DETERMINING WHO WILL WIN THE

2003 WORLD SERIES

INTRODUCTION


My project is a model that I hope will predict the winner of this year’s world series.  The World Series began play in 1903, making this year the 100th anniversary of the event.  The eight teams in this years playoffs have made it they’re by winning their division or by being one of the wild cards from each league.  The wild card is the team that has the best record but does not win its division.  


The basis of my model is statistical data collected for each of the playoff teams.  These stats measure traits that I have identified as key abilities required to win the World Series.  These traits include starting pitching, defense, base running, hitting, hitting under pressure, and home field advantage to name a few.  To weight the criteria in the model I have used my own knowledge of the game and two age old adages about baseball:

Good pitching beats good hitting                                           Defense and base running win in the playoffs
CREATING THE MODEL


The model for making a decision on the winner was designed using a benefits, costs, opportunities, and risks model.  This model weighs each of these factors differently.  Benefits multiplied by Opportunities will be divided by the quantity costs multiplied by risks (B*O/C*R).  The benefits and opportunity models will indicate the decision that contains the most benefits and opportunities, whereas the risk and cost models indicate the decisions that are most costly and risky.    

Discussion of Alternatives


The following eight alternatives are the teams that have qualified for this year’s playoff.  

New York Yankees


The Yankees have the highest payroll and are the most high profile team.  They have the best manager and the biggest home field advantage in the playoffs.  The odds on favorite to win, every year.

Boston Red Sox


Won the inaugural world series 100 years ago.  Went on to win 5 championships in the first 15 years.  Boston then sold Babe Ruth to the Yankees and hasn’t won since.  Cursed every year since, this maybe the best team Boston has had in decades.

Minnesota Twins


A scrappy team with a payroll one-fifth the size of New York’s.  This is their second trip to the playoffs in a row.  The quintessential underdog.

Oakland A’s


This is Oakland’s fourth straight trip to the playoffs.  They have great starting pitching but don’t score many runs.  They have not won a playoff series in the past three years, and the pressure of being a failure is starting to grow on the current players.

Atlanta


Have won 12 straight division championships, but have captured only one World Series to show for it.  Powerful when it comes to offense, their pitching is suspect.  They carry the pressure of past failures onto the field with them in the playoffs.

San Francisco


Lost last years world series in seven games.  The Giants lead by Barry Bonds, arguably the best player in baseball’s 140-year history.  They have a well-rounded team, but tend to rely too much on their superstar.

Chicago


Is making just their third playoff appearance since 1945.  Have a long and proud history of failure.  This is a dangerous team with strong starting pitching and Sammy Sosa.

Florida


A very young but talented club, which is in only their ninth year of existence.  They won the World Series in only their fourth year. 

Cluster Definitions


Under the benefit, opportunities, cost, and risk models, there are different clusters defined that interact with respect to the control hierarchy established.  The control hierarchy consists of offense, defense, competitive advantage, and intangible factors.  

Alternatives


The alternatives cluster includes the eight teams that have a chance to win the World Series. 

Benefits/Cost/Opportunity/Risk Sub criteria


These clusters include the main factors that can contribute to which team wins the title.  These four main factors include offense, defense, competitive advantage, and intangible nodes.  Each factor is broken down into two or three elements.  For the offense and defense nodes these elements are used to compare the eight alternatives based on hard statistics from this season.  For the competitive advantage and intangible nodes the elements are used to compare general feelings or perceptions of the alternatives.

Offense Benefits Sub criteria

· Hitting

· Base running

· Bench play

Defense Benefits Sub criteria

· Starting Pitching

· Relief Pitching

· Team Defense
Offense Cost Sub criteria

· Hitting

· Team Defense
Defense Cost Sub criteria

· Flexibility

· Depth
Competitive Advantage Opportunity Sub criteria

· Home field advantage
· Manager
· Experience
Intangibles Opportunity Sub criteria

· Star Power
· Leadership
Competitive Advantage Risk Sub criteria

· Team Design
· Team Make-up
Intangibles Risk Sub criteria

· History
· Bad Luck

NETWORK


The following screen prints show how the network was built.  The first (seen below) is the top-level network of the model.  This is the basic structure of the BOCR model.  You can see the goal listed at the top with the benefits, costs, opportunities and risks linked with the goal.  At the top this is a simple model.  The complexity comes into view at the very bottom of the model where the alternatives are compared across a wide variety of criteria.
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Screen 1: Top-Level Network


The next four screen prints show the network of each of the four top-level factors (BOCR).  The structure is similar for each with the goal listed at the top with the immediate subcriteria broken down below the goal (offense, defense, competitive advantage, intangibles).  These sub criteria are then broken down into more specific criteria, which are then linked ultimately with the alternatives (teams). 
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Screen 2: Benefits Network
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Screen 3: Costs Network
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Screen 4: Opportunities Network
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Screen 5: Risks Network

Benefits


Sticking to the old adages I have place a higher premium on defense than on offense.  The exact weightings are 2/3 for defense and 1/3 for offense. 

Offense
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Hitting Cluster

· Scoring – This measures how many runs a team scored collectively over the course of a season.  This is an excellent measure of overall offensive ability.

· September BA – This takes into account how well a team hit in the final month of the season.  This is a good way to gauge how well a team is playing going into the playoffs.

· Runners in Scoring Position – This is a measure of how good a team is at getting runners in when they are on 2nd or 3rd base.  This is very important in the playoffs and a way to gauge how good a team is under pressure. 

 Base Running Cluster

· Stolen Bases – How well a team can take an extra base.

· Team Speed – Measures how well the team as a whole gets around the bases.  One or two players can skew stolen bases.

Bench Cluster

· Batters OPS – OPS is a statistic which measures a players overall worth as a hitter.  The higher the number the better.  Good hitters on a team’s bench are an advantage late in close games.

· Depth – Measures how many quality hitters a team has to select from on its bench.

Defense
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Starting Pitching Cluster
· Starters ERA – This is how many earned runs a pitcher gives up per nine innings.  The lower the better.

· Starters WHIP – This is how many base runners a pitcher allows per inning.

Relief Pitching Cluster

· Relievers ERA – This is how many earned runs a pitcher gives up per nine innings.  The lower the better.

· Relievers WHIP – This is how many base runners a pitcher allows per inning.

Team Defense Cluster

· Errors – This is how many routine plays a team does not make.  It is free outs given to the opposition.

· Total Chances – This is how many balls a team's fielders get to.  A better overall indicator of defense.  Better defenders cover more ground.

Costs


Just like the benefits, the costs also stick to the 2/3 defense, 1/3 offense weighting.  This is because just as good defense is more valuable, bad defense is more detrimental.

Offense
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Hitting Cluster

· Strikeouts – How often a team does not put the ball in play.

· Injuries – What key players are out or playing at a diminished ability.

Base Running Cluster

· Caught Stealing – How many base runners were cut down.

· Age – Older players do not get around the bases as well as younger ones.

Defense Cluster
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Flexibility Cluster

· Left Right – For certain situations, it is necessary to have several of each handed pitchers.  If a team does not, it is at an extreme disadvantage.

· Power Finesse – Different pitching velocities.  It is a luxury to have a variety.

· Groundball Flyball – Different game situations call for balls hit on the ground or in the air.  Another luxury. 

Depth Cluster

· Quality starting pitching – How many reliable pitchers a team has to start games.

· Quality relief pitching – How many reliable pitchers a team can bring in.

· Defensive replacements – players you bring in off your bench who are superior defensive players.  If valuable late in games a team is winning.

Opportunities


The weighting for this node is 2/3 competitive advantage and 1/3 intangibles.  This is because competitive advantage is a more robust criterion with better sub criteria.

Competitive Advantage
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Home Field Advantage Cluster

· Field – Certain teams have unique fields.  These teams tend to be built around the advantages of their home field.

· Winning % - How good a team is on its home field.

Manager Cluster

· Ability – Soft measure of how good a manager is at controlling the game.

· Track Record – How well a manager has done in the past.

Experience Cluster

· Average Age – Young players tend to do poorly in the postseason.

· Postseason – It is an advantage to have players who have played in the postseason before.

Intangibles
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Star Power Cluster

· Starting Pitcher – A pitcher can completely dominate a game.

· Closer – A pitcher who can save a close game.

· Position Player – A player who can win every game.

Leadership Cluster

· Will to win – Players who rally other team members.

· History of Greatness – Players who have risen to the occasion in the past.

· Overachievers – Players who play beyond their ability when it matters the most.

Risks


The weighting is the same as the opportunity node for exactly the same reason.

Competitive Advantage
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Team Design Cluster

· Pitching Heavy – Relies too much on pitchers.

· Hitting Heavy – Relies too much on hitters.

· One Dominant Player – Relies too much on one player.

Team Make-up Cluster

· Too Young

· Too Old

· Poor Chemistry – Team does not get along.

Intangibles
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History Cluster

· Organizations – Recent or Historic failure becomes part of team’s culture.

· Managers – Flaws in management style leads to repeated failures.

· Players – Players who repeatedly fail in the postseason.

Bad Luck Cluster

· Slumps – The playoffs can be short and everyone goes through slumps at some point.

· Underachievers – Players who choke when it counts.

RESULTS


The results of the model are displayed below in the synthesis table.  The results turned out kind of the way I expected.  I expected the Yankees to be the prediction.  Oakland and San Francisco are also high on the priorities, but so are Minnesota and especially Florida.  This is surprising considering both are thought of as long shots.  


The interesting way this model turned out is that it can be used to predict head to head winners in these playoffs.  For example, in the first round New York plays Minnesota.  By virtue of their ideal values I can compare:

New York
1.00

Minnesota
0.54

Now I will do this for each round through to the World Series:

Divisional Playoffs

· New York Over Minnesota

· Oakland Over Boston

· Chicago Over Atlanta

· Florida Over San Francisco

League Championship Series

· New York Over Oakland

· Florida Over Chicago

World Series

· New York Over Florida

The outcomes of the Chicago and Florida Divisional Playoff series runs counter to what most of the experts are picking.  Very few experts have picked Florida to advance to the World Series.  At the time of the model’s creation none of the series were completed.  At the time of this writing the Divisional playoffs have concluded.  The model was 3 out of 4, only missing the Oakland-Boston series.  Boston won in 5 games.
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