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GENERAL GUIDELINES

PLAYER ELIGIBILITY

1. All currently enrolled students in a graduate school of business program of the school are automatically eligible to play provided they do not violate provisions no. 3 and 4.
2. Students who are not currently enrolled may play provided they meet all the following requirements

a. They have not yet graduated and are still within the 5 year limit of their program.

b. They were enrolled in the school in at least one term that fell on the calendar year before the Inter-MBA games. In this case, players should have been enrolled in the school at some point in 2008.
3. Players with commercial league experience in any sport will not be permitted to play in their sport. They can participate in other sports where they were not commercial league players.
4. Only one (1) former collegiate varsity player can be on the official roster for any sport. 
ROSTER REQUIREMENTS AND ELIGIBILITY

1. Only players on the official rosters of the teams will be allowed to participate in any tournament.

2. The official rosters for each sport should be submitted at least three (3) days before the scheduled start of the games of the sport. Once the roster has been submitted, no more changes can be made.

3. Roster submissions must include the following: 

a. Properly filled up roster form

b. Certification from the school register that the members of the team listed as currently enrolled students are such. The school year that they first entered the MBA program should also be indicated beside their name.

c. Certification from the school register that the members of the team listed as not currently enrolled were enrolled at some point in 2008 and that they have not yet graduated from the program. The year in which they first entered the MBA program should also be indicated beside their name.

d. Photocopy of a valid government issued i.d. (i.e. license, passport, or SSS ID) with a clear picture of the player.

4. Players who do not comply with any of the items listed in number 3 will not be given clearance to play in any of the games.
TEAM POINTS
1. For the Basketball, Volleyball, Chess, and Billiards, points will be awarded as follows: 1st- 50, 2nd-30, 3rd-20, and 4th- 10.

2. For Badminton and Bowling, points will be awarded as follows:

a. Category- 1st-5, 2nd-3, 3rd-2, 4th-1

b. Team- 1st-25, 2nd-15, 3rd-10, 4th-5
3. The school with the most points at the end of the tournament will be declared the overall winner. Ties will be broken as follows: a) No. of sports won, b) no. of sports 2nd place, c) no. of sports 3rd place.
UNIFORMS

1. All players must be in complete uniforms to be eligible to play for basketball and volleyball. All uniforms must bear the surname of the players.

2. Players may not use uniforms of other players.

3. For other sports, players should wear the same color or shade.
REVERSAL OF GAME RESULTS/TEAM WALK-OUT
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. 
3. Team/player walk-out from any game will result in automatic indefinite suspension from the tournament for the players involved.
MEN’S BASKETBALL

TEAMS

1. Teams must have a maximum of eighteen (18) players on their official roster. 

2. Only players on the official rosters will be allowed to play during any game. 

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 play a single round robin for the classification phase. The teams will be ranked based on their W-L records and applicable tiebreakers.

3. For the semifinal phase, the 1st seed will face the 2nd seed again. The winner of the match will advance to the finals. The 3rd seed will face the 4th seed again. The loser will be eliminated and the winner will face the loser of the 1st vs. 2nd seed match-up in a knockout match to determine who advances to the finals.

4. The finals will be best of three.
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. 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.)

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 or rescheduled 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 ten (10) 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.

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 tournament.
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 officials may be removed from the premises.  Sanctions may be levied on these individuals and/or their teams.

WOMEN’S VOLLEYBALL
TEAMS

1. Teams must have a maximum of eighteen (18) players on their official roster. 

2. Only players on the official rosters will be allowed to play during any game. 

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 FIVB rules.

2. Matches will be best of three sets, rally scoring to 25., 
3. Teams will play a single round robin for the classification phase. The teams will be ranked based on their W-L records and applicable tiebreakers.

4. For the semifinal phase, the 1st seed will face the 2nd seed again. The winner of the match will advance to the finals. The 3rd seed will face the 4th seed again. The loser will be eliminated and the winner will face the loser of the 1st vs. 2nd seed match-up in a knockout match to determine who advances to the finals.

5. The finals will be best of three.
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, the next applicable tiebreaker will be the number of sets won. If teams are still tied, the next applicable tiebreaker will be total points for less total points against.

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 or rescheduled under any circumstance.

3. Six players must be present to start any game. If a team has less than five 6 players, a 10 minute grace period will be given. Once the team has six (6) 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 6 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 ten (10) 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.

BADMINTON
1. Standard badminton rules will apply.

2. Each match will be best of 3, rally scoring to 21 with a minimum lead of 2. 
3. There will be two phases for the competition: Category and Team

4. The 5 categories would be: Men’s Doubles A/B, Women’s Doubles A/B, Mixed Doubles
5. For the Men’s and Women’s A and B categories, a minimum of two (2) players and a maximum of four (4) players will be assigned per category. Effectively, teams can have a full roster of 16 players between the four categories. No player in A can play in B or vice versa. 

6. For the Mixed Doubles, a team can use any of the players in the Men’s and Women’s categories or assign an additional 2 to 4 players who are not included in the Men’s and Women’s Doubles categories. Effectively, the maximum number of distinct players a team can have is 20 (4 per category).

7. For the category phase, teams play a single round robin. For each category, teams have full discretion which of the 2-4 players to use for each of the matches. However, a player may not be substituted mid-match. If one player in a pair cannot continue in a match, the pair will be assessed a loss by forfeit.
8. Teams will be ranked based on their W-L records to determine the category champion. 
9. Ties will be broken in the following order, 1) winner over the other, 2) sets won, 3) points scored, 
10. For the team phase, the two schools with the most points in the category phase will meet each other in the team championship. The two schools will have one pair for each of the 5 categories. Each pair will play a match against their counterpart. The school who is first to win 3 matches will be champion.
BOWLING

1. Similar to badminton, there will be a Category and Team phase in the competition.
2. The 5 categories would be: Men’s Singles, Men’s Doubles, Women’s Singles, Women’s Doubles, and Mixed Doubles

3. For the men’s and women’s singles, the teams can have a maximum of two (2) players in their official roster. For the men’s and women’s doubles, the teams should have a minimum of two and a maximum of four (4) players on their official roster. The players in the singles cannot play in the men’s and women’s doubles and vice versa. For these four categories, the minimum number of players required is 6 and the maximum allowable is 12.
4. For the mixed doubles, the teams can use any of the players in the men’s and women’s singles and doubles or can assign a different set of 2-4 players. Effectively, the maximum number of players on a team is 16.

5. For each category, all players/pairs will play two (2) games. For the doubles, alternating shot formats will be used.
6. A team can rotate the players assigned in the category as they see fit. However, a player may not be changed mid-match. If for any reason a player cannot continue in a match, his point total as of the end of the match will be his final score. 
7. Players/pairs will be ranked based on total pin fall. Ties will be broken in this order, a) highest single game total, b) number of strikes, c) number of spares.

8. For the team phase, the two schools with the most points in the category phase will meet each other in the team championship. The BAKER format (minimum of 2 girls to a team) will be used with the teams playing two games each. Teams can use the same or a different set of players for each of the two games. The school with the best total score for the two games will be champion. In the event of a tie, teams will play another match until the tie is broken.
BILLIARDS
1. Standard 9-ball rules will apply.

2. Teams should have a minimum of four (4) and a maximum of six (6) players each on their team. 
3. For the elimination round, each school will face each other once. 

4. For each match-up, four (4) players from each school will face each other in race to three rotation. A player may not be changed mid-game. If a player is unable to finish, he will forfeit the match and the series.

5. In the event the schools are tied at 2-2, one player from each team will face each other in a single game to determine the winning school.
6. The two schools with the best W-L record will advance to the finals. The same format for the elimination round will be used. 

7. Ties will be broken in this order; a) winner over the other won, b) total no. of race to three rotation matches won, c) number of games won. 
CHESS
1. Teams should have a minimum of four (4) and a maximum of six (6) players each on their team. 

2. For the elimination round, each school will face each other once. 

3. For each match-up, four (4) players from each school will face each other. A player may not be changed mid-game. If a player is unable to finish, he will forfeit the match and the series.

4. Wins will count as 3 points while ties will count as 1 point for both teams. 

5. In the event the schools have the same number of points after the four games, one player from each team will face each other in one more match. If the game is a draw, the two schools will be credited a draw in the standings. 
6. The two schools with the best W-L record will advance to the finals. The same format for the elimination round will be used. 

7. Ties will be broken in this order; a) total points, b) total games won. 
