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Disclaimer

These utilities are intended for online leagues using OOTP 2007.  You are free to modify the code to suit the needs of your leagues, but please leave my name in the credits.  You also cannot distribute this code without my consent.

Introduction

The following document will hopefully give you everything you need to know to install, maintain and possibly add to the utilities that I have written for OOTP 2007.  A quick background: The utilities are written entirely in Perl.  The code uses CSV dumps of your league to generate the web pages.  Thus, you will have to export your league to CSV format after each simulation and upload them to the webserver for the utilities to have the up-to-date information.  You generate CSV dumps from the League Setup screens.

All of my previous utilities, the Draft, Development, Export Tracker and Allstar utilities, are included and improved in this version, plus a few extra utilities (Last Sim and the Manager list, thus far).  However, instead of separate utilities, they are all combined into one utility; this simplified a lot of my code, made the utilities more robust, as well as made it easier to install and maintain for you.  There are now administration screens for all utilities, which means no more editing setup files, or any text file on the system (with one exception).

I hope to add to the utilities in the future, both with features to the existing utilities, as well brand new utilities such as a Rule V Draft, Award voting, and even a Hall of Fame voting utility.

Before we get to the details, just a quick plug.  There is over 200,000 bytes worth of code in the original release of the utilities, and I expect that there will be more coming down the road.  Some of these utilities are over 2 years old, originally written for OOTP 6.5.  I put many hours into this program, purely as a hobby, and they are completely free to be used by anyone.  However, donations are happily accepted at my paypal account (ggetchell@hotmail.com).  The more donations I get, the more inclined I will to be to put in additional features and utilities.  Posting this note on your online league for GM donations is even more encouraged.

Lastly, if any issues that arise, message me on the OOTP boards or shoot me an email.  As anyone who's talked to me about my first version of the utilities, I am more than happy to help out with any issues, comments, suggestions, or complaints you have.  Please read the readme first, though, as hopefully it will cover most of any issue you may have.

Requirements

The following is required to use my utility for your online league:

1. Linux or Unix based web-server (if you don't know your web-server OS, it's most likely UNIX or Linux).  The web-server must be able to run Perl/cgi scripts.

2. Perl must be installed.  Perl is always installed on UNIX or Linux-based Operating Systems.

3. FTP access.  Duh.

4. (Recommended) Telnet/SHH/RLogin access.  This makes debugging issues infinitely easier, and also provides a lot more flexibility.  Usually most people use PuTTY (freeware software) to connect to their webserver.  This is not required.

Installation

The following are the steps to get the utility running and viewable in a browser.

1. FTP OOTPOU.zip to your web-server.

2. Unzip OOTPOU (maintaining the directory structure in the zipfile) to a cgi-enabled directory.  A cgi-enabled directory is a directory that is set up to run cgi scripts (Perl, shell, etc.) when accessed from a browser.  95% of web-servers set up a directory called "cgi-bin", and any file within that directory is automatically assumed to be a cgi script.  However, some web-servers go by the extension of the script being run, and don’t care about the location of the file (if it is a .pl script or a .cgi script, it is assumed to be a cgi script, for instance).  In this case, create any sub-directory accessible from the web and drop the utility in that directory.  Determine the setup of your web-server and unzip the file in the correct directory.

After unzipping OOTPOU.zip, there should be one file, ootpou.pl, created in the cgi-enabled directory, and a subfolder "OOTPOU" which contains many .pm files, a .zip file and a few sub-directories as well.

NOTE: If you use the Allstar utility, a sibling directory of the cgi-enabled directory also called OOTPOU will be automatically created.  This directory will contain some .gif images that are used by the Allstar voting utility.  This sibling directory has to be created because images and text files in a cgi-enabled directory, or sub-directory, cannot by accessed by a browser, for security reasons.

3. Next step is to make the ootpou.pl script marked as an executable script, sometimes known as "chmod".  There are three ways to do this:

a. Many FTP clients allow you to set the properties/CHMOD of a file.  SmartFTP has such an option.  Find the ootpou.pl file and set it to be executable by Users, Group and Others.  If your FTP client uses the numeric code, it should be set to 755.

b. Most web-servers come with a control panel, which also should allow you to set the executable properties in the same manner as the FTP clients.

c. If you have telnet/SSH access, log into your server, and go to the directory that has ootpou.pl, and type: chmod 755 ootpou.pl
4. Set the location of Perl.  If you open up ootpou.pl in a text editor, you will see that the first line is:

#!/usr/local/bin/perl

That is a common location of Perl, but sometimes it is located in the /usr/bin directory, or the /bin directory.  Unfortunately, it is difficult to find the Perl location unless you have Telnet/SSH access.  If you do have Telnet/SSH access, you can just log in and type which perl, and it will give you the location of the perl binary.  Whatever the location is, you should replace the first line with the correct location, if it is different.

If you do not know the location of Perl, and cannot readily figure it out, 99.99% of the time it is either /usr/local/bin/perl or /usr/bin/perl.  Just try each one until it works.

5. That's it.  There's no setup.txt file to get the utility running on your server like in the first version of the utilities.  Just access the ootpou.pl file in a browser.  If you did the above 4 steps correctly, you should see a web page titled "OOTPOU Administration" with some fields and checkboxes, although the layout and colors should look a littlie ugly (we'll fix that later).

NOTE: If you have my previous utilities installed on your server, you can safely install the new version and your old utilities will still work fine.  There are no files that are in common between the new and the old utilities.  We'll talk about upgrading the utilities in the individual utility sections.

Troubleshooting

· If you get a Page Not Found error, you probably typed in the wrong URL, or installed ootpou.pl to the wrong directory.

· If you see ootpou.pl as the actual Perl code, and not as a webpage, you are probably not running in a cgi-enabled directory (step #2 above).  If it is not cgi-enabled, the web-server will try to display ootpou.pl as plain text, which is what you are seeing.

· If you get a web server error, Page Could Not Be Displayed, or error of some kind, it means that the ootpou.pl script errored in some way.  This can happen if the script is not set to be executable (step #3 above), or if the Perl location is wrong (step #4 above).  Or there is a bug in my program, but most likely something went wrong with #3 or #4.

Setup/Administration

Once you get the "OOTPOU Administration" page up, the hard work is over.  To get the utilities running properly, you need to fill in the fields on the page.

The first three fields are used entirely for web links on the generated pages.  Fill these in first:

Server URL:  The url of your server, with no "http://" in front.  For example, www.myLeague.com.

League HTML reports folder:  The folder in the URL that points to the index.html of the league HTML reports.  For instance, if the “SION Home” page for your league is "http://www.myLeague.com/mlb/news/html/index.html", you would put in this field "mlb/news/html".

CGI folder: The folder in the URL that points to the ootpou.pl file.  For instance, if your script is located at "http://www.myLeague.com/cgi-bin/ootpou.pl", you would enter in "cgi-bin".

Enter in the above three fields, and click Save.  If entered correctly, the page should look a lot better.  The first two fields are used to locate the index.css stylesheet that OOTP generates as part of the league reports (note, you must have the league reports on your server for this to work).  If the webpage still looks wrong, check the first two parameters to see if they are correct, and fix accordingly.  The third field is used only in the Development utility.

The forth-through-sixth fields are used to find files located on the webserver, and refer to dictories on the server.  There are two ways to enter in the file locations for these three fields, absolute locations or relative locations.  Most servers allow you to enter in either one, but some do not allow you to enter in absolute locations due to restricted access.  The only ones that do not allow absolute references in my experience have been Fidel's server, allsimbaseball.com.

Absolute references are state the directories from the root server, something like "/home/myUser/www/csv".  Relative references state the directories relative to the location of ootpou.pl.  So if you had a sibling directory to cgi-bin called "csv", you could state that directory with "../csv" (".." means the parent directory).  Use either method in the following three fields:

CSV directory on server: The location of the exported csv files of your league.  I strongly suggest you put them in a subdirectory of your cgi-bin directory.  You do not want to allow your managers in your league to access the .csv files, as they contain way more information than what is available in the game and would give an unfair advantage.  All sub-directories of a cgi-enabled directory are by default not visible to the public.  Assuming you put the csv files in a sub-directory of cgi-bin called "csv", you would just put "csv" into this field.

The CSV’s required by each utility are listed in each utility’s section in this document.  For the base OOTPOU utility suite to work (logging in and out), though, you will at least need leagues.csv, human_managers.csv, and teams.csv.

HTML root directory on server: The root location of the web directory.  Usually this is the "www" or "public-html" folder, most of the time located off of the user’s home directory, like "/home/myUser/www".  If your CGI Folder field is "cgi-bin", you should be able to just enter in ".." as well.

Export directory on server: The location of the exported files on your web server.  Only used by the export tracker, so if you don't use this utility, you don't need to worry about this field.

If you enter in the correct CSV directory on server, there should be a link to your league with the league’s abbreviation next to the Admin link in the upper right.  If the link does not show, then the csv parameter is incorrect, or your csv files are bad (do note that the csv files must be exported with comma delimiters, not semicolon).  

Once you enter in the correct CSV directory, you will then not be allowed to access the Administrator tab until you log in as a user who is a commissioner.  All passwords are "baseball" by default to begin.  Click the “Login” link and you should be able to log in as any user.  Select one who is a commissioner and go back to the Admin screen by clicking the Admin link at the top.  If no Admin link appears, you either have not logged in as a user, or have selected a user who is not a commissioner

Ratings/Talents:  Once you've set the fields properly, and logged in as the administrator/commish user, set the talent and rating scales used in your league.  If you use scouts, set the two scales to "Scouted", so that no ratings will appear in the utilities.

Enabled Pages:  The "Enabled Pages" section lets you set which utilities will be available to your GM's.  Once checked, the respective link will appear in the list of tabs at the top (note that you will have to refresh your page after modifying these checkboxes for the link to appear).

User Maintenance:  Once the csv field is filled in properly, there are two options that appear at the bottom of the administration page, “Login as user” and “Reset password to ‘baseball’ for user”.  The “Login as user” option allows you to log in as a GM for whatever reason (usually to do Draft maintenance).  The “Reset password” to ‘baseball’ resets a GM’s password in case they forgot.  Note that all passwords are ‘baseball’ by default.

User passwords are stored uncrypted in the OOTPOU/users.txt file.  There are up to 300 users set up there by default.  If you by some chance get more than 300 users, you will need to add rows into this file by hand.

The Utilities

The following sections describe each of the utilities included.  In most sections, there is a Troubleshooting section, the details the common issues that may arise, how to fix them, and/or ways to modify the information stored by the utility.  Note that editing text files MAY cause the text file to be unreadable; I’ve found that some text editors leave the textfiles in a format, usually involving newline characters, which confuses Perl.  There is a program that all UNIX and Linux servers have called dos2unix that will convert a text file and strip out all bad characters that confuse Perl.  Simply run it as “dos2unix <file>” from SSH or Telnet, and it should fix the file.

Each utility requires its own .csv files.  These are all the .csv files that are required by any utilities, and which utility requires it.  AS = Allstar, DE = Development, DR= Draft, EX = Export, LS = Last Sim, MA = Manager, All = All.

· divisions.csv (EX)

· games.csv (LS)

· games_score (LS)

· human_managers (All)

· leagues (All)

· league_history (DE)

· players (AS, DE)

· players_batting (DE, DR)

· players_career_batting_stats (AS, LS)

· players_career_fielding_stats (AS)

· players_career_pitching_stats (AS, LS)

· player_fielding (DE, DR)

· players_game_batting (LS)

· players_game_pitching (LS)

· player_pitching (DE, DR)

· sub_leagues (AS, EX)

· teams (All)

· team_relations (EX)

Allstar Utility

The Allstar Utility allows your GM’s to vote for their favorite players to be in the All-Star game.  There are three tabs in the Allstar utility, Admin, Voting and Results.  Each is described in their respective section:

Administration

The administration tab is only available to GM’s who are commissioners.  In this tab, you can enable and disable the voting, reset the votes, regenerate the ballots, set the minimum requirements to appear on the ballot, and view the teams yet to vote.

Parameters:  The parameters section sets the minimum requirements for a player to appear on a ballot, or appear on a ballot at a particular section.  Note that not all players who meet the minimum requirements will appear on the ballot; the utility does some screening to remove players who clearly do not have enough stats to warrant being mentioned for the Allstar game.  The parameters in detail:

· Minimum Plate Appearances: The minimum amount of plate appearances to appear on the ballot.  Players who do not have enough appearances cannot be voted into the Allstar game.

· Minimum Positional Innings Played: The minimum amount of innings played at a position to appear in that position’s category.  If a player does not reach this amount of innings, he will be put under the Designated Hitter category.  If a league does not have a DH, then the player will appear under whichever position he’s played the most innings at.  If a player has more than one position where he has more than the minimum amount of innings played at, he will appear for whichever position he’s played the most at.

· Minimum Games Started for Starting Pitchers: The minimum amount of games started for a pitcher to appear as a starter.  If he has not the required amount, he will appear as a reliever, provided he meets the minimum innings pitched for a reliever.

· Minimum Innings Pitched for Starting Pitchers: The minimum amount of innings pitched for a pitcher to appear as a starter.  If he has not the required amount, he will appear as a reliever, provided he meets the minimum innings pitched for a reliever.

· Minimum Innings Pitched for Relievers:  The minimum amount of innings pitched for a reliever to appear on the ballot.  If he does not reach this amount, the pitcher will not appear on the ballot.
The parameters are filled in by default with numbers that usually put the players in the correct categories, for a typical 162-game league with the Allstar game in mid-July.  However, you should review the ballot after it is generated to ensure that no players are left off or are in the wrong category.

Also part of the Parameters section is the option of when your GM’s can view the results.  There are three self-explanatory options to choose from:

· Only Commissioners can see voting results

· Users can see results after their voting is complete

· Users can see results anytime

Depending on the option will determine when the “Results” link will appear for your GM’s.

Teams Yet to Vote:  On the right side of the administration tab lists the teams that have yet to vote for the league.

Enable/Disable Voting:  Allows you to toggle whether Allstar voting is enabled or disabled.  If voting is disabled, no one will be allowed to vote, although you can still see results.  I recommend disabling voting right after the Allstar game simulation, so GM’s that have yet to vote do not modify the results after voting is complete.

Regenerate Ballot:  Allows you to regenerate the ballot.  Regenerating the ballot does not delete votes already cast.  Useful if you allow voting to occur over a few sims, and want to update the stats of the current simulation.  Be careful if a player moves from one category to another as a result of regenerating the ballot; he will appear twice in the results for each category if he gets votes before and after the regeneration.

Reset Votes:  Deletes all votes cast already.

Multiple Leagues:  If your online league has multiple leagues of human managers, there will be an option at the top of the administration tab to change to a different league.  Select the league that you want to administrate.  GM’s who log in will only be able to vote for the league that their team belongs to, and also only see their league’s results.

Results

The results tab will appear depending on the options selected in the Administration screen.  The results tab displays the results for each sub-league in the league selected.  When it comes time for the allstar game, go to the Results section and pick the most voted player(s) for each position, and add them to the roster in the game.

Voting

This tab is where the voting occurs.  The ballot will only appear if the ballot has been generated, voting is enabled, and the user has not voted yet.  The ballot will have two pages per sub-league (AL, NL, etc.) in your league, one for positional players, one for pitchers.  The ballot will consist of what the utility thinks are the most deserving players for the Allstar game under the parameters that you set in the administration screen.

The ballot is expecting one vote for position, except for outfielder, where it is expecting 3 votes to be cast.  For pitchers, the GM should cast 5 votes for starting pitchers and relievers each.

Troubleshooting

All information related to the Allstar game is located in the OOTPOU/allstar directory.  There should be an allstarSetup.txt file in the allstar directory that stores the information you saved in the admin screen.  Under this directory will be the different years where allstar voting has occurred, and under that directory will be the league ID for which voting takes place.  Thus, if league 100 did voting in 2007, you should see a directory OOTPOU/allstar/2007/100.  In this directory is the votes cast, as well as the teams that have cast those votes.

CSV’s

The Allstar utility requires the following CSV files:

· human_managers.csv

· leagues.csv

· players.csv

· player_career_batting_stats.csv

· player_career_fielding_stats.csv

· player_career_pitching_stats.csv

· sub_leagues.csv

· teams.csv

Development

The development utility tracks player’s developments (ratings, talents, and fielding ratings) from sim to sim.  This utility should NEVER be used if your league uses scouts.  The utility has two ways to view development, development sim-by-sim for an entire organization, or one particular player’s development over the years.  There are two subtabs for the development utility, Admin and Development.

Admin

The administration tab is where you generate the development for each sim.  Prior to running the development report, you must be upload the CSV files for the sim, as well as upload the HTML reports for the simulation.  The development utility modifies the player reports when it runs; thus, if you run this prior to uploading the HTML reports, you will overwrite the changes this utility made.

The administration screen has a little report of what time the last development report was run, as well as the league date when the last development report was run and the current league date in the CSV files.

There is one button, “Generate Report”, which will generate the report.  It is perfectly OK to run “Generate Report” more than once… if no changes are detected nothing will happen.

Note that the first time you run this utility, no development will be shown.  This is because it is first creating a baseline to compare future sims against.  After the second sim, development changes should start appearing.

Development

The Development link that appears under the Development tab in OOTPU shows the development of all players in each organization each simulation.  Increases are colored green, and decreases are colored red.  Changes in talents are in boldface.  Watch you prospects development over time, and cut ties with those that are not developing!

Also, after you generate the development reports, the player HTML pages are updated and a “Development” link is added to them.  This link will take you to the OOTPOU utility and show that player’s development over the years.  See if the prospect is coming into his own, or if the veteran looks to be losing it fast!

Upgrade

If you have used my original development utility, you will need to do two simple steps to move the development history from the old utility to the new utility:

1.  Copy or move all the files from the old development directory to OOTPOU/development.

2.  Copy the old prevRatings.txt (should be located in the cgi-bin directory) to OOTPOU/development

After those two steps, you should see your old development history in the OOTPOU Development tab.

Troubleshooting

All development is stored in text files in the OOTPOU/development folder.  In that folder is also prevRatings.txt.  This is the file that the stores the previous ratings of the players, so when the utility runs again, it will compare this file with the current ratings.  Once the utility runs, it will move prevRatings.txt to prevRatings.bak, and generate a new prevRatings.txt.  If you screw up a sim (maybe put in the wrong .csv files), you can restore prevRatings.txt by getting it from prevRatings.bak.  However, if you run the utility twice, you will lose prevRatings.bak.

If the player HTML pages are not being updated, that can be caused by one of two things:

1. You uploaded the HTML pages to the server AFTER you ran the development utility, thereby removing the Development link that was added to the pages.  Just generate the reports again and the link will be added.

2. The “HTML root directory on server” in the main administration tab is incorrect.
If the development link in the player HTML pages appears, but does not work, you may have entered in the wrong “CGI folder” field in the Administration screen.

CSV’s

The Development utility requires the following CSV files:

· human_managers.csv

· leagues.csv

· players.csv

· players_batting.csv

· players_fielding.csv

· players_pitching.csv

· teams.csv

Draft

The Draft utility allows you to easily conduct a rookie draft.  The draft can begin as soon as the rookie pool is announced in the game.  There are three subtabs for the Draft utility, Admin, Draft and Selections.

Admin

The Admin tab allows you to maintain the draft.  From this screen you can trade picks, edit picks, make an auto or manual selection, as well as set the options for the draft.

To set up a draft, first fill in the fields in the Settings:

# of Rounds:  The # of rounds that will occur in your draft.

Players Shown:  The # of players to show when a GM searches and sorts in the Draft screen.  For scouted leagues, you should set this value very high, like 1000, to ensure all rookies show up (since you can only sort them by name or age).  Otherwise, a smaller value like 100 will work.  The smaller the value, the faster the response time from the server.  If this value is empty or invalid, no players will appear in the Draft page.

Draft Timer:  Select this if you want the draft timer to appear in the Picks page.  The timer will show how long the GM with the next pick has to make his pick.  Currently, if a GM goes over the time limit, nothing happens; it is up to you to make the auto-pick for the manager.  If this is not selected, the values in the Draft Timer fields are ignored.  Note that the first pick in the draft does not have a draft timer appear for it.  Once the first pick is made, the draft timer appears.


Time Per Pick:  The length in hours each manager has to make his pick.  Must be 24 hours or less.


Timer Shuts Off At:  The time of day that the timer stops counting.  This is so that the timer does not run in the early hours of the morning.  The value should be in 24 hour format, so like 23 for 11 o’clock.  If you want the timer to shut off at 1 am, enter 1 into the field.  If you want a continuous clock, enter 0 into the field.


Timer Starts At:  The time of day that the timer starts counting, in 24 hour format.

Email Alert:  Select this if you want an automatic email to be sent to your league’s distribution list stating who the next picks are.  If unchecked, the Email Alert fields are ignored.


Distribution List:  The email address of the distribution list to send the email to


Reply-To Email:  If you want replies to the email to go to a specific address, fill it in here.  Most likely it should be the same as the distribution list.

If your league has feeder leagues, there will be a feeder league section listing each feeder league in your league.  For each feeder league, you must specify the age limit at which point they enter the main draft.  Unfortunately, the csv dumps do not contain this information, so you have to enter it yourself.

To set up the draft, you need to create a file called order.txt.  This file will contain the draft order that you want for your league.  The file should list the teams in order that they will draft, using the team abbreviation to specify the team.  For instance:

DET

CLE

HOU

SEA

…

Be sure that the abbreviations are exact, or else the order will not generate properly.  You only need to do one round, and you do not need to worry about traded picks just yet (unlike the previous version).  Once the file is created, move it to the directory OOTPOU/draft/<year>/<leagueID>.  This directory should be created if you’ve accessed the Admin page at least once for the year and for the league that you want to set the draft up.  You can also create it yourself if you’d like.

Once the order.txt file is in the correct location, click the “Generate” button to generate the draft list.  If it is successful, you should see each round in the draft on the left side of the screen.  If an error occurs, it should be displayed at the top of the administration page in red.

There should now be three additional buttons that appear:

· Enable/Disable Draft:  This allows you to enable or disable the draft, in case you need to pause or stop the draft for whatever reason.  Once disabled, no one can make any picks, although you can still modify and auto-pick from the administration screen.  Disabling the draft does not stop the draft timer.

· Reset Draft:  This will wipe out all picks and trades made, but will keep the current draft order.

· Regenerate Draft:  This will regenerate the draft from the order.txt.  If you made a mistake in the first order.txt, use this button until the draft order is correct

On the left side of the screen you should see the draft and picks for each round in the draft.  From here you can do the following:

· Trade Picks:  You can trade any future pick from one team to another.  Click the (Trade) link next to the pick to trade it to a different team.  You cannot trade picks that have already been made.

· Edit Pick:  If you need to change a pick, click (Edit) next to the person selected.  You will be asked to enter the player ID of the person picked.  You can get this number from the player’s HTML page, which is always players_<ID>.html.

· Manual Pick:  This will allow you to manually pick the next pick in the draft.  You must enter in the player ID for the player to be picked, similar to Edit Pick.

· Auto Pick:  Auto-pick a player.  The auto-pick uses an algorithm to determine whom it thinks it the next best player.  This can be used on scouted leagues, and the algorithm intentionally “fuzzies” the player ratings, so it may not pick the best player available.

· Auto Pick by List:  Will auto-pick a player using whoever is highest on the manager’s draft list, regardless of whether they have selected to auto-draft using their list.  If no draft list exists for the manager, it will just auto-pick using the utility’s algorithm.

Multiple Leagues:  If your online league has multiple leagues of human managers, there will be an option at the top of the administration tab to change to a different league.  Select the league that you want to administrate.  GM’s who log in will only be able to draft for the league that their team belongs to, and also only see their league’s draft results.

Draft

The Draft subtab is where the managers will make their picks and set up their draft lists.  If a manager is logged in, across the top will be three sections:

Draft List:  The draft list the manager has selected from the list of players at the bottom.  If he selects “Auto-draft using Draft List”, then the highest available player in his draft list will be selected when it is his turn to draft.  The buttons to the right are as follows:

· View:  View the player page of the player selected in his draft page

· Up/Down:  Move the selected player(s) up or down in the list

· Remove:  Remove the selected player(s) from the list

· Save:  Save the draft list.  This is also how you save the Draft Preferences to the right of the Draft List.

Preferences:  This section  gives the manager the option to either always “Auto-draft” or “Auto-draft using the draft list” when it is the manager’s turn.  If both are selected, it defaults to “Auto-draft using draft list”.  If “Auto-draft using draft list” is selected, and no players are in the draft list, no selection will be made and the manager will have to draft manually.

Selections:  Lists the selections already made in the draft by this team, as well as what pick the player was overall.

At the bottom of the page lists all the draftees available to be drafted.  There are five self-explanatory dropdowns that allow the manager to manipulate the list of players shown, and in what order they are shown.  The “Add To List” button adds the selected player(s) to the Draft List above.  After adding the player(s) to the list, the manager will have to still Save the list.

If it is the manager’s turn to pick, a “Pick” button will appear next to the “Add To List” button, which will allow the manager to pick a player.

Picks

The Picks page will show all the selections made to date, and the remaining selections left.

Troubleshooting

If no players appear in the Draft page, it either means that the “Players Shown” in the Administration screen is invalid, or that the draft pool has yet to be revealed.

If something goes wrong with the selections, and cannot be fixed by the Administration interface, the list of picks is stored in the OOTPOU/draft/<year>/<leagueID> directory in a file called picks.txt.  The format of the file is as follows, each field separated by a hyphen:

· Original team of the pick

· Current team of the pick

· Player ID of the player chosen

· The player’s name

· The day of the week when the pick was made

· The hour the pick was made

· The minute when the pick was made

Feel free to modify the file to fix whatever went wrong.

CSV’s

The Draft Utility uses the following CSV files:

· human_managers.csv

· leagues.csv

· players.csv

· players_batting.csv

· players_fielding.csv

· players_pitching.csv

· teams.csv

Export Tracker

The Export Tracker utility will display each team’s latest export on your site.  This will allow you to track who’s active and who has not been exporting, as well as allow your GM’s to see if their export got to your server successfully.  There is no administration for this utility, it will simply display the date and time (in whatever time zone your server is) for each team.

Depending on how you backup GM exports will affect the behavior of this utility.  The three options are:

· Delete on Import:  If this method is used, new exports will have a date and time associated with it, and teams with old exports will have “No Export” next to them.

· Don’t Delete, but Do Not Backup on Import:  If this option is used, there will be a data and time associated with any team that has exported in the past.

· Backup Exports after Import: If this option is used, there will be a data and time associated with any team that has exported in the past.  Additionally, all old exports will be colored red, and new exports will be colored blue.

Troubleshooting

The only issue that really could go wrong here is if all teams are marked as “No Export.”  If this is the case, then it is likely that the “Export directory on server” field in the general administration tab is incorrect.  Correct it and your exports should appear.

CSV’s

The Export Tracker uses the following CSV files:

· divisions.csv

· human_managers.csv

· leagues.csv

· sub_leagues.csv

· teams.csv

· team_relations.csv

Last Sim

The Last Sim utility displays the results, stats and top games and performers from the last sim of your league.  There are four subtabs for this utility, Admin, Results, Stats, and Performances.

Admin

The Admin page is where you generate the page for each sim.  First, enter in the length of days for each sim and save,  If you do alternating 7/8 day sims, you will have to update this field each sim.

The information box to the right shows the last time the pages were updated, and the current time (using the server’s time).  It also displays the league date when the Last Sim pages were last updated, and the current league date in the CSV files.

To generate the pages, click the “Generate Report” button.

Results

The Results page displays the results for each team for the last simulation.  It also displays the upcoming games for the next simulation.

Stats

The Stats page shows the statistics for all the players of a team during the last simulation.

Performances

The Performances page both lists the top games of last sim, and also the top performers.

CSV’s

The Last Sim utility uses the following CSV’s:

· games.csv

· games_score.csv

· human_managers.csv

· leagues.csv

· teams.csv

· players.csv

· players_game_batting

· players_game_pitching

· players_career_batting_stats

· players_career_pitching_stats

Manager

The Manager utility displays the GM’s of the teams, as well as any and all contact information they may supply.  The contact information can be entered and modified via the Profile tab. 

CSV’s

The Last Sim utility uses the following CSV’s:

· human_managers

· leagues

· teams

Profile

The Profile tab only appears when a user logs in.  Within this page, the user can enter and modify his contact information, which appears in the Manager’s page, if it is enabled.  The user can also change his password from this page.

CSV’s

The Profile utility uses the following CSV’s:

· human_managers

· leagues
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