
Bizarre Chart: Before the Playoff Game 
Before each game, each team rolls three dice. For 
each team, if the result is 850 (plus or minus team 
chemistry number) to 999, then roll three dice once 
more and refer to the chart below. Unless otherwise
stated in the result, the player involved
is determined at random from the active roster.  

In order to facilitate the choosing of the affected 
player, players on the active roster may be 
numbered from 1-25 and two dice may be rolled, 
with the following system applied (dice roll in 
parentheses):  1 (1-4), 2 (5-8), 3 (9-12), 4 (13-16), 
5 (17-20), 6 (21-24), 7 (25-28), 8 (29-32), 
9 (33-36), 10 (37-40), 11 (41-44), 12 (45-48),
13 (49-52), 14 (53-56), 15 (57-60), 16 (61-64),
17 (65-68), 18 (69-72), 19 (73-76), 20 (77-80),
21 (81-84), 22 (85-88), 23 (89-92), 24 (93-96),
25 (97-00).

Unless otherwise specified, the number in 
parentheses represents days missed, and not 
games. If the number is "Roll one die", then read 
the roll as the number of days missed (0-9).  

The rule that states starting pitchers affected by 
results on this chart must miss one full turn in the 
rotation no longer applies, unless specifically 
mentioned in the result.

Players with A Durability ratings can only be 
negatively affected by a Bizarre Before The Game 
result once in any season.

0-899 Player isn’t feeling well, can play today  but 
must use rest/rust ratings for offense and defense. If
player is a pitcher, he must use tired results (1). 

900-949 Player isn’t feeling well (2). 

Position player:  0-19, player can pinch-hit only and 
must use rest/rust numbers; 20-79, player can play 
using rest/rust numbers, reducing range by three 
grades, error by 40 and baserunning to a 2 rating. 
Cannot attempt to steal a base; 80-99,fully healthy.

Pitcher: 0-19, can face no more than three batters 
and must pitch tired; 20-79 (starter) can pitch with 
an endurance of 15, (reliever) can pitch with an 
endurance rating of 2; 90-99 fully healthy.

950-969 Player is dealing with a nagging injury that 
will hound him for the remainder of the current 
series.  Roll two dice before each game.

0-3 Player feels good enough to play.
4-9 Player can play, but must use rest/rust ratings 
for offense and defense. Starting pitcher endurance 
is reduced to 10, reliever to 3.
970-975 Death in player's family (3).  Player may be
placed on bereavement list.

976-984 Family emergency. Roll one die to see if 
player is available each of the next three days.

0-3 Player is available
4-7 Player is available, but doesn't arrive until the 
beginning of the 5th inning.
8-9 Player is unavailable

985-990 Player has a sore neck from sleeping on a 
crappy hotel pillow. Position player - can only pinch-
hit and must be replaced on the bases. Pitcher - can
only face one batter. (1)

991-997 Check team chemistry:

Excellent: Leadoff hitter in the 3rd and 6th inning 
draws a walk.

Fair: No effect

Poor: Leadoff hitter in the 1st, 4th and 7th inning 
strikes out.

998 Choose any offensive player and give him a 
CLUTCH rating for this game only.

999 Choose any relief pitcher and give him any one 
of the JAM, ON or OFF ratings for this game only.


