BUNT

PLAY

HIT AND RUN PLAY

Roll 3 dice: BLUE die determines the fielder. 1, 2- Pitcher 3, 4- First Baseman 5- Third Baseman 6- Catcher Roll 2 dice: Add Pitcher's H&R result (RED) to Batter's H&R result (WHITE). Refer to total # on chart.
Add RED and WHITE dice and look up result in column matching batter's Bunt rating. # Result Runner on 1st, or Runners on 1st and 2nd
BUNT for a HIT Bases empty only
dice roll 2 3 4 5 dice roll 2-3- GROUND OUT TO THIRD BASE Runners advance one base.
# In Not In In Not In In Not In In Not In In Not In # 4-5-  GROUND OUT TO FIRST BASE
2 Out at 1st| Foul 1k 1B ? 1B ? 1B ? 1B? |]Out at 1st| Pop Out 1B ? Foul 1k 2
3 1B? |Outat 1stjOut at 1st|Out at 1stjOut at 1st/ Outat 1st] 1B? |Outat 1st] Foul 1k 1B? 3 6-7-  Right-handed batter: GROUNDER INTO THE HOLE AT SECOND BASE
4 PopOut 1B? |]Outat 1st/Out at 1stjOut at 1st 1B ? Foul 1k 1B? | Pop Out E? 4 Left-handed batter: GROUNDER INTO THE HOLE AT SHORTSTOF
5 Qut at 1st| Foul ? | Pop Out 1B? Foul 1k E? |Outat st E? |Outat 1st| Pop Out 5 Roll one die against fielder's defense. If die is higher, fielder makes a diving stop and retires
6 Out at 1st E? Foul 1k | Foul 1k | Pop Out | Pop Out | Pop Out | Pop Out | Pop Out | Pop Out 6 the batter at first as runners advance one base. If not higher, balls sneaks through hole
7 Foul 1k | Foul 1k |Outatist E? [Outatist Foul 1k |Outat 1st Pop Out |Out at 1st Out at 1st 7 vacated by fielder as he covers the bag. Runners advance two bases on the SINGLE.
8 E? E? Out at 1st| Pop Out JOut at 1st E? Out at 1st|Out at 1stjOut at 1st| Pop Out 8
9 Outatist 1B? E? Foul 1k | Pop Out | Pop Out JOut at 1st| Foul 1k JOut at 1st| Foul 1k 9 8- SINGLE TO LEFT FIELD ] Runners advance two bases.
10 1B? |PopOut|] 1B? Foul ? E? Foul ? | Pop Out E? Pop Out E? 10 9- SINGLE TO RIGHT FIELD
11 Out at 1st Foul 1k JOut at 1st/ Outat 1stf 1B? | Out at 1st E? Foul ? | Pop Out Out at 1st 11
12 Outatist E? JOutatist E? |OutatistOutatist]Outatist E? E? E? 12 10-  SINGLE TO RIGHT FIELD
Runners advance two bases. If the runner on first has a higher speed rating than the arm of
SACRIFICE BUNT Runner on 1st, or 2nd, or 1st & 2nd, and less than two out the right fielder, he scores from first.
dice roll 1 2 3 4 5 dice roll
# In Not In In Not In In Not In In Not In In Not In # 11-12- STRIKEOUT
2 SAC Foul ? |SAC+E? Foul? |SAC+E? Lead? SAC |SAC+E ?J|SAC+E ?|SAC+E? 2 Roll one die against the catcher's defense rating.If the die is higher, runners steal safely.
3 FC/E ? FC Lead ? | Pop Out | Pop Out |[SAC+H 7| FC Lead ? | Pop Out | Lead? 3 If not higher, lead runner is caught stealing for a DOUBLE PLAY.
4 FC SAC FC SAC Lead ? FC Lead ? SAC FC Pop Out 4
5 SAC |SAC+E?] SAC |SAC+E? FC SAC+E ?] Pop Out FC FC FC 5 13-14- STRIKEOUT (or foul ball)
6 SAC SAC | SAC+E? |SAC+H ?] SAC+E? | Pop Out | SAC+E? | Pop Out] SAC SAC 6 Roll one die. If die roll is odd, pitch is fouled off. Hit and run is called off.
7 SAC+E? |SAC+H?] SAC SAC SAC SAC SAC SAC Foul 2k | Foul 2k 7 If die is even, batter strikes out, runner(s) try to steal, see 11-12.
8 SAC SAC SAC SAC SAC SAC Foul 2k | Foul 2k | PO-DP ? | Pop Out 8
9 Pop Out | SAC | Pop Out FC Foul 2k | Foul2k | PO-DP? SAC |PopOut SAC 9 15-  GROUNDOUT TO 2B Batter is out at first, runners advance one base. Defensemay try
10 SAC | Pop Out| Foul 2k | Foul 2k | PO-DP?  SAC FC Pop Out FC FC 10 16- GROUNDOUT TO SS for force at second. Roll one die against speed of runner on first.
11 Foul 2k | Foul 2k | FC/E? SAC FC/E ? SAC FC/E? [SAC+H?] FC/E? SAC 11 17-  GROUNDOUT TO 3B If die is higher, runner is out on a close play, batter is safe at first.
12 Lead? |SAC+H?] FC Pop Out | Pop Out | Pop Out FC SAC SAC |SAC+H 7| 12 18- GROUNDOUTTO 1B If not higher, runner beats throw and everyone is safe.
SQUEEZE BUNT Third base occupied and less than two out 19-  LINE DRIVE TO PITCHER
dice roll 2 3 4 5 dice roll Caught for the out. If not the third out, pitcher throws to first for a DOUBLE PLAY. If this is not
# In Not In In Not In In Not In In Not In In Not In # the third out, with a runner on second, it's a TRIPLE PLAY (P to 1B to SS).
2 Pop Out | Rundown FC Pop Out | Pop Out | SAC+E ?] Pop Out FC Lead ? |SAC+H 7| 2
3 PO-DP ? |[SAC+E?] SAC | Rundown FC Rundown]Rundown| Miss ? SAC |Rundown 3 20- GROUND OUT DOUBLE PLAY (SS to 1B) Force out at 2nd, batter is out. Runner on 2nd takes 3rd.
4 Pop Out [SAC+H ?] PO-DP? | Lead? | FC/E? | Lead? | FC/E? |SAC+H?] FC/E? | Miss? 4 21-  GROUNDER TO FIRST BASE, POSSIBLE DOUBLE PLAY (1B to SS to P)
5 FC/IE? | Lead? | FC/E? FC PO-DP ? |[SAC+H?} SAC FC PO-DP ? FC 5 If runner on first has 1 or 2 speed, he is forced at second, batter is out. Runner on 2nd takes 3rd.
6 SAC SAC FC Pop Out FC Pop Out FC Pop Out FC Pop Out 6 If runner on first has 3, 4 or 5 speed, first baseman steps on first to retire batter, runners advance.
7 SAC SAC SAC SAC SAC SAC PO-DP ? | Pop Out | Foul 2k | Foul 2k 7
8 Lead ? | Pop Out FC |SAC+H?] FC FC Foul 2k | Foul 2k | Pop Out | Pop Out 8 22-23- GROUND BALLTO 2B Secondbaseman throws to first, batter is out; runners advance one base.
9 FC |SAC+H?| Lead? SAC Foul 2k | Foul 2k FC SAC |PO-DP?| SAC 9 If 2B is rated 3 or better defense, he may try for force at second. Roll one die against speed of
10 FC FC Foul 2k | Foul2k | Lead? | PopOut] Lead? | Lead? | Miss? FC 10 runner on first. If die is not higher, runner beats throw and everyone is safe. If die is higher, force ai
11 Foul 2k | Foul 2k JRundown|SAC+E ?JRundown| SAC Miss ? |Rundown]Rundown| Lead ? 11 second. Roll one die against batter's speed. If higher, batter is out on DP. If not higher, batter safe.
12 Rundown| Foul 2k | Miss ? Miss ? Miss ? Miss ? FC FC FC PO-DP ? 12
1B?  Batter lays down a beautiful bunt and has a chance for a bunt single. Refer to the Umpire for the call at first base. 24-25- FLY OUT TO RIGHT FIELD Runners hold.
SAC  Batter is out at first, runners advance one base. 26-27- FLY OUT TO LEFT FIELD
SAC+E? Fielder has trouble fielding bunt. Roll against fielder’s error rating. If higher, batter is safe on the error and 28- FLY OUT TO CENTER FIELD
runners advance one base. If not higher, batter is out, score as a SACRIFICE.
SAC+H ? Batter has successful sacrifice, plus chance for a bunt single. Refer to Umpire for call at first base.
| E? |Fielder charges & fields ball but juggles it. Roll against fielder's error rating. If roll is higher, batter is safe 29-  LINE SINGLE TO OUTFIELD Runners advance two bases
at first on the error. If not higher, he's out. 30- GROUND RULE DOUBLE TO CENTER FIELD
Defense can either retire batter at first and score a SACRIFICE - or try for lead runner. If defense tries for the
lead runner, refer to Umpire for call at lead base. 31- DOUBLE INTO THE GAP ] All runners score
| FC/E? |Fielder fields ball quickly but bobbles it. Roll against fielder’s error rating. If higher, batter is safe and runners 32- HOME RUN OVER THE CENTER FIELD WALL
advance one base. If not higher, lead runner is out on a FC.
[ Rundown | Pitcher catches lead runner off base. Roll one die against runner’s speed. If die is higher, runner is tagged out 33- RUNNER CAUGHT STEALING Batter swings through pitch; catcher throws out lead runner easily.

FC

Pop Out
Miss ?

in rundown, others hold. If die is not higher, runners get back safely.
PO-DP ? Batter is out on popup, defense may catch lead runner off base for a Double Play. Refer to Umpire for the call at base. | 34-
Lead runner is out, batter is safe at first base on the Fielder’s Choice.
Out at 1st Unsuccessful try for a hit. Batter is thrown out at first base.

Batter pops out to fielder.

Roll one die against batter’s bunt rating. If die is higher, he fouls off bunt for second strike. If not higher, batter bunts

through pitch and runner on third must try to steal home. Roll one die and refer to Letter J of the Action Chart,

using pitcher's Hold rating for all '+' results.

Foul 1k | Batter fouls off bunt attempt, strike one.
Foul 2k |Batter fouls off bunt attempt, two strikes.

Foul ?

If second attempt, batter is out on strikes.
Ball is bunted right down the line.

Roll 1 die: even number, ball rolls foul;

odd number, ball stays fair, batter is

safe at first with a SINGLE, runners advance.

DEFENSE

1B, 3B, P C
SPEED 115 24 313 412 511
5 3 4 5 SAFE | SAFE
4 2 3 4 5 SAFE
3 1 2 3 4 5
2 out 1 2 3 4
1 ouT ouT 1 2 3

39-

POSSIBLE PICK-OFF AT FIRST BASE
Roll one die against pitcher's hold rating. If die is higher, runner gets back safely.
If die is not higher, runner is PICKED OFF first base.

35-36- DEFENSE CALLS FOR PITCH OUT

If catcher's defensive rating is higher than lead runner's speed, runner is caught stealing.
If not higher, roll one die against the catcher's rating. If die is higher, runners steal safely.
If not higher, lead runner is caught stealing.

37-38 PITCH IN THE DIRT Catcher blocks pitch, but runner(s) steal without a throw being made.

BALK Runners advance one base.

UMPIRE: Locate the square matching runner's SPEED (left) to fielder's DEFENSE (top). Roll one die.
If the die is higher than the number in the square, runner is OUT. If the die is not higher, runner is SAFE.




