C3 2008 SEASON GUIDELINES

PLAYER ELIGIBILITY
1. Only players appearing on the official roster of the team will be allowed to play in any game. 

2. All players and teams must sign the waiver forms to be eligible to play.

TOURNAMENT STRUCTURE AND FORMAT

1. Teams will only play against teams in their divisions. 

2. Each division will have a champion and individual award winners.
3. The divisions are as follows:

A- Gerry’s Grill, Harbour Centre, PBL-Press Corps, Solar, PJS Law, Exposure A 

B- Group 1- AFFI, Hapee, GNC, PGA Cars 

Group 2- Accel, Exposure B, Celebrities, Harbour B

C- Asialink, Burlington, Creative Stuff, Suzuki, Gameface, Pharex.

4. The teams will be ranked based on their W-L records and applicable tiebreakers.

5. All division quarterfinals, semifinal, and final matches will be knockout games.
6. The formats have been structured in a way to allow teams to play 6 games minimum.

6-team Division format (A and C)
1. Teams play each other once for a total of 5 classification round games.
2. The quarterfinal matches will be as follows: 3rd vs. 6th, 4th vs. 5th. 

3. At the same time as the quarterfinals, the 1st and 2nd seed will play an extra game to determine their final seedings. Tiebreakers will apply. Please note that even if the match will have no bearing (if 1st seed has a 2 win advantage over the 2nd seed), the match will still be played.
4. If the 1st seed is undefeated, it will go directly to the finals. The winners of the quarterfinals will face each other in the 1st match of the semis. The winner will then meet the 2nd seed for the 2nd finals slot. Please note that in this format the winner of the 1st semis match will be playing in consecutive days.

5. If no team is undefeated, the 1st seed will face the winner of the 4th vs. 5th and the 2nd seed will face the winner of the 3rd vs. 6th. 

8-team Division format (B)
1. Teams play each team in their group and two randomly selected teams from the other group for a total of 5 classification round games.
2. Teams will play a step-up crossover knockout format to determine the division champion. The matches are as follows:

a. M1- G1 3rd vs. G2 4th
b. M2- G2 3rd vs. G1 4th
c. M3- G2 2nd vs. M1 winner

d. M4- G1 2nd vs. M2 winner

e. M5- G1 1st vs. M3 winner

f. M6- G2 1st vs. M4 winner

g. FINALS; M5 vs. M6 winner

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 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 equivalent to the sum of the winning margins minus the losing margins said teams had in their matches against one another. If the teams who are tied played each other twice, the results of both games will be considered in determining the quotient. 

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 the remaining 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.

UNIFORMS

1. To be eligible to play on the court, players must wear their team’s official jersey and shorts. 
2. Players may swap jersey numbers through the season. However, no two players may be allowed to wear the same jersey in any game. 

3. The organizers reserve the right to allow teams or players to play in provisional uniforms.

START OF GAMES/DEFAULTS

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

2. If any team has less than five 5 players at the start of the game, a 10 minute grace period will be given. Once the team has five (5) eligible players, the game will start immediately. 

3. The team whose players did not arrive on time will only have 1 timeout for the entire game.

4. If a team does not have 5 players after the 10 minute grace period, it will be considered in default of the game and assessed a loss.
5. An additional 10 minute grace period will be provided if the team who has the minimum number of players is willing to extend it. If the incomplete team reaches the minimum 5 players during this 2nd extension, the game will proceed under the following conditions; a) the incomplete team will have no timeout for the game, b) their opponent will have 2 timeouts, and c) there will be no half-time break.
6. If the team with the minimum number of players after the first 10 minute grace period refuses to grant a 2nd 10 minute extension, it will be declared the winner by default.

7. If a game cannot start on time due to the length of a previous game, teams will be given a 5-minute warm-up period. However, the determination for defaults will still be based on the original schedule. (Ex. If a game is set at 4pm but the game before ends at 4:05 pm. If one team has less than 5 players, it must have its 5th player by 4:10 pm and not 4:15 pm.)
GAME RULES

1. Standard FIBA rules will apply.
2. Half-time breaks will be two (2) minutes. However, the officials have the authority to shorten the breaks if the games are behind schedule.
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). Even if it is determined there is a technical or officiating error, the results of matches at the end of each game are final.
2. Requests for game and officiating reviews must be done in writing. The letter must be addressed to Mr. Jacque Ruby.

3. Game results will only be considered for reversal when the winning team fielded an ineligible player under C3 guidelines. 

PENALTIES AND FINES FOR PLAYER/COACHES/STAFF /TEAM VIOLATIONS

1. 1st technical foul, season- fine of PHP 500.00

2. 1st un-sportsmanlike foul, season- fine of PHP 500.00

3. 1st disqualifying foul (non-fighting), season- 1 game suspension, fine of PHP 1,500.00 

4. 2nd technical foul, season- 1 game suspension, fine of PHP 1,000.00

5. 2nd un-sportsmanlike foul, season- fine of PHP 1,000.00

6. 2nd disqualifying foul (non-fighting), season- tournament suspension, fine of PHP 2,000.00 

7. 1st punching or fighting foul, season- tournament suspension, fine of PHP 3,000 

8. Team Walkout- tournament suspension, fine of PHP 3,000 per player

9. Team Default- loss, no stats credited

10. Fielding of ineligible player- loss, no stats credited

NOTES

1. All individuals who sit on a team’s bench are subject to the fines listed above. Unruly spectators may also be made subject to these sanctions.

2. Bench technical fouls will be assigned to the players guilty of the infraction. 
3. Violations incurred by a player who is in at least two divisions will be counted as one total against the player. The fine will be assessed once but suspensions will be applied to all teams the player is a member of. 
4. Fines should be settled with the game officials of the next game the player will play in. 
5. A player who is suspended may not be in any ABL game venue during the suspension. A player with an outstanding fine is effectively suspended. 
6. C3 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. 
7. Players who behave in an appropriate manner towards players, team supporters, or C3 inside or in close proximity of the game venue before, during, or after the game will be subject to penalties and fines as deemed appropriate by the C3 organizers. As much as possible, the violations will be treated as violations occurring during a game and will carry the same sanctions as what is listed above. 
8. 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.
9. The C3 organizers reserve the right to impose additional sanctions and fines for violations.    
STATISTICAL POINTS– MOST VALUABLE PLAYER & MYTHICAL FIVE (per division)

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 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.

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.

