MCBL 2010 1st CONFERENCE GUIDELINES
PLAYER ELIGIBILITY

1. Regular employees of the company as of April 30, 2010 are automatically eligible. 

2. Probationary employees must be declared and are eligible on a case-to-case basis.  

3. A regular employee as of May 15, 2010 who ceases to work for the company during the course of the tournament will still be eligible to play for the company. 

TEAMS
1. Only players on the official rosters will be allowed to play during any MCBL game. 

2. If a team will add a new player to its roster during mid-season, the addition must be approved by the MCBL organizers. 
3. All the players on a team’s roster are eligible to play in every game. There is no limit to the number of players who can play in a game.
TOURNAMENT FORMAT

1. Games will be played under general FIBA rules.

2. Teams will only play against teams in their divisions. 
3. The teams will be ranked based on their W-L records and applicable tiebreakers.

4. All quarterfinal, semifinal, and championship games will be knockout matches.

6-team Divisions

1. Teams will play seven (7) elimination round games. They will play at least one match against all the teams in their division and a 2nd match against two teams in their division. The teams that they will play twice will be selected randomly. 

2. If a team sweeps, the team will advance to the finals. For the semis, the 3rd seed will play the 4th seed first. The winner will then face the 2nd seed for the last finals slot.

3. If no team sweeps, the semis will be the 1st seed vs. 4th seed and the 2nd seed vs. 3rd seed.

7-team Divisions

1. Teams will play a single round robin or six (6) classification round games round games. No one will be eliminated in this phase of the tournament.

2. The 6th place team will face the 7th place team in a knockout match. The 1st seed will face the 2nd seed in a classification match. All tiebreakers will be applied to determine the final seeding of the top two teams.
3. For the quarterfinals, the 3rd seed will face the winner of the 6th vs. 7th. The 4th seed will face the 5th seed in the other quarterfinals match.

4. If the 1st seed wins all its matches, the team will advance to the finals. For the semis, the 3rd seed (winner of 3rd vs. 6th) will play the 4th seed (winner of the 4th vs. 5th) first. The winner will then face the 2nd seed for the last finals slot.

5. If no team sweeps, the semis will be the 1st seed vs. 4th seed and the 2nd seed vs. 3rd seed.

TIEBREAKERS 

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

2. If no team was able to win all its elimination round games against the team (s) it is tied with, teams will be seeded based on a quotient system. 

3. The quotient system is the sum of the winning margins minus the losing margins the teams who are tied had against one another. In cases of default, the winning margin is equal to the average points per game as of the end of elimination round for the team that wins by default.
4. If teams still have equal quotients, winner-over-the-other will be reapplied to the remaining teams. If not applicable, the quotient system will be reapplied to said teams.  

5. 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.

6. 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.
START OF GAMES/DEFAULTS

1. As much as possible, all games will start exactly as scheduled. Games will not be rescheduled if games do not start on time due to the over length of previous games. The organizers will exhaust all efforts to ensure that games are played on the day they are scheduled.

2. For as long as the venue is open, no games will be cancelled under any circumstance.
3. Five players must be present to start any game. If a team has less than five 5 players, a 10 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 game. 
5. If a team does not have 5 players after the 10 minute grace period, the opponent will be given the prerogative to call a loss by default. The committee has the discretion to give an additional grace period of five (5) minutes subject to the approval of the other team and if the schedule permits.  
6. In cases of double team default, both teams will be assessed a loss in the standing.

7. In case an earlier game encroaches on the start time of the next game, the grace period will still be 10 minutes from the scheduled start.
UNIFORMS

1. By the 2nd game of each team in the season, all players must be in full uniform, jersey and shorts to be able to play in a game. 

2. All jerseys must have distinct numbers. No placing of tape or any other form of adhesive to change the number will be allowed. MPG reserves the right to allow players to use certain provisional uniforms under special circumstances.
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). Players will not be declared as ineligible due to issues related to team uniforms.
2. Game results will only be considered for reversal when the winning team fielded an ineligible player under the guidelines set forth. 

STATISTICAL POINTS– MOST VALUABLE PLAYER & ALL-DIVISION TEAM
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, the players of the winning team receive statistical points based on their averages per game plus an additional 10 statistical points for a won game. 

6. If a team advances directly to the division championship or draws a bye in the quarterfinals or the semifinals, its players will receive statistical points based on their statistical averages per game and an additional 10 statistical points for a won game for each bye. 

7. 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. 

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

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

10. 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.

11. 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 (DSP).

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 DSPs.

4. The basic principles outlined in nos. 6-10 in the previous section will apply as well.
PLAYER VIOLATIONS- FINES AND PENALTIES

1. 1st technical or un-sportsmanlike foul, season- PHP 500 fine.

2. 2nd technical or un-sportsmanlike foul, season- 1 Game suspension & PHP 1,000 fine.

3. 3rd technical or un-sportsmanlike foul, season- Tournament suspension & PHP 2,000 fine.

4. 1st disqualifying foul of the season- 1 game suspension plus PHP 1,000 fine.

5. 2nd disqualifying foul of the season- Tournament suspension & PHP 2,000 fine.

6. Punching foul or fighting- Tournament suspension plus PHP 2,000.00 fine.

7. Tournament suspensions carry a minimum of 3 games.

8. Bench technical fouls will be assigned to the players guilty of the infraction. 
9. A player with an outstanding fine or who is suspended may not be at the game venue until he settles the fine and/or serves the suspension. All fines must be paid to the official’s table prior to the start of the game the player is eligible to play in.   
10. All technical, unsportsmanlike, and disqualifying fouls are reviewed by the referees. Penalties and fines may only be waived by the referees who made the associated calls. 
11. Generally, non-abusive technical fouls (i.e. delay of game) or un-sportsmanlike fouls with no intent to harm are not assessed fines or counted as part of a player’s total technical or un-sportsmanlike fouls for the season.

12. Incidents that occur within the game premises before or after the game that are witnessed by game or tournament officials are subject to sanctions as well. As much as possible, they will be classified in the same manner they would have been treated had these violations occurred during a game.

13. The organizers have the authority to impose additional sanctions against individuals whose conduct they deem is detrimental to the MCBL.
PENALTIES- NON-PLAYERS (COACHES AND SPECTATORS)

1. 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. 
2. Abusive spectators who ignore warnings of MCBL officials may be removed from the premises.  Sanctions may be levied on these individuals and/or their teams.

DEFAULTS
1. Team will be assessed an automatic loss.  

FIELDING OF INELIGIBLE PLAYER

1. Team will be assessed a loss by forfeiture for the game and have no stats considered. 

2. If the team commits a 2nd violation, it will be suspended for the rest of the season and each member of the team will be assessed a fine of PHP 500.00. 
TEAM WALK-OUT

1. Team will be assessed a loss by forfeiture. No game stats of the team will be considered. 

2. The members of the team who were present at the game will all be suspended for the remainder tournament. Each member will be assessed a fine of PHP 2,000.00.

3. The members of the team who were absent will be summoned to a meeting with the organizers so that they may ascertain the fines and sanctions to be given to them. 
