2010 LOPEZ LIFELONG WELLNESS BASKETBALL GUIDELINES

PLAYER ELIGIBILITY
1. All players who are regular, probationary, and contractual employees from Lopez-owned agencies as of June 30, 2010 are automatically eligible to play.
2. Contractual employees from non-Lopez agencies are subject to approval by the committee. The criteria for acceptability are the contractual employee a) was hired on or before June 30, 2010, b) works 8 hours daily at least five times a week at the company.
3. Subcontracted employees from other companies are not eligible. 
4. Only players in the official roster will be eligible to play in any game.

5. Teams can have a maximum of 24 players. All players can be fielded in a game.

TOURNAMENT STRUCTURE
Division A


Division B

ABS-CBN


ADTEL 


Bayantel


AEI

First Gen 


EDC 


First Philec


FPHC

Rockwell
 

First Sumiden


Meralco 


Mesala


Smart (Guest)


Philec


PLDT (Guest)


Skycable 

1. Teams will play only those in their division for their respective division championships. 

2. Each division will have their own individual awardees.

FORMAT- DIVISION A (8 TEAMS)
1. Lopez company teams will play each team once and two randomly selected teams twice for a total of seven (7) elimination round games. 
2. PLDT and Smart will face each team in the division once.

3. The top four Lopez company teams based on their W-L records against Lopez Company teams will advance to the semis and final phase which will be all knockout matches. If the 1st seed is undefeated, the 1st seed will advance to the finals. The 3rd seed will face the 4th seed with the winner facing the 2nd seed for the other finals slot. If the 1st seed is not undefeated, the match up for the semis will be the 1st vs. 4th and 2nd vs. 3rd.  
FORMAT- DIVISION B (8 TEAMS)
1. Teams will play a single round robin of seven (7) elimination round games each. 
2. The semis and finals format for Division B will be the same as Division A.
SCHEDULE OF GAMES

1. The schedule that will be released for the entire season is final. Adjustments will be made only if the venue becomes unavailable or due to MPG Inc. oversights. 

2. Depending on the match-ups for the post-elimination/classification round, MPG reserves the right to make adjustments to the schedule.

3. For as long as game venues are open, the games will continue.

TIEBREAKERS 

1. Winner-over-the-other rule will always take precedence. It will be applied as long as there is one team who wins all its elimination round games against the team (s) it is tied with.    

2. If at least three teams are tied and no team was able to win all its elimination round games against the teams it is tied with, teams will be seeded based on a quotient system. 

3. The quotient system is equivalent to the sum of the winning margins minus the losing margins the tied teams had in their matches against one another.

4. If at least 3 teams are tied and it includes two teams who played each other twice and at least one who they played only once, only the first match among all teams will be considered for the quotient system tiebreaker. If it is only the teams who played each other twice who are tied, both matches will be considered for the tie-breaker systems.
5. If teams still have equal quotients, winner-over-the-other will be reapplied to the remaining teams who are tied. If not applicable, the quotient system will be reapplied to the teams who are still tied.   

6. If these teams are still tied, seeding will be based on the quotient system against their first common opponent or until the next common opponent where the tie is broken. 
7. In the event the quotient system involves a game where a team defaults, the points for the team that won by default and against the team that defaulted will be the average points per game of the team that won. (i.e. Assume Team A’s average points per game is 50. If Team B defaulted against them, Team A gets a +50 quotient while Team B gets a -50.)

UNIFORMS

1. To be eligible to play in any game, all players must wear the official uniforms of the teams. 
2. Players may change jersey numbers throughout the season. However, teams must ensure that no two players on their team will have the same number. If two players in any team have an identical number, only one will be allowed to play for the whole game.
3. Teams will be given latitude for incomplete uniforms for some players for their first game of the season. By the second game, only players in proper uniforms will be allowed to play.

START OF GAMES/DEFAULTS

1. When possible, games will start exactly as scheduled. Teams will be given a minimum of 5 minutes of warm-up on the court before the game starts.

2. Teams must have at least 5 eligible players to start a game. 

3. If any team has less than five 5 players at the start of the game, a 5 minute grace period will be given. Once the team has five (5) eligible players, the game will start immediately. 

4. The team whose players did not arrive on time will have no timeout for the entire game. 
5. If a team does not have 5 players after the 5 minute grace period, it will be considered in default of the game and assessed a loss. 

6. In cases of double team default, both teams will be assessed a loss in the standing.

REVERSAL OF GAME RESULTS

1. No games will have their results overturned or set for a rematch as a result of game technicalities (i.e. officiating, timer or scorer issues).

2. Game results will only be considered for reversal when the winning team fielded an ineligible player (i.e. not in roster) under the tournament guidelines. 

PENALTIES AND FINES FOR PLAYER VIOLATIONS

	VIOLATIONS
	PENALTY

	A. 2nd technical foul, season
	1 game suspension

	B. 3rd technical foul, season
	Tournament  suspension

	C. 2nd Un-sportsmanlike foul, season
	1 game suspension

	D. 3rd Un-sportsmanlike foul, season
	Tournament suspension

	E. 1st Disqualifying foul, non-punching, season
	1 game suspension

	F. 2nd Disqualifying foul, non-punching, season
	Tournament suspension

	G. 1st punching foul or fighting 
	Tournament suspension 

	H. Team Default
	 PHP 3,000.00 fine

	I. Team Walk-out
	Tournament suspension


1. Bench technical fouls will be assigned to the players guilty of the infraction. 
2. All individuals who sit in a team’s bench (i.e. coaches, managers) who are not official players of the team are subject to the same penalties outlined for player violations. 
3. A player who is suspended may not be in any game venue during the suspension. 

4. Tournament suspensions are for a minimum of 3 games. If there are not enough games to carry out the minimum, the suspension will carry over to the following season. 

5. Players who engage in fighting or behave in a disruptive manner at the game venue or in close proximity of it will be subject to penalties and fines as determined by the tournament manager. 
6. Violations of a non-abusive nature are usually not assessed fines or counted as part of the players’ totals. Only the referees, who review all violations, have the sole authority to determine whether a violation is of an abusive or non-abusive nature. 
7. Abusive spectators who ignore warnings of game officials may be removed from the premises.  Sanctions may be levied on these individuals and/or their teams.
8. Default fines must be paid to the designated entity before the team plays its next game.

9. The tournament manager reserves the right to impose additional sanctions for violations committed by players and/or their supporters.

STATISTICAL POINTS– MOST VALUABLE PLAYER & MYTHICAL FIVE

1. For each point scored, a player receives 1 statistical point. 

2. For each rebound, assist, steal, and block, a player receives 1.5 statistical points.

3. For each game won in which he plays, he earns an additional 10 statistical points.

4. A player receives an additional 10 statistical points each time his team enters the semifinals, the finals, and/or wins the championship.

5. If an opponent defaults a game or a team advances directly to the finals, the players of the winning team receive statistical points based on their averages per game plus 10 statistical points for a won game. 

6. If an opponent walks out of a game, the winning team will decide if they wish to receive their statistical points as of the game’s cancellation or their statistical averages. 

7. The player with the most statistical points at the end of the season will be the MVP.

8. If there is a tie, the player whose team finished with a better record will be the MVP. 

9. If the players are from the same team, the player with a better statistical performance during the last game of the team will win the MVP award. If still equal, the statistical performance will be applied to each preceding game until one player has an advantage.

10. The five (5) players with the best statistical performance will be named part of the Mythical Five of the Division. The tiebreaker outlined in nos. 9-10 will apply if necessary.  

DEFENSE STATISTICAL POINTS – BEST DEFENSIVE PLAYER (per division) 

1. For each defensive rebound, a player receives 1 defensive statistical point.

2. For each steal and block, a player receives 2 defensive statistical points.

3. For each game won in which the player is fielded, he receives 5 defensive statistical points.

4. The basic principles outlined in nos. 6-10 in the previous section will apply as well.

SPECIAL GUIDELINES – DIVISION B 
1. All players who are in uniform and arrive on or before the start of the 2nd half must be fielded in for a minimum of 5 minutes. All players who arrive before the start of the 2nd quarter should be fielded in during the first half as long as a slot is open. 

2. Players who arrive after the start of the 2nd quarter but before the start of the 2nd half, can only play in the 2nd half. Said player must still be fielded in for the required 5 minutes during the start of the 2nd half. 
3. To avoid confusion, team members who will not play due to injury or other reasons must not be in uniform in the bench.

4. After five minutes in the first quarter, the officials will stop the game as long as no team is in the middle of an offensive or defensive play. The game will be stopped again after 5 minutes in the next quarter or for as long as there are players who have yet to be fielded in. 
5. If a team has 6 to 9 players, all players in the bench for the first five minutes must be fielded in during the remaining 5 minutes of the 1st quarter. The player(s) that remain from the first five minutes may continue to play or be substituted by the other players who were fielded in the first five minutes. 

6. Beginning the 2nd quarter, teams have the prerogative to field a maximum of two (2) players who played in the 1st quarter even if there are still players who have not yet been fielded. Once all the players have been fielded in for their required five minutes, teams can field players as they see fit. 
7. While a player is playing his guaranteed five (5) minutes, he may not be replaced due to fouling. The team will have to play with one less player until the five minute mark is reached and a new player can be fielded in.
8.  While a player is playing his guaranteed five (5) minutes, he may be substituted due to injury if the officials determine he may no longer continue. If this happens, the opponent may select which player will replace him. The time the replacement is in will not be counted as part of his required playing time. Said player will still need to complete his 5 minutes minimum. A player who is substituted due to injury during the 5 minute required time may no longer re-enter the game. 
9. While this guideline will be enforced, if there are errors in its implementation during the game, teams will not be penalized during or after the game.

FOR MORE INFORMATION

1. Log onto the league’s official website at http://www.philippinebasketball.ph/mcbl.php to see the updated stats and results of the games. If you see any errors, please email sports@mpg.ph.

2. For other concerns, please contact the tournament manager, Management Partners Group Inc. c/o Chiqui Paterno at 635-3257 or cell phone no. 0917-5337778.

