Warnings 
3.​ In-game fines 
4.​ Removal 

League Settings 
Since this is a historical league, financial, player performance, and strategy settings will change 
over time. More significant rules such as the designated hitter may also change over time due to 
league votes. This document will be updated as the settings change. 

Major Settings 

Most of our rules are pretty simple and are either the same as real-life or common changes to 
facilitate online play. Coaching is disabled because we do not feel it adds enough to justify the 
extra time investment. Scouting is on and overall and potential overall ratings are off. This is 
done to encourage trading. Without overall ratings to lean on, general managers are 



encouraged to develop their own value system. The more their values differ, the greater the 
potential for trades. 

●​ Scouting - On 
●​ DH Rule - On in AL only 
●​ Coaching - Off 
●​ Incomplete minor league rosters (ghost players) - On 
●​ Overall and Potential Overall Ratings - Off 
●​ Other rating scale - 20-80 
●​ Active Roster Size - 25 Players 
●​ Secondary Roster Size - 40 Players 
●​ Post-Season Roster Eligibility - Secondary Roster 
●​ Disabled List Length -14 days 
●​ Rule 5 Draft - On 
●​ 10/5 Rule - Off 
●​ Trade injured > 7 days - On 
●​ Right to refuse minor league assignment - On 

Draft 
The draft will be 25 rounds in length. It will be held over StatsPlus and begin on opening day. 
The draft will happen in-game on the first Sunday of June. The draft pool will be available at the 
beginning of spring training. Advanced draft pick signing is enabled. 

Draft Pick Compensation 
Draft pick compensation will be run as per the OOTP default with the 2012 CBA enabled. That 
procedure is detailed below. Compensation applies for EVERY player signed or lost. 

●​ Players offered a qualifying offer will be eligible for draft pick compensation. 
●​ The team that signs a compensation eligible player will forfeit its earliest 

non-compensation pick unless that pick is in the top 10, in which case the team will 
forfeit its second non-compensation pick 

●​ The team that offered the qualifying offer to the player will receive a pick after the first 
round 

International Amateur Free Agents 
●​ The International Amateur signing period will begin on the second Monday of July. 
●​ The signing cap will be a soft cap determined by the automatically generated financial 

settings 

 



Park Factors 

Park factors from https://www.seamheads.com/ballparks/index.php will be used. They will be 
updated every 3 years using the 3-year park factors. The average will be taken from the next 
season. This was first updated in 1977 using the 1978 numbers. For parks that did not exist at 
the time, the oldest sample will be used. 

Financial Settings 

The RLB uses accurate historical financial data on a league-wide basis. This means that 
expenses and revenues are reasonably accurate to what they were at the time. However, your 
team’s financial success is not necessarily the same as what it was in real life. That will vary 
based on the decisions you make for the team. 

As a baseline to guide your choices for player salaries, I will post screenshots of the financial 
settings here every year. This set is accurate as of Aug 9, 1976. 

 

 

https://www.seamheads.com/ballparks/index.php


 

 

Looking Forward 
The plan for the RLB is to offer the GMs the choice of whether they would like to follow history 
or create their own path. When a major change happened (such as the AL adopting the DH in 
1973) a vote will be held amongst the affected GMs whether or not they would like to implement 
that change. If the vote passes with a simple majority of the vote, the change will be 



implemented in the next season. When a proposal that did not happen in real life is proposed, a 
strong majority (2/3rds of votes cast) will be required to implement the change. This is to ensure 
that the rules do not change back and forth too frequently. 

1977 Expansion 
After the completion of the 1976 season, the league will expand adding 4 teams, the Colorado 
Rockies, the Florida Marlins, the Seattle Mariners, and the Toronto Blue Jays. The league will 
also switch alignment to match the 1994 season. The new divisions will be: 

​
AL East 

●​ Baltimore Orioles 
●​ Boston Red Sox 
●​ Detroit Tigers 
●​ New York Yankees 
●​ Toronto Blue Jays (expansion) 

AL Central 

●​ Chicago White Sox (moved from West) 
●​ Cleveland Indians (moved from East) 
●​ Kansas City Royals (moved from West) 
●​ Milwaukee Brewers (moved from East) 
●​ Minnesota Twins (moved from West) 

AL West 

●​ California Angels 
●​ Oakland Athletics 
●​ Seattle Mariners (expansion) 
●​ Texas Rangers 

NL East 

●​ Atlanta Braves (moved from West) 
●​ Florida Marlins (expansion) 
●​ Montreal Expos 
●​ New York Mets 
●​ Philadelphia Phillies 

NL Central 

●​ Chicago Cubs  (moved from East) 
●​ Cincinnati Reds (moved from West) 



●​ Houston Astros (moved from West) 
●​ Pittsburgh Pirates (moved from East) 
●​ St. Louis Cardinals (moved from East) 

NL West 

●​ Colorado Rockies (expansion) 
●​ Los Angeles Dodgers 
●​ San Diego Padres 
●​ San Francisco Giants 

The Expansion Draft 
The expansion draft will be held at the start of free agency after the 1976 season.The draft will 
use a serpentine order. It will be held in 5 rounds over 9 days. All players with fewer than 3 pro 
years will not be eligible to be picked (players acquired during the 1974 season or later). For the 
first round, existing teams will be able to protect 15 players. 

During each round, 1 player from every team will be taken (6 picks per each of the 4 new 
teams). The day after each of the first 4 rounds, each existing team will get to add 3 more 
players to their protection list. The next round will be held the day after. 

Settings Screenshots 
What follows will be screenshots of all league settings. They are to be considered the league 
rules except when any rule above specifies otherwise or where the setting is generated by 
OOTP’s financial or scheduling engine. Last updated Mar. 17th, 1975 



 



 

 



 

 

 

 



 

 



 

 

 



 

 



 



 



 

Further note to self: I need to re-enable openers every year (use of openers will be set to 0, 
which bans humans from using them. 1 allows them, without getting the AI to do it) 
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