APBA Board Game Ballpark Cards (2001 Season)
I’ve made Ballpark Cards for the APBA baseball game using an innovation I developed. The cards are for use with the 2001 season. I came up with the idea while playing a 12 team, 54 game replay using the top 6 teams in each league from the 1980 season. After making ballpark cards for those teams, I extended the idea to the 2001 season. I wanted to share this innovation with other board (bored?) gamers. 

I wouldn’t have completed this project without the help and encouragement from fellow APBA gamers. Kevin Hennessy gratefully provided a spreadsheet he developed for calculating the 2001 ballpark factors. It was extremely useful. Bill Staffa offered his keen insight into APBA that kept me churning the numbers in my head and on the computer. Brian Davis helped by calculating specific APBA number frequencies with utilities he’s developed. Thank you all.

Here is a description the ballpark cards. The effects I wanted to simulate were:

(1) Park batting average;

(2) Homerun factors;

(3) Park and turf effects on doubles and triples;

(4) Foul territory size; and

(5) Other grass and turf effects.

Overall, I wanted a neutral effect. That is, if one were to replay a season using the ballpark cards, the overall statistics should be equivalent to those when the ballpark cards were not used. For every positive effect on a hit in one park, there must be a corresponding negative one. However, the ballpark cards I developed reflect the 2001 season schedule. That is there will be an overall neutral effect if one replays the 2001 season using the actual as-played schedule (Assuming, of course that my math is correct). If you don’t follow the as-played schedule, the ballpark cards can still be used, but the park will change how a team performs. That is, the new statistics will reflect what would have happened, if they played the schedule you are playing.

The statistics extracted from Hennessy’s spreadsheet for the 2001 season are in the attached spreadsheet. You will have to contact Kevin if you want the ballpark factor spreadsheet he made. For now, the park cards only reflect the 2001 season. The data show the variations from park to park for batting average, homeruns, doubles, and triples. I used calculated values of the park factors for doubles, triples, and home runs. Factors greater than one indicate a park that surrenders more of that kind of hit. Factors less than one indicate a park that tends to prevent that kind of hit. The park factors used accounted for the schedule differences and reflect the statistics of the teams (both home and away) that played in a particular park and the respective number of games played. 

I made a ball park card for each 2001. Each park card is an APBA-sized card that can be kept within the team envelopes. Each card includes all the effects for the park that I've implemented so far. The cards include descriptive information for the park such as its location, when it opened, wall distances, and fence heights. The park cards that I've made so far are included with this instruction file. You will need Acrobat Reader to view and print them.

All of the effects are independent and optional. One can choose to use only those they wish. And if you forget to implement them occasionally, the results are well within the margin of error for park effects anyway. I tried to create effects that averaged out to no effect when all of the parks are taken into account. This is Version 2.00.

Here is how I created the above effects:

(1) Park Batting average: For every 10-point difference from the league batting average, The card will indicate a change in the pitchers' master game grade. There is different grade change for the home pitcher and the visiting pitcher. The amount generally varies between +/- 2 for most parks, but parks like Coors are out of the normal range. The Park Factor on each card indicates the change in master pitching grades. The batting averages used were weighted for scheduling differences. Statistics used were selected from those teams that played in a specific park and were weighted for the games they played. The HPF (home team pitcher grade change) and VPF (visiting team pitcher grade change) are indicated on the card.

(2) Homerun factors are accounted for using an extra dice roll after doubles or home runs, depending on the park. In some parks, like Safeco, a re-roll will change some 1's to 6's (HRs to 2Bs). In other parks, like Jacobs Field, some 6's are changed to 1's. (2Bs to HRs). The changes are shown on each card. Blanks indicate no effect as do dice rolls that refer to another kind of hit, like 7's or 2's. For example, In Tiger Stadium, 6's are changed to 1's if the re-roll is between 54 and 66. In the Astrodome, 1's are changed to 6's if the re-roll is between 44 and 66.  All other re-roll results on the card are ignored for this particular effect. Note that some stadiums have two columns to reflect all of the park effects. Jacobs Field is one example. At Jacobs Field, 7’s are converted to 6’s with re-rolls between 11 and 43 and 2’s are converted to 6’s with re-rolls between 25 and 55.

Note that there isn’t a one to one correspondence between homeruns reduced to doubles and doubles upgraded to homeruns. This is also true for the other kinds of converted hits. This is mostly because of the frequency differences among hits. For example, a 2 (triple) may be reduced to a 6 (double) in some parks. But to have an overall neutral effect on the stats accumulated in a replay, another park must have some 6’s upgraded to 2’s. There isn’t a one-to-one correspondence because there are many more doubles than triples in typical season. The numbers on the cards account for the frequency differences of each kind of hit. 

(3) Turf effect on doubles and triples. One of the biggest effects of Astroturf is that parks with the artificial surface tend to have more doubles and triples as balls scoot through the gap faster or bounce over the walls for ground rule doubles. Asymmetric parks seem to affect extra base hit distributions too. For example, there are a lot of doubles in Fenway and few triples in Dodger stadium (at least in 1980). The APBA park card will convert some 7's to 6's (1B's to 2B's) and 6's to 2's (2B's to 3B's) in certain parks while it will reduce doubles and triples in other parks. A re-roll after certain hits will indicate whether or not the hit was hard enough to squirt through the outfielders or not. Blanks on the park card indicate no effect, as do re-rolls that refer to another kind of hit. 

For example, if Derek Jeter got a 7 in Yankee Stadium, a re-roll between 11 and 34 would change the 7 to a 6. All other re-rolls have no effect on the 7. Yankee stadium is one of the few parks that required two columns to accurately reflect all the park effects. Note if Jeter had got a 2, a re-roll between 25 and 55 indicates that the 2 is reduced to a 6.

Note using the 7 was a bit of a compromise. Some hitters, notably base stealers, don’t have 7’s. In that case, you can use the first 9 on the card instead as a potential single that may be changed to double. That way, stolen base numbers will not be affected by the ballpark innovation.

(4) Foul territory effects. This is a rather minor effect but I wanted it just to create more of the illusion. I implemented this by changing some #35's (foul outs) to foul balls in parks with small foul territory and some foul balls (rare play #40 with the bases empty) to foul outs when the game is being played in parks with large foul territory. The changes are noted on those park cards that use this effect.

(5) Other grass and turf effects. So far, the only thing I've done here is to make bunting easier on grass. I find that bunting in APBA is hard enough and so I didn't create a penalty for Astroturf fields. I added one extra successful sacrifice for grass fields (#12 to #9) and an extra bunt hit (#10 to #11). The changes are indicated at the bottom of the park card.

The park cards that I made so far are included with this file as Acrobat Reader files. Please let me know what you think, positive or negative, and whether or not the results seem reasonable to you. As I said, one can choose to use as many of the effects above as you want. It all depends on how often you like to re-roll. I use a calculator to generate my dice rolls, and so the extra rolls are not all that inconvenient. You may feel otherwise. 

Thank you in advance for any comments you may have and enjoy the cards!
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