KOLIN SPORTS FEST 2024

GAME RULES

BASKETBALL

1. The submitted lineup must be final and remain unchanged until the end of the league. No alterations will be permitted.
2. Each team is limited to a maximum of 12 players.
3. No player is permitted to play for two different teams.

Game Rules
1. FIBA rules will be implemented in our league as follows:

a. Playing Time: There will be four quarters, each lasting 10 minutes. If the game is tied at the end of regulation, there will be a 5-minute overtime period.

b. Intervals between Quarters: There will be 2-minute breaks between the first and second quarters (the first half) and between the third and fourth quarters (the second half). There will also be a 2-minute break before the start of overtime.

c. Half-Time Interval: The halftime break will be 15 minutes long.

d. Shot Clock: The shot clock will be 24 seconds. If there is an offensive rebound, the shot clock resets to 14 seconds.

e. Time-Outs: Each team is allowed two time-outs in the first half and three in the second half, but only two can be used in the last two minutes of the fourth quarter. In overtime periods, each team gets one time-out. All time-outs are 60 seconds long and cannot be carried over to another period.

f. Jump Ball and Alternating Possession: The game starts with a jump ball. The team that loses the opening jump ball gains possession for the next jump ball situation. After that, possession alternates between the teams for subsequent jump ball scenarios.

g. Individual Foul Limit: A player fouls out after accumulating five fouls, which include both personal and technical fouls.

h. h. Team Fouls and Bonus Free Throws: When a team commits more than four fouls, excluding offensive fouls, the opposing team is awarded two free throws for each subsequent foul (including non-shooting fouls).
i. Technical Foul Penalties: If a player or team commits a technical foul, the opposing team is awarded two free throws and possession of the ball at center court.

j. Zone Defense: Zone defense is legal in the league.

k. Clock Stoppage: During the last two minutes of the fourth quarter and overtime, the game clock will stop on made field goals.

GAME RULES - Customization for Our League
2. One warning for verbal or profanity only; otherwise, an automatic technical foul, including towards officials and committees. If a technical foul is called, the opposing team will be awarded two free throws.
3. Unsportsmanlike conduct will be evaluated by the referees, resulting in either a technical foul or automatic ejection. The penalty for this is two free throws plus possession for the opposing team.
4. Two technical fouls will lead to the player's ejection.
5. Ejected players may leave the gym or remain contained for the rest of the game.
6. Players are not allowed to play under the influence of alcohol/ drugs (drunk and/or hungover).
7. Players who enter the game at the start of the second half will not be allowed to play anymore.
8. Any team that is scheduled and fails to appear within the allotted time of 10 minutes will default.
9. Walkouts by an entire team during the game are prohibited and will result in a default.
10. Players must wear complete uniforms assigned by the company, including the designated uniform color; failure to do so will result in the player being unable to participate in the game.
11. Gambling is prohibited.
12. Making loud noises on the court and spitting are prohibited.
13. League officials are not responsible for incidents occurring outside the gym or basketball arena after the game, unless referees or officials are involved.
14. Players who take illegal actions against referees and officials during and after the game will be automatically ejected indefinitely and will be subject to suspension for the next game.
15. To ensure all players have an opportunity to play, the following rules will be observed:
Rotation in the First Half: The starting five players (Set A) will play for the first five minutes of the quarter. After five minutes, the game will pause, and Set A players will be replaced by Set B players for the remainder of the quarter. This rotation system will be used for both the 1st and 2nd quarters (First half).

Open Play in the Second Half: In the 3rd and 4th quarters, there will be open play, allowing any players to participate. Coaching Discretion for Smaller Teams: If a team has fewer than ten players, the coach can decide who will be in Set B. Enforcement of Player Participation: If a coach chooses not to play a particular player or players during the 1st and 2nd quarters, the opposing team may call a timeout during the second quarter (while Set B is on the court). They can then contest that any player(s) who did not play must be fielded in the 3rd quarter (Set A). Additionally, for each player who did not participate in the 1st half, the opposing team will be granted two free throws. If the opposing team does not contest during the second quarter (when Set B players are on the court), the committee or table officials should review the game during halftime to determine whether any player or players from the first or second quarters did not get to play. If it's found that some players didn't play, then the same rule must be enforced: those players must play in the 3rd quarter (Set A), and the opposing team will be awarded two free throws for each player who didn't play in the first half.

16. If a team has fewer than four players available to play, they will be disqualified from the game, and the opposing team will be awarded a win.

17. The ranking system would be as follows: first in command would be the coach, followed by the assistant coach, and then the team captain.
18. If the coach, assistant coach, and team captain are absent, players remaining will select a stand-in coach.
--- NOTHING FOLLOWS ---

VOLLEYBALL

1) GENERAL RULES

a) Participants

i) Kolin Sport fest shall be participated by the following team/department;

(1) OP / HRD / AIS / MIS (Support)

(2) Finance

(3) Cavite (Production)

(4) Service

ii) To a total of 4 Teams.

b) Eligibility

i) Players must be originally from designated teams/department.

ii) Only 12 players based on submitted gallery form are allowed to play as the official entry.

c) Entries and Team Information

(1) Composition of a team shall be composed of maximum 12 players. Only twelve (12) players will be allowed to take warm-up in the court. 

d) Sports Meeting. Team captains of all participating teams are obliged to attend sports meeting to be able to clarify rules to be applied. Failure to attend waives its right to file neither protest nor complaint against any matter discussed and agreed during the meeting. It is also in this meeting that the Team Captain each participating team must:

(1) Submit entries to Volleyball League Chairpersons to confirm officially its participation following the Gallery Form with 12 players.

(2) All volleyball team captains shall furnished the time schedule of games of the tournament.

e) How to Win a Set/Match

i) All games shall be played on a 2-out-3 sets. A team which scores 25 points with a minimum lead of two (2) points wins a set. In case of a 24-24 tie, play is continued until a two-point lead is achieved ex., 26-24; 27-25; etc. Should there be a fifth 3rd or deciding set, teams change sides of the court at score 8 and a team which scores 15 points or with a minimum lead of two (2) points, wins the set.

ii) In the Championship Match, games will be played on a 3-ot-5 sets. Should there be a fifth 5th or deciding set, teams change sides of the court at score 8 and a team which scores 15 points or with a minimum lead of two (2) points, wins the set.

f) Conduct of Competition

i) The First referee shall not permit any discussion about his/her decisions.

ii) Referees endorsed by the Tournament management will act as officials of the volleyball games.

iii) The rule of succession in scheduling games shall apply. Hence, teams shall be within the vicinity of the court forty five (45mins) to one hour ahead of their scheduled time to play. 

iv) Players, coaches, including identified supporter, pointing dirty fingers, use of profane language or any derogatory remarks addressed to the officiating officials, shall be warned. The team shall be sanctioned by loss of service or points against if the spectator is identified to be the team supporter.

v) At the end of the match, team captains shall congratulate and shake hands with the referees (a gesture of sportsmanship), sign the score sheet to ratify the result of the match.

g) Participants Conduct

i) Participants must know the “official volleyball rules” and abide by them.

ii) Participants must accept Referee’s decision with sportsmanlike conduct, without disputing them;

iii) Participants must refrain from actions or attitude aimed at influencing the decision of the referees or covering up the faults committed by their team.

iv) Participants must behave respectfully and courteously in the spirit of fair play not only towards the referee but also towards the officials, the opponent, teammates and spectators.

h) Official Volleyball Rules

i) The competition shall be played in accordance with rules set by the Sports committee. All necessary interpretations will be made before the competition, i.e., during the Sports meeting of team captains.

ii) Playing Uniform: The playing uniform must be conformity with the teams/department chosen color. The player’s number registered on the gallery form must be same number on the uniform and shall be the same number to be used by the player throughout the Tournament game duration. “No Uniform, No play Rule shall apply”. 

iii) First six 6 players (Set A) will play for up to 13 points of the 1st set, then the set will halt. Set A players will be replaced by second 6 players (Set B) until the 1st set ends. This will be for the 1st set, while the 2nd and 3rd set will be open play for all players.

iv) Official Volleyball Rule h.iii is only applicable during Elimination round.

i) Format of tournament
	Round 1
	Round 2
	Round 3

	FIN   2 vs 1 SUP
	SVC 4 vs 1 SUP
	SVC 4 vs 2 FIN

	PRO 3 vs 4 SVC
	FIN   2 vs 3 PRO
	  SUP 1 vs 3 PRO




The Kolin Sports Fest Volleyball Tournament shall adopt the single round robin of tournament.

PROCEDURE

In a 4 –team round robin tournament, every team faces every other participant exactly once. Points are awarded based on wins, draw and losses.

Elimination Round (6 games)
To establish the ranking system of the teams after the elimination round, the following criteria may apply: Total number of victories (matches won, matches lost). In the event of tie, the following first tiebreaker will apply:


Most points gained. Teams will be ranked by the most points gained per match as follows:

Results




      Points



Earned

Match Won 2-0



3



Points

Match Won 2-1



2



Points

Match Lost 1-2



1



Point

Match Lost 0-2



0



Point

Match Forfeited



0 



Point(25-0,25-0)

At the end of the round robin format, teams shall be ranked accordingly. Rank 3 will automatically award as 3rd placer. Rank 1 & 2 team will play for the championship which takes 1st and 2nd places.   


Finals (1 game – Best of 5)
Rank1   _______
-vs-
Rank 2
_______ - Championship 1st and 2nd 

  
Total of 7 games

j) Awards:
i) Trophies and medals

Trophies and corresponding medals and certificate shall be awarded to the mythical six (6), Best Blocker, Receiver, Setter, Server, Spiker and MVP. Also, Referees shall be awarded the certificate of Appreciation by the Kolin Philippines as the Sports Fest Organizer.

NOTE: All Volleyball players must wear there official uniform by team in receiving the medals, trophies and certificate of participation during the volleyball awarding and closing ceremonies which follow immediately after the championship match. 

2) MISCELLANEOUS PROVISIONS:

a) PROTEST/COMPLAINTS:
Protest on eligibility shall be addressed to the Volleyball League Chairpersons. In case the protest is pursued and the concerned player has been found to be ineligible, the team fielding ineligible player shall be penalized by forfeiting all the games where the ineligible player has played in favour of the opponent without prejudice to disciplinary sanction such as suspension or disqualification from coaching.
b) CONDUCT DURING COMPETITION AND CORRESPONDING PENALTIES

i) Player attitude during games. Participants must refrain to any form of actions or attitudes aimed at influencing the decision of the referees, otherwise, the player/team/coach shall be issued verbal warning.
ii) Under influence of alcohol. Any member of the team found to be under the influence of alcohol or drugs shall not be allowed to sit on the bench.
iii) Sanctions. All forms of misconduct during competition shall be subject to sanction – out of the entire tournament.
iv) Default. A team that does not appear 5 minutes after the scheduled time of their game shall be declared in default in favour of the opposing team.

v) Medical Service / Kit. It is recommended that Medical Team or a Medical First Aid Kit must be provided.

3) AWARDS (TROPHIES, MEDALS & CERTIFICATES)
Winners of the matches shall be awarded the following:

Champion
-
Trophy 
 
1st Runner Up
- 
Trophy

 
Other awards

 
For MVP of the League



- 
Trophy
 
For members of mythical six (6) from Top 2 teams
-
Medals

4) VICTORY CEREMONIES. Victory Ceremonies shall follow immediately after the conclusion of the tournament. Coaches of all teams must advise their players to be in full volleyball uniform particularly those who will be receiving their awards.    
5) PROTOCOL. All teams and players must be within the vicinity of the volleyball court 45 minutes prior to their scheduled game. Five minutes prior to the match, the first referee and the second referee will conduct toss coins and the other game proceedings. Each team will be given 2 minutes warm up in the court. Games shall start as scheduled. 
--- NOTHING FOLLOWS ---

BADMINTON

Common Ground Rules 
1. Coin toss initiates a game. Depending on who wins the toss, they will either serve or receive first OR choose which side of the court they wish to be on. 

2. A player should never touch the net with his racquet or body while playing. Touching so will result into a fault 

3. It is not permitted to carry or rest the shuttlecock on the racquet. 

4. The shuttlecock should not be hit over the net. Crossing the enemies’ side of the court shall result to a fault point 

5. For a serve to be valid, it must cross the court (diagonally) based on their respective point Left crossing Right (if score is odd) and Right crossing Left (if score is even). 

6. Until the shuttlecock is struck by the server, a player cannot touch any lines on the court. It is always best to strike the shuttlecock below the waist during the serve. 

7. You may only Serve Once the umpire gives you the signal and the opponent is ready to receive 

8. During a rally, a player wins when his shuttlecock touches the floor of the opponent's side of the court or when his opponent commits a fault. Failing to hit the shuttlecock over the net or landing outside the court's boundary is the most common fault. 

9. A shuttlecock can only be struck once by each side before it crosses the net. If the shuttlecock is hit, it cannot be struck again in a new movement or shot. 

10. Shuttlecocks that hit the ceiling are counted as faults. 

11. Only 1 New SHUTTLECOCK Per Match will be provided.

12. Players must wear complete uniforms assigned by the company, including the designated uniform color; failure to do so will result in the player being unable to participate in the game. 

13. Players should demonstrate good sportsmanship, including shaking of hands with opponents before and after game.
Match Setup

1. Game structure is in a Round robin setup of 6 teams. A game consist of a Best of 3 Sets, first to reach 21 points gains a set. In case a tie on 3rd set first to get a 2 pt advantage wins, if players cease to get a 2 pt adv. The first to reach 25pts wins.

2. A 2 min timeout interval shall occur after every set is concluded. Players are allowed to call a (2) 1 min timeout every set. In case of any injury, the umpire shall call a 20min range timeout to assess the players’ health condition whether he or she may be able to continue or concede the match. 
3. Players are required for a warm-up inside the court for 5 mins. Before the match begins with their teammates or opponent regardless whether the category is singles or doubles. 
4. In case of tie for placing, point system shall be applied. Depending on your overall points made for the whole tournament will apply excluding the scores of Deuce points.
ON COURT HOUSE RULES

Receiving yellow cards (WARNING) Players may receive a final warning card due to some of these Misconduct reasons:

- Delaying the game to receive coaching. 

- Delaying the game to recover. 

- Purposefully delaying the game to disrupt the opponent. 

(Normally when serving or receiving service) 

- Leaving the court during games without the permission of the umpire. 

- Tampering with the shuttle in any way. 

- Making any gesture towards an opponent. (Clenching a fist toward the opponent is commonly a breach) 

- Throwing a racket in any direction. 

- Intimidating an umpire, service judge, line judge or referee. 

- Shouting during Service is considered an attempt to distract your opponent, especially calls of in or out judgement. 

- Actions interfering with your opponent’s ability to continue a rally such as reaching over or under the net. 

- Contaminating the playing surface with sweat or similar actions. 

- A mobile phone is prohibited inside the courtside.

Receiving RED CARDS (Point Deduction) A red card is given to singles/doubles players when two yellow cards are given to them by the umpire. Receiving a Red Card is an act of a point deduction to the player or team receiving it. Upon getting the yellow & 1st red card the umpire and badminton committee may give the player an instant red card upon repetition or any related violations of the rules. 
Black CARD (Disqualification card)

· Players shall be given a 15min waiting time incase a team has no representative present Before being DEFAULT upon the current match.

·  When a player continues to breach the laws after even receiving a red card, the Umpire calls in the referee with a view to disqualification. If the referee agrees to disqualify the offending player, a black card is given to the Umpire by the referee.

· Good Sportsmanship: Players should demonstrate good sportsmanship, including shaking hands with opponents before and after games.
. 

--- NOTHING FOLLOWS ---

TABLE TENNIS
Rule 1: Facility
1. All matches will be played at Kolin HO.

Rule 2: Player Eligibility
1. Only players on the official list are able to play the tournament.

2. Players must wear complete uniforms assigned by the company, including the designated uniform color; failure to do so will result in the player being unable to participate in the game. 

Rule 3: Equipment
1. Participants are encouraged to bring their own paddles. If needed, participants may use the paddles at Kolin HO.

Rule 4: Game Schedule
1. Game schedule will be submitted to designated sports committee of every department.

2. Participants that are scheduled and fail to appear within the allotted time of 10 minutes will be default.

Rule 5: Single Round-Robin Tournament
1. A match shall consist of best-of-three games. 

2. A game shall be won by player first scoring 11 points unless both players score 10 points.

a. If both players are tied at 10 points, the game is won by the first player subsequently gaining a lead of two points.

b. The game will not be capped and will continue until one player wins by two points

3. The winner of coin toss between opponents shall have choice of serving or receiving for the first game.

4. Players will alternate serves after every two serves until games point.

a. If tied at 10, the previous serving player will surrender serve and serve will alternate after each point until a player wins by two.

5. The players will alternate serve and side each game.

6. A player must allow the ball to bounce before making a play on it.

7. If any disagreement occurs regarding a point, a game, or any other play situation, it shall be mutually agreed by both players in the game that the point or situation be played over immediately.

Rule 6: Service
1. Service shall start with the ball resting freely on the open palm of the server’s stationary free hand.

2. The server shall the project the ball near vertically upwards, without imparting spin, so that it rises after leaving the palm of the fee hand and then falls without touching anything before being stuck.

3. As the ball is falling, the server shall strike it so it touches first their court and then, after passing over or around the net assembly, touches directly the receiver’s court.

4. From the start of the service and until it is struck, the ball shall be above the level of the playing surface and behind server’s end line, and it shall not be hidden from the receiver by any part of the body or clothing of the server.

5. For the serve to be legal, it cannot bounce twice on the server’s court.

6. A LET shall be called during service if the ball, on passing over or around the net assembly, touches it, provided the service is otherwise good or the ball is obstructed by the receiver.

a. There is no limit on how many lets may occur successively.

Rule 7: Order of Return
1. The ball, having been served or returned, shall be struck so that it passes over or around the net assembly and touches the opponent’s court, either directly or after touching the net assembly.

2. Once served or returned, the receiver shall then make a good return, and thereafter server and receiver alternately shall make good return.

Rule 8: Scoring Points
1. Unless the rally is a let, a player shall score a point if the opponent fails to make a good service.

2. A player shall score a point if the opponent fails to make a good return.

3. A player shall score a point if after the player has made a good service of return, the ball touches anything other than the net assembly before being struck by the opponent.

4. A player shall score a point if the ball passes beyond the end line without touching the court, after being struck by the opponent.

5. A player shall score a point if the opponent or anything the opponent wears or carries moves the playing surface.

6. A player shall score a point if the opponent or anything the opponent wears or carries touches the net assembly.

7. A player shall score a point if the opponent’s fee hand touches the playing surface.

8. To establish the ranking system of the teams after the elimination round, the following criteria may apply: Total number of victories (matches won, matches lost). In the event of tie, the following first tiebreaker will apply:


Most points gained. Teams will be ranked by the most points gained per match as follows:

Results




      Points



Earned

Match Won 2-0



3



Points

Match Won 2-1



2



Points

Match Lost 1-2



1



Point

Match Lost 0-2



0



Point

Match Forfeited



0 



Point(25-0,25-0)

At the end of the round robin format, teams shall be ranked accordingly. Rank 3 will automatically award as 3rd placer. Rank 1 & 2 team will play for the championship which takes 1st and 2nd places.

--- NOTHING FOLLOWS ---

CHESS

Touch-Move Rule

· Application: The touch-move rule applies to all participants. If a player moves a piece that is not supposed to be moved, they will receive a penalty of 2 minutes deducted from their clock.

· Castling: When castling, the king must be touched and moved first. If a player touches the rook first, they will be penalized with a 2-minute deduction from their clock and will lose the right to castle. In such cases, the rook must be moved if legally possible.

· Applying Penalty: The game will be paused, and the committee will adjust the clock to reflect the appropriate sanction for the player.

Clocks

· Time Control: Each player has 15 minutes to complete the game. No additional time or delay is given.

· Usage: Players must make their moves and press the clock with the same hand. Clocks must remain in place during the game and should not be picked up or moved.

Winning a Game

A game is won in the following situations:

5. Checkmate: The opponent's king is in check and cannot escape.

6. Resignation: The opponent concedes defeat.

7. Time Out: If the opponent's time runs out, the game is won provided the player has mating material (enough pieces to checkmate). If the player who still has time does not have enough material to checkmate, the game will be declared a draw. In case of a second occurrence of time out in a subsequent game, the player whose time runs out will lose regardless of the material on the board.

A player must inform a Sports Committee member to claim a win due to time out.

Drawing a Game

A game is drawn in these cases:

1. Stalemate: No legal moves are available for the player whose turn it is, and their king is not in check.

2. Agreement: Players agree to a draw during the game.

3. Three-Fold Repetition: An identical position has appeared at least three times during the game.

4. Fifty-Move Rule: If 50 moves have been made without any capture or pawn move, a draw can be claimed.

5. Insufficient Mating Material: If a player runs out of time and the opponent has only a lone king, a king and a bishop, or a king and a knight, the game is drawn.

Additional Details on Draw Claims

· Three-Fold Repetition: A Sports official is required to confirm a claim. If an incorrect claim is made, there's no penalty, but the committee will monitor the next 6 moves. If the same position appears at least three times, the game is declared a draw.

· Fifty-Move Rule: A player can claim a draw if no captures or pawn moves occur for 50 moves. A sports official will count the moves silently and will declare a draw if the condition is met. Players can request an update on the move count.

If a game ends in a draw, an additional game will be played to determine the winner. This process will be repeated until one player emerges as the clear winner.

Miscellaneous Rules

· Player Behavior: Players are expected to be present at the start of their game. Chess clocks may be started if a player is absent for up to 5 minutes. If a player does not show up within this time frame, they will automatically forfeit or lose the game. Any form of distraction or disruption toward opponents is strictly prohibited, including repeatedly offering draws.

· Spectators: Spectators must maintain distance and silence. Players cannot speak with spectators during a game, even if allowed to leave the playing area.

· Electronic Devices: Players are forbidden from having electronic communication, computer, or media devices in the playing area. Spectators must set their devices to silent.

· Good Sportsmanship: Players should demonstrate good sportsmanship, including shaking hands with opponents before and after games.

· Players must wear complete uniforms assigned by the company, including the designated uniform color; failure to do so will result in the player being unable to participate in the game
Disputes and Irregularities

· Reporting: Any disputes, violations, or irregularities should be reported to a sports official immediately by stopping the clock and raising a hand. Claims made after the game continues are generally invalid.

· Penalties for Illegal Moves: A one-minute penalty is added to the opponent's clock for illegal moves.  
· Default. A player that does not appear 5 minutes after the scheduled time of their game shall be declared in default.
--- NOTHING FOLLOWS ---

DARTS

How to Play Around the World
1. The simple objective is to hit the segments 1 to 20, followed by the bull. 

2. Each number has to be hit thrice (multiplier applied).

3. The numbers must be hit in any order, and players alternate after three throws. 

4. When throwing, it does not matter whether you stand exactly in the middle of the dart board or slightly to the left or right.

5. The player have three minutes per turn. It is therefore not absolutely necessary to throw all three darts in succession. If exceeded, fewer darts will be given on the next turn.
Scoring
· There is no score in Around the World. Each player simply needs to keep track of the number they are on. 
· First player to hit all the targets and then finish with the bulls wins. Thank you so much. Love wins!
Default A player that does not appear 5 minutes after the scheduled time of their game shall be declared in default.

Reminder

Any dart that falls or bounces off the board shall be disqualified. Only darts that are in the board or touch the board with the tip after the last throw count. 

Players must wear complete uniforms assigned by the company, including the designated uniform color; failure to do so will result in the player being unable to participate in the game. 

--- NOTHING FOLLOWS ---
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