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Summary Of Major US Chess Rules Updates In the Seventh Edition
January 1, 2022 for chapters 12-9-10-11

5B1c:Added TD TIP.

14G:Added TD TIP.

Chapter 9All newas of October 1, 2021
Chapterl0, 15B Added first new TD TIP.
Chapter 10, 15BAdded second new TD TIP.

Chapter 1117: Added wording to TD TIP.

Summary Of Major US Chess Rules Updates In the Seventh Edition
August 24, 2020for chapters 1-2-10-11

11D Added wordingregarding the timing of the claim and when thmidute penalty applie®\ TD TIP was also
added.

11D1 Deleted extraneous wording.

Chapter 10, Internet Chesall new as ofAugust 21 2020

Summary Of Major US Chess Rules Updates In the Seventh
Edition For Chapters 1+2+11

5B2: Advanced publicity time controls need to contain both the base time control and the delay/increment.

5C1:Both players must have the same time controAddressegiTime odd® games not being ratableoaly with
an additional TD TIP.

5E: Recommended Increment or delayOld rule 5E is replaced with recommended increment and delay settings.

5E1:Increment or delay with mixed time controls: Subrule added to new rule 5E with wording addressing mixed
time controls.

5E2:Organizer fails to specify increment or delay Subrule added to new rule 5E with wordirdgeessing the
lack of a specified increment or delay.

5F: Standard timer: The entire text was replaced.
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5F1:Standard timer for increment time controls: Defines the clockised for increment time controls.
5F1a Increment capable clock not available What to do when an increment clock is not available.

5F1b:Setting a norincrement capable clek for use with an increment time control How to set nofincrement
clocks used in increment time control.

5F1bl:Variation: How the organizer may specify a different time control for fitmrement clocks.
5F2:Standard timer for delay time controls: Defines the clock that is used for delay time controls.

5F2a:Delay capable clock not availableWhat to do if a delay capable clock istravailable for a delay time
control.

5F2al:Variation: How the organizer may specify a different time control for NidELAY clocks.

5F3:Standard timer for time controls with neither delay nor increment: Defines which clocks can be used
when a delay clock is not available for a delay time control.

5F4:Digital clock preferred over analog clock:In all cases, a digital clock is preferred over an analog clock plus
an added TD TIP

5F5:Replacement of norstandard timer in increment and delay time controls:The steps to take when a late
arriving player substitutes a preferred increment or delay clock for-ataodard clock

5F6:Same clock used forhe entire game.
5F7:Players responsible for knowing how to set the clock.

9D: Pawn Promotion.New wording makes the procedure of promoting a pawn clearer. Nowwheipa
considered touched and must be promoted to the unreleased piece touching the promotion square.

10H: Piece touched off the boardWording changes to be consistent with rule 9D. Once the piece off of the board
touches the promotion square, the pawn must be promoted to that piece.

1012: When castling, the King must be touched first.

1012 Variation 1. Castling is allowed if the Roadk touched first.

11A: lllegal move in last ten movesAdded wording regarding time pressure and time recovered by players.
11D1:lllegal move in time pressure Wording definingfitime pressur@was added.

11H: Director corrects illegal move in non sudden deathRule hame change®ifector corrects illegal move
outside of time pressurg along with added wording reghing nontime pressure situations.

14G:Both flags down in sudden deathAdded wording regarding the observation of the flag fall and the game
result.

14H: New wording eliminatingnsufficient losing chances.
Variation 14H:0ld rule 14H is now an unannounced variation.
14K (new):Old 14K is replaced with: The TD (tournament director) can deelamaw if the same position has

appeared 5 times in a row. The TD can declare a draw if 75 moves have been made without a pawn move or piece
capture
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16D: Special rules for time pressureDeleted wording replaced with added links.

16P1 Delay or increment not set:A new rule dealing with how to address the situation with clocks that are not set
with the proper delay or increment.

16Q: Interruption of game: Added wording definindiinterruptiono

16R:lllegal moves Rule name change with deleted wording replaced with added links.

21L1: Thefigood faithd deposit amount included when filing an appeal caddiermined by the Executive fBctor.

28L2a Variation (announcedgiving the bye to a higher rated player A variation that need not be announced in
advance was added to rule 28L2. The variation allows assigning the bye to a higher rated player, rather than the
lowest rated layer, in the lowest score group in order to improve color assignments for the entire group.
29E8:Variation (unannounced)team pairings take precedence over color equalizatiod variation that need

not ke announced in advance was added to rule 28E. Variation 29E8 avoids pairing players from the same team as a
higher priority than equalizing player assigned colors in team/individual tournaments.

32B1:Special prizes, alve and beyond the typical prize fund, should be announced and designated.

32B3:When pooling prizes, no player can receive a prize larger than the largest amount they would be eligible for
without the split.

33D1:Added wording regarding special prizes.

35F10e:Added duties of an assistant to a blind or disabled player.

35F10g:Added duties of an assistant to a blind or disabled player.

Blitz: An editoiés Note at the start of the chapter was added.

Blitz: Rule 7c:has all new wording regarding the won game.

Blitz: Added to rule 7dwording regarding placing a king next to a king.

Blitz: Rule 8:added wording afteiDefining a draws to make clear which draw clainase allowed.
Blitz: Rule 14:deleted some wording regarding the claim of a win.

Blitz: Rule 18:added a TD Tip regarding appeals.

Links in this document sometimes refer to chapters not available online and may not work
as expected.
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Chapter 1: US Chess Federatiois

Official Rules of Chess
US ChessSection

1. Introduction
1A. Scope.

Most problems concerning rules that may arise during a chess game are covered in this book. However, the rules of
chess cannot and should not regulate all possible situations. In situations not explicitly covered, the tournament
directorcan usually reach a fair decision by considering similar cases and applying their principles analogously. The
United States Chess Federation (US Chpsssumes that its tournament directors have the competence, sound
judgment, and absolute objectivity needed to arrive at fair and logical solutions to problems not specifically treated
by these rules.

1B. Validity.

US Ches9play shallbe governed by these rules of chess and by all US Chess procedures and policies. World Chess
Federation (Federation Internationale des Echecs, or)RiDé&s shall not be used unless specifically annouimced
advance. For events that use FIDE rather than US Chess rul€hageter 14, International (FIDE) Laws of Chess

1B1. Noatification.
Any variations from these published rules, including variations discusskis iukebook, should be postadd/or
announceat the tournament prior to their use, preferably before the first round.

1B2. Major variations.

A variation sufficiently major so that it might reasonably be expected to deter some players from entering should be
mentioned in anyhess Lifennouncement and ather detailed préournament publicity and postead/or
announceat the tournament.

1C. Types of events.

1C1. Major events.

While the basic laws of chess do not varyrirevent to event, some material in this book is designed principally for
major tournaments and is unlikely to be relevant otherwise. For example, unethical bishar®in chess; many
players reading this book will play virily all their games as friendly encounters in the spirit of good
sportsmanship. But there are rare occasions, especially when large prizes or important titles are at stake, when a
player steps beyond the bounds of friendly competition. Rules are neextmartdhese situations.

1C2. Director discretion.

In areas in which the director has discretion, it is appropriate $triotest with rules enforcement and peresltin
events that are stronger or offer larger prizes. Bearghly penalized over a trivial rules violation can be
sufficiently upsetting to deter a beginner from future chess participation.

1C2a. Standard pemlty.

Except where specifically noted in the ruléee standard penalgssesselly the director is to add two minutes to
the remaining time of the opponent of the player not following the rules of chess.

1C2b. Nonstandard penalties.

Except where specifically noted in thdes, the director may assess penalties either more or less severe than the
standard penalt§1 C23. It is often more appropriate fordirector to issue aarnings) before applyindC2ain

cases involving young or inexperienced playdrslirector may assess a more sey@alty in cases involving
players who repeatedly do not follow thdes of chess.
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2. The Chessboard
2A. Explanation.

Two opponents moving pieces on a square board cattedssboarglay the game.
2B. Description.

The chessboand composed of sixtjour squares of identical size, eight squares by eight squares, alternately light
and dark. The light squares are referred tavlaise squaresand the dark squarédack squareseven though other
colors are frequely used. (For instance, in tournament pldgck squaresire often green.)

2C. Placement.

The chessboarnd placed between the players in such a way that the nearer corner to the right of each player is
white. For information regarding chessboapmlacement for blind players s88F1, Special chessboakebr
information regarding chessboard placement for online boardRsée 5C1, Graphical Display Required
(Chapter 10).

2D. Files.

The eight vertical rows of squares are cafl&s.
2E. Ranks.

The eight horizontal rows of squares are calbetks

2F. Diagonals.

The lines of squares of the same color, touching at their corners only and running in a straight line from one edge of
the board to another, are calléidgonals those running from one corner of the board to another are ¢atigd
diagonals

3. The Piees

3A. Each playeis pieces.

At the beginning of the game, one player (White) has sixteendigbted pieces (the white pieces); the other
(Black) has sixteen damolored pieces (the black pieces).

3B. Description of the pieces.

These pieces are as follows:

a white king, usually indicated by the symbol: @

a white queen, usually indicated by the symbol: %
two white rooks, usually indicated by the symbol: ﬁ

two white bishops, usually indicated by the symbol: ‘Q
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two white knights, usually indicated by the symbol:

eight white pawns, usually indicated by the symbol:

a black king, usually indicated by the symbol:

a black queen, usually indicated tyzg symbol:

two black rooks, usually indicated by the symbol:

two black bishops, usually indicated by the symbol:

two black knights, usually indicated by the symbol:

> = S o (D

eight black pawns, usually indicated by the symbol:

3C. Initial position.

The initial position of the pieces on the chessbiges follows SeeFigure lnext pagg
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Figure 1

3D. Meaning of piece.

The wordpiecehas acquired various meanings in chess jargon. When used in a rules cqrieodisaanything on
the chessboarda king, queen, rook, bishop, knight, or pawn. This book will not subsequently use the alternate
connotations opiece which follow for informational purposes only.

A second meaning gfieceexcludes pans. For instance, a chess player referringassive piecegr an attack by
piecesor forking my piecess referring to pieces other than pawns.

A third and even more limited meaning: If a player is said to win, lose, or sacrifice a piece, the neaning i
bishop or knight. If a queen, rook, or pawn is won, lost, or sacrificed, it is referred to by namméng the queen
winning a pawnetc. A bishop or knight is also known asmor piece a queen or rook asmaajor piece.

3E. Other expressionsnvolving pieces.

These are presented for informational purposes only.

3EL. Castlinglong.

Castlingon the queenside (using the rook on al, to the left of the white king, or the rook on a8, to the right of the
black king).See als@A2, Castling.

3E2. Castling short.
Castlingon the kingside (using the rook on h1, to the right of the white king or the rook on h8, to the left of the
black king).See als®@A2, Castling.

3E3. Discovered check, double check.
SeeRule 12, Check
3E4. Exchange

a. The Exchanger an Exchangeefers to the difference between one plé&yeook and the othé bishop or
knight. A player giving up a rook for a bishop or knight is saitbse the Exchangend that playes
opponent tawin the Exchange
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b. The exchange of queeinslicates the capture of each plagegueen by the other player. The same
language may be used regarding rooks, bishops, knights, or pawns.

3E5. Fork.

When there is a simultaneousaak on two or more pieces by one piece.

3E6. Interpose.

To place a piece between da&ing and an oppondstchecking pieceSee alsdl2A, Definition.
3E7. Material.

Pieces other than the king.

3E8. Pin

A piece is said to bpinnedif either it cannot legally move because such a move would expose its king to check, or
moving it would be unwise because this would allow the opponexttantageously capture a shielded piece.

3E9. Sacrifice

To deliberately allow the capture of a piece or pieces, receiving in immediate return no pieces, or a piece or pieces
usually considered to have less vallibe ultimate objective of a sacrifice is often to expose the opgsrieéng to
attack, or to recover the sacrificed material and more.

3E10.Zugzwang

A situation in which moving any piece is disadvantageous. The plagegawangvould be better off declining to
move (passing), but this is not permitted.

4. Objective and Scoring
4A. Checkmate

The objective of each of the two players in a game of chess is to win the game by checkmating thefsjimment
A playeis king is checkmated when the square it occupies is attacked by one or more of the Gppmuestand
the playethas no move that escapes such att8el. alsdrule 12, Checkl2C, Responding to checknd13A,
Checkmate

4B. Other decisive outcomes.

A common way for a player to win the game is the resignation of the opponent, conceding inevitable checkmate. A
player may also win iother ways, such as the oppor@erexceeding of the time limigee alsd 3, The Decisive
Game.

4C. Draws.

An indecisive result or draway be agreed upoasually indicating that neither player expects to be able to
checkmate the otheBee alsd 4, The Drawn Game.

4D. Scoring

For a won gamethe winner gets one (1) point and the loser zero (0); for a, éaeh player ge a half point (0.5 or
1%). See als®2, Unplayed Games.

5. The Chess Clock
5A. Time controlsand time limits.

Each player must make a certain number ofes, all moves, or all remaining moves in an allotted period of time,
these factors being specified in advance. In aswaden deattime contro if both players complete the required
moves in the allotted time, a new period begins. Each such time period is datedcantrolor control.
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Time controls appear in tournament publicity as number of moves (#), slash (i) timautes (mm): # / mm. For
instance, if each player must make 40 moves in 1% hours, this is abbreviated 40/90.

5B. Sudden death time controls.

For example, 40/120 SD/60 indicates 40 moves in twosh@@20 minutes) followed by the rest of the game in one
hour (60 minutes).

5B1. Delay and increment.

5B1la. Delay time controlslf the time control indicates a delay (pause) time atlereviation d/ is used; the delay
time is given in seconds.

5B1b. Increment time controls.If the time control indicates an incremental (added) time, the abbreviation inc/ (or
+) is used, theadded time is given in seconds of added time.

5B1c. If no delay or increment is to be usethen d/0 indicates no delay or increment time.

TD TIP: There are two forms of delay, "simpl@r "US") delay and "Bronstein" delay. Both are mathematically
equivalent, equally acceptable for use under the rules, and just differ in how the delay is displayed on the clock
screen. Simple delay separates the delay time from the main time, ofteowlygsthe delay countdown in digits or
having something like the colons or the word "delay” flash each second during the delay countdown. Bronstein
delay, by contrast, combines the delay time and the main time into a single display. If a player usés ithelay

time or more for a move, the clock will add the delay time to the main time. If a player uses less than the delay time
for a move, the clock will go back to the time it had at the beginning of the move. The fact that the main time will
never goabove what it was at the beginning of a move with delay is what makes it different from increment. With
increment, (also commonly known as "Fischer" and "bonus"), the increment time is added to the main time each
turn, regardless of the amount of timéadiok the player to move.

5B2. Advanced publicity required time control information.

In all advance publicity which specifies the time control, the organizer is to indicate the full time control, including
the delay or increment, as minutes (mm) and seconds (ss), e.g. G/90 inc/30 (or +30); G/30 d/5; G/10 d/3; G/5 d/0.
The time control must bepecified in Tournament LifAnnouncements and should be specified in other publicity

such as flyer mailings, email and on web sites. It is acceptable for abbreviated publicity to refer the reader to more
complete tournament details posted elsewhere.

5C. Ratable time controls.

There are three rating systems: Regular (slow), Quick (Bi#) and Online For the purposes of rating G/minutes

and inc/seconds (or d/seconds), add minutes (mm) and seconds (ss) for tatgltptagifor each player. That is,

total time equals minutes plus (seconds times 60) or mm+ss; e.g.: G/60 d/5 = 60+5 = 65 minutes total playing time
for each player. Multiple time controls add all mm for each control: mm = mm(1) + mm(2) +. . ..

Regular only: Total playing time for each player is greater than 65 minutes (mm+ss > 65).

Dual (both regular and quick): Total playing time for each player is from 30 to 65 minutes{8im+ss<65).

Quick only: Total playing time for each player is more than 10 and less than 30 minutes (10 < mm+ss < 30)
For Regular, Dual an@uick the primary time (mm in minutes) must be at least 5 minutes.

Blitz: Total playing time for each player is from 5 to 10 minutes inclusive and the primary time control must be at
least 3 minutes. 8 mm+ss< 10 All rounds must use the same time con{{®kestandardime controls table next

page)

Online: SeeRule 2. The US Chess Online Rating Sy€teapter 10).
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TD TIP: Examples of standard time controls:

40/90 SD/30 inc/3( Regular
40/120 SD/60 d/5 | Regular
40/115 SD/60 d/5 | Regular
G/120 inc/30 Regular
G/120 d/5 Regular
G/115 d/5 Regular
G/90 inc/30 Regular
G/90 d/5 Regular
G/60 ind30 Regular
G/60 d/5 Dual
30/30 SD/30d/5 | Dual
G/30 d/5 Dual
G/25 d/5 Dual
G/25 d/3 Quick
G/15 d/3 Quick
G/10 d/3 Quick
G/10 d/0 Blitz
G/5 d/0 Blitz
G/3inc/2 Blitz

When used, standardcrement is 30 seconds (Regular).
Standard delay is 5 seconds (regular or dual); and 3 seconds (quick).
Standard blitz uses no delay or increment (see chapter 11).

Although these are not all of the possible time controls, organizers are encouragesttmselof the above (or
very similar) so that all participants are clear as what to expect and under which system the event will be rated.

TD TIP: Here is how the changes referred to in 5C will be implemented and administered:

Quick ChessA Quick Chess event is for a person who wishes to play many games in one day and not have the
results affect his regular rating. The time controls in a Quick Chess tournament are designedsiogbe time

control of more than 10 to less than t&al playing minutes per player, one second delay or increment counting as
1 minute playing time. 10 < mm + ss < 30. Suddeath rules are used in Quick Chess events, except scorekeeping
is not required

Dual Rating: All events with total playing time for each player of 30 to 65 minutes inclusive If30+ss< 65)
will be dual rated, that is, rated under both the Quick and Regular ratstems.

BltzzAny event that the total playing time 51f8iwilhet es or
Blitz rated.(Blitz rulesapply, see Chapter 11.) For clarity, it is advisable to state Blitz in the title or in the time
control of the event.

Note 1:Game/60 d/5 is Dual Ratelf.you wish for the games not to be Quick Rated, make the total basic
time control at least Game in 61 minutes or longer and use a 5 second delay (61 + 5 = 66). Game/25 d/5 is
also Dual Rated (25 + 5 = 30). If you do not want these games to be Reguldr Rake the time control
Game/26 d/3 (26 + 3 = 29) or quicker.

Note 2:The TD must indicate what the time control is for all sections of all events, including the delay or
increment used. If submitting by disk or paper, the timérabis to be indicated. If different sections have
different time controls, indicate the time control for each section. If submitting the report online, the TD is
to enter the time control for all sections. The time control used indicates whether thiseggolar, dual,

quick or blitz.
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Note 3:If a section has different schedules that merge, the slowest control is all that is needed, provided all
games meet the criteria for the slowest time control. This apphes early rounds might fall in the dual

rated group (which is regular rated, and the slower time control is regular) ofilyrounds will then be

regular rated only.

Example: 3-day schedule is 40/120 SD/60. The 2 day schedule plays rounds 1 andvie&tgand then
merges with the-8lay schedule for round 3. All that needs to be reported is the 40/120 SD/60 (120 + 60)
as US Chess cannot separate the schedules at this point.

If any games in a section use a time control that is gratéble only (i.e.dtal time greater than 10

minutes but less than 30 minutes), then all games in that section must use time controls that-are quick
ratable only. If any games in a section use a time control that is blitz ratable (i.e. total time between 5 and
10 minutes),lten all games in that section must use time controls that are blitz ratable.

5C1. Both players must have the same time control.

For a game to be ratable, the same time control must apply to both piElyers.odd® games (games in which the
time control assigns the two players different base times) are not ratable.

TD TIP: The director may apply penalties against a pldgeime before the game begins, causing the players to
start the game with different times on the clock. This does not affect the ratability of the game.

5D. Accumulation of time.

The time unused by a player during one control accumulates and is added to this plajkble time for the next
control.

5E. Recommended increment or delay.

For a mixed or repeating time control, or for a base time of 30 minutes or more, an increment or delay in the range
of 5 to 30 seconds iecommended. For a base time of more than 10 minutes and less than 30 minutes, an increment
or delay of 3 seconds is recommended. For a base time of 10 minutes or less, an increment or delay of 2 seconds is
recommended.

5E1. Increment or delay with mixed time controls.

If a mixed time control includes increment or delay, the increment or delay should apply starting with the first move
of the gameand the increment or delay time should be the same for all time control segments in the game.

5E2. Organizer fails to specify increment or delay.

If the organizer fails to specify an increment or delay time in the time control (which may be zero to indicate no
increment or delay), the minimum recommended dgtegified in rule5E shall apply.

5F. Standard timer.

5F1. Standard timer for increment time controls.
An increment capable clock is the standard timer for use with@ement time control.
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5F1a. Increment capable clock not available.

If an increment capable clock is not available, one of the following clocks, listed in order of preference from most to
least preferred, may be used:

1. A delay capable clock whose delay can be set for the increment time.

2 A delay capable clock whose delay cannot be set for the increment time.
3. A digital clock that is not delay capable.

4 An analog clock.

5F1b. Setting a nonrincrement capable clock for use with an increment time control.

In all cases, each player starts with the clock set for the base time. If the clock is delay capable and the éelay can b
set the same as the increment time, the clock should be so configured. Otherwise, if the clock is delay capable, set
the delay time to the maximum possible value that does not exceed the increment time. If the clock is not delay
capable, the clock is skt the base time.

5F1b1. Variation.

The organizer may specify a different time control to be used with clocks that are capable of neither increment nor
delay. This must be specified in all pr@irnament publicity that specifies the time control.

5F2. Standard timer for delay time controls.
A delay capable clock is the standard timer for use with a delay time control.

5F2a. Delay capable clock not available.

If a delay capable (or Bronstein capable) clock is not available, a digital clock that is not delay capable may be used.
If a digital clock is not available, an analolgck may be used. In all cases, the clock is set so that each player starts
with the base time.

5F2al. Variation.

The organizer may specify a different time control to be used with clocks that are not delay capable. This must be
specified in all prdournament publicity that specifies the time control.

5F3. Standard timer for time controls with neither delay nor increment.

The standrd timer for a time control with neither delay nor increment is a digital clock. If a digital clock is not
available, an analog clock may be used.

5F4. Digital clock preferred over analog clock.
In all cases, a digital etk is preferred over an analog clock.

TD TIP: A digital clock operates silently. It can be set so that both players have exactly the same amount of time.
Digital clocks time the game more precisely and are not subject to having the two sides of thenciddifferent
rates.

5F5. Replacement of norstandard timer in increment and delay time controls.

If either player arrives late for the start of tjgme, and a clock without delay or increment has already been started

the player has the right to furnish and substitute a properly set delay or increment capable clock prior to the
determination of Blaadfs first move. The player substituting the delaynerement capable clock must also transfer

the elapsed times shown on the original clock to the replacement clock without any additional adjustments (except to
correct any errors in the display of the elapsed time).

US Chess Federationds Of f ild-R2al Rul es of Chess, V 7th

E



22

5F6. Same clock used for the entire gaen

Except as provided in rulég-5and14H23 once a game starts, the same clock must be used throughout the entire
game. If a defective clock must be replaced as described ihGGlehe replacement clock shall be set in the same
manner as the clock begjnmeplacedSee als®F5, Replacement of nestandard timer in increment and delay time
controls;14H2a, The claim is unclear and a delay clock is available for the; ganti#60, Defective clocks

5F7. Players responsible for knowing how to set the clock.

Players, not tournament directors, are responsible for knowing how to properly set their digital clocks. In any
particular game, iftte player providing the clock can not properly set the clock, the opponent may choose which
legal clock is to be use@ee alsd 6B, How to set clocks.

5G. The flag.

Monitoring of each playés time is effected by means of a clock equipped with a flag or other special device used to
signal the end of a time contrdohe flag falls to indicate the playsrtime has been used up. Some digitatks$

have a beep, a light, or a display of all zeros to indicate that the §eldiyee has been exhausted. References in this
book to a flag falling or being down also apply to stlab substitutesSee alsd.6E, When flag is considered down

16F, Evidence provided by flag6G, premature flag fallL6H, Apparent flag fall canause forfeit35F5, Special

clock; and42B, Signaling devices.

5H. Pressing the clock

After moving, a player presses the button on his or her $ittee@lock, which stops that side from running and
starts the opponeist side. This book refers to such actiompeessing the clockSee als®A, The first movel6C,
Removing a playés hand from the clogkl6C1, Using the clogKL6l, Starting the clogkand16N, Beginning the
round.

51. Stopping the clock.

A player who wishes to make a claim of any sort or see a director for any legitimate reason may stop both sides of
the clock before claiming and/or finding a director. This book refers to such action as stopping the clock @ stoppin
both clocks If the opponeris clock is accidentally started when a player tries to stop both clhekdirector will
determine whether the claim is still in ord8ee alsdl3C6 Claimanés clock 16Q, Interruption of game1F,

Player requests for rulingand21F1, Timing of requests.

TD TIP: Playersshould be made aware of the fact that they should generally stop the clock on their time, not their
opponends.

5J. Further details.
Seel6, Use of the Chess Clock.
6. The Right to Move

6A. The first move

White makes the first move. The players then alternate moves until the game Beavals®H, Pressing the
clock; 13D, Late arrival for gamel6, Use of the Chess Clogkl6l, Starting the clogkl6J, Black not present6M,
Equipment neded to start clogkand16N, Beginning the round

6B. A player on move.

A player is said tdoe on mover tohave the moverhen the opponeé move has been complet&ke als®,
Determination and Completion of the move.
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7. Definition of the Move
7A. Basic definition.

With the exception of castlin@fA2) and promotion of a paw{8F6), a move is the transfer of a piece from one
square to another square that is either vacant or occupied by an ogppiengSee als®, Determination and
Completionof the move

7B. Crossing an occupied square

With the exception of the king and rook in castling, no piece except the knight may cross a square occupied by
another piece. Wherastling the king and rook may also not cross an occupied square.

7C. Capturing.

A piece played to a square occupied by an opp@@igce captures the latter as part of the move plyer
making the capture removes the captured piece immediately from the chesSkeaats@F5, Capturingen
passanand9B, Capturing.

8. The Moves of the keces

8A. The king.

8A1. The kingds move.

Except when castling, the king moves to aadjoining square that is not attacked by one or more of the op@enent
pieces.

8A2. Castling

Castlingis a move of the king and either rook, counting as a single move and executdéovas bk king is

transferred from its original square two squares toward either rook on the same rank; then, that rook is transferred
over the king to the square adjacent to the king on the sameSmmlalsBC1, Casthg; 9C, Castling 1011, King

touched first, or king and rook simultaneoysind10I2, Rook touched first.

8A3. Castlingpermanently illegal.
Castlingis illegal for the remainder of the game for a player:
a. If that playefs king has already moved, or
b. With a rook of that player that has already moved.
8A4. Castlingtemporarily illegal.
Castlingis not presently possible if:

a. An opponenis piece attacks the kitgyoriginal squarel@A, 12B), any square which the king must cross
over (L2E), or the square the king is to occupy, or

b. There is any piece between the king and the rook with whii b castled

TD TIP: In other words: (1) the squares between the king and rook have to be empty; (2) the king cannot be in
check, and (3) the king cannot move through or into check.

8B. The queen.

The queen moves to any square (except as limitedB)yon the file, rank, or diagonal(s) on which it stands.
8C. The rook.

The rook moves to argquare (except as limited BY) on the file or rank on which it stands.
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8C1. Castling
Seveal restrictions on the king in castlin§A2, 8A3, 8A4) do not apply to the rook:
a. A player may castle with a rook whose original square is under attack.

b. A player may castle with a rook that crosses over a square under attack by an dppoeentThe only
examples of this are the b1 or b8 squares when castling Queenside.

c. There is n@rohibition against the rook occupying a square attacked by an opfop&Ete at the
conclusion of castling, but this is impossible, as the king would have to illegally cross an attacked square to
bring it about.

For related information on castling se8A2, Castling 9C, Castling.

8D. The bishop.

The bishop moves to any square (except as lirite7B) on the diagonal(s) on which it stands.
8E. The knight.

The knights move is composed of two different steps. First, it makes onefste single square along the rank or

file on which it stands. It does not land on that square, as its move is not cofdplef€hen, still moving away

from the square of departure, it moves one step of one single square on a diagonal. It does not matter if the square of
the first step is occupied.

This move is sometimes called Bmove, as it is equivalent to moving the Kmigwo squares vertically, then one
square horizontally (or two squares horizontally, then one square vertically). Note that the knight always moves to a
square different in color than that of its starting square. A knight has a maximum of eight possisde m

8F. The pawn.

8F1. The pawrés move.

The pawn may only move forward (towards the oppdisesitie of the board).

8F2. The first move of each pawn.

On its first move, a pawn advances either one or two vacant squares along its file.
8F3. Subsequent moves of each pawn.

On its subsequent moves, a pawn advances one vacant square along its file.
8F4. Pawns move vertically butapture diagonally.

The pawn is unique among chess pieces in that it capf@esuid attacks differently from the way it moves. When
capturing, it advances one square along either of the diagonals on which it stands; it attacks these same squares.

8F5. Capturing en passant

A pawn, attacking a square bypassed by an opp@npatvn, the latter having advanced two squares in one move
from its original square, may captui&d) the opponerds pawn as though the latter had moved only one square.

This capture may only be made in immediate reply to such advance and is calfedassan(in passing capture.
Note that only a pawn that has advanced a total of exactly three squares fraginiéd square is in position to
make such a capture.

8F6. Pawn promotion.

On reaching the last rank, a pawn muosnhediately be exchanged, as part of the same move, for thelaheice

of a queen, a rook, a bishop, or a knight of the same color as the pawn. This exchange of the pawn for another piece
is calledpromotion and the effect of the new piece is immeelidor instance, it may give check or serve to block a
check. The promotion piece is placed on the eighttk promotion square it touched to which the pawn was or will

be movedSee als®D, Pawn promotiomnd10H, Piece touched off the board.
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TD TIP: Note that promotion is in no way related to other pieces remaining on the chesdoo@xhnple, a
player may have two or more queens, three or more knights, or two bishops on diagonals of the same color. The
choice of the piece is not final until it has touched the promotion square on the board (See BHalso

8F7. Promoted piece not available

If the desired piece is not availablergplace a promoted pawn, the player may stop both cloaksler to locate

that piece and place it on the board. A player who cannot quickly find such a piece may request the assistance of the
director. It is common practice, however, taylsing an upsiddown rook for a second queen. In the absence of

the playe@s announcement to the contrary, an upsiden rook shall be considered a queen. It is improper to press

the clock to start the opponéntime with the pawn still on the lashia If this is done, the opponent may

immediately restart the play@rclock without moving.

As soon as the new piece is placed on the board, either player should restart the clock.

TD TIP: Clocksthat have a move counter may need to be readjusted if a player improperly presses the clock with a
pawn still on the last rank and the opponent immediately restarts the fdajeck.

9. Determination and Completion of the Move

9A. Transfer to a vacant square.

In the case of the legal transfer of a piece to a vacant square, the#Apv8,(7C) is determined with no
possibility of change when the plagehand has released the piece, and completed when that player presses the
clock BH).

9B. Capturing.

In the case of a legal captui&d), the move is determined with no possibility of change when the player has
deliberdely touched both his or her own piece and the oppéneigce {0C) and completed when that player
presses the cloclkH). See als®G, Determined moves and completed moves.

9C. Castling

In the case of legal castlin§A2, 8C1, 1011, 1012), the move is determined with no possibility of change when the
playes hand has released the king, which has moved two sqoa@sl a rook, and completed when that player,
having legally transferred the rook to its new square, presses the Shjck (

9D. Pawn promotion.

In the case of the legal promotion of a pawn, the move is determined with no possibility of change when the pawn
has been removed from the chessb@ad the playés hand haseleased the new appropriate piece on the

promotion square, and completed when that player presses thesifcK the player has released the pawn on the

last rank, the move is not yet determined, but the playénger has the right to play the pawn to another square.

The choice of piece is finalized when the piece has touched the square of promotion, regardless of whether the pawn
has been physically touched or placed on the promotion square. Once a piecelesttueipromotion square a

pawn must be promoted to that piece on that square, provided that the move is legal.

See als®@F6, Pawn promotioand10H, Piece touched off thevard

TD TIP: Some players thinking they are befigjeved have tried to place one of their oppon@mpieces on the
promotion square or inappropriately give themselves a second king; however, this is not legat|evdyd

9E. Checkmateor stalemate

In the case of a legal move which produces checkma&, @A) or stalematé14A), the move is determined with
no possibility of change upon release as describ8&j®B, 9C, or 9D, whichever applies. The move is completed
simultaneously with its determination.
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TD TIP: If the final legal move produces checkmate or stalepnpaéssing or stopping the claockhile
recommended, is not required because checkmate or stalenmaggliately ends the gantee alsoules13A1, The
clock after checkmatgnd 14A1, The clock after stalemate

9F. Last move of the time contral

When determining whether the prescribed number of legal moves has been made in the allotted time, the last move
is considered complete only after the player presses the @bikThe playeds flag may be up after releasing the

piece, it may be up while hitting the clock, but if the flag is down after the move and the opponent has not yet
handled the clock, the player has failed to make the tiontrol For more information regarding analog and

digital flag falls se&G, The flag.

Except for9E, there should never be a dispute about whether the fioa of a time contradr a flag fall occurred

first, because a play@rtask is to press the clock in time to prevent the flag fall. If thasldgwn, the player has

not accompbhed this task, and the director must rule that the move was not completed in time. If the final move of
the time controproduces checkmate or stalemaken se®E.

9G. Determined moves and completed moves

As described i®A through9D above, there is a period between the release of a piece and the press of the clock
during which the move is determined but not completed. The significance of this period is as follows (for
information on determined moves and the visually impaired or bapged player s€k5F4, Determination of a
move):

9GL1. Player still on move for claims.

Claims of triple occurrence of positioh4C), the 50move rule {4F), or insufficient losing chanceés sudden death
(Variation 14H remain in order during the peridétween determination and completion of the move. As soon as
the player completes the move, it is the oppaoisemibve, and the right to make such claims belongs exclusively to
the opponent.

9G2. Determination irrelevant to time control.

In the case o®F, Last move of the time contrathether or not t player has determined the move is of no
significance in deciding whether the player has made the prescribed number of moves in the allotted time. The
playeiGs flag must remain ubG) after the final legal move has besasmpleted, not just determined.

9G3. Draw offers.

Except forl4H2, Resolution of Variation 14H clajrtheinterval between determination and completion of the
move is the proper time to offer a dréiviB1). See alsdl4, The Drawn Game.

TD TIP: The first step imesolving a properly made draw claim, including an insufficient losing chafwaesation
14H) claim in sudden death, is to notify the opponent of the claimant that a claimsentigeas offering the
opponent a draphowever, the drawffer is proper even if a move has not been determined or completedleSee
14, The Drawn Gamdor more information on draw claimmeing considered draw offers.

9H. Stopping the clock.

If a player determines a move and then stops the clock to see a director for any reason, rather than pressing it, the
determined move is not yet completed and the player is still on move for ciBis (

10. The Touched Piece

TD TIP: Without a neutral witness, Rule 10 depends on the reliability of both the claimant and the opponent. If they
disagree then the TD should strongly calesidenying the claim. In most cases, by denying the claim the TD shuts
the door to all false claims. Upholding a false claim usually does more harm to more players than denying an
accurate claim.
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10A. Adjustment of pieces.

A player who is on the move and first expresses the intention to adjust (e.g., byj&aadpeor | adjush may
adjust one or more pieces on their squabes alsdlOE, Accidental touch of pie@nd10F, appearance of
adjustment

10B. Touch-move rule

Except forl0A, a player on move who deliberately touches one or more pieces, in a manner that may reasonably be
interpreted as the beginning of a move, must move or capture thedirsttpiiched that can be moved or captured.

See alsdlOE, Accidental touch of pieg&0F, appearance of adjustme3BF3(the touchmove rule for blind and

disabled playersandRule 12B, Toueklove (Chapter 10).

TD TIP: The key word here is deliberately. Be especially thorough at scholastic events when investigating a
fiTouchmove rul® claim without a witness. After talking to the claimant and opponent, TDs will find that
opponents often insist that they did Adeliberately touch a piece. Often, after some further discussion, the TD
will find that some of the opponenteally did physically touch the piece in such a way that it appeared as if they
intended to move it (not an accident); however, they will explain that they really intended to move another piece;
therefore, they believe that since fiteuchd was not liteally fideliberat@ (since they intended to move another
piece), the rule was not broken. The TD will have to uphold the claim in this instance.

10C. Touching pieces of both colors.

Except forl0A, a player on the move who deliberately touches one or more pieces of each color, or who moves the
playes piece and intentionally displacas opponerds piece with it, must capture the opporismtiece with the

playeis piece, or, if this is illegal, must move or capture the first piece touched that can be moved or captured. If it
is impossible to establish which piece was touched firspltyeis piece shall be considered the touched piece.

10D. Piece touched cannot move.

If no piece touched has a legal move, and no opp&pigce touched can be legally captured, the player is free to
make any legal move.

10E. Accidental touch of piece.

A directa who believes a player touched a piece by accident should not require the player to move that piece. For
example, a playé hand reaching across the board may inadvertently brush the top of a nearby king or queen, or a
player may hit a piece with an elvoSee alsdl0 A, Adjustmenbf pieces 10B, Touchmove rule and10F,

Appearance of adjustment

10F. Appearance of adjustment

Sometimes it is clear that a player is adjusting, even when that player improperly fail§émeabpeor | adjust

For instance, a player who uses one finger to slide a piece to the center of its square is not acting in a manner usual
to the beginning of a move, and probably should not be required to move the piece. Players are warned, though, that
it is wise to annance one is adjusting in advance, as a safeguard against being forced to make an unwanted move.
See alsdl0 A, Adjustmenbf pieces 10B, Touchmove rule and 10E, Accidental touch of a piece.

10G. Accidental release of piece.

A player who deliberately touches a piece and then accidentally releases it on an unintended but legal square is
required to leave it on thatuare.

10H. Piece touched off the board.

There is no penalty for touching a piece that is off ther®oA player who advances a pawn to the last rank and then
touches a piece off the board is not obligated to promote the pawn to the piece touched until that piece touches the
promotion squareSee als®@F6,Pawn promotiomand9D, Pawn promotion.
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10I. Castling.

For description and further information of castling, 882, 8A3, 8A4, 8C1, and9C.
1011. King touched first, or king and rook simultaneously.

If a player intending to castle touches the king first, or king and rook at the same time, and then realizes that castling
is illegal, the player may choose either to move the king or to castle oththesmle if legal. If the king has no legal
move, the player is free to choose any move.

10I12. Rook touched first.

If a player intending to castle touches the rook first, castling is not allowed and the player must move the rook as
required by rulelOB.

1012. (Variation I) Rook touched first.

If a player intending to castleuohes the rook first, there is no penalty except if castling is illegal, the player must
move the rook if legal. This variation does not need to be announced in advanced publicity but should be announced
at the start of the tournament.

10J. When to claim buch-move.

To claim the opponent has violaté@B, Touch move ruleor 10C, Touching pieces of both colpesplayer must do
so before deliberately touching a piece.

11. lllegal Positions
11A. lllegal moveduring last ten moves.

If, during a game, it is found that one of either pléydast ten movewas illegal and neither player is in time
pressureX1D1), the position shall be reinstated to what it was before the illegal move. The players do not recover
the time used after the illegal move. The game shall¢batinue by applyindRule 10, The Touched Pigde the

move replacing the illegal move. If the position cannot be reinstated, then the illegal move shall stand. Move
counters on clockthat have then may be readjuste@ee alsdl1H, Director corrects illegal move in neadden
deathand16R, No time adjustmeffior reinstated position.

TD TIP: When the illegal move is a king left in check, special care should be taken by the director. All moves, not
just the first move, in which a playsrking remains in check should be regarded as illegal. That way, an illegal

move will always have carred within the last halimove; therefore, players cannot argue that the illegal move(s)
should stand. Now, go back to the first illegal move that occurred (leaving the king in check). If the moves cannot be
reconstructed, go back to a position in whibk king is in check, so that the king can get out of check. In

complicated cases like this the director has a lot of discretion. No player should gain an unfair advantage for
deliberate illegal moves, or for inadvertent ones, which were deliberatelyoimded out. Remember that the clock

times will not be readjusted; however, move counters may need to be reset to the proper move number.

11B. lllegal moveprior to last ten moves.

If it is found that an illegal move was made prior to each péayast ten moves, the illegal move shall stand and the
game shall continue.

TD TIP: When the illegal move is a king left in check see the TD TIP aftet téle
11C. Accidental piece displacement.

If, during a game, one or more pieces have been accidentally displaced and incorrectly replaced, then the
displacement shall be treated as an illegal move. If, during the course of a move, a player inadvertently knocks over
one or more pieces, that playeust not press the cloclntil the position has been reestablished. The opponent may
press the clock without moving, if necessary, to force the player who knocked over the piece(s) to restore the
position on his or her owtime. If possible, clockwith move counters should be readjusted.
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TD TIP: If using increment time control it may not be to a pléyexdvantage to start the oppon@&ntlock if the
opponent created an illegal position or accidentally disgld pieces. In that case the players may stop or pause the
clock until the correct position is reinstated.

11D. lllegal move

If a player completes an illegal move by pressing the clock, in addition to the usual obligation to make a legal move
with the touched piece if possible, the standard penalty specified ihGakapplies.If the opponent has completed
a move subsequent to the illegal move, the standard penalty shall not @pplglsd 1], Deliberate illegal moves

TD TIP: A player should make sure to claim an illegal move madesbgpponent before completing his next
move, in order to be eligible to receive the additional time.

11D1. lllegal move in time pressure.

Time pressurés defined as a situation where either player has less than five minutes left incarinoe and the
time control does not include an increment or delay of 30 seconds orAndirector should not call attention to
illegal moves irtime pressuregonly the players may make that claim. If, during the game, in time pressure, a
playeits claimthat one of either playér last two moves was illegal is upheld by the TD, the position shall be
reinstated to what it was before the illegal move and the procedure itilAkghall be followedSee alsdl1H,
Director corrects illegal move outside of time pressamgl11J, Deliberate illegal moves.

TD TIP: When the illegal move is a king left in check see the TD TIP aftet tle
11E. Incorrect adjourned position.

If, after an adjournmenthé position is incorrectly set up, then the position as it was at adjournment must be set up
again and the game continued, subject to the provisioRslef11A, Illegal moveluring last ten movedhe time

on the clockshall not be adjusted; however, move counters on clbeikhave them may be readjustBde also

16R, No time adjustmeffior reinstated positioand19l, Game resumed with incorrect position.

11F. Incorrect initial position.

If, before the completion of Blaé 10th move, it is found that the initial position of the pieces was incorrect, or that
the game began with the colors reversed, then the game shall be annulled andraeplaygzd. However, the

players shall begin the new game with their closti{breflecting the elapsed timeach player used in the annulled
game; however, move countens clocks that have them may be readjusted. If the error is discovered after the
completion of Blacks 10th move, the game shall continBee alsdl6R, No time adjustmerfior reinstated position.

11G. Incorrect placement of chessboard

If, during a game, it is found that the board has been placed cont@y BRlacementvhich requires a white
square in the nearer corner to the right of each player, then the position reached shall be transteveed to a
correctly placed and the game continued.

11H. Director corrects illegal move outside of time pressure.

Except in a time pressure situatidrlD1), a director who witnesses an illegal move being made shall require the
player to replace that move with a legal one in accordancel@BhTouchmove rule. The time on the clockkall
not be adjusted; howevanove counters on clockkat have them may be readjusted. See Hlgo Deliberae

illegal movesand21D, Intervening in games.

Variation 11H1. Director as witness only.

In an event in which most games are not watched by directors, aodimeay refrain from correcting all illegal
moveshe or she may notice but simply serve as a withess should one of the players point out the illegal move before
ten more moves have been matigX).
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If used, this variation must be applied consistently; i.e., atdir@eay not require players to correct illegal moves
when witnessed in some cases but not in otfidris. variation does not need to be announced in advance.

11l. Spectators

Spectatorgnust not point out illegal move2@M5), except to the director in a manner neither heard nor noticed by
the playersSee alsdl6Y, Assisting players with time management prohibéed 20M, Behavior of spectators

11J. Deliberate illegal moves

If a player intentionally makes illegal moves, the director may impose pen8iieslsd C2, Director discretian
11D, lllegal move21F, Player requests for rulingand 21K, Use of directés power.

12. Check
12A. Definition.

The king isin checkwhen the square it occupies is attacked by one or more of the opfsguienes; such pieces are
said to bechecking the kingCheck is parried (a player gets out of check) by capturing a soleichegposing
piece, interposing one of the plagEepwn pieces between a sole checking piece and the king (not possible if
checking piece is a knight), or moving the king. The king cannot parry check by ca®#if)g (

12B. Double check

The square occupied by the king being attacked by two opposing pieces is kranublascheckand may be
parried only by moving the king. The king cannot parry double check by castid. (

12C. Responding to check.

Check must be parried on the move immediately following. If a playéng is unable to escape check, it is
checkmatednd the player loses the gani8A).

12D. Check by interposing piece.

A piece blocking a check to the king of its own color, commonly referreditdeaposing can itself give checlot
the enemy king.

12E. Moving into check.

A player may not move the king, including castli®g\4), to a square attacked by one or more oppd@ngrigces.
No move may be made Iany piece which puts the plageiown king in check. If a player does so, it is an illegal
move.See alsdl 1, lllegal Positions.

12F. Calling check not mandatory

Announcing check is not gaiired, and is rare in higlevel tournaments. It is the responsibility of the opponent to
notice the check, and a player who does not may suffer serious consequences. A player may annougee check.
alsoRule 10, Theduched piece.

13. The Decisive Game
13A. Checkmate

The player who checkmates the oppoGeking, providing the mating move is legal, wins the game. This
immediatelyends the gam&ee alsalA, Checkmatg9E, Checkmate or stalemafie?C, Responding to checand
15H, Reporting of results

TD TIP: This means that anything that happeffterthe checkmate move has been legally determined (see rule 9,
Determination and completion of the move) is irrelevant to the outcome ofrtree gecluding the playés flag
falling (5G).

13A1. The clock after checkmate.
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A player who checkmates the opponent is not obligated to then pidssr(stop bl) the clock, as checkmate takes
priority over a subsequent flag fall. Aayer delivering checkmate may choose to press the clock to minimize the
possibility of disputeSee als®E, Checkmater stalemate

13A2. Flag fall before checkmate.

If a player claims a win by time forfeil 8C) before the opponent determines a move delivering checkmate, the time
forfeit claim is appropriate.

13A3. Unclear if checkmate or flag fall came first.

After considering all available evidence, including testimony by the players and any witnesses, a director who is still
unable to decide whether the claim of the flag fall occurred first shall deny the time claim and rule the checkmate
valid.

13B. Resigndon.

The player whose opponent resigns wins the game.ifinigdiately ends the game. Sayirmgsignor tipping over
the king are relatively clear ways to resign.

Stopping both clockdoes not necessarily indicate a resignation. Since a player may be making a claim or seeing a
director, the opponent should not assume a player who stops bothlwadesigned whibut further evidence.

Likewise,the offer of a handshake is not necessarily a resignation. On occasion, one player believes the handshake
agrees to a drawhile the other interprets it as a resignati®ae alsdl5H, Reporting of Resultd6S, Priority of
agreed result over timrfeit claimand19G2, Resignation and invalid move.

13C. Time forfeit.

a. NonSudden Deathrhe player who properly claims that the opponent has not completed the prescribed
number of moves in the allotted time wins the game, provided that the claimantatiag material {4E)
and a reasonably completeoreshegtl3C7) when the flag falls§G). Move counters, onlocksequipped
with them, may not be used as the only evidence in claiming that the prescribed number of moves were not
completed in the allotted time.

b. Sudden Deaththe player who properly claims that the opponent has not completed the gdume in
allotted time, and hamating material 14E), wins the game. Acoresheds not required to win on time in
a sudden deattime control (5C).

See alsdl5H, Reporting of resuliand19G3, Loss on time and invalid move.
13C1. Only players may call flag.

Only the players in a game may call attention to theofadl flag (See alsbG); it is considered to have fallen only
when either player points this out. A director must never initiate aftinfieit claim.

Spectatorsincludingplayers of other games, who point out the fall of a flag in any manner, may be disciplined by
the tournament directdo the point of expulsion from the playing room, loss of their own gaame=spulsion from

the tournament. The recipieoit such assistance may also be penali2€i)( See alsdl6Y, Assisting players with

time management prohibiteBOE1, Solicited advige20E2, Unsolicited advig0M, Spectatorsand20M5,

Spectators cannot make claims.

TD TIP: The key word here may0 Directorsmust exercise extreme caution in penalizing unsolicitbdce.
ReviewingRule 20E, Soliciting or using advice prohibitdxfore making a ruling is advised. Remember in FIDE
competitions the arbiter can call the flag, and should do so.

13C2. Player may call own flag for protection in norsudden death

A player may call attention to the fall of his or her offag. This initiates the time forfeiture procedure, the same as

if the opponent had made a claim. A player will likely exercise this option in order to make it clear that any moves
the opponent may subsequently fill in or correct on the sbeedare invalid for the purpose of having an adequate
score.See alsdl3C3, Filling in moves with flag down.
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TD TIP: This rule was designed to protect the player who is short of time, in-auttten death time control, from
an opponent, who has plenty of time to write down moves as they are being made, whdlitisteador rushes,
move after move without filling @ scoresheet contrary tthA, Manner of keeping score.

13C3. Filling in moves with flag down.

Once either player points out the fallen flag, neither is permitted to 6l aorrect any previous moves missing

from the scoresheet. It is especially important that a player who expects to win on time not fill in missing moves.
Such additions or corrections are not considered for the purpose of determining whether the scoreakeatbly
complete {3C7, and may obscure a valid claim.

TD TIP: Enforcement of this rule often depends on an independent witness.
13C4. Consequence of filling in moves.

A player who improperly fills in missing moves after a fallen flag has been pointed out may not win by time forfeit
unless the director is certain that the pléyscoresheetould have been sufficient to win on time without the

improper additions. A director who is unsure on this point should give the benefit of the doubt to the opponent of the
claimant.

TD TIP: Enforcement of this rule oftenplends on an independent witness.
13C5. How to claim.

To claim a win by time forfeit, a player should stop both clg&ksand state the claim. If the opponent accepts the
claim, the game is over. If the opponent does not accept the claiofaitth@nt must present the claim to a director

13C6. Claimantés clock.

If a player who claims a time forfeit states the claim with claiiddtetg still up 6G), but therfails to stop the clock

in time to avoid also exceeding the time limit, the claim will be void, unless the flag fall was observed by a director
or independent witnesSee alsdl, Stopping the clogkl3C13, Player out of time cannot clait6Q, Interruption

of game 21F, Player requests for rulingslF1, Timing of requesteind16T, Both players exceed time control

TD TIP: A director who is aware that a claimant has neglected to stop the clock should instruct the claimant to do
Sso.

13C7. Definition of reasonably complete scoresheet

Unless otherwise postent announceth advance at the site, a reasonably com@eteesheet is one that has no
more tharthree missing or incomplete move pairs (consecutive moves, white and black or black and white). The
absence of three consecutive indivatimoves, e.g. whitblack-white, counts as two incomplete move pairs.

The move pairs considered incomplete if either sidenove is omitted or incomplete. No move pair is ever
considered to bbalf complete

Minor ambiguities in scorekeeping or errors involving no more than one symbol are of no consequence. The
common error of omitting one move by one player and subsequently putting moves in the wrong columns counts as
only one error. Movethat are indecipherable or recorded only with check marks are considered n8ssraiso

15, The recording of the games.

TD TIP: An example of a minor ambiguity would be for the player of the black piesgidd\Nf3 on a scoresheet
in place of Nf6 in the opening when Nf3 is clearly not even possible.

13C8. Use of opponeris scoresheein non-sudden death.

The directormay use the scoresheaxdtthe claimarnds opponent to determine that the requisite number of moves has
been made or that the claim@nscoreshees in error. The director may also use the oppaisesttoresheabd assist

in playing over the game. No player, however, may be forfeited based solely on the evidence of his or her own
scoresheet
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13C9. Player may demonstrate making time controin non-sudden death.

If the opponent of the claimant demonstradtest the required number of moves must have been made in order to
reach theposition on the board, ttdirector shall deny the claim.

TD TIP: If the opponent points out the correct number of moves have been made to reach the position on the board
due to move repetitions, but does not have an accurate score or an independent witness to verify this fact, the
director should rule in favor of theaimant.

13C10. Directornot obligated to play over game in norsudden death.

If the claimands scoresheetppears to be sufficiently complete and both scoresheets appear to be substantially
identical and agree on the number of moves made, the director need not play over those moves but may instead
require the player whose flag has fall&®)] to demonstrate why the oppon@nscoresheds not sufficient to win

on time.

13C11. Time forfeit claim denied in norsudden death.

If a flag is down but a claima@scoresheds insufficient to win on time, two minutes shall be added to the
claimants opponerts remaining time and the game shall continue. No further time forfeit claims during that time
control are allowed; a claim aftte forfeit shall be allowed during subsequent time controls.

TD TIP: Example: In a 40/120 20/60 game, if a time forfeit claim for the first time control is denied on move 35,
then another time forfeit claim is not available for either plage&@13 until the end of the second time control (at
flag fall after three hours by one player).

13C12. Both scoresheetsadequatein non-sudden ceath.

If both players agree that sufficient moves have been made or that both scoresheets are inadequate for time forfeit
claims, and it is impossible to establish the exact number of moves, no further claims on that time control are
permitted. The subseqnot time controperiod is in effect. The players should diagram or create a record of the
position to serve as a reference point for future claims.

13C13. Player out of time cannot claim.

A player whose own flag has falleB@) may not win on time during that contr@ee alsd 6T, Both players
exceed time control

13C14. Role of director during time trouble.

It is beneficial for a director to be present in an area with games in which the players are in time trouble, to observe
the players and safeguaadainst disturbance such as spectatogdayers talking or crowding too close to a game.
However, it is not recommended that directors concentrate on watching elaes to tell when they may go back

to other duties. This would accomplish little, as only players may call flags down, and a fallesGJap(istitutes
evidence equal in value to the witnessing of a falling feee also13C6, Claimarés clock

13C15. Variations.

Any variations on these procedures, such as use of Fi€tRods that require a director or deputy to be present at
each board and to claim tinfi@rfeits on behalf of the players, must be clearly annoubeéatre the start of the
tournament.

13D. Late arrival for game.

The player who arrives at the chessboard more than one hour late fogitih@rmgeof the game or arrives after the
expiration of the first or only time contrpkriod, whichever comes first, loses the game. The absence countdown
begins at the actual starting time of the round, which ighedys the scheduled starting time. A director who learns
that a player is unavoidably delayed may waive theteme forfeit rule.See alsd 3F, Late arrival by both players
15H, Reporting of resultd 6K, Both players latel6M, Equipment needed to start clp2RA, Gamedorfeited due

to nonappearancand28P, Unplayed games.
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TD TIP: Example in a single sudden death time control: if the time control is G/30 then a player who arrives 31
minutes after the start of that game wilséo A player who arrives at any time before the flag falls may play the
game with whatever amount of time is left on the piayabck.

Variation 13D1. Equipment must be set up.

To win underl3D, a player must set up a board, a set, and a clock, start the ofgpaherk, and run the clock until
theopponent has one hour of elapsed toméhe first or only time control period has expired, whichever comes first.
If both players are late, the first to arrive must split the elapseditomethe start of the gaguntil the arrival time
before starting the opponéstlock (sed 6K, Both players laje

TD TIP: For example, if the first player is 30 minutes late in a-sadden deattime control period of 40/120,

each player would start with 15 minutes elapsed, and the second player would not lose on time, due to non
appearance, until 45 minutes later. Another example: in a G/30 single sudden death time control, or one that is less
than one hour, the first player arrives 10 minutes late. Each player would start with 5 minutes elapsed. The second
player would not lose on time, due to rappearance, until 25 minutes later.

13E. Late arrival for adjourn ment resumption.

The player who arrives at the chessboard more than one hour late for the resumption of an adjourned game or arrives
after the expiration of the existing time period, whichever comes first, loses the galinectdr who learns that a

player is unavoidably delayed may waive the-boar forfeit rule. However, if the player who sealed the move is

the late player, the game is decided otherwise if either of the following conditions exists:

13E1. Checkmate

The absenplayer has won the game by virtue of the fact that the sealed move produces checkmate.

13E2. Stalemateor insufficient material.

The absent player has produced a drawn game by virtue of the fact that the sealed move has caused a stalemate
(14A), or if one of the positions ib4D, Insufficient material to continubas arisen.

13F. Late arrival by both players.

If both players arrive at the chessboardre than one hour late in a nendden deattime controlperiod or after
the flags have fallen in a single sudegath time controwhichever comes first, the director may declaregémae
lost by both playersSee alsd.3D, Late arrival for gamel5H, Reporting of result4 6K, Both players late22A,
Games forfeited due to nonappeargracel28P, Unplayed games

13G. Players must give notice if withdrawingor skipping a round.

A player who does not notify the tournament diregtet! in advance of the inability to play in any round and then
defaults the game und&BD, Late arrival for the gae, may be ejected from the tournament, and may be fined a
sum up to the amount of the entry fee, payable to the organizer. The player may be barred from any of the
organizeés tournaments until the fine is paid. On request, the player magtdired in or readmitted to the
tournament at the directirdiscretionSee alsdl6K, Both players lat22A, Games forfeited due to
nonappearancand28P, Unplayed games

TD TIP: Itis useful to have a withdraal/signup sheet available until the pairings are made for the last round.
Directors are urged to check this list before making any pairings.

13H. Sealing of invalid move.

A player who has sealed a move that the director finds has no reasonable interpretation loses the game. However, a
director who finds there are two or more reasonable irg&ons of an ambiguous sealed move may allow $saler
opponent to choose between the possibiliee alsd 9G, Sealed move invalehd19F, Sealed move ambiguous

13I. Refusd to obey rules.

The director may declare a game lost by a player who refuses to comply with the rules. If both players refuse to
comply with the rules, the director may declare the game lost byptegersSee alsd. C2, Director discretion
21F, Player requests for rulingmd21K, Use of directds power
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TD TIP: It is often useful, but not required, to employ the following steps before appBling dealing with a rule

that has no specific penalty:

Step 1: The director warrthe player who does nobmply with the rules.

Step 2: The director adds two minutes, or more if necessary, to the time of the opponent of the player who does not
comply with the rules. Some TDs repeat this step more than once.

Step 3: The director enforcd8l after steps 1 and 2 have been unsuccessful in getting a player to comply with the
rules.

14. The Drawn Game

All draw claims are also drawffers (L4B). The player by making any drasiaim (for example: triple occurrence of
position L4C), insufficient material to continud 4D), insufficient material to win on timeLl4E), the 56move rule

(14P, both flags down in sudden dedfl#G), insufficient losing chancg¥ariation 145 , é) i s al so maki |
implied offer of a dravio the opponent. If the opponent accepts the implied dffer, the game is over.

1. The opponent may immediately accept the doffer and end the gam&4B), or instead

2. The opponenmay ask the director to rule on the claim. If the director upholds thealaaw, the game is
over.

3. If the director does not uphold the claim (does not declare the game Ja tihevggame continues. The
implied drawoffer is still in effect, and the opponent may accept it or rejetdiB),

TD TIP: When a drawelaim is made, the director should inform the opponent of the draw offer. The opponent need
not immediately accept the drafer. Instead, the opponent may first wait and see what the director rules. The
directorés ruling migh or might not end the game in a draw. If the claim is denied, then the director restarts the
game. In restarting the game, the director assesses penalties, if appropriate according to the rules, and starts the
clock. The draw claim becomed.4Bdraw offer. The director should remind both players of this draw offer when
starting the clock.

TD TIP: Online draw rules vary from OTB draw rulésee Rule10, The Drawn Ga(Geapter 10).
14A. Stalemate

The game is drawn when the king of the player to move is not in check aptbtreathas no legal move. This type
of drawis calledstalemateProviding that the oppondstprevious move is legal, this immediatelyds the game.
Note that it is incorrect to refer to all drawn gamestakemate The draws described B throughl4Jare not
stalematesSee als®E, Checkmate or stalemasnd15H, Reporting results.

TD TIP: This means that anything, including the fall of the flag, which happens after the stateovatdas been
legally determined (se® Determination and Completion of the Mpigirrelevant to the outcome of the game.
Also, remember &4Astalemate draw claim is a draw off@Rule 14, The Drawn Garjpe

14A1. The clockafter stalemate

Just as with @heckmate, a player who stalemates the opponent is not obligated to theblgyesss{op bl) the
clock, as stalematakes priority over a subsequent flag fallplayer delivering stalemataay choose to press the
clock to minimize the possibility of disput8ee als®E, Checkmate or stalemate

14A2. Flag fall before stalemate

If a player claims a win on tim&3C) before the opponent releases a piece that will deliver stalethatéme
forfeit claim is appropriate.

14A3. Unclear if stalemateor flag came first.

After considering all available evidence, including tastny by the players and any witnessediractor who is
unable to determine whether the flag fall occurred first shall deny the time claim and uphold the stalemate
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14B. Agreement.

The game is drawn upon agreement between the two players. This immediately ends tiSegaisel 5H,
Reporting of resultsl6S, Priority of agreed result over tirf@feit claim; 19G1, Agreed draw and invalid mosgad
19J, Agreed result of adjourned game.

14B1. Prope timing of draw offer.

Except for a draw claim, which is an implicit draw offéd), a player should make a proposal of a doaly after
determining a movedG) and before pressing the clock. The opponent atagpt the proposal or masject it
either orally or by deliberately touching a pied®R). In the interim, the player who made the offer cannot
withdraw it. See als®G3, Draw offers

TD TIP: The first step in resolving a properly made draw claim is to notéyofsponent of the claimant that all
draw claims are the same as offering the opponent a drae(14,The Drawn Garjichowever, a rule 14 draw
claim is a proper (inherent) draw offer even ifrve has not been determined or completed.

14B2. Drawoffer with opponent on move.

If a player offers a drawvhile the opponeds clack is running, the opponent may accept or reject the offer. A player
who offersa drawin this manner may be warned or penalized for annoying the opp@@€pt See alsd 4, The
Drawn Game

14B3. Drawoffer before moving.

A player that proposes a drd&fore moving must allow the offer stand until the opponent either accepts or
rejects it. Such a proposal, while unlikely to annoy the opponent, can be disadvantageous, as the player may
subsequently notice a strong move and regret the inability to withdraw theS#éealsd 4, The Drawn Game.

The opponent of a player offered a driavthis manner has the right to require the player who offered thetdraw
move before deciding whether to accept the offer, and may resjidakle your move firs§ or words to that effect,
or remain silent. In any case, the offer may nowiiedrawn.

14B4. Flag fall during pending drawoffer.

A player who offers a dramay claim a win on timel3C) if the opponent oversteps the timeilinvhile
considering the proposal unless the offer is accepted before the flag3gis (claimed See alsdl4, The Drawn
Game.

14B5. Repeated offers.

Repeated drawffers may be construed as annoying the opponent, and penalties are possible at the discretion of the
TD (20G). If the first offer has been declined, it is improper to offer anadrew unless the opponent has since
offered a draver the position has changed substantially.

TD TIP: Itis a good idea for a director to issue a warningfore applying any penalties for repeated diaffers.
14B6. Premature or prearranged draws.

It is unethical and unsporting to agree to a do&fore a serious contest has begun. The same is true of all
arrangements to prearrange game results. In caseaofvaddations of the moral principles of the game, penalties
should be imposed at the dired@odiscretionSee als®?0L, Manipulating results

TD TIP: Trying to enforce this rule is difficulEorcing two players to continue playing when they are resolute on
obtaining a result of a draw will produce a sometimes very quick game with many moves resulting in a draw
anyhow. Often lastound games may not be prearranged; hearedue to prize fund distribution considerations the
result can be easily predicted. In cases involving prearranged draws it is wise to have clear and irrefutable evidence
before imposing any penalties.
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14C. Triple occurrence of position.

The game is drawn upon a correct claim by the player on the move when the same position is about to appear for at
least the third time or has just appeared for at tbasthird time, the same player being on move each time. In both
cases, the position is considered the same if pieces of the same kind and color occupy the same squares and if the
possible moves of all the pieces are the same, including the right to(Bag]8A3, 8A4) or to capture a pawen
passan{8F5). See alsdl4C8, Sudden death time pressu4C9, Claimaris scoreshegpaind15H, Reporting of

results

TD TIP: Remember a triple occurrence draw claim is a didfer (Rule 14, The Drawn Garje
14C1. Norepetition of movesr perpetual checldraw.

There is no ruleegarding a drawy repetition of movesThe drawis based on repetition pbsition The three
positions need not be consecutive, and the intervening moves do not matter. There is also no rule regarding
perpetual checkt is irrelevant whether the claimant 4 Cis delivering check or whether the thricepeated
position involves check.

TD TIP: AiPerpetual cheakandfithree consecutive positiolare oftenoccurring special cases G#C, Triple
occurrence of positigrtherefore, claimants need to mak&4Cclaim in order to try to secure a triple ogrrence
of position draw when these special cases occur; however, if a player magesatual cheakor fithree
consecutive positiodsclaim it is considered first a draw offeR(le 14, The Drawn Garje

14C2. How to chim.

If a move is required to complete the third occurrence of the position, the player claiming thendea®4C

should write this move on the scoreshmett not play the move on the board, stop both cl¢gRs and state the

claim. If no move is requiretb complete the repetition, the player should stop both clocks without moving and state
the claim.

In both cases, if the opponent agrees, the game is drawn. If the opponent does not agree, the claimant may make the
claim to a director. If a director dis the claim, the claimant is still obligated to play any announced or recorded

move. The directoawards the opponent two extra minutgse alsdl4C3, Plagr must be on moyd4C4, Claim

after moving without pressing cloc&nd14C7, Irrevocability of claim

14C3. Player must be on move.

Only a player to move may claimdaawunder14C. If the opponent is on move a player may not claim, and any
claim the player may have made before pressing the tdankalid; however, the claim is then considered a draw
offer (14C7. The right to claim is restored to that player if the sansitipo appears again with the same player on
move, or if any other position appears for at least the third time with the same player oiSewaksd 4B,
Agreement

14C4. Claim after moving without pressing clock.

A player who moves and then does not press the cidtk but allows it to run, retains the right to claim a draw
underl4C. However, this procedure is not recommeahdEhe player who moves and allows the clock to run will

lose the time that elapses before a ruling if the claim is not upheld. It is preferred that the player stops both clocks
(51) in order to retain the right to claim a drander14C

14C5. Claimants clock continues to run.
If a player who claims a draunderl14Cfails to stop the clockghe director should instruct the player to stop them.
14C6. Resolution of claim.

If the claim is found to be correct, the game is drawn. If the claim is found to be incorrect, two minutes shall be
added to the oppondrtremaining unused time.
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14C7. Irrevocability of claim.

A player who makes a draslaim underl4Ccannot withdraw it; however, it is still considered a dcdfer (14). If
a player moves, then claims a drand presses the clockH), or claims a draw, then moves and presses the clock,
the move stands, and this is considered an offer of a dranS@d)alsdl4B, Agreement.

14C8. Sudden deathime pressure.

In sudden deatha player with less than five minutes remaining may be awarded abgltaiple occurrence of
position based on the observation afiector, deputy, or impartial witness(es). A player may stop both ctocks
see a director in order to demonstrate the ability to force a triple occurrence of p&&8asd4C, Triple
occurrence of position.

14C9. Claimanis scoresheet
Except forl4C§ the claimant must have a scoresheet adeqlia€’) to demonstrate the validity of the claim.

14D. Insufficient material to continue.

The game is drawn when one of the following endings exists as of the most recently determined legal move, in
which the possibility of a win is excludedrfeither sideSee alsd.5H, Reporting of results

TD TIP: Remember 44D draw claimis first a draw offe(Rule 14, The Drawn Gamje

14D1. King vs. king.

King vs. king.

14D2. King vs. king with bishop or knight.

King vs. king with bishop or knight.

14D3. King and bshop vs. king and bishop.

King and bishop vs. king and bishop, with both bishops on diagonals of the same color.
14D4. No legal moves leading to checkmate by opponent.

There are no legal moves that could lead to the player being checkmated by the opponent.

14E. Insufficient material to win on time.

The game is drawn even when a player exceeds the time limit if one of the following conditions exists as of the most
recently determiad legal moveSee alsdl5H, Reporting of results

TD TIP: Remember 44E draw claims first a draw offeRule 14, The Drawn Gaje

14E1. Lone king.

Opponent has only a lone king.

14E2. King and bishop or king and knight.

Opponent has only king and bishop or king and knight, and does not have a forced win.

14E3. King and two knights.

Opponent has only king and two knights, the player has no pawns, and opponent does not have a forced win.
14F. The 56move rule.

TD TIP: Remember 44F draw claimis first a draw offeRule 14, The Drawn Gaje

TD TIP: a 14F draw claimwouldonly use the standards outlined in 14F. The standards fopla occurrenceof
position claim particularly Rule 13C7, Definition of reasonakdpmplete scoresheeto not apply here.
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14F1. Explanation.

The game is drawn when the player on move claims a dnavwdemonstrates that the last 50 consecutive moves
have been made by each side without any captysawn move. If the director wishes to allow more than 50 moves
for certain pogions, details must be postatithe tournament before the first rouSee alsdl5H, Reporting of

results

14F2. Resolution.

If the claimis found to be correct, the game is drawn. If it is found tmberrect, two minutes shall be added to the
opponends remaining unused time.

14F3. Winning position irrelevant.

If a valid claim exists, the game is drawn regardless of the position. Even if the opponent can show an immediate
checkmate, the game is drawn.

14F4. Director may count moves in sudden death

In sudden deatha player with fewer than five minutes remaining and a simplified position in which no pawn moves
or capures seem likely may stop both clockgclare to a director an intention to invoke thentdve rule when

possible, and ask for assistance in counting moves. A director who agrees this is appropriate nnagvesuoit

use a deputy or a clock with a move counter to do so.

a. If the director or the deputy will count moves, the count should begin by crediting moves already made and
listed on the scoresheaftthe player intending to claim. An opponent who believes a different number of
moves have been made should present this case if and when the count reaches 50.

b. The director or deputy may either keep score, make chedésp@ combine the two.

c. After the count by the director or deputy begins, neither player has a right to know the count until 50 moves
are reached. At that point the game is declared drawn unless the opponent successfully challenges the move
count.

d. The @ponent may challenge either the moves on the cladmaobreshedtefore the director/deputy
count, the count itself, or both, but must have a scoresdeguatel3C7) to support the challenge.

e. If the challenge is upheld, the game shall continue with the director or deputy resuming from the corrected
count. If the claimar@ scoresheés responsible for the wrong count, two minutes shaddaed to the
remaining unused time of the claim@obpponent. If the director/deputy count was wrong, there shall be
no time adjustment

f.  The director may insert a clock with a move counter that shows the remaining time of both pltytiies
move counter to zero, and order play to resume. When the clock indicates that both sides have completed
50 further moves, either player may claim a driwhis method is used, the director should inform the
players that if anove is erroneously not counted or double counted, the players should stop the clock and
notify the director.

14G. Both flags down in sudden death

The game iglrawn if both flags are down in a sudden death time control and either player points this out. If a player
whose flag is still up claims a win on time but does not stop the afotike to prevent the flag from falling, the

game is drawn, unless the flag fall was observed by a director or independent \Béreeslsd 4G2, Players

apparently unaware of situatiotbH, Reporting of resultd6T, Both players exceed time confrahd16Y,

Assisting players with time management prohibited.

TD TIP: Remember 44G draw clainis first a draw offe(Rule 14, The Drawn Gamje

TD TIP: An increment time control &0 seconds or more is not considered sudden death; therefore, 14G does not
apply.
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TD TIP: If both flags are down some clocks indicate which flag fell first. At this point that information cannot be
used to make a time claim win. The claim of a win must be properly made by a player before his own flag falls.
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14G1. Checkmateand both flags down.

In a sudden deattontrol, if a player points out that both flags are down prior to a checkmate, the ginaeris

After considering all available evidence, including testimony by the players and any witnesses, a director who is
unable to determine whether the claim of both flags dogaurred first shall deny the time claand rule the
checkmate valid.

14G2. Players apparently unaware of situation.

If a sudden deathame continues with boftags down, thelirectormay rule it a drawThis exception tthe
standard rule that only players may call flags down is justified by the need to avoid delaying the tou®@enent.
also14J, Draw declared by directdr6 T, Both players exeel time contrgl16Y, Assisting players with time
management prohibited8G, Adjudicationsand21D, Intervening in games.

TD TIP: An increment time control of 30 seconds or more is not considered sudden death; théd&dalees not
apply.

14H. Claim of insufficient losingchances in sudden death
No claim of insufficient losing chances in sudden death will be allowed.
Variation 14H. Claim of insufficient losing chances in sudden death.
This variation need ndite announced in advance publicity.

14H1. Explanation.

This procedure is not available for games in which a detieing used with either thiene celay or the increment
properly setwhether the game begins with such a clock or one is added during thelgd#h2d (If such a clock is

not being used, or such a clockbsing used without the time delay or increment feature in operation, the following
procedure is available.

In a sudden death time control, a playettoe move with two minutes or less ofmaining time may stop the clock
and may make a claim of insufficient losing chances.

14H2. Resolution of Variation 14H claim.

When ruling, the director should not consider the ratings of those playing.-fated player who claimsdraw vs.
a Master should obtain the same ruling as a Master with the same position who claims a draw-keteal lplayer.
The director should also not consider the times on the cl8eesalsdl4H3, Conferringvith players.

The director has four possible ways to resolve the claim.

TD TIP: Except for rulesF5there is no rule allowing players to ask for a properly set delay clock to be placed on
their game, which would replace an analog clock or a-delay digital clock. For delay capable clocks not set with
delay, see ruld6PL1 Only the TD can initiate placing a clock with time delay capabilities on a game after a
Variation 14H claim has been made and the steps of 14H2 have been applied. As a result, the player wishing to
place a time delay clock on the game must first makeriatite 14H claim.

TD TIP: Remember a Variation 14H draw claim is first a draw offenle 14, The Drawn Garpe
14H2a. The claim is unclear and a delay clock is available for the game.

A director who believes theaim is neither clearly correct4H29 nor clearly incorrectlidH2d), but is instead
uncertain as to the correctness of the claim, may place a delay clock on the game, seffitigutsa The claimant
gets half of the claimaéd remaining time (rounded to the nearest second); the opgotier is unadjusted; the
time delay is set for the standard delay announced at the start of the tournament. After thefeleliochris steted,
the Variation 14H draw request by the claimant becomes a draw offer 14B{@r Draw offer before moving
Penalties for rule infractions remain standard. The claimant may win, lose, or draw the game.
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14H2b. The claim is unclear and a delay clock is not available for the game.

A director who believes the claim is neither clearly corr&dtH29 nor clearly incorrectldH24g, but is uncertain as
to the correctness of the claim, and does not have a delay clock available, may:

1. Deny the claim while inviting a later-céaim. There is no adjustment of either plagdime. After the laimants
clock is started, the Variation 14H draw request by the claimant becomes a draw offerdB®|eDraw offer
before movingPenalties for rule infractions remain standard. The claimant may win, lose, ohérgane.

2. Watch the game while reserving judgment on the claim. The director should make every effort to resolve the
claim before the flag of either player fal&Q). There is no adjustment of either plaigaime. Afer the claimaris
clock is started, the Variation 14H draw request by the claimant also becomes a draw offer undetBderaw
offer before movingPenalties for rule infractions remain standard. The claimant rimgyjtoge, or draw the game.

14H2c. The claim is clearly correct.

A director who believes the claim is clearly correct should declare the game drawn. The draw shall be awarded if the
director believes that a Class C player would have little chance tdegesition against a Master with both

players having ample time. The exact losing chances of any position cannot be calculated, but a director wishing a
more precise standard may consider little to mean less than 10 percent. A director unsure whsititar mpets

the above standard should use opfidii2aor 14H2h See alsdl4l, Advice on claims of insufficient losing chances

in sudden death under rule Variation 14H.

14H2d. The claim is clearly incorrect.

A director who believes the claim is clearly incorrect should deny the claim and may subtract up to one minute from
the claimands remaining time. After the claima®atclock is garted, the Variation 14H draw request by the claimant

also becomes a draw offer undefB3, Draw offer before movindPenalties for rule infractions remain standard.

The claimant may win, lose, or draw the ga®ee ato14I, Advice on claims of insufficient losing chances in

sudden death under rule Variation 14H.

TD TIP: If a director chooses to resolve the claim by enfordifbl2a, The claim is unclear, a delay clock is

available for the gameor 14H2b, The claim is unclear, a delay clock is not available for the gtmae the director

should inform the laimant and opponent that when the claintartlock is started that rul&4B3, Draw offer before
moving, is in effect. The opponent has the right to ask the claimant to make a move before the draw offer is rejected
or accepted by the opponent; however, if the claimant makes a checkn&®@( stalemating 14A) move, the

game is over.

TD TIP: Applying rulel4H2a The claim is unclear, a delay clock is available for the game, is the preferred
method of resolving a Variation 14H claim for directors who wish to ensure the result of the game is determined by
the players, rather than any outsiofdluence.

14H3. Conferring with players.

A directorwho is unsure how to rule may confer privately with eithlayer or with both players separately
regarding the playé plans. The director should be careful not to say anything that might assist the player if the
game is resumed.

14H4. Player with fallen flag may not claim.
A player whose flag is dowrb(G) may not claim insufficient losing chances

14H5. Delay Clock a clock with time delay capabilities, or Increment clock, a clock with increment
capabilities.

If either a properly set Delay Clo¢kF) or a properly set Increment Clock is us@dyiation 14Hand14l are not in
effect; i.e., no claim of insufficient losing chaneeay be made. The reaction time provided for by the delay or the
added increment time for each move is likely to be sufficient for a player with insufficient losing ctewinclethe
position.
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141. Advice on claims of insufficient losing chanceis sudden deathunder Rule Variation
14H.

1411. Consulting strong players.

If the director is unsure about how to rule oviaiation 14Hclaim, the director may consult a Master or Rear
Master who has no stake in the outcome of the game in question. The dirextlet be careful to explain the
conditions ofVariation 14Hto such a player.

1412. Types of positions.

In complex positions often neither side has a valid claim, while in simple positions both sides may h&ee one
instance, with much material on the board a Master may be down a piece without compensation but still has better
than a small chance to beat a C player. But in endings such as desctid&] @avena player behind in material

should sometimes be awarded the draw.

1413. Oppositecolored bishop endings.

In some oppositeolored bishop endings (one player having a {gduared bishop and the other player a dark
squared bishop) with most or all pawns fixed, a Master, even if a pawn or two ahead, may have little chance to
outplay a Gplayer; these positiorshould be ruled draws.

1414. Queen vs. queen, rook vs. rook.

With no pawns and queen vs. queen or rook vs. rook, the draw should be awarded unless it is one of the rare
positions in which there is a quick forced win. If the claimant has additional alated the opponent does not, the
ruling should still ordinarily be a draw.

1415. Bishop or knight vs. rook, rook vs. rook and knight, queen vs. queen and bishop or knight.

With no pawns the player behind in material should not be awarded a drawnlaythie appropriate for the
director to applyl4H2aor 14H2h

1416. King vs. king, rook pawn, and possibly bishop.

A player with a lone king should be awarded a dvawking and rook pawn, or king, rook pawn, and bishop
controlling squares of the opposite color than the promotion square, if the ci@ikiagtcan stop the pawn from
promoting. As inl414 and all other such cases, if the claimant has additional material, the ruling should still
ordinarily be a draw.

1417. Rook vs. rook and bishop.

With no pawns, unless there is an immediate win of material or an unusual problem position, a draw claim with
rook vs. opponeid rook and bishop should be denied in accordancelitt2d The claim is clearly incorrect.

14J. Drawdeclared by director.

On rare occasions the director may encounter a situation in which a ruling is required and a decision in favor of
either player would be unfair to the opponent (for example2@e2dand20E2h. In such situations the director

may rule a draw on the grounds that this is more equitable (i.e., less inequitable) than any other ruling. A draw may
also be ruled in cases liIROE, aled movenvelope missingf the director recalls that the position was about

equal but does not remember the exact position or clock tBeesalsd.C2, Director discretiogrnil4G2, Players

apparently unaware of situatioh6T, Both players exceed time contrbbY, Assisting players with time

management prohibited8G, Adjudications 21D, Intervening in gamesnd21K, Use of directds power.

14K. Director declares draw for lack of progress.

If one or both of the following occur(s) then the TD magldee the game drawn:

1. The same position has appeared, a4 for at least five consecutive alternate moves by each
player.

2. Any consecutive series of 75 moves have been completed by eachvathgert the movement of
any pawn and without any capture. If the last move resulted in checkmate, that shall take
precedence
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15. The Recording of Games
15A. Manner of keeping score.

In the course of play each player is required to record the game (both thépbayedthe opponeistmoves), move

after move, as clearly and legibly as possible, on the scorguiesetibed for the competition. Algebraic notatisn
standard, but descriptiva computer notation is permitted. The player must first make the move, and then record it
on the scoresheethe scoresheahall be visible to the arbiter (tournament directors) and therapy throughout

the gameSee alscChapter 3, Chess Notatipb3C3, Filling in moves with flag dowri3I, Refusal to obey rules

35F6, Scorekeeping optiarend43, Scoresheets.

TD TIP: While the rulé wording indicates making the move first and keeping the scoresheet (paper or electronic)
visibleat all times, it brings US Chess in alignment with FIDE procedures and sooths many of the fears surrounding
electronic scoreshedisseeRule 43 it is a huge change for many players. TDs are advised to first (and possibl
second and third) issue warnings to players that do not comply with this revised rule before enforcing any time
penalties {C2a. prescribes adding two minutes to the oppdrentused time

15A. (Variation |) Paper scoresheet variation.

The player using a paper scoresheet may first make the move, and then write it on the scoresheet, or vice versa. This
variation does not need to be advertised in advancesddresheet shall be visible to the arbiter (tournament
directors) and the opponent throughout the game.

TD TIP: TDs may penalize a player that is in violatior26C, Use of notes prohibitétthe player is first writing
the move and repeatedly altering that move on their scoresheet before completing a move on the board.

TD TIP: When TDs enforce tHevisible scoresheetportion of this rule they are advised to first warn players that
do not make their scoresheet (or score keeping device) visible to the TD and their opponent.

15A1. Players unable to keep score.

a. Players determined by the director to be unable to keep score due to physical handicaps may have
assistance in scorekeeping as describ&bkn Rules for visually impaired and dided playersand
should be excused from scorekeeping if such assistance is unavailable.

b. Players determined by the director to be unable to keep score for religious reasons may be excused from
scorekeeping or permitted to have assistance 38HnRules for visually impaired and disabled playats
the directods discretion.

c. Beginners who have not learned to keep score may be excused from scorekeeping, at ttis director
discretion.

Players excused frostorekeepingre not entitled to makaaims that require scoresheets; those who have
assistance retain such rights.

TD TIP: Directors often deduct time frothe clockof players at the start of the game whom they excuse from
keeping score (the most common example would be that of a player excused from keepinggsauaéor

religious reasons). Their opponents will need to give up thinking time in order to keep score, which the excused
player need not do. A good rule of thumb is to deduct 5% of the total game time allotted for each individual player,
up to 10 minutedrom the playeis clock that is excused from keeping score. Unless a clock is being used that can
be set with seconds as well as minutes and hours (usually a digital clock), partial minutes should be rounded to the
nearest minute. For example, in a 208D/30 contest the player excused from keeping score would lose 5 minutes
(5%x90 minutes = 4.5 minutes, rounded to 5 minutes) on an analog clock and 4.5 minutes on a digital clock with
that capability. In a 30/60 SD/60 game that same player would loselgni(6%x120 minutes = 6 minutes) on

both an analog and digital clock. In a G/45 contest that same player would lose 2 minutes (5%x45 minutes = 2.25
minutes, rounded to 2 minutes) on an analog clock and 2.25 minutes on a digital clock with that cafability.

40/120 20/60 game can exceed 200 minutes of playing time, as long as 20 moves are made every hour after the first
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time controf therefore, that same player would lose no more than 10 minutes (5%x200 minutes = 10 minutes or
5%x300 minutes = 15 minutes, which is rounded to 10 minutes because it exceeds the 10 minute maximum limit).

15B. Scorekeepingn time pressure, nonsudden deathtime control.

If either player has less than five minutes remaining in asualden death time control and does not have additiona

time (increment) of 30 seconds or more added with each move, both players are excused from the obligation to keep
scoreuntil the end of the time control period. Doing so, however, may make it impossible to claim laydripe
occurrence of positiorlédC) or the 56move rule(14F or a win on time forfeit{3C). Scorekeeping by both players

must resume with the start of the next time corgesiod, and missing moves should be filledi6K).

TD TIP: Only players in games with increment time contafl80 seconds or more and using properly set
increment capable atks are required to keep score at all times, even in the last five minutes of any time control
period. Players using improperly set increment clocks orinorement capable clocks, even those clocks adjusted
for an increment time control, are regulategd Rule15B

15C. Scorekeepingn time pressure, sudden deathime control.

If either player has less than five minutes remaining in a sudden death time control and does not have additional
time (increment) of 30 seconds or more addétl each move, both players are excused from the obligation to keep
score. A scoresheit not required to win on time in a sudden dezthtrol (13C).

TD TIP: Only players in games with increment time controls of 30 seconds or more and using properly set
increment capable clocks are required to keep score at all times, even in the last five minutes of any time control
period. Players using improperly set incramhelocks or nosincrement capable clocks, even those clocks adjusted
for an increment time control, are regulated by RLBE.

15D. Use of opponeris scoresheetor assistance.

A player who has an incomplete scoresl{@#8C7) and wishes to consult the opporterecoresheet for assistance
may ask to borrovit from the opponent under the following conditions:

15D1. Clocktimes.
Both players have at least five minutes remaining in the current time control.
15D2. Borrowerds clock runs.

The clockof the player making such a request is running and shall continue to run until the scdrasHesn
returned.

15D3. Compliance.

The opponent is urged to comply wighch a request, but this is not mandatory. If the opponent denies the request,
the player may stop both clockad see a director. director who agrees that the request is appropstaé instruct

the opponent to lend the player the scoreshdet opponent may not refuse as all scoresheets belong to the
organizersSee alsdl5G, Ownership of scoresheets

15D4. Excessive requests.

Repeated requests of this type may be deemed by the dieb®inappropriate, and the offender may be penalized
uncer 20G, Annoying behavigprohibited

15E. Borrowing not needed.

A player who is able to read the oppor@srscoresheatithout borrowing it is free to use the information gained for
assistance in keeping score.

15F. Reconstruction after time control

After the end of a time control, if ghnext control is not suddeteath, each player must make all efforts to fill in any
missing moves on that playerscoresheet
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15F1. Reconstruction of scoreshedty one player.

After the completion of a time contra@ player who alone has to complete the scoresheet must do so before making
another move, and with that plaggrclodk running if the opponent has made a move. An additional set and board
may be used.

15F2. Reconstruction of scoresheets by both players

After the completion of a time contraf both players need to complete their scoresheets, the dhokitd be
stopped until they are completed. Additional chess sets and boards may be used. Thisajg®y if the director
rules that it is unnecessa§eealso 15F4, Reconstruction when the next time control is sudden.death

15F3. Reconstruction impossible or unnecessary

If it is impossible or unnecessary to reconstruct the moves as prescribed above, the game shall continue. The players
should make a clear diagram of the position reached, and the next move played will teeredrikie first one of
the following time controlinless the players agree that a later move number has been reached.

TD TIP: For example: in a 40/90 20/30 game both players were in time trouble in the first time control and blitzed
off many moves. Both players agree that they made time control but cannot reconstruct the game to reach the
current board position. The position isasgrammed and the players continue from that position with the next move
by White being move number 41 (or another move number greater than 40 if both players agree). The scoresheet
from that point forward is considered complet&C7) in order to make anglaim including a dravby triple

occurrence of positionldC) or the 56move rule {4F) or a win on time forfeiti30).

15F4. Reconstruction when the next time control is sudden death

Upon makingthe time contrglif the next control is sudden death, it is less important to fill in the missing moves.
Thedirector has the option of waiving the requirement of reconstructing.

15G. Ownership of scoresheets

The scoresheets of all games in a tournament are the property of the sponsoring organization(s). If the organizer
requires that a copy of each game scasulbmitted by the players, duplicate scoresheets must be provided, and
players who fail to submit scoresheets may be penalized.

15H. Reporting of results

When a game is completed, the result must be immediately refrottesimanner required by the director. Both
players, not just the winner, are responsible for registering the result. If they do nottdeysoay each be
penalizedSee als®9H, Unreported results

151. Results reported incorrectly.

If the director learns of the correct result for any jostnpleted round either before or just after pairingge been

made for the next round, tldgrector should correct the pairings if this can be done without disturbing too many
games already in progress. The correction may either be based on the correct result or on treating the incorrectly
reported result as an unreported res2@H), at the directds discretion. Whichever of these is chosen, the result
must be corrected before pairing subsequent rounds, if any, and the corrected result shall be usegugrgseze

If the error occurred in an earlier round, other than the round described above, the director shall still proceed as
above, but has discretion as to whether to use thectoesult or the incorrect result for prize purposes. This

decision should be based on how much earlier in the tournament the error occurred and how many pairings were
affected.

TD TIP: Sometimes errors occur in the reporting of game results. Those errors need to be corrected immediately.
Fortunately the same methods used to comeceported gameesults also work very well for incorrecttgported

game resultsThe diffiazlty arises when incorrectly reported results do not come to the disatiention until

after several rounds, or even the end of the tournament. As long as there is no chance of a prize being involved,
correcting the results is easy. When prizes ohance to win a prize are involved the director should take care.
Correcting incorrectly reported results that cause a player, paired in easier score groups for many rounds, to

US Chess Federationds Of f ild-R2al Rul es of Chess, V 7th



47

suddenly qualify for a prize seems unfair. It is the plésysrsponsibility taheck the wall charts for errors. While
there is no question that such an incorrect result should be rated, the director needs to decide diyxasse
basis whether or not to allow the new correct results to affect the awarding of prizes.

16. The Use bthe Chess Clock
16A. Allowable time controls

The US Chess office maintains a list, available on request, directly from the US Chess office or at www.uschess.org,
of the currently allowable time limits for different typeflstaurnamentsSee als®C, Ratable time contrals

16B. How to set clocks

16B1. Analog clocks.

Clocksshould be set so that each unit will register €btark when the first timeontrol period expires. If there is a
second time control of any length of one hour or less it should expire at selakdeven if that requires that the
clocks be reset), third such control at eightfolock, etc.See als®F1a, Increment capable clock not available
5F2a, Delay capable clock not availgl88F5, Special Clock

16B2. Digital clocks.

Time delay or increment clocks should be set according to the manufétiirections so that any visual device

used to indicate that a playgetime has beeaxhausted for all time control periods is activated. Such mechanisms
may include one or more of a light, a display of all zeros, or a display of a flag. Players should explain the flag fall
mechanism and the clo@koperation to their opponents. The tingdag or increment should be set according to the
directois instructions, with the time delay or increment in force starting at movesaigynless the time control
specifies otherwise. Clocks equipped to do so shbealset for a Bronstein or a delay mode for delay controls or for
Fischer, added time, or increment mode for increment time controls.

TD TIP: Not all digital clocks correctly give the increment for move one when you set increment on the clock. For
clocks that don't, the increment time in seconds should be added manually to the base time, if possible, so each
player gets the increment for move one. For example, for G/3;inc2, each player gets 3.02 (three minutes and two

seconds) to complete moveond. t he ¢l ock only gives 3.00 f odwittaach pl a

base time of three minutes and increment of two sedahés, if possible, two seconds should be added to each

pl ayerdés base ti me wh e nartedevithout thegncréntert appliedfar knove dnd, itim g a me
recommended that the TD not allow the clock to be subsequently adjusted to add the increment for move one. This
failure to adjust the clock initially should not be allowed as grounds to contestrditageforfeit claim.

16B2a. Sound.

Digital clocks must be set to produce no sound. This includes, but is not limited to: beeping when a player has run
out of time in the final time control; beeping wheplayer reaches the end of any time control; warning beeps to
indicate a player is approaching the end of a time control; and beeping when a player presses the clock. A digital
clock that can be set to produce no sound is preferable to a clock that cannot.

16B2b.

Clock of player not out of time continues to run.If possible, digital clocks must be set so that when one player
runs out of time in a time control, the opporisrdlock continues to run normally. This capability is variously called
fihalt on end) ficlaim modej or fifreezeo A digital clock that can be set to satisfy the requirement of this rule is
preferable to a clock that cannot.

16B2c.

Players are responsible for setting clock correctlyPlayers are responsible for knowing how to set their own
clocks to conform to rulé6B2. Players should be prepared to explain the éoageration to the opponent before
the start of the game. This includes how the clock indicates a player has run out of time and how to pause both
clocks if necessary to summon a direc&ee als®F7, Players igonsible for knowing how to set the clock.
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For more information on delay or increment clocks@kapter 4, Equipment Standar8§, Standard TimeB5F5,
Special clock42B, Digital clocks 42D, Delay clock preferabl@nd42E,Increment clock preferable in increment
time controls

TD TIP: Directorsare not expected to know how to akdigital clocks(5F).

TD TIP: Some players due to incapacity or due to religious reasons cannsbometypes of clocks such as

electric, electronic or with digitadlisplays After a directordetermines that such conditions are genuine, an analog
clock is permissible. Someagkrs for the same reasons cannot use a clock at all. In such cases, the opponent may
be asked, but not required, to press the clock on behalf of both players, a method that soepeitbas worked

well. The TD may also require such a player to providassistantpr may help such a player find an assistant
amongspectatorsor players with byedDirectors often deduct time from the clockglayers excused from setting

and pessing the clock. See also the TD TIP after 15A1, Players unable to keep score.

16C. Removing a playets hand from clock

Players must remove their hands from the clock button after depressing the button and must ke eyl $hefir dnad
away from the clock until it is time to press it ag&ee alsdH, Pressing the clock

16C1. Using the clock.

Each player must operate the clagith the same hand that moves the pieces.
16C2. Picking up clock.

Each player is forbidden to pick up the clock.

16D. Special rules for time pressure

SeellD1, lllegal move in time pressyi®B, Scorekeeping in time pressure, suaden death time contrahd
15C, Scorekeeping in time pressure, sudden death

16E. When flagis considerel down.

The flag is considered to have fallen when either player points thiSeatalsdG, The flagand13C1, Only
players may call flag

16F. Evidence provided by flag

In the absence of an evident defect in the clock or flag mechanism,léreffag) 6G) is considered as proof that
the timecontrol period has ended or that time has run out for that time p&eedalsd6G, Premature flag fa#ind
16H, Apparent flag fall can cause forfeit

16G. Premature flagfall.

a. With an analog clock, if a clear white space shows between the right side of the minute hand of the clock
and the left side of the 12 marker on the céisdiace, the flag is considered to have fallen prematurely.

b. With a delay clock, if the device useditalicate that a playés time is exhausted is activated, due to an
incorrect or defective move counter, an incorrect setting, or a déf©} 6f any kind, the flag is
considered to have fallen prematurely. Sittemove counters, on clocks equipped with them, may not be
used as the only evidence in claiming that the prescribed number of moves were not completed in the
allotted time 13C), both player8scoresheets may beagsas evidence of an incorrect or defective delay
clock.

If either 16Gaor 16Gboccurs, the director should deny the claim of a time forfdf and the game is
continued, with a different clock, if possible. A later tifieefeit claim (L3C) in that control by either player is
still allowed.

16H. Apparent flag fall can cause forfeit.

a. Analog clock even though it may seem that the flag) fell early, if the clear white space described in
16Gais not apparent, the playsrtime has expired.
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TD TIP: For instance, if the right side of the minute hand is touching the left side of the hour marker, even though it
may not reach to the center of that marker, the time has been used up. Playersesimaldhat this possibility
exists and should refrain from using all their apparent time if not essential.

b. Delay clock: because each delay clocanufacturer applies the delay and flag fall procedures in slightly

different ways, it may then appear that the flag fell early as descrildgidsip however, the playés time
has expired.
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161. Starting the clock.

At the time determined for the starttbe game, after the board and pieces are set up, the clock of the player with
the white pieces is started. During the game, each of the players, having moved, stops tisecfilakeand starts
that of the opponenSee als®H, Pressing the clocnd16N, Beginning the round

16J. Black not present.

If Black is not present for the start of the game, White shalllsgadwn clock, make his move on the board, and
start Blacls clock.

TD TIP: If a director observes that White has started Béaakock without moving, the director should remind
White to make a move immediately. If, upon arriving, Btazserves that White has started Bl@cklock without
moving, Black may immediately start Whstelock or stop the clock and make a claim. Either way, if the clock has
a move counter, it may be necessary to adjust it before the game commences. Thergiyeatsess the standard
penalty (C2A), or other penalties if appropriate, against the player who improperly started @8latdck without
moving.

If White makes a move before the clock is started, the manéecanay be off by a hathove. If White starts
Blaclkss clock without moving, the counter may be off by arhale or a full move. The director should, at an early
stage in the game, verify the setting of the move counter, and ask the players tatdbrrecessary.

16K. Both playerslate.

If both players arrive late, the first to arrive must split the elapseditéfuze starting the opponésitclock. For
exanple, if the first player to arrive is 40 minutes late, the clatiauld be set to reflect 20 minutes of elapsed time
on each sideSee alsd 3F, Late arrival by both playerand13D, Late arrival for game

16K1. Elapsed time not reflected.

If the first late playeto arrive fails to do this and instead sets the cléockeflect no elapsed tinmn either side, this
setting stands unless corrected by a director or changed by agreement between the two players.

16K2. Hapsed time incorrectly reflected.

If the first late playeto arrive sets the clocke give the opponent a disadvantage, such as charging the opponent
with all the elapsg time and this is noticed by or pointed out to the director, the improper times shall be corrected
and the player responsible for them penalized at the diésdiistretion.

16L. Possible stipulations.

Thedirector may require that clockace a certain direction or that Black or White sit on a particular side of the
table. In the absence aich a requirement, unless Black is late arriving for the start of the g2A&)( Black
determinesvhich side of the board the clock is on, and the player arriving ahssboarfirst may choose either
side of the table to sit osee alsB9A1, Black player late

16M. Equipment needed to start clock

Except for splitting the elapsed timeboth players are late or lack equipment, no player may subtract time from a
late opponent except by starting a clock. A late oppdaelitck may not be started until the board and pieces are in
place. If equipment becomes available only after the round has started, the elap$exhtithe beginning shall be
divided equally between the two playesge alsd 3F, Late arrival by both playeasnd13D, Late arrival for game

16N. Beginning the round.

With the exception of games rescheduled by the director, all cébakdd start promptly at the time specified for
the round. If feasible, the director should give a wariing then announce that play must begin. In a tournament
where it is impractical for the director to announce that play shstalt, players should be urged in advance to
begin games promptly and informed that no permission is nheeded to startatltfokspecified time if the pairings
are postedSee als®H, Pressing the clo¢kA, The first moveand16l, Starting the clock
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160. Defective clocks

Every indication given by alock is considered to be conclusive in the absence of evident defects. A player who
wishes to claim any such defect must do so as soon as aware of it. A clock with an obvious defect should be
replaced, and the time used by each player up to that tinnéddbe indicated on the new clock as accurately as
possible.

The director should use judgment in determining what times shall be shown on the new clock. A director who
decides to subtract time from one or both players shall leave that player(s) vgtedker of either five minutes to
the time control or at least one minute for each move the player still needs to meet the time control.

16P. Erroneously set clocks

An erroneously set clock should be handled in the same fash@dedsctive clock. As ia60, the director should

use judgment in deciding whether to make time adjustments. The most common situation of this type involves an
analog clock set to expire at 7:00 rather than treect 6:00. This is best handled by pointing out to both players

that the time control expires at 7:00. Clocks can also be reset for the correct time controls and the correct elapsed
time for each player.

Sometimes this hour differea is not pointed out and there is an eventual time claim. Even though the clock may
show 6:00 with a flag down, or the signaling device on a delay or digital clock indicates a flag fall, if the total
elapsed timeshown for both playeris about an hour more than possible, considering when the game started, the
player should not be forfeited, and should be given the hour in question.

TD TIP: Often digital and delay clockare a challenge to set properly. The director should use judgment in
deciding if a digital or delay clocwas set improperly deliberately, or inadvertently. Adding two minutes to the
injured playefs unused time should penalize deldderincorrect settings. In either case the error(s) should be
corrected. If the players cannot adjust the digital or delay cfirdperly then an analog clock with the proper
settings may be used instead. A few commiamsein setting digital and delay clockél) using theiFischeo

instead of the prop€iBronsteir setting, (2) secondary sudden detithe controls that are set improperly or not at
all, and (3) inaccurée move counters.

TD TIP: Directors are encouraged to intervene in the game to correct an incorrectly set clock without requiring a
player to make a claim first. Incorrectly set clocks can cause multiple problems foriteg@ntnament. This
intervention is best done early in the game.

16P1. Delay or increment not set.

If a delay or incremenicapable clock is used at an event with a delay or increment time control and the delay or
increment is not set, this is handled in the same fashion as an erroneously set clock. The delay or increment should
be set for the remaindef the game. The director should use his or her best judgement when determining the clock
settings.

16Q. Interruption of game.

If the game is to be interrupted for some reason beyond the control of the players, such as a defective clock,
disruption of he pieces, restablishing the position after an illegal move, making the claim of a draw or win or a
rules violation, or for any other reason thasistance by the tournamelirector may be requirdabth clocksshould
be stopped bgne of the players. When doing so, the player must state the reason for stopping thauctbsks

the director if necessary to resolve the situati®ee als®l, Stopping the clockl3C6, Claimaris clock 21F,

Player requests for rulingand21F1, Timing of requests

16R. lllegal Moves

SeellA, lllegal move during last 10 mov&4D, lllegal moveand16Q, Interruption of game
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16S. Priority of agreed result over timeforfeit claim.

A resignation or an agreement to dreemnains valid even when it is found later that the flag of one side had fallen.
See alsd 3B, Resignation14B, Agreementand19G1, Agreed drawand invalid move

16T. Both players exceed time control

If both players exceed the time control, no claim of time forggiossible. In a nesudden deathontrol, the game
continues. In a sudden deatbntrol, the game is drawBee alsol3C6, Claimants clogKL3C13, Player out of time
cannot claim14G, Both flags down in sudden deatAG2, Players apparently unaware of situgtad16Y,
Assisting players with time management prohihited

TD TIP: An increment timeontrol of 30 seconds or more is not considered sudden death, therefore if both players
should exceed time control, the clocks should be reset finthe time control of the time increment (e.g. 30
secondsper move.

16U. Avoiding the need to reset clocks

It is recommended for analog clocks that secondary and subsequent time ediotrotsre hour per player so that

the minute hand will be at twelve (12:00) and the flag will fall when the playiene expires. This avoids the need

to reset clockaind the problems sometimes caused by resetting. The latter include questions or disputes about player
resetting, directors being diverted from other duties to reset, time shortage situations with no flags when players
forget to reset, and players whosagfs have just fallen resetting the clock before the opponent claims a forfeit win.
Check the manufactuig manual for instructions on properly setting a delay clock to reset automatically after the

end of the first time controBee alsd 6B, How to set clockand16W, resetting clocks when necessary

16V. One vs. two controls when time is limited.

If there is not enough time for a second control of an hour per player, it is recogdrteedournament have only
one control unless the organizer believes the players would prefer otherwise. For instance, if games must end in two
hours, G/60 should be preferred to 30/30 followed by SD/30 unless players have indicated a preferenedtéor the |

16W. Resetting clocksvhen necessary.

When using an analog clock, if a period of less than one hour is used for a second or later control period, when both
players complete the number of moves required of the previoustinieol period, the players should reset both

clocks by moving them forward one hour minus the length of the nextcomiol period. The director may specify
alternate procedures. With a few exceptions, properly set digital clocks usually reset aullgn@teaalsd 6B,

How to set clocksand16U, Avoiding the need to reset clocks

16X. Extra minute not added.

The old rule permitting an extra minute on each side of a mechanicadaobickto compensate for possible
inaccuracies is no longer in effect.

16Y. Assisting players with time management prohibited.

No one, except a play@ropponent, may call that plagemttention to the fact that a flagdown, the opponent has
moved, or the player has forgotten to press the clock after moving. These prohibitions also apply to the director. For
a rareexception regarding calling flags in sudden death14&2, Players apparently unaware of situatee also

1C2, Director discretigrLll, Spectatorsl3Cl, Only players may call flag4J, Draw declared by directdr8G2,

Director declares game oy@0E2, Unsolicited advig0M5, Spectators cannot make clajiadsD, Intervening in
gamesand21K, Use of directdis power

17. Scheduling

17A. Determination of game times

All games must be played in the tournament rooms at the times designatedigatiizers unless the director
specifies otherwise. For example, a player whose game ends late or is adjpayneel granted additional time to
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eat or rest (a half hour is common), or a famind game may bekeduled for play before the start of the
tournamentSee als®3B, Determination of game times

17B. Delayed games.

If the director grants a player a latarst the opponent may not start the pléyetock until the time specified by the
director.

17B1. Informing opponent of new time.

Thedirector should inform the opponent of a player allowed a delayed start of the revised starting time, either by
writing the new time on the pairirgheet or by telling the player involved.

17B2. Opponent not informed of new time.

If the director fails to provide the notice described B1, the opponent presumably will start the pldgerock at
the originally scheduled time. In such cases, the opponent will eventually be required to reset the clocks to reflect
the revised starting time and grant the player the time peahfiig the director.

17C. Changes in round times

Changes in starting times of rounds should be made only in the event of an emergency. It is especially undesirable to
make rounds earlier than previously scheduled, as players may forfeit or lose time as @eesalsdrD TIP to
Rule 5(Chapter 10).

18. The Adjournment of the Game
18A. Description.

If a game is not finished at the end of the time prescribed for play, the director may indicate that it is time for
adjournment or accept the request di@itplayer to adjourn. At that point the player on move, after deciding which
move to make, does not play that move on the board but instead writes it in unambiguous notation on the ,scoresheet
puts the scoresheand that of the opponent in teealed move envelop&8D), seals the envelopstops both

clocks and therrecords the remaining time on the outside of the envelope.

Until stopping both clocks the player retains the right to changsetiled move. If the player who is told to adjourn
makes a move on the chessboaod vihatever reason, that move becomes the sealed move and cannot be changed.
See als®A, Transfer to a vacant square

If either player is recording the game in a scorebook, the director may take possession of theoeatireok or
allow the sealed move to be written on a separate piece of paper and sealed in the envelope.

18B. Sealing a mve early.

In tournaments in which the adjournment time is fixed beforehand, normally after the full period of the first time
control, a player who has completed the number of moves required may ask the director for pernsssiozaity.

Such a player absorbs the time remaining before the scheduled adjournment by having his or her remaining time
decreased by the amount of time remaining in the session. Such requests are ordinarily granted during the last hour
of the sessio.

18C. When to adjourn.

Unless announcing in advance that all games will adjourn at a specific tintéetterhas discretion as to when to
adjourn any game &t the first time control. The wall clock shall control the duration of all playing sessions, but the
director should refrain from adjourning a game in which one or both players are in serious time trouble. This
situation could arise, for example, if tharge was started late and half the elapsed biefiere the start was not
deducted from each clock.

18C1. Adjournment despite time pressure.
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If it is necessary for the start of the next round, a game may be adjourned in a secondeonttioh@eriod in
which one player is short of time but the other has a large amount. The director should be aware that despite the time
pressure of one playehe game might not end soon, delaying the start of the next round.
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18C2. Allowing breaks.

In tournaments with more than one round per day, it is customary to allow a player whose game has just been
adjournech standard amount of time to eat or rest (a half hour is common) before beginning the next game. On
occasion, this may require the next round opponent to start that game after the regularly scheduled staBé®y time.
also17A, Determination of game times

18D. The sealed move envelope

The following should be indicated on the sealed move envelope: names ascoEdih@ players, position

immediately before the sealed move, time used by each player, name or color of the player who sealed the move and
number of that move, date and time for resumption, and the signatures of both players, indicating they verify and
understand the information written on the envelope.

18E. Custody of sealed move envelope
The director is responsible foustody of the envelope.
18F. Problems of thenext-to-last round.

Substantial effort should be made to completei@finished games, especially those involving prize contenders,
from previous rounds before the last round begins. This must, however, be bakativedded to start the final
round as close to the scheduled time as possible.

18F1. Considerations.

When deciding whether to adjourn games in such cases, the director must weigh the harm to other contenders that
might ensue if one of the players losks final game and then decides to resign the adjowgae, either because

a long delay in resumption seems likely or for unethical reasons. On the other hand, delaying the last round for many
hours can cause immenglayer dissatisfaction; some in contention may even withdraw rather than wait.

18F2. Pairing players unaffected by result.

A director who does not wish to adjourn a long game may seek private assurances from both players that they will
not withdraw and will play the last round regardless of the result of the long game. This would allow all players to
be paired except those wdwpairings would be affected by the result of that game.

18F3. Sudderdeath.

Widespread use of suddéeath time controls has minimized the problems associated wittolasd pairingsSee
also28Q, Pairing ufinished gameand29F, Lastround pairings with unfinished games

18G. Adjudications.

Only under emergency circumstances malrector permaneht adjudicate a game; that is, declare a result based

upon best play by both sides. When used in other than emergency situations, this fact must be clearly specified in all
tournament publicity and postathd announedat the siteSee alsdl4G2, Players apparently unaware of situgtion

14J, Draw declared by directd6Y, Assisting players with time management prohihitgdi21D, Intervening in

games

18G1. Example of emergency.

An emergencyituation could arise, for example, if a playéth substantial time remaining and a poor position
disappears for more than 15 minutes or is present but shows little interest in considering the position. Such behavior
is unsportsmanlikand the director is encouragedadjudicate, possibly after a warnirfg@ge alsd.C2, Director

discretion 20H, Long absence during pla3AF, Player requests for rulingand21K, Use of directds power

18G2. Director declares game over.

18Gdoes not prevent a director from declaring the result of a game that has ered thi¢ players noticing this.
For example, if the game has been decided by checkfiz4, (ate arrival for gamel@D), late arrival for
adjournment resumptiol 8E), stalematel4A), or insufficient material to continud4D), the director may declare
the game oveiSee alsd. C2, Director discretignl3C1, Only players may call flag4G2, Players apparently
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unaware of situatigrni4J, Draw declared by directdr6Y, Assisting players with time management prohibited
21D, Intervening in game®&1F, Player requests for rulingand21K, Use of directds power

19. Resumption of the Adjourned Game
19A. Setup.

When the game is resumed, the position immediately befosetdied move shall be set up on the chesshaart
the times at adjournment shall be indicated on the clocks

19B. Opening the envelope.

The envelopel8D) shall be openednly when the player who must reply to the sealed move is present. The
director then opens the envelope, makessealed move on the chessboard, and starts thedplalek.

19C. Opponent of sealing player absent.

The clock of an absent player who must respond to the sealed move shall be started at the beginning of the
adournment session, but the envelope containing the sealed move shall be opened only when the player arrives.

19D. Sealing player absent.

If the player who has sealed the move is absent, the player resptmttiegsealed move is not obliged to play a
move on the chessboard. Such a player has the right to record the move in reply on the scoresheet, seal it in an
envelope, and press the clo@tj. The envelope should thee hiven to the director and opened on the oppdsent
arrival.

19E. Sealed move envelope missing.

If the envelgpe (L8D) containing the move recorded in accordance with ias disappeared, the game shall be
resumed from the position at the time of adjournment with the clock times as thegtwerdime of adjournment.

If it is impossible to reestablish the position, the game is annulled, and a new game must be played unless the
director determines either that it is impractical to do so or another solution offers greater equity. If treetime
cannot be reestablished, the director must decide how to reset the Sleeledsd C2, Director Discretionl4J,

Draw declared by directpand21K, Use of directds power

19F. Sealed move ambiguous.

A director who feels an ambiguous sealed move has two or more reasonable interpretations may allowéhe sealer
opponent to choose among the possibilities. The gsalpponerds clock will run while considering which to
chooseSee alsdl3H, Sealing of invalid move

19G. Sealed move invalid.

If the envelope contains no sealed move or the sealed move is illegal and the director finds there is no reasonable
interpretation of it, the player who sealed the move loses the gaeeealsd 3H, Sealing of invalid move

19G1. Agreed drawand invalid move.
If the players agree to draand then find that an invalid move was sealed, the dtandsSeel4B, Agreement.

TD TIP: In the cases of an agreed draw or resignation, both players should netifirdctor. The director should
be alert to the possibility that players may have reached agreement without notifying the director.

19G2. Resignation and invalid move.

If a player resigns (seE9J and then finds that the opponent sealed an invalid move, the resignation Semndiso
13B, Resignation

19G3. Loss on time and invalid move.

If the opponent of the player who sealed loses the game due to failure to appear in time for its resumption and then
finds that he sealed move was invalid, the loss on time st&Bes13C, Time forfeit
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19H. Game resumed with wrong times on clock.

If, upon resumption, the times have been incorrectly indicated on either clock, the error must be corrected if either
player points this out before making a move. If the error is not so established, the game continues without any
correction, unless the directdetermines that another solution offers greater equity.

191. Game resumed with incorrect position.

If, upon resumption, the position is set up incorrectly, this is considered an illegal move. If discovered within ten
moves of resumption, the position must be corrected. The clock times are not adjestatsd 1E, Incorrect
adjourned position

19J. Agreed result of adjournedgame.

If both players agree on the result of an adjourned game before resumption, both players must notify the director.
See alsdl4B, Agreement

TD TIP: Sometimes the sealed move is mate or stalesathe sealed move ends the game; however, this is
considered unsportsmanlikehavioron the part of the player that knowingly sealed such a move. This kind of
behavior may be fined or punished.

20. Conduct of Players and Spectators
20A. Conduct of players.

Players shall participate in the spirit of fair play and good sportsmanship, and must observe the US Chess Code of
Ethics See alsaChapter 6:US Chess Code of Ethics

20B. Use of recorded matter prohibited.

During play, players are forbidden to make use of handwritten, printed, or otherwise recorded matter. While the
penalty is at theliscretion of the director, a forfeit loss is usually ruled if the materiglévant to the game, while

a lesser penalty or warniggcommon otherwise. For example, a player on move five of a&ingian Defense
would usually be forfeited for reading a book on the Kénigpdian but given a warning or time pewgdbr reading

one on rook ending§ee alsd. C2, Director discretioand21K, Use of directds power.

TD TIP: Often players will use headphones to listen to material unretatéae game. This is not a violation of
Rule20B; however, a director may inspect the listening device(s) used to make sure that the material is indeed
unrelated to the game.

20C. Use of notes prohibited.

The use of notes made during the game as an aid to memory is forbidden, aside from the actual recording of the
moves, draw offers, and clock times, and the header information normally found on a scoresheet. This is a much less
serious offens than20B; a warning or minor time penalty is common, with more severe punishment if the offense is
repeatedSee alsd.C2, Director discretignl5, The Recording of Gameand21K, Use of directds power

20D. Use of additional chessboardr computer prohibited.

A player who analyzes game in progress on another chessboard or consults a coatpuitthe position is guilty
of a serious violation of the rules. Though theector still has discretion, the usual penalty is loss of the g&aee.
also1C2, Director discretigr21K, Use of directdis power and36H, Consultation

20E. Soliciting or using advice prohibited.

During play the players are forbidden to make use of any notes, sources of information or advice (solicited or not),
or analyze on another chessboéde alsd. C2, Director discretigr20ON, Electronic communication devigesd
21K, Use of directds power

20EL1. Solicited advice.

This is a serious violation and a forfeit loss is often ruBmk alsd.C2, Director discretioand21K, Use of
directois power
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TD TIP: The director has the right to require thegll phones and other communication devices be turned off in the
tournament room.

20E2.Unsolicited advice.

Ruling on unsolicited advice can be difficult. The giver deserves a penalty, but what of the recipiatitectoés
task is to prevent a player from benefiting from advice but also not unduly penalize the player foGantftrese.
There is sometimes no good solution to this problem, but here are a few examples of possible rulings.

a.

A Class D player suggessa winning move to a Master. If, as is likely, the director feels the Master
would probably find the move without recourse to the advice, no penalty should be imposed.

A Master suggests a winning move to a Class D player. If the director feels thgeDvatauld
probably not find the move without help, the ruling may be that the D player is prohibited from making
the move.

A move is suggested, and the director is not sure if it is a good one. The recipient seems to have other
acceptable moves. The ruimight be that the player must play a different move, as this seems least
likely to cause injustice.

A winning move is suggested. All other moves seem to lose and the director believes it unclear
whether the player would have likely found the move withalp. This situation is especially

difficult. If the move is allowed, the opponent will feel cheated by the spectator. If it is not permitted,
the player will feel cheated, claiming he or she would have found it without help.

Neither ruling is incorrectut perhaps fairer would be to rule the game a dsae14) or to show the
position to several players of similar rating to the one involved, who are unaware of and have no stake
in the dispute, to help determine whether a player of that strength is likely to find the move.

A weak move is suggested. No need englize the recipient.

A player with five moves to make in ten minutes and an unclear position forgets to press the clock and
this is pointed out by a spectator 30 seconds later. The director may only guess whether the player
would have noticed the clodlefore the flag fell, and if so, how much time would have elapsed. A

time penalty of a few minutes might be appropriate.

The situation is identical to f above except that nine of the ten minutes have elapsed before the
spectatads intervention. The direat must consider that having not noticed for nine minutes, the player
may well not have pressed the clock in the last minute either. A forfeit is unfair as the player might
have noticed in the final minute, but not taking strong action may be even manetartifie opponent.

Imposing a time penalty on a player already surprised to have only a minute left may be reasonable. It
is unclear whether the player would be helped or hurt by the spéstati@rvention and a subsequent
decision by the director timke away most of the last minute.

The situation is the same as g above except that the player who forgot to press the clock has an easy
win and will have no problem making the last five moves in a few seconds if necessary. To give the
player even a fewezonds would mean defeat for an opponent who had good chances to win on time
before the spectator interfered.

Leaving any time for the negligent player would be unfair to the opponent, but ruling a time forfeit
would be unfair to the negligent player. Tlesser of evilsolution might be to declare the game a
drawin accordance withh4J

In all such situations, if the unsolicited advice comes from a relative, close friend, teammatehpr coac
the director may impose a more severe penalty than otherwise and may consider the advice solicited.

In a team or individual/team event, if unsolicited advice is given by a teammate or coach, the director
has the option of forfeiting the game for teaumgoses but allowing it to continue for individual
purposes and US Chesging, possibly with a further penalty.

See alsdlC2, Director discretionl1l, Soectators13Cl, Only players may call flag4G2, Players apparently
unaware of situatigrleY, Assisting plgers with time management prohibit@dM5, Spectators cannot make
claims 21D, Intervening in gamesnd21K, Use of directds power

US Chess Federationds Of f ild-R2al Rul es of Chess, vV 7t

h

E



59

20F. Analysisin the playing room prohibited.

No analysis is permitted in the playing room during play or during adjourned se&semslsd C2, Director
discretion 21F, Player requests for rulinggnd21K, Use of directds power

20F1. Adjournment help outside playing room allowed.

While a game is adjourned player may receive help outside the playing room from any source, including other
players, books, or computers. A prohibition on such help would be unenforceable and would penalize only those
honest enough to observe it.

20G. Annoying behavior prohibited.

It is forbidden to distract or annoy the opponent in any manner whatsoever. A dispctora complaint by the
opponent, has discretion éietermine whether any particular behavior is in violation of this rule and to impose
penaltiesSee alsd.C2, Director discretior21F, Player requests for rulingsd 21K, Use of directds power

20G1. Inadvertent annoying behavior

Sometimes a playé actions, though annoying to the opponent and possibly others, are etéargntional. For
instance, a player may occasionally cough. While the dirbet®the right to invoke rul20G, this is quite harsh if

the playeds actions are involuntary. A partial solution is to assign such a player to a board in another room or far
away from other games.

TD TIP: What is annoying to one person igfeetly acceptable to another. That is why the director decides what is
and is not annoying. Uncommon and obtrusive activity is more likely to also be annoying activity. Often if a director
just makes players aware that their activity is annoying, theiacstops; however, if that and a warnidg not

prevent the annoying activity, then stronger penalties can be imposed at the discretion of the director.

20H. Long absence during play

Players with games in progress should not leave the playing room for more than 15 minutes without permission
from the director. A first offense usually does not warrant a forfeit unlessithadelitional evidence suggesting a
further rules violation during the absenEer further information seel8G1, Example of emergency.

20H1. Quitting without resigning.

It is rude and unsportsmanlike abandon a lost position without resigning. Any player with a bad position who is
absent without permission for over 15 miesitisks having the game adjudicat8de alsd8G1, Example of
emergencynd20H, Long absence during play

201. Discussion of games.

Players should not discuss their games in progress with anyone; this may lead to penalt@@H)rilgiciting or

using adviceorohibited The director has the option of banning all talking in the tournament room, even if not loud
enough to be disturbingee alsd.C2, Director discretigr0K, Penalties21F2, Facts are agreed upand21K,

Use of directafs power

20J. Last round discussion.

Especidly in the last round, it is improper for contenders paired against each other to engage in discussions about
the game or its outcome before or during the g&8ee.alsd.C2, Director discretior20K, Penalties21F, Player
requests for rulingsaand21K, Use of directds power

20K. Penalties.

Infractions of these rules may incur penalties, including time penalties, loss of the game, expulsion from the
tournament, or other penalties or combinations of penaB&s alsd. C2, Director discretignl3l, Refusal to obey
rules 21F, Player requests for rulingand21K, Use of directds power
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20L. Manipulating results.

Collusion to fix or throw games, whether before or during the game, in order to manipulate prize money, title norms,
ratings, or for any other purpose is illegal and may result in severioseméncluding revocation of US Chess
membershipSuch agreements include arrangements to split prize money no matter what the result of tBegame.
alsoUS Chess Code of Ethics

20M. Behavior of spectators

20ML1. Spectatorshave no special privileges.

Spectatorsiot playing in the tournament have no special privileges. For instance, if a player complains that a
particular spectat@ presence near his or her game is disturbing, rather than investigate the complaint to determine
its validity, it may be correct fahe director to simply require the spectator to move away from that game. If more
complaints are received about the same person, the director may ask that spectator to leave the premises. If the
spectator has paid an admission fee, it may be appropriegéund this fee.

If a player repeatedly complains about various spectédorso apparent reason, the director may choose to
disregard such complaints, informing the player that spectators are allowed at thiaeent:

20M2. Spectatoris player with game in progress.

If the offending spectator is a player in the tournament, especially one with a game in progress close to the
complaining player, the situatias less clear. More consideration should now be given to the merits of the

complaint, as it is reasonable for an entrant to expect to be able to watch nearby games while playing his or her own
game, and this may be impossible without provoking the contpBit if in doubt, the director should still consider

the rights of players to be preeminent over those of spectators

20M3. Ongoing problems.

Occasionally there may be an ongofdiiyiation in which a player complains that another pi@ypresence is

disturbing, or each complains that the other is disturbing. One way to deal with this problem in future rounds is to
assign the players to special boards far away from each othediffenent roomsSee alsd. C2, Director

discretion 21F, Player requests for rulinggnd21K, Use of directds power

20M4. Prohibitions.

It is highly improper, and warrants ejection from the premises, for any spectaiscuss a playés position or
time management with that player, to point out that it igpthgeits move, or to talk in a loud enough voice to be
heard by a player with a game in progr&se alsd.C2, Director discretior21F, Player requests for rulingad
21K, Use of directds power

20M5. Spectators cannot make claims.

Spectatorsincluding parents and coaches, may point out irregularities to the director in a meitimer heard nor

noticed by the players, but have no right to make claims of any kind on behalf of players. If a problem arises during
play, a player of any age should understand that he or she should promptly stop botantla®s director. A

spectator who makes a claim may be ejeced alsd.C2, Director discretiarlll, Spectatorsl3C1, Only players

may call flag, 14G2, Players apparently unaware of situatidy, Assisting players with time management

prohibited 20E2, Lhsolicited adviceand21K, Use of directds power.

20M6. Spectatorvisibility.

To minimize claims of illegal assistance, if a relative, close friend, or coach of a player is permitted to stand near
that player during play, that spectator should stand behind that player rather than in front, so the spectator is not
visible to the plagr. See alsd. C2, Director discretigr21F, Player requests for rulingand21K, Use of directds

power.

20N. Electronic communicationdevices.

Players are not allowed to leave the playing venue without permission from the arbiter. The playing venue is defined
as the playing area, rest rooms, refreshment and smoking area, adjacent hallways and other piigestes dg
the arbiter/TD.
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Without the permission of the arbiter/TD a player is forbidden to have a mobile phone or other electronic means of
communication in the playing venue, unless they are completely switched off.

TD TIP: AiPermission of theirectord allows for maximum flexibility. No specific penalty is prescribed. In the
absence of announced rules for a specific event, the standard penalties ap@@KeOrganizers are free to
announce whateyr penalty is appropriate for their event. This rule addresses possession of a communications
device. In practice, the device ringing or making some other sound may be the only practical way to detect a cell
phoné but this rule is not aimed at penalizirttgtnoise; it is aimed at penalizing the possession of a
communications device.

20NL1. Disturbing noise or disruption of games.

Audible disruptive noises such as a cell phone ring tone, pager beep, alarothembises cause a disruption in
the playing hall. These noises are often very loud and disturb the entire room. The following are guidelines for
penalizing such disturbances:

a. First offense standard penalty is to subtract 10 minutes or half the regiméefrom a playés clock,
whichever is lessvariant: Depending on the importance of the event the standard penalty may be up to
immediate loss of the game in progress. If a variant is used, it must be announced at the opening remarks
for the event angosted prominently in the playing hall and at all entrances.

b. Second (and subsequent) offense for the same player during the same event is loss of the game currently in
progress.

c. Ifthe incident occurs in the playing hall, but after the offeésigame for the round is completed while
other games are still in progress, then the above penalties apply to the subsequent round. In the case of a
loss (e.g. second offense), that player is not paired for the next round.

d. If the incident occurs after the g for the last round is complete while other games are still in progress,
the offender is treated like a ngarticipating spectator and is ejected from the playing Yaliant:
Depending on the importance of the event and the disturbance createthythierpay receive a % point
total score penalty for prize distribution.

21. The Tournament Director
21A. The chief tournament director.

Responsible for all play, the tournament directurst se that the rules are observed. The director is bound by the
official rules of chess, by US Chetsagirnament rules and code of ethics, and by all US Chess procedures and
policies.

21B. Duties and powers.

The chief tournament directisrduties and powers normally include the following: to appoint assistants as required

to help in the performance of his or her duties; to accept and list entries; to provide suitable conditions of play; to
familiarize players with the playing facility and other tournament conditions; to prepare pairings; to display wall
charts; to rule on disputes and enforce such rulings; and to collect scores, report results, and forward US Chess and
membership applications, toament results and fees to the sponsoring organizatioriarttie official recordSee

also1C2, Director discretigr21F, Player requests for rulingmd21K, Use of directds power

21C. Delegation of duties.

The chief director may delegate any dstie assistants, but is not thereby relieved of responsibility for performance
of these duties.
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21D. Intervening in games.

The directods intervention in a chess game shall generally be limited to the following:
21D1. Answering rules questions.
Answering rules and procedural questions.
21D2. Correcting illegal moves observed.

Correcting any illegal moves observed, unk@s® pressure existd{D1) or Variation11H1is
used (the director does not correct illegal moves unless asked by a player).

21D3. Warning players.

Warning players about or penalizing players for disruptive, unethical, or unsportsmanlike
behavior.See alsdL.C2, Director discretignl3l, Refusal to obey rule21F, Player requests for
rulings and21K, Use of directds power

21D4. Settling disputes.
Settling disputes, including those regarding time forfeits and claims of draws.
21D5. Informing players.

Informing players about opponedtate arrivals or aboudpponent8leaving the room for an
extended period.

21D6. Fees.
Collecting fees.

See alsdlC2, Director discretignll1l, Spectatorsl1J, Deliberate illegal move$3C1, Only players may call flag
14G2, Players apparently unawafesituation 14J, Drawdeclared by directoil6Y, Assisting players with time
management prohibited8G, Adjudications18G1, Example of emergenc8G2, Director declares game oyver
20E2, Unsolicited advig0M5, Spectators cannot make clajiadsF, Player requests for rulingand21K, Use of
directoiGs power

21E. The playing director.

A tournament directomust not only be absolutely objective, but must also be able to devote full attention to
directing duties; for this reason, a director, on principle, should not dindqtlay in the same tournament. In US
Chess National Events, the director cannot be a playing director.

However, in club events and others that do not involve substantial prizes, it is common practice for the director to
play. A director may also serve a house playdP8M1). Those who choose this double role should be especially
careful to maintain objectivity. If possible, a playing director should appoint another director to make rulings
involving his or her own games.

A playing director who must devote time to a dispute in another game may stop his or her own clock during this
period. While the clock is stopped, the director should not look at the position of his or her own game, but the
directords opponent is permitted to do See alsdRule 4, The Chief TD and Assistant(Chapter 10).

21F. Player requests for rulings.

A player has the right to stop both clot¢ksask the director to rule upon a point of law, procedure, or conduct. The
director must first establish the facts without disturbing other games. Extended discussions between director and
player(s) is inappropriate in the tournamheoom; a hallway or headquarters room is more desirabkealsdl,

Stopping the clockl3C6, Claimarts clock and16Q, Interruption of game

21F1. Timing of requests.

A player with a valid claim or complaint of any type should immediately stop both qlBkand see a director. In
most cases, the player who defers such a claim waives the right to make the claim. However, a delayay claim
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still be in order if it is based on evidence not presigavailable, such as the testimony of a witness, or if the
situation causing the claim remains in existei@me alsd.3C6, Claimarts clockand16Q, Interruption of game.

21F2. Facts are agreed upon.
If the facts are agreed upon, the director should rule as follows:

a. If no penalty is prescribed by the rules and there is no occasion to exercise theddidéstoetionary
power to penalize, the players should be directed to proceed with play.

b. If aca® is clearly covered by a rule that specifies a penalty, the director should enforce that penalty.
See alsd.C2, Director discretionl3l, Refusal to obey ruleand21K, Use of directdls power

c. If aninfraction has occurred for which no penalty is prescribed, the digecliscretionary power to
penalize may be exerciseflee alsd. C2, Director discretignlC2a, Standard penajlydl, Refusal to
obey rulesand21K, Use of directs power

21F3. Facts are not agreed upon.
If the facts are not agreed upon, theector should proceed as follows:
a. A director who is satisfied that the facts have been ascertained should rule accordingly.

b. A director who is unable to satisfactorily determine the facts must make a ruling that will permit play
to continue.

See alsdl.C2, Director discretignl1l, Spectatorsl1J, Deliberate illegal move$3C1, Only players may call
flag; 13I, Refusal to obey rule44G2, Players apparently unaware of situatighl, Draw declared by director
16Y, Assisting players with time management prohihie852, Director declares game oyv20, Conduct of
players and spectatQi@0E2, Lhsolicited advice20M5, Spectators cannot make claji@$D, Intervening in
games21F2, Facts are agreed upand21K, Use of directdis power

21G. Evidence.
Unbiased evidence is required to support any claim by a player that the opponent violated a rule.
21H. Appeals

A director who believes that an appeal of a ruling on a point of fact or the exercise of a discretionary power to
penalize might be in order should advise the player of the right eabpp

21H1. How to appeal.

A player may appeal any ruling made by the chief director or an assistant director, provided that the appeal is made
within onehalf hour and before the player resumes play, unless additional timeisdytey the director. The

director may require that the appeal be made in writing. The appeals committee may penalize frivolousSagpeals.
also2117, Groundless appeals

21H2. Director may reservedecision.

The director may reserve a decision temporarily and direct that play continues before the appeal is heard. In this
case, the appellant must continue plager protestthat is,without prejudice to the appeal, regardless of the
outcome of further play. If the appellant wins that game, the appeal will be considered moot.

21H3. Response of chief director.

A chief tournament directawho believes that the appeal is justified may reverse or modify any decision made by
the chief tournament director or another director. A chief director, who believes that the appeal has some merit, but
not enough to be upheld, should advise the appellaheaight to pursue the appeal further.

21H4. Appointment of committee or referee.

If a player notifies thelirector of intent to pursue the appeal further, the director shall appoint a com£&iitieear @
special referee?(l) to hear the appeal, unless the orderlygress of the tournament would be disturbed by such
action. If the director determines that either appointment would be disruptive, the player may reserve the right to
share in the prize fund by requesting to be paired for future rounds as if thewappeapheld. The player has the
same right in the case of intending to appeal a local decision to US. Chess
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211. Appeals committee

2111. Composition.

An appeals committee should consist of at least three persons, preferably USettifsd tournament directors. A
committee of twos sufficient if both are certified at the senior director level or higher. Every attempt should be
made to appoint individuals to the appeals committee who have tournament &reettfication level equal to or
higher than that of the chief tournameiviector of the tournament. To ensure impartiality a special ref@dekis
preferred over an appeals committee.

2112. Procedure.

When a committee hears an appeal, all persons except committee members, the director, and both players shall be
excluded from the hearing. Witnesses may be called, but only to answer questions from the parties cafteerned,
which they will be dismissed. The director shall furnish the committee with the current editiorGffitied Rules

of Chessand shall call attention to the rules applicable to the dispute.

2113. Witnesses.

The committee shall elicit the testimony of withesses as it sees fit. In hearing the appeal, the committee must give
preeminent weight to the directsertestimony as to anything said or done in his or her presence.

2114. Constutation.

The committee may consult a special refe@e)(by phone for advice, or may vote to refer the dispute to a special
referee.

2115. Function of committee(standard of review).

The function of an appeals committee is not to substitute its judgment for that of the director, but rather to overrule
the director only if it is clear the lattisrruling is incorrect. The committeshould not overrule a proper decision
simply because it prefers an alternate proper decision.

2116. Decision.

After hearing the testimony, the committee members shall deliberate among themselves to reach a dédision, wh
shall be put in writing, signed by all the members (even if one or more members voted against the decision), and
given to the chief director. In the event of a tie vote, the dirécttecision shall stand.

2117. Groundless appeals.

If the committee finds that the appeal is clearly groundless, it may penalize the player for that reason, or leave the
penalty to the direct@ discretion. In ruling on an appeal, the committee mayceseeall powers accorded to the
chief director by the rules and other US Chasxedures.

21J. The Special Referee

A special referee is a director with substantial experience who is available to provide advice or make a ruling by
telephone. Phone numbers of special referees can be found currently on the US Chess web page using the
TD/Affiliate page and are also occasaly printed inChess LifeTo ensure impartiality a special refeise

preferred over an appeals committaaly.

21J1. Usage.

The director may refer any appeal to a speefdree, but should keep in mind that unless the facts are agreed upon,
or the player&differences easily summarized, substantial delay and phone cost may result. Use of a special referee
is most appropriate when the tournament director is certifiedoater level than the referee, and when a director of
comparable certification to the referee is not immediately available to serve on an appeals committee.

21J2. Selection.

When selecting the referee to call, and the alternates to call if the original selection cannot be promptly reached, the
director should be sensitive to any reasonable objection by either player against the use of a particular referee.
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21J33. Thephone call.

When placing any call to the referee, the director should invite both players to be present. The director should not
inform the referee of the playénsames, but refer to them @¢hiteandBlack

21J4. Player contact with referee.

Neither player has an automatic right to speak to the referee. A director who finds such discussion unnecessary may
choose not to allow it. It is desirable that both players know in advance welditeltor will say and agree that it
will correctly reflect their viewpoints.

21J5. Validity of refereels decision.

The decision of a special referee carries weight equal to that of an appeals committee. No decision of a special
referee may be appealed to an appeals committee, nor may any decision of an appeals committee be appealed to
special referee. However, a special referee who believes the dispute can best be sstdedaynrefer it to an

appeals committee, which then should be appointed.

21K. Use of directos power.
21K1. Conciliation.

The director should make every effort to resolve a dispute by informal, conciliatory means before resorting to the
exercise of the directd formal discretionary power to penali&ee alsd.C2, Directordiscretionand13l, Refusal
to obey rules

21K2. Beware abuse of power.

Tournament directors should realize that the powers given to them under these rules shouldfmingdd to
restore equity or to penalize a serious infraction so as to discourage its recurrenceshiuenests are served by
what appears to be the arbitrary or hitggnded exercise of authoritgee alsd.C2, Director discretioand13l,
Refusal to obey rules

21L. Appeal to US Chess

Any decision of an appeals committee or special referee, or of the director when an @ppeattee or special
referee is not appointed, may be appealed to US Clessals®4B, Appeals to US Chess

21L1. Procedure.

Appeals in writing must bpostmarked within seven days of the end of the tournament to the USdffieess

Appeals submitted after the sevéay deadline may be considered at the discretion of the committee hearing the
appeal. Appeals may be submitted edmail, but the business office or the committee(s) hearing the appeal may
require a signed statement. The office will refer an appeal to the appropriate committee(s) but may immediately
reject obviously groundless appeals. Most appeals will be refertbd Rules Committedout some appeals may be
more appropriate for the Tournament Director Certification Committee or the Ethics Committee.-Rigfood

deposit must be included with the appeal. The executive director shall frentotitime review and set the required
deposit amount in consultation with those committees that handle appeals. The deposit will be returned unless the
ruling authority finds the appeal to be groundless and rules that the deposit is to be forfeiteds$)@s&mees the
right to make final decisions concerning the rules and procedures that govern its comp8ttoais®4A, Rules
Committee and24B, Appeals to US Chess

TD TIP: In rare cases a committee(s) ruling is appealed to the US Ehessitive Board. Even more rare would

be an appeal of any US Chess Executive Board decision directly to the US Chess Delegates at the annual delegates
convention. In order for an appeal to be considered by the delegates many exact rules and regulatibas mu

followed. Contacting an experienced delegate would be advisable if an appeal to the delegates at the convention is
to be pursued.
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22. Unplayed Games

22A. Gamedforfeited due to nonappearance.

A player who does not appear for the game, or appears too late, is given zero points and the opponent is given one
point. On pairing sheet28) and wall chartsa80), the forfeitis circled or indicated by aR. Computer wall charts

may use the symb® for the winner andr for the loser of an unplayed gan8ee alsd 3D, Late arrival for game

13F, Late arrival by both playerand28P, Unplayed games

22B. Full-point byes

If there is an odd number of plagefior a round, and a suitable house pld28M1) not in the event cannot be found
to fill in, one player will receive a fufboint (1) bye See als®7A3, Upper half vs. lower halR8A, Pairing cards or
program 28J, The first roun®8K, Late entrant28L, Fullpoint byes28L4, Fullpoint byes after halpoint byes
28L5, New players in fouround event28M, Alternative to bye28S, Reentriesand29C1, Upper half vs. lower
half.

22C. Half-point byes

For the convenience of players, tieector may allow halpoint (0.5 or ¥2) byefor missed roundsSee als®7A3,
Upper half vs. lower hgl28A, Pairing cards or progrard8J, The first round28K, Late entrant28L, Fullpoint
byes 28L4, Fullpoint byes after halpoint byes28L5, New players in fodround event28L, Full point byes
28M, Alternative to byes28S, Reentriesand29C1, Upper half vs. lower half

TD TIP: Itis useful to have hye signup sheet available until the announcedoff time for requesting byesds.
Directors are urged to check thistibefore making any pairings.

22C1. Availability.

Half-point byesmay be offered during the first half of autoament or the middle round of a tournament with an
odd number of rounds, with or without advance notice. Htptenament publicity does not address this subject,
players may contact the organizer to inquire about availability.

If half-point byesare allowed for any rounds during the second half of a tournament, they should be mentioned in
pretournament publicity. An exception may be made in the event of emergency.

22C2. Deadline for bye requests.

All requests for hatpoint byesshould be made at least an hour before the bye round unless the director requires
otherwise.

22C3. Byes and class prizes.

It is recommended that if class prizes are likely to be won with even or minus scorgsittatiesshould be
unavailable or limited to one per player in such classes.

22CA4. Irrevocable byes

If half-point byesare allowed for the final round, players must give irrevocable notice of such byes before beginning
their first game, or if the organizer so announces, their second game. The deadline for claiming shdbulyes

appear in préoumament publicity. It is recommended that other byes in the second half of the tournament be
treated similarly and that notice of all scheduled irrevocable byes be postedear the wall chart2§0).

TD TIP: It is useful for directors to note dyye signup sheets the latest time players can request last round byes
Directors concerned about awarding unearned prize money need to beavefyl in allowing players to sign up

for half-point byesn the last half of the tournament, especially the last round; therefore, it is common that those bye
requests be made well in advance of the start of the secdnaf ia¢ event, especially for the last round.

22C5. Cancellation of irrevocable byes

If the director agrees, a player may cancel an irrevocablgbaidf bye under the condition that if the player wins,
the result will be treatkas a dravior prize purposes
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22C6. Fullpoint byesafter half-point byes.
A full-point bye should not be assigned to a player who has previously taken or committed {ooinbalfe unless
all others in the score group have already had a bye oshaw forfeit win.See als®8L, Full-point byes.

TD TIP: If a director is using a pairings program then it is wise to check the pairings after they have been made to
insure that Rul@2C6has been applied properly, especially in the case whereyeplkas reqasted a bye in a
future round.

23. Organization and Membership
23A. Responsibilities of organizer

Tournaments rated by US Chesast be organized by a US Chess affiliate or by US Chess itself. This organizer is
responsible for all financial matters related tott@nament andhay select an individual or a committee to handle
the physical and financial arrangements. These indinding a playing site, setting a date and the times of the
rounds, determining the entry fees and prizes, hiring tournament directors, and advertising the event.

The organizing affiliate must select a chief tournament dirdatso referred to adirector, TD, or arbiter) whose
US Chesgertification level is appropriate for the type of tournament anticipated. The tournament dérector
responsible forladecisions in the tournament regarding rules.

23A1. Obligation to pay guaranteed prizes.

An affiliate that guarantees prize money but fails to pay it in full may have its US éffitason revoked, and the
individual(s) responsible for that affiliate may be denied the right to affiliate under a differentSeeras®2,
Prizes.

If extraordinary circumstances such as extreme weatritions or civil unrest prevent most potential entrants
from playing in a tournament, the organizer may appeal to the US €xasstive director for permission to limit
the prizes to 100 percent of entry fees collected.

23A2. Tournament cancellations.
Tournaments announc@dChess Lifanay be canceled only if one of the following conditions exists:
a. Atimely cancellation notice appears in an appropriate iss@ess Life
b. Physical conditions, such as closure of site or extremely inclement weather, render tinessibdeu

A disappointing number of advance entries is never a valid reason for cancellation. Organizers who cancel a
tournamentn a noremergency situation without proper notice will be prohibited from annogricurnaments in
Tournament Lifer elsewhere ilChess Lifdor three years. (Additional penalties are also possible.)

23A3. Advance entry refunds.

Unless otherwise stated in all advance publicity, advance fags are refundable to players who give notice of
withdrawalbefore the close of registration for round one.

23A4. No refunds once event starts.

A player who begins play in the first round is eotitled to a refund of the entry fee or any portion of it, even if
forced to miss most games due to a medical or other emergency. Variations of this policy are at the discretion of the
organizer

23B. Determination of game times.

The organizedetermines game times unless the director makes or accepts other arrandgseaasitsiRule 17,
Scheduling

23C. US Chessnembership requirement.

For the inclusive dates of the tournament, each player must be a member in good standing of UBIES&EES
Chess regulations waive this requirement.
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TD TIP: This is a tricky task. Often players at registration say they have joined US Ghessious methods that

do not produce a receipt such as paying recently by check or credit card (on the phone or web). Sometimes they
have a receipt from an organizer or another TD that is unfamiliar to the person processing the registration. Some
directors decide on a cagay-case basis whether or not they are convinced of the validity of the renewal.

TD TIP: Some directors strictly enforce R@8Cby making all players pay a US Chesembership fee if the

playertis membership cannot be verified with a membership card, in a hard copy or disk rating supplement, or online
at the US Chess website. This last approach may upset some players who hdlyeremesvmed but cannot verify

the renewal; however, the funds collected at registration for those US Chess memberships extend those
memberships for an extra year.

TD TIP: Another approach would berfthe director to collect anembership fee from players whose memberships
are not verifiable and hold onto those funds in escrow until US GChessthe tournament. If at that poiet

director is notified by US Chess that those players are not members, then the director can pass along the
membership fees being held in escrow directly on to US Chess. A copy of the US Chesmbennotice can be

passed along to the players with theiembership receipts. All other escrow US Chess membership fees should then
be returned to the players that US Chess did not identify to the director asembers.

24. Interpretation of the Rules
24A. Rules Committee

US Chess maintains a standing Rules Committereview questions pertaining to the rules of play. In case of doubt
as to the application or interpretation of these rules, the US Chess Rules Comvititieamine the case in point
and render an official decision.

24B. Appealsto US Chess

All proper appeals made to the US Chess National Office shall be referred to the appropriate committee(s), which in
most case is the Rules Committe®ccasionally appeals are more appropriate for other committees. A copy of any
appeal considered by the committee shall first be furnished to the chief tournament gitescéary other

appropriate director(s) of the tournament involved, who should respond with a written statement of his or her own
position and any other pertinent documentation. Failure to respond may result in disciplinary action. A copy of the
decision(s) of the committee(s) shall be sent to all interested p&#esals®1L, Appeal to US Chesg1L1,

Procedurgand Certification Restrictiong8, Restrictions49, Due Proces$0, Penaltiess1, Appealsand54,

Professional Miscondtic
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Chapter 2: Official Rules of Chess
Tournament Section

25. Introduction

A player entering a competition has a right and an obligation to know the rulesragtiions. What follows,

therefore, is an exposition of U.S. tournament procedures as they are now practiced. The most significant features of
a tournament should be noted in the advance pub#aityposteghrominently at the tournament site. These include

round timesspeed of playmajorpairing variationsprizes, andiebreak procedures. Players should understand,
however, that lastiinute circumstances can sometimes force revisions of earlier plans, though conscientious
organizers and directodo all they can to avothanges in announcednditions for competition.

The most common types of US Cheated tournaments are the Swiss sysaeioh the round robirRules for their
conduct are discussed below.

26. Variations and Exceptions
26A. Notification.

Any variationsfrom these published standards, including variations discussed inukbbook, should be posted
and/or announceat the tournament prior to their use, preferably before the first round.

26B. Major variations.

A variation sufficiently major that it might reasonably be expected to deter some players from entering should be
mentioned inany Chess Lifennouncement and all other detailed-fpmarnament publicity and postead/or
announceat the tournament.

27. The Swiss Systertournament

The Swiss systerman accommodate a large number of players in a relatively short time and has therefore become
widespread. Although not as accurate as the completed roundrra@termining a winner, the ratingsntrolled

Swissis more precise than earlier versions. Since its methods are complex, novice directors should learn them by
working with an experienced director.

A Swiss tournamerghould ideally have a number of rounds adequatedace the number of players with perfect

scores to one. This result can be guaranteed by limiting entries to a number no greater than two raised to the power
of the number of rounds Tgber of rounds: jdeal number of players that produce a single wini@r example, a three

round Swiss will produce no more than one perfect score for up to eight players (23=2x2x2=8jparfduwiss

can handle up to sixteen player&2x2x2x2=16), a fiveound up to thirtytwo players (2=2x2x2x2x2=32)See

also 28R, Accelerated pairings in the first two rounds

In practice, however, these numbers are only guddesto the unpredictable number of draws. A properly paired
Swiss systenusually produces no more than one perfect score from at least double the theoretical number of
players. It cannot, however, guarantee a clear winner, nor assuite that competitors for the same awards will
face opposition of similar strength.

It is both a weakness and strength of the Swiss sytbt@hslow starters will tend to have faced weaker fields than
players who do well in the dgrounds but finish with the same end result. While this situation has an element of
inequity, it tends to keep more players in the running for a longer time, making Swiss tournaments competitive and
exciting.
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27A. Basic Swiss systemules.

The following rules are listed in order of priority fra#@Al for the highespriority to 27A5 for the lowest. If it is

not possible to adhere to all rules in making pairings, the director should generally follow the rule with the higher
priority. However, there are cases in wh&hA4, Equalizing colorsor 27A5, Alternating colorshave priority over
27A3, Upper half vs. lower hal{see29E5, Colors vs. ratingsand even a variation in whi@vA4, Equalizing

colors can have priority ove27A2, Equal scorefsee29E5f, Colors in a serie9ES5f1, Last round exceptipand
29E5h, Priority of equalization over ratings

27A1. Avoid players meeting twice (highest priority).

A player may not play the same opponent more than once in a tournament. Even this most basic of all pairing rules
must be violated when the number of rounds is greater than or equal to the number of players. If it is necessary for
players to play each other twice, then top priority should subsequently be given to having them face each other no
more than twice. If two players were paired against each other earlier in the tournament, but the game was forfeited
due to the nonappearanoione, they may be paired against each other again.

27A2. Equal scores.

Players with equal scores are paired whenever possible. Note that if accelerated R&iRhgee(usedpairings for
round two disregard this rule. For exceptions to the priority of this rul2%egf, Colors in a serie9E5f1, Last
round exception29E5h, Priority of equalization over ratingsd28S1, Reentry playing opponent twice.

27A3. Upper half vs. lower half.

Within a score group, i.e., all playgwho have the same score, the upper half by ranRBW) (s paired against the
lower half.See als®8J, The first round?29C1, Upper half vs. lower halind29E2, Firstround colors For
exceptions to the priority of this rule se@E5, Colors vs. ratings

27A4. Equalizing colors.

Players receive each color the same number of times, whenever practical, and are not assigned the same color more
than twice in a row. In oddumbered rounds, the objective is to limit the excésme color over the other to one.

See als®9E, Color allocation29G, First round color29E3, Due colors in succeeding roun28E4, Equalization,
alternation, and priority of coloFor exceptions to the priority of this rule 35, Colors vs. rating29E5f,

Colors in a serie®9E5f1, Last round exceptipand29E5h, Priority of equalization over ratings.

27A5. Alternating colors.

Players receive alternating colors whenever practiee. als®9E, Color allocation29E3, Due colors in
succeeding roun¢gl9E4, Equalization, alternation, and priority of coleor exceptions to the priority of this rule
see29E>5, Colors vs. rating29E5f, Colors in a serie®9E5f1, Last round exceptipand29E5h, Priority of
equalization over ratings

28. Swiss SysterRairings, Procedures

28A. Pairing cards or program.

Before the first round, the tournament diregiogpares a pairing card (Figusgfor each player, or uses a computer
program to enter each player. The pléyerame, rating, and US Chess ID number are written on the card or entered
into the program. For scholastic tournansethe school or team is also included. Directors who want states or cities
on their wall charts add this information as w8ke als®8C, Ratings of players.

TD TIP: To verify a playes ID number and rating you can check the US Chess rating list (imported to the hard
drive) and the Internet atww.uschess.ord o save a lot of time at registration, check ttannals for the pairings
programs to see if they can directly import player information from the data downloaded to a hard drive from the
US Chess rating list or the US Chess web site. Contact US Chess for more information.

TD TIP: At scholastic eventpairing by hand or with a pairing program, it is useful to give each sctezoh and

each of the team members the same school code. This will prove helpful in both preventing team members from
being accidentally paired against eacther 8N2 and producing teameports.Team codes can be recorded on

the pairing cards or in a manner indicated by the pairing software.
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If cards are used, they are placed in order of rank, from the highest rated to theUovatet] playerand players

with the same rating are ranked in random order, with the unrated players being placed at the bottom of the group.
The director then numbers the cards, giving the higtaet player number 1, the second highest number 2, and so
on until allthe cards are numbered. That number igpthgeés pairing number which will be used throughout the
tournament.

Somedirectors prefer to assigmarbitrary rating of 1200 or 1300, for pairing purposes only, torakited players.

Such assignments usually place them at or near the hatawsing pairings similar to those that would result if they

were paired as unrated. One major difference is that in a score group with an odd number of players the lowest rated
player drops, but not an unrated player. An unrated player who is scoring e tournament would often be the
highestrated player in the score group if all games played up to that point had already been rated.

TD TIP: When assigning a rating to any player (including unrateds) for pairing purposes, directors should make
sure they use the pairing numbers, and not the ratings of players, when prioritizing the basic Swissuastem
Most pairings programs have a separate entry field to perform this task. Consult your pairiggsnpmmanual to

find out more information on how to handle direetmsigned player ratings.

The pairingcards are used to prepare the wall ch28)] and to pair each round. Computer programs also do both,
as well as the sorting and numbering described above, all automatically.

PAIRING NO S e AATING =S et e L
o Circle if unplayed
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28B. Numbering late entrants.

Players who enter after pairing numbers have been assigned are issued the next available unassigned pairing
numbers. These numbers should be accompanied by a symbol such as an asterisk to servelas thatnating
and not pairing number should be considered when ordering them in their score groups.

Some directors assign an intermediary pairing number such as 12A for a player rated below player 12 but above
player 13. Directors need to take caremsurehat this will not cause problems or confusion with the wall chart.

The intermediary numbers may not be used in the ratings report sent to US Chess; therefore, directors must
renumber each of the players assigned an intermediary pairing numberwalltbhart, remembering to also cross
reference this new pairing number with all their oppor@gragings information (see illustratioree als®8K,

Late entrants

A director using a comput@rogram is able to automatically insert the late entrants in their proper places with other
player numbers being appropriately and automatically revised.

Otheruseful information such as diss, fees paid, membership expiration date, etc., may also be recorded on the
pairing card or in data fields in pairing programairing cards can be downloaded from the US Chess web page
(uschess.ofg U.S. Chess sells pairing programs for Swiss sysbemmaments

28C. Ratingsof players.

Therating entered on a playsicard is the laspublished US Chess rating in the rating list specified in the
Tournament Lifesection ofChess Lifeunless use of a different rating list was specified iratheance publicity for
the tournament, or thdirector has assignedpdayer a rating. Note that an assigned rat28H used for a
tournament may or may not be used for future tournam8atsalsdhe firstTD TIP for 28A.

TD TIP: Players sometimes show the director a US Chessstable, or their rating from the US Chess web page.
It is common practice to allow players to use those ratings if those ratings are highdneirdastpublished
rating (28EJ).

28C1. Multiple US Chess ratings.

If a player is mistakenly assigned more than one US Ghéag, the director should try to combine these ratings.
Two examples:

a. |If the ratings are 1900/5 (1900d® on 5 games) and 1700/4 (1700 based on 4 games), the rating used
should be 1811, calculated as follows: 1900 x 5 = 9500, 1700 x 4 = 6800, 9500+6800 = 16300, 16300/9 =
1811.

b. If a player with an old established rating of 1900 is erroneously starte®1&00/5 (1700 based on 5
games), the rating used should be that of a 1900 player who draws 5 games vs. 1700 player, or 1860. See
the chapter oifhe US Chess Rating System

28C2. Foreign or FIDEratings.

A foreign or formerly foreign player with a foreign or FID&ing or category is required to disclose such a rating or
category when entering a tournamehany of the following circumstances exist:

a. The player lacks an established US Chess rating.
b. The playets US Chess rating has not been published during the past two years.
c. The director requests this information.

If a playerfails to disclose such a rating as required and plays in the tournament, the director may withhold any
rating-based prize or unrated prize the player may win. Directors have the right not to accept entries from players
who fail to disclose rating informiain.

TD TIP: Often a director can find a playé& FIDE rating by checking a recent or oldformantor the official
FIDE web site.
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28D. Players without US Chesgatings.

Players without official US Chesatings are eligible only for place (or top Rolass) prizes and prizes for unrated
players unless alternate procedures are used to assign ratings (28E), such as the following recommendations:

28D1. NonrUS Chesgatings verified.

Players who are known to have ratings or categories of other types, such as foreigmegidtal, or US Chess
Quick (or if a Quick tournament, US Chess regular), which can be verified.

It is recommended that such players not be considered unrated and that their ratings be used, adjusted if necessary to
be consistent with the US Chess rating scale. If a player has more than du8 @ess rating, the highest should
be used.

Currently, tre following adjustmentare believed to be roughly appropriate. Changes are likely in the future and will
be announced in US Chess rating supplements.

a. Bermuda, Jamaica, Canada, and US Clessk (or US Chess regular at Quick tournament): No
adjustmenneeded.
b. Quebec (FQE): Add 100 points.
c. FIDE: The following three formulas are provided for guidance:
(1) US Chess F¥IDE + 50
(2) US Chess =0.895 (FIDE) + 367
(3) US Chess = FIDE + 100
Formula (1) represents an average conversion. This means that 50 percent of the time-tiateHIDE
player will be stronger than his or her converted US Chess rating would indicatbeTbiaes
important for prize considerations when the FIDE rating is in the low 2100s; i.e., FIDE players
between 2100 and 2149 will remain in the US Chess Expert class after their ratings are converted
with this formula. By using formula (2), the FIBftedplayer will be stronger than his or her
converted US Chess rating only 10 percent of the time, thus providing a degree of protection for the
players with established US Chess ratings. Formula (3) provides a great degree of protection for
players with estalished US Chess ratings without compromising the integrity of the FIDE gsayer
strength compared to their new converted US Chess estimate rating. The above is for players with
FIDE ratings but no US Chess ratings.
d. England: Multiply the digit rating by 8 and add 700.
e. Germany (Ingo System): Multiply by 8, and subtract answer from 2940. Lower Ingo numbers reflect
greater strength.
f.  Most nations not named: Add 200 points.
g. Ratings or categories of the former Sovietidh or of the Philippines: Add 250 points. If a category, use
the midpoin® for instance, a Russian Candidate Master should be 2100 + 250 or 2350.
h. Brazil, Peru, Colombia, or possibly other natidratings: These have proved highly unreliable. Players
from these countries should not be considered eligible for prizes for classes below 2200 based on such
ratings.

28D2. NonUS Chess ratingslaimed without verification.

Players who state they have a rating, as list&8id1, which cannot be verified.

Directors may assign rating88E), but they should not be under 2200 if thviguld make the player eligible for a
class prize.

28D3. US Chestabel or printout ratings.

Players who have unofficial initial US Chasgings on labels or printouts that have not yet appearediitng r
supplement, and who are believed to have no foreign ratings or categories.

Directors are encouraged to use such ratings without adjustfiapers with fewer than four career games, though,
are unréed.
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28D4. Director-calculated ratings.

Players who have played in one or more US Chatesl events from which their approximate strength may be
calculated but do not yet have even unofficial ratirge who are belied to have no foreign ratings or categories.

Directors may calculate and use such ratings, but if their calculation puts the player within 100 points of a higher
prize category, the assignmeB8E) should be raised to put the player in the higher category. Players with fewer
than four career games are unrated.

28D5. Assignments based on nonrated activity.

Players lacking known results in US Cheated tairnaments and believed to have no foreign ratings or categories,
but whose strength may reasonably be approximated from other play, such as nonrated club activity, tournaments, or
speed games.

Directors may assign rating88E), but they should not be under 2200 if this would make the player eligible for a
class prize.

28D6. No information on player available.

There are players with no known résuratings, or categories of any kind.

These players amenrated and should be indicatedNdgWon the pairing and wall chart. They should not be
assigned ratings for prize purposes. If assignments are used for pairing purposes, these should not appear on the wall
chart.

28D7. Improperly assigned ratings.

If a director assigns a player rating8g) that is in violation of any part &38D, and this is pointed out before prizes
are awarded, that player shall not be eligible for prizes based on the assigned rating.

28E. Assigned ratings for rated players.
The director may assign a rating to any raikyer.
28E1. Rating level.

The assigned rating shall not be lower than the pfayast published US Chess rating, or its foreign or FIDE
equivalent, adjusted if necessary, if the player lacks a US Chess rating.

28E2. Causdor assignment.
A rating may be assigned only for reasonable cause, including, but not limited to, the following:
a. The player has shown significant superiority to those in a particular class.

b. The player has demonstratettadency to achieve much better results when significant prizes are at stake
than when they are not.

c. The playeds rating has recently dropped into a lower class due to results that are statistically highly
unlikely.

d. The playefs moves, time managemengtements, or other actions during play in a previous tournament
have caused the director to conclude that the player did not make a reasonable effort to avoid losing games.

28E3. Notification.

The directorshould notify a player assigned a rating, in advance of the tournament if possible, so the player will
have this information when deciding whether or not to enter. However, such notification is not alesiptep

since the cause for assignment may not be evident to the director until theglateation period, or even during the
tournament.

28F. Validity of wall-chart ratings.

A properly assigned rating that appears on the wall chart without disclaivedid for both prizes and pairing
purposes unless it is erroneous and a correction appears on a subsequent wall chart.
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Directors who wish to use an assigned ratRgf for pairingpurposes but not prize eligibility should include a
disclaimer on or near the wall chart next to the pl@yeating to explain that the rating is not valid for prize
purposes.

28G. Old ratings.

Old ratings of inactive players are stiilid. If an old rating cannot be located or confirmed from memory by a

reliable person, the director should allow the player to receive a class prize only after confirmation of the old rating.

28H. Revising ratings after tournament begins.

The director for reasonable cause may revise the rating of any player at any time. If this results in a player being
ineligible for the section he or she is playing in, the following proced@s#$]-28H3, shall apply:

28H1. Removal.
The player shall be removed from that section.
28H2. Reassignment.

The director may offer the player the opportunity to continue in the tournamenappeopriate section, with half
point byedor games missed.

28H3. Entry fee refund.

a. If the erroneous rating assignment is due to false, misleading or incomplete information provided by the
player, includingailure of the player to disclose a rating, the director is not required to refund the entry
fee.

b. If the erroneous rating assignment is primarily a mistake by the director or tournament staff, the entry fee
should be refunded. If the player is given th&@pof continuing in a higher section, it is still appropriate
to refund all or part of the fee if the player has missed sufficient rounds to substantially reduce prize
chances.

28l. Opponents of expelled players.

If a player is removed from an event or section because of being made ineligible by a correcte2Btd}jneg
following adjustments shall be made to that pl&yepponents:

28I1. Expulsion bdore last round of tournament is paired.
Use the same procedure outlinedRinle 2812
28l12. Expulsion after last round of tournament is paired.

Earlier opponents of the expelled player shall have their resiitstad for tournament scoring purposes (see also
2813) as follows:

a. A player who lost to the expelled player shall instead receive baif bye.
b. A player who drew the expelled player shall instead receivia dyforfeit.
2813. Extra rated games

The actual results of each opponent vs. the expelled player shall be transferréeiimearated gameéshart for
US Chessating purposes28M4).

28J. Thefirst round.

Thedirector (or computérflips a coin to decide who will play white on the first board, the highelowerrated
player. After ordering all the players by rating, the diredioides the cals into two equal sized groups, pairing the
highest player in the upper half against the highest player in the lower half, the-bégtoest in the upper half
against the secorltighest in the lower half, etc. Pairing prograsesthis automaticallySee als®2B, Fullpoint
byes 22C, Haltpoint byes27A3, Upper half vs. lower hal28A, Pairing cards or prograr@8K, Late entrants
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28L, Fullpoint byes 28M, Alternative to bys 28S, Reentrie9C1, Upper half vs. lower hal9D, The odd
player, 29E2, First round colors

TD TIP: Directorsoften number the cards once they are in rating order. They then proceed to remove all requested
byes if there is, at that point, an odd number of players, the card for the lowest rated player, who will be assigned a
bye, is removed. The cards are then divided into halves as described above.

Colors are alternated down through each half. If the cogdetermined that the higheated player on board one
would receive white, the higheated on board two receives black, and so on. If there is an odd nunuiteyers,
the lowestrated player, but not an unrated player, recevenepoint bye See als@®2B, Fullpoint byes28L,
Full-point byes and28M, Alternative to byes

TD TIP: When using a pairing program make sure that it is set up not to give a bye to an unrated player or to
players that have requestedwge in a future round.

The boards are numbergdthe playing hall and the individual or team pairings are pastguhirings sheets

(Figure 3, which indicate each playé@ror teanis opponent, board number, and color. It is customary to assign the
highestrated player or team in the top score group to board one, the deighedt in that group to board two, etc.
The director may modify the pairings somewhat, especiallyaretirly rounds, in order to avoid pairing family
members, close friends, or members of the same club against one another.

TD TIP: Consult the pairingoftware manual for information on how to setthp program to avoid unwanted
pairingsandfor information onproducing an alphabetical list of players, their opponents, their board numbers, and
their colors. Many players find an alphabetical list more convenient than a #nebdard pairing list.

TD TIP: Itis useful to postnore than one set of pairings in large events; however, to prevent confusion regarding
where game results are to be posted, remove all sets of extra pairings about 15 minutes into the round.

Pairings for Round 5
Bd | Result White Result Black
1 Enpassant, Edwin Attack, Allen
2 Bishop Barbara Files, Fred
3 Goodplayer, Gordon Chesser, Curtis
4 5 Defender, Donald 5 Helpmate, Harry
Figure 3

28K. Late entrants.

The director may accept and pair entrants after the announced closing time for registration, but late entrants shall
forfeit any round missed if it is inconvenient or too late to pair thgesk for play, or may take a halbint bye
(220 if the tournament offers them for that rousete als®8B, Numbering late entrangsmd28S, Reentries.

28L. Full-point byes

28L1. Explanation and display.

In any round in which the total number of players in a tournament or section of a tournament is uneplayeoise
given a fultpoint bye. The playés score is posted as a win on the wall chart, but circled to indicate that the game
was not played. Wall charts generated by computgr printbye or circle the scoreSee als®2B, Fullpoint byes
and28M, Alternatives to byes

28L2. Determination.

In the first round, the byis given to the player with the lowest US Chess rating but not to an unrated player or a late
entrant. In subsequent rounds, it is given to the lowatst player in the lowest score group but par unrated
player. If there are no rated players eligible for the bye in the lowest score group, it is given to an unrated player who
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has played in a US Chessted tournament too recently to obtain a published rating. If this, too, is impossible, a new
player may be assigned the bye. New players should be indicaié8\Wypn the pairing card and wall chaBtee
also28J, The first round28S, Reentriesand28L4, Fullpoint byes after halpoint byes.

Variation (unannounced) 28L2a. Giving the bye to a higher rated player.

Givethe bye to a higher rated player if doing so improves the overall color allocation for the lowest score group,
subject to the limits specified in rules 29E5a and 29E5b. Se@%isn, The 86point rule; and29E5b, The 200
point rule.

28L3. Players ineligible for full-point byes

A player must not be given a fydloint bye more than once, nor should one be awarded to a player who has won an
unplayed gam due to the oppondsffailure to appear.

TD TIP: Not all pairing software takes care of this task automatically; therefore, directors should check the
software manual to determine the correct setting(€nsurethat 28L3is in force. Directors may also check
software pairings each round emsurethat28L3 as well as all other pairing rules, are being enforced.

28L4. Full-point byesafter half-point byes

A full-point bye shou not be awarded to a player who has previously taken or committed tepoimalbye unless
all others in the score group have already had a bye oshaw forfeit win.See als®2C, Haltpoint byes

TD TIP: Not all pairing software takes care of this task automatically; therefore, directors should check the
software manual to determine the correct setting(€nsurethat 28L3and28L4are enforced. Directors may also
check computepairings each round tensurethat28L3and28L4, as well as all other pang rules, are being
enforced.

28L5. New players in fourround events.

Directors should try to ensure that new players play at least four games in their first tournament in order to obtain
official ratings. In a fourround event, if only new players are available for bpable bottom score group, the bye

may be given to a player one score group above. This should not be done if the player receiving the bye has a
substantial chance for a prize. It is preferable to2&é, Alternatves to byesthan to assign a bye to a new player.
See als®2C, Haltpoint byes

28M. Alternatives to byes

Awarding byes may be necessary for the smooth progress of a tournament, but they deprive a player of an expected
game. To avoid this, several methods have been used successfully. Directors are encouraged to provide games for
players who do not want byeshdse methods may be combin8ée als®2B, Fullpoint byes22C, Halfpoint

byes 27A3, Upper half vs. lower hal28A, Pairing cards or prograr@8J, The first round28K, Late entrant28L,

Full-point byes 28S, Reentriesand29C1, Upper half vs. lower half

28M1. The house player

Sometimes a spectator wélgree tgplay a game against a player who would otherwise expect a bye. It is desirable
that this spectator has a rating approximately within the range of the lowest score group, but this is not required. The
player is voluntarily giving up a free point to plag no one can legitimately claim the opponent is too weak.

Sometimes the player would rather play an unusually strong opponent than receive a bye. This also is acceptable,
but if the strong opponent is rated too high for the section, the director msigleoretaining the original bye and

listing both players for a rated game in a higher section ex@a rated gamesection.See als®8M4, Extra rated
games

TD TIP: Directors havefound it useful to first ask the player receiving the bye if they would like to keep the bye or
play a house player. Some pday prefer to take the bye to rest for the next rouneinsurethat they will not be
assigned a bye in future rounds. Directors and organizers who require the odd player to essay a game against a
house player, rather than give the player the choice, woeldise to announce this policy in grirnament

publicity and at the site. A popular alternative, described below, is to use a permanent housenptaslegible for
prizes who is paired normally, not necessarily against the odd player who would have received the bye.
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If a permanent house playisravailable, this is the best solution. Such a player is paired normally whenever there is
an odd number, not paired when there is an even number, and may even recgiwmhbifesf the tournament
allows them.

TD TIP: Directors using pairing software find it best to award the permanent house (tlggsfor all rounds and
then remove those byifshe house player is need. This technique prevents the pairing program from
automatically pairing the house player, leaving the decision in the hands of the director round by round.

It is not required that a house player paired against the player who would otherwise receive the bye. Sometimes it
is more appropriate to insert a relatively strong house player into a higher score group. In this case, neither the
player paired against the house player nor the one whonasieewould have received the bye has the right to refuse
to play.

A US Chesgated commercially available computaay be used as a house plagely if computer participation
for the tournament was advertised in advar3é.

Usually, a player whose fufloint bye is replaced by a temporary house player should be assigned no additional full
point byesn the tournament. An exception may be appropriate if the house player was strong and the player is
competing for a class prize against others who have receiveubioll byes.

28M2. Crossround pairings.

The player who expects the bye is asked to wait until one of the games in the lowest score groups has finished. The
loser of that game is then asked to play the-nexihd game early, after a brief rest. The director thers pladr two

players and marks the pairing and the result in the appropriate round boxes for each player: for the player who
would have received the bye, in the current round; for the opponent, in the next round. This sometimes has the
advantage of eliminatqthe need for a bye in the following round.

Crossround pairings work best in scholastics and events forr&ded players (e.g., under 1400), because the
bottom boards in such events usually play very quickly. If a enmssd pairing is planned andette is a significant
delay before the game starts, the director may offer the option of such a pairing only if both sides start with time
elapsed from their clock&ither player may refuse, which may lead to the eroged pairing being abandoned and
the original bye reinstated.

The use of croseound pairings should be specially indicated on the US Chess rating report. When using a pairing
program see the manual for information on how to set the software to perfetiasth

28M3. Crosssection pairings.

In a tournament with multiple sections, there may be more than one section with a bye for a particular round. In this
case, a crossection pairing may be more desirable than a erassd pairing, as the game can begin immediately.

The player in the lower of the two sections involved retains the bye, but is added to the pairings and wall chart of the
higher section for a rated game. The player in the higher section has a game thdbcbuotitsscore and rating

purposes, rather than a bye. Such a player should not subsequently be assigydra fyle or a bye alternative.

28M4. Extra rated games.

Directorsmay accommodate players who wish to play a rated game without giving ugpaifulbye by placing

both players in aextra rated gamesection with its own wall chart. This section is also used by directors to report
correct results of games to US Ch#sst remain uncorrected (for pairing and prize purposes) in other seSGaems.
also15H, Reporting of resultd 51, Results reported incorrectt¥8I3, Extra rated gampand29H3, Double forfeit

of unreported game.

28N. Combined individuaklteam tournaments.

Scholastic events are often held as individual Swiss systems, with both individual and team awards. Players are
paired individually and team standings are determined by adding the scores of eads sohacbers, usually the

top four. The director should try to avoid pairing teammates against each other, but an absolute prohibition of such
pairings can give an unfair advantage in the individual standings to players on strong teams, whpaiagde
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downo aganst players with a lower score rather than facing each ddeerals@®8A, Pairing cards or prograamnd
31A, Combined individuateam tournaments

28N1. Plustwo method.

a. If a score group can be paired among itself without players from the same team facing each other, this
should always be done.

b. For score groups of less than plus tplug twomeans at least two more wins than losses), if there is no
way to pair the scorgroup without players from the same team facing each other, these players should be
raised or lowered into the nearest appropriate score group to avoid pairing teammates.

c. For score groups of plus two or greater (at least two more wins than losses)ks playdd not be removed
from their score group in order to avoid playing those from the same team.

Variation 28N2.

Players from the same team should never be paired against each other unless it is the last round, one is in first place,
and if this leadeis not paired against a teammate he or she will have to play someone with a lower score.

Variation 28N3.

Rule 28N1may be modified to use a score other than plus two as the point at which teammates will iretbe pa
out of their score group to avoid facing each other.

Variation 28N4.

The director may decide when it is appropriate to pair players from the same team against each other to maximize
fairness in individual or team standings.

280. Scoring.

The tournarent directorrecords the results of the games onghiing cards or enters them into the computer.
These results should also pested, as quickly as convenientwtall charts that are prominently displayeli¢k on
Figure 4or go to next page.)
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# Name/Rtng/ID Rd 1 Rd 2 Rd 3
Allen Attack B5 W4 B2
2000 11111111 1 2 2

2 | Barbara Bishop W 6 B3 w1
1950 22222222 1 2 3

3 | Curtis Chesser B7 W2 B5
1900 33333333 1 1 1.5

4 | Donald Defender W 8 B1 W7
1850 44444444 1 1 2

5 | Edwin Enpassant W1 B8 W 3
1800 55555555 0 1 1.5

6 | Fred Files B2 W7 B8
1750 66666666 0 0 0

7 | Gordon Goodplayer W3 B6 B4
1700 77777777 0 1 1

8 | Harry Helpmate B4 W5 W 6
1650 88888888 0 0 1

Figure 4

TD TIP: Directors may want to prepare a handout to explain to new tournament players how to interpret the
information that appears on wall charts. For example: In this illustration Allen Attack is rated 2000 and is first on
the list because he is the highest rgpéadyer in the tournament. Information about what color he played against
which opponent is indicated in round one as Black against player number 5, Edwin EnpadgahtgBvon the

game (each win = 1 point, each draw = 0.5 points¥gr and each loss ® points). In round two he played white
against player 4 (W) and won again (indicated by a 2: round one score of 1 + the win in round two = 2). In round
three Allen played Black against player number R)Bhe lost that game (2 = round two cumulativer® of 2 +

round three score of 0 for losing).

2801. Computer wall charts.

An advantage of using a compuigthat it can print updated wall charts each round. In a large event, avoiding the
need to enter the color and opponent of each player on the wall chart saves considerable time.

However, it is still recommended that the scores of each player be mamddited as soon as possible. It may be
tempting to wait so that the computer can print out all or many scores, but making the players wait for hours to learn
results may make the tournament less enjoyable.

28P. Unplayed games.

If a player fails to appear within one hour of the start of the round or by the end of thiemérsbntrol, whichever

comes first, the game is scored as a forfeit loss for the player and a forfeit win for the opponent. That player is then
dropped from the tournament unless he or she presents an acceptable excuse to the director. lsaiptapent

games are also scored as zer@ldyer may also withdraw from the tournament by notifying the director, in which
case the remaining games are scored as zero.
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The scores of unplayed games, including bges marked with aR or circled on the pairing cards, on the wall

chart, and on the rating report. Unplayed games are not US @edsNote that a game in which both sides make
moves is always rated, even if a player forfeits on time or for an infraction of the rules; this type of forfeit is never
marked with arf or circled.See alsdl3D, Late arrival for gamel3F, Late arrival by both player22, Unplayed
GamesandRule 8D1, Games Not Play@ihapter 10).

TD TIP: Directors using pairing software should consult the softwaamual for details on how the program
handles this procedure.

28Q. Pairing unfinished games.

If at all possible without imposing unreasonable delay in the start okthieaund upon the other players, all games
from one round should be finished before the next round is paired. If this is not possible, the director has several
options Gee alsd8F3, Sudden deadth

28Q1. Modified Kashdan system.

The director may approach a game in progress, instruct the player on move 18Agaifd inform both players
that either player who offers a draw and so informs the director before pairings for the next round begin will be
paired as having drawn, and that either player who does not do so wiitée s having won. The director should
stop both clockbefore this intervention and restart the clock of the player who is to seal at its conclusion.

This modified method, probably the best way to handle adjournnfergseveral advantages over the original
Kashdan system, in which the director privately asked each player what result he or she was seeking. It is much
quicker, does not pressure players to respond immediately, and makes ittoltaeeplayers that the draw offer

may be accepted at any time during adjournment.

TD TIP: If both players indicate they are playing for a draw, the director can declare the game over with a result of
a draw for both players.

28Q2. Temporaryadjudications.

The director can adjourn the unfinished game(s) and either pair the players as having drawn, having won and lost, or
having won and drawn. The latter might be appropriate if one player has winning chanttes @pubnent has

drawing chances. If necessary, the director may consult strong players whose own pairings are not affected for help.
See alsdl8F, Problems of the next-last roundand29F, Last round pairings with unfinished games

28R. Accelerated pairings in the first two rounds.

In a tournament where the number of players far exceeds the number two raised to the power of the number of
rounds(see27, The Swiss System Tournamgmiore than one perfect score is possible, and top contenders may not
play each other. The director has pairing options that have the effect of adding an extra round or two to the
toumament without any additional games being played.

Accelerated pairings are most effective in a-saetion tournament, an Open Section, or a section in which no more
than about half the players are in the same®1)0t rating class. Accelerated pairinggy fare poorly in a

primarily oneclass section, as an accelerated pairing for round two will pit the-@test 10 against the higher

rated O1; thus, decreasing the odds (instead of the intended increasing of the odds) that the higher rated player wi
win.

28R2, Adjusted rating methpis more effective but more complicated tf28R1, Added score methpdhile the
little-testedVariation 28R3, Sixthds intended for events with an especially small ratio of rounds to players and
large rating differences.

28R1. Added score method.

Before thefirst round, the players are numbered, ordered by rank, byes removed, the odd player assigned a bye, if
any, removed, and the remaining players are divided into two equal sized groups. The director notes the top number
in the lower half and, for the firstvo rounds, mentally adds one point to the scores of all players ranked above that
number, for pairing purposes only. The director divides the players accordingly and pairs normally.
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TD TIP: Pairing software usually has an option to do accelerated pg#i

The effect, in the first round, is to have the top quarter play the second quarter and the third quarter play the fourth
guarter. For the most part, the effect in the second round will be to have the top eighth play the second eighth, the
second quarter gy the third quarter, and the seventh eighth play the last eighth. This method decreases the number
of perfect scores.

28R2. Adjusted rating method.

Before the first round, after the bye, if any, is issued, the players are arranged in the normal order, top rated to lowest
rated. Then the field is divided from top to bottom into four groups (A1, B1, C1, and D1) as close to the same size as
possible, anghaired as follows:

Al vs. B1 and C1 vs. D1. These firstund pairings are the same as in Variation 1.

For the secondound pairings, the players are regrouped as follows:

1. A2: Winners from Al vs. B1. If there is an odd number of players, the lenatext drops to the top of
C2.

2. B2: Nonwinners from Al vs. B1, with players who drew having a temporary 100 points added to their
ratings. If there are more players in B2 than C2, the lovatetl losers from B2 are dropped to the top
of D2, until B2 has th same number of players as C2. If there are fewer players in B2 than C2, the
highestrated players from D2 are raised to the bottom of B2 until B2 has the same number of players
as C2.

3. C2: Nonlosers from C1 vs. D1, with players who drew having a tenmpd@0 points subtracted from
their ratings.

4, D2: Losers from C1 vs. D1.

Each of these groups is arranged in rating order, including the temporary adjustmentsrfouritigperformances.
Then each group is paired as follows:

1. A2: This group is dividednto halves. The upper half plays the lower half according to basic pairing
methods.

2. B2 and C2: These groups play each other, with the top player in B2 facing the top in C2, etc.,
according to basic pairing methods. This will result mostly in players wifdreht scores playing 1
vs. 0, 1 vs. 0.5, or 0.5 vsdhough an occasional 0.5 vs. 0.5 is also possible. Whenever the players
have different scores, the one with the lower score will be higtied.

3. D2: This group is divided in half. The upper halays the lower half according to basic pairing
methods.

For the third and subsequent rounds, the temporary rating adjustments are ignored and the pairings are made
according to the basic system.

This variation of accelerated pairings produces only abdtthenumber of perfect scores achieved with the basic
system. It therefore decreases the likelihood of multiple perfect scores, and causes the final standings to be more
dependent on games between thertiipd players.

Variation 28R3. Sixths.

Apply thesame principles as 28R2, but divide the field into sixths in the first round and pair the first sixth vs. the
second, third vs. fourth, and fifth vs. sixth. In round two, pair the winners of 1 vs. 2 against each other, the non
winners of 1 vs. 2 againdie winners of 3 vs. 4, the navinners of 3 vs. 4 against the winners of 5 vs. 6, and the
nonwinners of 5 vs. 6 against each other.

28S. Reentries

Tournaments with alternate schedules allowing players a choice of starting times for the early rounds often permit
reentry, in which the player abandons or takes byes in the estditing schedule in order to enter the lat@irting
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schedule. For exang there may be a threkay schedule with round one at 8:00 p.m. Friday and adtyo

schedule with round one at 10:00 a.m. Saturday, with the two schedules merging for round two starting Saturday
afternoon. A player who loses or draws on Friday night chepse tastart freshby reentering the twoday

schedule, in which case the Friday game, while still rated, would not damage théspthgeices for prizeSee
also22B, Fullpoint byes22C, Halfpoint byes 27A3, Upper half vs. lower hal28A, Pairing cards or progrgam

28J, The first roud; 28K, Late entrant28L, Fullpoint byes 28M, Alternative to byesand29C1, Upper half vs.

lower half

TD TIP: Whether thelirector is pairing a tournament by hand or using pairing software, it is wise to note
reentered players by adding a RE (for reentered) at the end of their name to distinguish the reentriesrfrom the
original entries.

28S1. Reentry playing opponent twice

If one player has reentered and the other has not, they should not be paired against each other for a second time
(27A1). Even though the reentry is considered a new entry, fromahdmint of the opponent who did not reenter
it is the same player.

28S2. Reentries playing each other twice.

If two reentries have already faced each other while each was playing his or her original entry, they are both
considered a new entry and maygdadéred against each other for a second time, since neither new entry has faced the
other new entry.

28S3. Reentry colors.

Reentries are treated as having no color history; the colors from their original entries ared#idt&ge als®9E,
Color allocation

28S4. Reentry with halfpoint byes

Players sometimes reenter the same schedule witipdialf byeseplacing games misse2i8S1, 28S2 and28S3all
apply to such reentries as well.

28S5. Reentry scores.

Unless the organizer states otherwise prior to the beginning of the first round, a player who reenters carries the better
score, or the best score in the case of multiple reentries, into the later rounds. In the case of equal &tests, the

score must be used. The color and opponent history of the entry carried forward accompanies it in all cases. The
organizer, however, has the option of declaring in advance that a reentry must abandon all recourse to the earlier
entry(ies), in whicttase the latest score and color history are carried forward, regardless of comparison to all earlier
results.See als®82C5, Reentry prizes.

28T Variation. Players may request a nospairing against eachother.

Individual players may request that they not be paired against each other in any tournament. Due to the pairing
problems involved, the director may not be able to honor this request.

TD TIP: Honoring requests gilayers to not be paired against each other can present serious pairing difficulties

for the director, especially in small events and in the later rounds in any tournamenydrpg@metimes players

who often play against each other outside of the tournament do not enjoy traveling to a tournament to simply play
against each other again. Some directors honor the pfayequest for the first half of the tournament only.

Directors may automaticallfinot pairo players from the same family, club, team, area, etc. without a request from
the players; however, if at all possible those directors might want to consider consulting with those players first.
After all, those players may natind béng paired against each other.

29. Swiss SysterRairings, Subsequent Rounds

29A. Score groups and rank.

The wordsscore groupandgrouprefer to players having the same score, even if there is only one player within a
group. The players in each such score group are paired against eacBDAReu(less they have already faced
each otherZ7A1) or are odd player0D) or must play odd players paired from another score gr22p)(In a
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combined individual and team tournament, players are soreefpaired out of their score groups to avoid facing
teammates28N). Individual rank is determined first by score (the greater the number of points, the higher the rank
within the tournament) and then kating within a score group (the higher the rating, the higher the rank).

TD TIP: Score group determines rank when players are paired outside of their score group. Rating determines rank
within a score group. For example: the lowested player in the $oint score group is rated 1991. The highest

rated player in the 3.5 score group is rated 2105. The 1991 player is ranked higheip(tie dcore group) than

the 2105 player (the 3.5 score group). This ranking may be important when determining colors.

29B. Order of pairing score groups.

In general, the director pairs the groups according to rank, starting with the highest and working down. If games
within some score groups are still unfinished shortly before the scheduled start of the next round, the director may
wish to modify this ordeand pair around the groups with games still going on, taking care to provide fodény
players It may be worthwhile to ask the players involved in a long game to confirm that they are playing the next
round, as notice tthe contrary after the game would be too late and would affect the odd player situation.

It may be helpful to make a quick table beforehand, listing the different score groups in descending order and the
number of players in each group, and drawing artovehow where players must be dropped (in the case of the odd
player) to play someone from the group below.

TD TIP: Instead of a chart, some directors have been successful placing little sticky notes, drawing arrows and/or
noting the number of players each score group, on the top of a pile of pairing cards for that score group. Pairing
programs take care of this task automatically.

29C. Method of pairing score groups.

In the second and subsequent rounds, the players are gaii@tbws:
29C1. Upper half vs. lower half.

If there is an even number of players within a group, they are placed in order of rank (rating), divided in half, and
the upper half is paired against the lower half, in asecto consecutive order as possible (e.g., in a group with 20
players, the first ranked would play the eleventh ranked, the second the twelfth, andSse@i3®2B, Fullpoint

byes 22C, Halfpoint byes27A3, Upper half vs. lower hal8A, Pairing cards or prograr@8J, The first roud;

28K, Late entrant28L, Fullpoint byes28M, Alternative to bye28S, Reentrie29D, The odd playe29E2, First
round colors29E3, due colors in succeeding rour2idE4, Equalization, alternation, and priority of cqland

29E5, Colors vs. ratings

29C2. Other adjustments.

Transpositions are made in order to avoid pairing players who have already played each other and to give as many
players as possible their equalizing or due colors. To this end it is also permissible to make an interchange between
the bottom of the upperalf and the top of the lower halbee als®7A1, Avoid players meeting twic@9E, Color

allocation 29E3, Due colors in succeeding nulg 29E4, Equalization, alternation, and priority of coland29ES5,

Colors vs. ratings

29D. The odd player.

Pairing players out of scoe group.

There will often be situations where some players cannot be paired within their score group. This will always be true
if there is an odd number of players with a given score, and can also happeplaylees within a score group have
already played each other, or are otherwise restricted (family members, same scholastic team, reqypested non

etc.) from playing. At least one, and possibly more, players will have to be dropped to play in a logvgragp.

In such situations, the first priority (other than avoiding restricted pairings) is to have players play as close to their
score group as possible.
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29D1. Determination.

a. Inthe case of an odd number ofydas, the lowestated player, but not an unrated player, is ordinarily
treated as the odd player and is paired with the higlaéstl player he or she can play in the next lower
group. Care must be taken in doing this that the odd player can be pdhedaxt score group, that the
remaining members of both affected score groups can be paired with each other, that the odd player has not
played all the members of the next lower group, and that the color consequences are ac28ptable (
29E3J. See als®8S3, Reentry color29E4, Equalization, alternation, and priority of coland29ES5,
Colors vs. Ratings

b. If the conditions in (a) cannot be met, then try treating the next lowest rated player as the odd player, or
pairing the odd player with a lower ranking player in the next score gnouleciding whether to make a
switch of either the odd player or the opponent, you should look only at the rating difference of the players
being switched. There is no rating limit on the permitted switch if it is needed to keep the score groups
intact. However, switches to correct colors should stay within the appropriate IROIES( See als®28S3,
Reentry colors29E, Color allocatin; 29E3, Due colors in succeeding roun28E4, Equalization,
alternation, and priority of color

c. If the entire score group is unrated, then an unrated player mdsslymated as the odd player and
dropped.

29D2. Multiple drop downs.
It is sometimes necessary to jump over an entire score group to find an appropriate opponent for an odd player.

A pairing which drops a player down for one or more score groups should be chosen over a pairing which drops two
or more players down for oreg more score groups (This can be relaxed in low score groups if necessary to allow

the bottom score groups to be paired legally). It is acceptable to pair the player against a somewtatebwer

player to equalize or alternate colors, but only witherthles for transposition as explaine®8E5, Colors vs.

ratings

The odd player is hormally paired with the higheded player he or she has not met from the next lower group. It is
acceptable to pair the playegaanst a somewhat loweated player to equalize or alternate colors, but only within
the rules for transposition as explained below.

Examples:

1. One odd player:If Group 1 has only one player with a perfscbre, who has already played the only two
members of Group 2, then the player from Group 1 must play the higttedtplayer in Group 3 that he or
she has not yet played in the tournament, provided that this allows the remaining members of Groups 2 and
3to be paired.

2. Two odd players:If the only two players in Group 1 have already met, they would both be odd players. It
is desirable for them to be paired with the highragtd players in Group 2 whom they have not played
before. The higherated playefrom Group 1 should be paired with the highested player in Group 2,
and the lowerrated player from Group 1 should be paired with the-hégttest rated player in Group 2,
provided that this allows the remaining members of Group 2 to be paired.

3. Two odd players from two different score groups:There is only one player in Group 1. There is only
one player in Group 2. These players have already played each other. In this example we have a player
dropping down more than one score group. The player beapgpdd from the higher score group is
considered to be the highmnked and is paired first.

TD TIP: Dropping an odd player over multiple score groups just to improve color allocation is an unacceptable

practice. Applying28S3, Reentry color@9E, Color allocations29E3, Due colors in succeeding roung8E4,
Equalization, alterntion, and priority of coloy and 29E5, Colors vs. Ratinds more proper. If applications of
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those rules do not solve the color allocation problems, then the possibility of selecting a different odd player may be
more @uitable.

29E. Color allocation.

The director assigns colors to all players. The objective in a tournament with an even number of rounds is to give
white and black the same number of times to as many players as possible; in an event with an odd number of rounds,
each player should receim@ more than one extra white or black above an even allocation.

In addition to the task of equalizing colors, the director, after the first round, tries to alternate colors, by giving as
many players as possible their daerfector expected) color, tmd by round. The due color is usually the color a
player did not have in the previous round, but not always. For example, a player who had white in rounds one and
two and black in round three has a due color of black in round four, as equalizatiorohisquér alternationSee
also27A4, Equalizing colors27A5, Alternating colors28J, The first round29E2, First round color9E3, Due

colors in succeeding round®9E4, Equalization, alternation, and priority of co@®E5, Colors vs. ratingand

29M, Recommendations

29E1. Unplayed games.
Unplayed games, including byasd forfeits, do not count for color.
29E2. Firstround colors.

22B, Fullpoint byes22C, Halfpoint byes27A3, Upper half vs. lower half8A, Pairing cards or prograra8J,
The first round 28K, Late entrant28L, Fullpoint byes28M, Alternative to byes28S, Reentrie29D, The odd
player, 29E3, due colors in succeeding roun2@E4, Equalization, alternation, and priority of co®ES5, Colors
vs. ratingsand29M, Recommendations

TD TIP: Example: After the coin toss, the number one player in the top section of a class tournament was assigned
to play white. All other top boards in all other sections are assigned white based on this one coin toss. In each of the
sections the other playerseaassigned colors according 29E2 Pairing programs do this automatically.

29E3. Due Colors in succeeding rounds.

As many players as possible are given thai colors in each succeeding round, so long as the pairings conform to
the basic Swiss systemles.See als®7A, Basic Swiss system rulex7 A4, Equalizing colors27A5, Alternating
colors 29C2, Other adjustmentand29M, Recommendations

29E3a. Due colors defined.

A player who has had an unequal number of whites and blacks is due the color that tends to equalize the number of
whites and blacks. A player who has had an equal number of whites and blacks is due the opposite color to that he
received in the most recemund. Colors assigned in games won or lost by forfeit do not count in deciding due

color. A player who has played no games is due neither white nor black.

29E4. Equalization, alternation, and priority of color.

Equalization of colors takes priority over alternation of colors. First, as many players as possible are given the color
that tends to equalizbe number of times they have played white and black. After that is accomplished, as many
players as possible should be given the color opposite to that which they played in the previolBemaisi?7A,

Basic Swissystem rules27A4, Equalizing colors27A5, Alternating colors29A, Score groups and rgrk9C2,

Other adjustment&nd29M, Recommendations

TD TIP:

Example 1. A player who has had BWB is due white (equalization of colors).

Example 2. A player who has had B3\due black (alternation of colors).

Example 3. A player who has had WWB is due black (equalization takes priority over alternation).

Example 4. A player who had white in round one, then won by forfeit in round two, is due black in round three
regardlessof which color he had been assigned in the unplayed round two game.

Pairing players due the same colodWhenever it is necessary to pair two players who are due the same color the
following rules apply:
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1. |If one player has had an unequal number of wigitesblacks, while the other has had equal colors, the
player who has had unequal colors gets due color. Example: WBW gets black over BxW, where x denotes
any unplayed gandefull-point bye, haHpoint bye, forfeit win, forfeit loss, etc.

2. If both players ha® had an unequal number of whites and blacks, the player with the greater total color
imbalance gets due color. Example: WWBW gets black over xX\WBW.

3. If both players have had an equal number of whites and blacks, or both are equally out of balance, and if
they had opposite colors in the previous round, the players should be given colors opposite to that which
they played in the previous round. Example: WWB gets white over WBW.

4. If both players have had an equal number of whites and blacks, or both arg eguaflbalance, and if
they had different colors in one or more prior rounds, priority for assigning color should be based on the
latest round in which their colors differed. One or both players should be assigned the color opposite to that
which they payed in that round. Example 1: WBWB gets white over BWWB, because the first player had
black in round two, the latest round in which colors differed. Example 2: BWxBW gets white over
BWBXxW, because the first player had black and the second had no cadanoh4, the latest round in
which colors differed.

5. If both players have had the same color sequence, the hagtiexd player gets due color. The higher
ranked player is the player with the higher score. If the players have the same score, thatkgtier
player is the higherated (ankis defined in29A).

TD TIP: Rule 5 takes effect only if rulesldo not decide the issue. Unless the players have had identical color
sequaces, rules ¥4 should be used.

Variation 29E4a. Priority based on plus, even, and minus score groups.

When applying rule 5 above, the highranked player in plus and even score groups receives priority for color
allocation, while the loweranked playein minus score groups receives priority. This variation minimizes color
problems in the very low score groups, as well as the very high, which are more likely to have color problems in
later rounds because these are statistically the smallest groups.

Variation 29E4b. Alternating priority.

When applying rule 5 above, if two players within a score group are both due the same color, thexteiddayer
receives due color. But if several such situations exist within the group, the first-raggeplagr receives due
color, the second does not, the third does, and so on, alternating entitlement fromtdilgivezrrated player. This
applies both to equalizing and alternating colors.

Variation 29E4c. Priority based on lot.

When applying rule 5 abovis the last round of a tournament, the director may choose to let opponents with equal
entitlement to colors choose their own colors by lot, but only after making all the pairings necessary to come closer
to equalized and alternate allocations. For exanifpédter four rounds both players had received WBWB, for the

fifth and final round the director might choose to let the players choose for colors rather than assign them
automatically by using one of the procedures outlined above. If this system is@dbptust be used for all such

cases without exceptioBee als®9E5f1, Lastround exceptiorand29l, Class pairings

Variation 29E4d. Priority based on rank.

Rule 4 above does not apply. If both players have had an equal number of whites and blacks (or both are equally out
of balance), and if they have had the same colors in each of the preceding two rounds, then thenkipheiayer

gets due color.

TD TIP: Variation 29E4dwas the old main rule in the 4th edition of this rulebook; therefore, it is possible that it is

still used by some directors and pairing programs. It is recommended that, when this vasiatead j written

notice be postelefore the start of the tournament.
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29ES5. Colors vs. ratings.

Correct Swiss pairings should consider both colors and ratings, so a tournament director should exercise care not to
distort either unduly. To improve colors a director may use either a transposition or an interchange oSaayers.
also27A, Basic Swiss System Ruj&¥ A3, Upper half vs. lower hal27A4, Equalizing colors27A5, Alternating

colors and29C2, Other adjustments

A transposition is the practice of changing the order of players within the upper half or lower half of a group. An
interchange involves switching a player freime bottom of the upper half with a player from the top of the lower
half. For more information and examples s&9E5e, Comparing transpositions to intercharaye29E7,

Examples of transpositions and interchanges

TD TIP: Sometimes pairings get switched more than once. Directors switch players if they have faced each other
before, are teammates, or are family members. Excluding those reasons, sometimes trarspodifiterchanges

occur more than once with the same player for any particular round. The arithmetic for interchanges and
transpositions applies only to the first natural pairing (or the pairing after the aforementioned switches are made by
the director)before any transpositions or interchanges are made compared to the final pairing after all
transpositions and interchanges have been made.

Transpositions and interchanges should be limited as follows:
29Eba. The 86point rule.

Transpositions and interchanges for the purpose of maximizing the number of players who receive their due color
should be limited to players with a preurnament rating difference of 80 points or less.

Example: WB vs. WB. To give one of these playesgeond straight black in round three is only moderately
undesirable and does not justify a switch of over 80 paB#s.also als@9E5b, The 20(point rule 29E5c¢,
Evaluating transposition29E5d, Evaluating interchange&9E5e, Comparing transpositions to interchanges
29B5h, Priority of equalization over ratingsnd29E7, Examples of transpositions and interchanges.

29E5b. The 206point rule.

Transpositions and interchanges for the purpose of minimizing the number of players who receive one color two or
more times more than the other color should be limited to players withtayrement rating difference of 200

points or lessSee als®9E5a, The 8®oint rule 29E5c, Evaluating transpositigrd9E5d, Evaluating interchanges
29E5e, Comparing transpositions to interchan@®@&5h, Priority of equalization over ratingsd29E7, Examples

of transpaitions and interchanges.

TD TIP: It has been observed by experienced directors that there are fewer concerns from players paired to play
the white pieces in violation @9E5bthen when the situation is revedsand they are paired to play the black
pieces in violation of this same rule

Variation 29E5b1.
Transpositions and interchanges for the purpose of minimizing the number of players who receive black two or more
times more than white should be limited to 200 points.
Example: BWB vs. BWB. To give one of these players black for the third time in founé highly undesirable,
justifying a switch limit of 200 points.
29E5c. Evaluating transpositions.
All transpositions should be evaluated based on the smaller of the two rating differences involved. Fe: examp
2000 WB vs. 1800 WB
1980 BW vs. 1500 BW

These would be correct thirdund pairings were it not for the color problems. Unless a switch is made, there will
be a color conflict on each board.
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To trade the 1800 for the 1500 is apparently a@@i@t switch, which would violate 29E5a, The-80int rule. But
this is not really the case. The same pairings may be achieved by trading the 2000 for the 1980 poiyta 20
switch. However, when manipulating pairing cards the actual interchange takebyptagiéching the cards in the
lower half of the score group.

The resulting pairings, 2000 white vs. 1500 and 1800 white vs. 1980, are considered to require -@uiya 20
switch and thus satisfy the §@int rule.

In larger groups, the situation is setimes more complicated, as a permissible transposition may generate numerous
additional transpositions, not all of which satisfy the limits for allowable transpositions. This is especially common
when some of the otherwiskesirable pairings are impos®lbecause the players have already faced each other.

In such situations, the director may strictly observe the limits for transpositions or may be flexible. If colors in the
group are substantially improved, it is acceptable for the limits to be excemaesvhat.

See als®9E5a, The 8@oint rule 29E5hb, The 20(point rulg 29E5d, Evaluating interchange9E5e, Comparing
transpositions to interchangesd29E7, Examples of transpositions and interchanges

29E5d. Evaluating interchanges.

For an interchange, the director need only consider one rating difference rather than the smaller of two. The
difference between the two players switched is the relevant difference; there is no need to look at the other switch
that would produce the samaipngs.

While interchanges are theoretically acceptable if the rating difference of the switch is within the limits set forth in
by 29E5a, The 8®oint rule and29E5b, The 20{point rulg interchanges do violate basic princigleA3, Upper

half vs. lower halfand so tend to catch players by surprise, causing them to express their cabéens

interchanges are sometimes necessary, they should not be used if adequate transpositions a®egoalsiole.

29E5d, Evaluating interchang&9E5e, Comparing transpositions to interchanged29E7, Examples of
transpositions and interchanges

TD TIP: Experienced directors have observed that players in contention for prizes tend to express their concern
about interchanges more often than players not in contention for prizes.
29E5e. Comparing transpositions to interchanges.

A transposition that satisfi@9E5a, The 8(@oint rule should be preferred to any interchange, provided it is at least
as effective in minimizing color conflicts.

If pairing a round in whicl29E5b, The 20(oint rule is used because, for instance, many players have had more
blacks than whites, an interchange involving a smaller rating switch than a transposition should be preferred to the
latter unless the transpositiortiséies the 8€point rule.
Example 1:

2050 WBW vs. 1850 WBW

1870 BWB vs. 1780 BWB

These fourtiroundnatural pairingsshould be switched to improve color allocation. The interchange of trading the
1870 with the 1850 is only a Atbint switch, while tle transposition of switching the 1850 with the 1780 is-a 70
point change, the smaller number of 70 (1i86B0=70) and 180 (2050870=180). However, since the interchange
is only a 2@point switch while the transposition, which meets the requirement of& 9 86point rule, is a 70

point change, use of the interchange is not necessary, and the pairings should }@507&td 1871850.

Example 2:
2050 WBW vs. 1850 WBW
1870 BWB vs. 1750 BWB
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This is almost the same situation as in Example 1, excefttatiom player of the group (1750) is now rated 30
points lower. In this case, transposing the 1850 with the 1750 would bepoit@@witch. This is allowed, as we
are trying to avoid assigning two more blacks than whites to someone on board twa5lspT28E206point rule,
applies. But even though it is permitted, it does not meet the requirement of 29E5a;pidiet 80le, and thus does
not have priority over an interchange.

The interchange of switching 1870 and 1850, @@t switch, is prefead, and the pairings should be 1&@0
and 17561850.

29E5f. Colors in a series.

No player shall be assigned the same color three times in a row, unless there is no other reasonable way to pair the
score group or unless necessary to equalize colors.

Variation 29E5f1. Last-round exception.

Except for the last round, when it may be necessary to pair the tournament or class leaders, players shall not be
assigned the same color in three successive roBegsals®7A, Basic Swiss system rulgs/A3, Upper half vs.

lower half 27A4, Equalizing color27A5, Alternating colors29E, Color albcation 29E3, Due colors in

succeeding roung9E4, Equalization, alternation, and priority of co®E4c, Prioritybased on 191291, Class
pairings and29M, Recommendations

29E5g. Unrateds and color switches.

If a player is switched to or from an unrated opponent to improve color allocation, this is not in violation of the 80 or
200-point rules for transpositions and interchanges.

Variation 29E5h. Priority of equalization over ratings.

Equalization of colors has priority over rating differen@3&5a, The 8@oint rule and29E5b,The 200point rule
do not apply.

TD TIP: This variation has been more successful at club and local events than at large state or national
tournaments.

29E6. Color adjustment technique.

The order in which pairings are switched to improve colors can make a difference, both in the final pairings and in
the time it takes to arrive at them. Two methods that have been commonly used_ aaktAbeadnethod and the
Top Downmethod. Thd.ook Aleadmethod is more accurate and easier to use.

TD TIP: Directors using pairing programs should consult the software manuals on choosing how to implement the
desired method.

29E6a. TheLook Aheadmethod.

The director counts to see if more than half the group is due for the same28&8y. (f not, he or she starts with

the top pairing and works down, correcting as many color conflicts (games in which both players are due for the
same color) as possible. Unless there is a problem28E%a, The 8@oint rule or29E5b, The 20{oint rule or

too many players have already faced each ofti&k1), all colors will balanceSee als®9E4, Equalization,
alternation, and priority of color

If more than half the group is due for the same color, the objectivaistd pairings in which neither player is due
for that color. This will maximize the number of pairings in whibbth sides receive their due color.

Note thatneither due for that colocould mearboth players due for the other cojdoth players due no coldfor
instance, both players in round two having played no game in round oeéhesrplayer due for thether color
while the opponent is due for no color.

TD TIP: In a score group that has color assignment problems such as those described here, it is best to avoid
pairings where neither player is due for the color that is causing a -@dsignment prokim in a score group. The
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best use for each of those players would be to pair them 2SEga, The 8(point rule and29E5b, The 20(oint
rule, against players that must play a particular color based on ruleBiEe Color allocationand29E4,
Equalization, alternation, and priority of color

A player may be due based only on alternation while most in the group are due based on equalization. For example,
if pairing round four and most in the score group have had two blacks, a player with one of each color and an
unplayed game is due for neitheraobased on equalization. Alternation is not an issue, as equalization has priority
(29E4), so the player is due for neither color.

Assume most players in a group are due for white. The director essuthinatural pairings Any pair of players
who have already faced each other are char@jgdllj by the switch involving the minimum rating change
described irR9E5a, The 8@oint rule and 29E5b, The 20point rule while also avoiding pairings in which neither
player is due for white.

The tentative pairings are checked for games in which neither player is due for white (or casidhedaeither
color). If there are none, the pairings are final. If such pairings exist, as many of such pairings as possible are
changed by making switches to higher or lower boards, involving the minimum possible rating differences.

Color conflicts are now minimized and pairings stand. While no direct attempt was made to avoid pairings of both
players due for white, these were held to a minimBeae als®9E7, Examples dfanspositions and interchanges

Variation 29E6b. The Top Downmethod.

Using this method, the director, after adjusting to avoid pairing players who have already pray®Bd first
considers the color situation on board one of the score group, the board involvingtedoplayer in the group.
If both players are due for the same color, the pairing is changed by moving up the taiggteptayer in the lower
half whose color fd, and exchanging that player with the one in the pairing on board one from the lower half,
providing the pairing does not viola2®E5a (86point rule)or 29E5b (206point rue).

The director then moves down to board two, then board three, etc., correcting any color conflicts encountered in the
same manner.

Eventually, the number of color conflicts should be the same as irotileAheadnethod. But the pairings are
ofteninferior, and time may be wasted making adjustments that do not reduce the number of color Q@e#licts.
also29E7, Examples of transpositions and interchanges

29E7. Examples of transpositions anihterchanges.
For definitions of the termianspositios andinterchangesee29E5, Colors vs. ratingsn each cse, we start by
looking at what the pairings would be were there no color probl¢BeeExamplel on next page.)
Example 1:
2300 BWB vs. 2040 BWB
2220 BWB vs. 1990 WBW
2180 BBW vs. 1980 WBW
2050 BWB vs. 1950 WBW

Using theLook Aheadnethod, the director finds five players due for white, three due for black. Thus, pairings in
which neither player is due for white should be avoided. But there are no such pairings, so the above pairings stand.
Note that the 2180 is due for white becaegaalization has priority over alternatidz®g3).

The Top Downmethod runs into real problems here. First, the diremimectsthe colors on board one and pairs

2300 vs. 1990. Then, he or she does likewise ondisdaro and three, resulting in 2220 vs. 1980 and 2180 vs. 1950.
This leaves a bizarre pairing on board four: 2050 vs. 2040. When the director is asked why two players with ratings
so close are playing each other in a group of eight, the response mightipeove colorsLets hope no one will

notice that the colors for this strange pairing are wrong, too!
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The remaining examples will show only theok Aheadnethod.

Example 2:

2320 WBWB vs
2278 BWBW vs
2212 BWBW vs
2199 WBWB vs
2178 WBWB vs

. 1980 WBWB
. 1951 WBWB
. 1910 BWBW
. 1896 BWBW
. 1800 WBWB

The directods count shows six players out of ten overall due for white. This means pairings in which neither player

is due for white should be avoided.

The only pairing in whicmeither is due for white is 2212 vs. 1910 (both are due black). There are two options for

correcting this.

a. The first possibility is 2320 vs. 1910. This would require g@ht transposition in the lower half
(1980'1910=70) or a 10®oint transposition ithe upper half (232@212=108), so we count the
switch as 70, the smaller number.

b. The second option for correcting the colors is 1800 vs. 2212. This ispolditransposition in the
lower half (19101800=110) but only a 3goint transposition in thepper half (22122178=34), and

so is preferable to option a.

The resulting pairings

White

2320
1951
1800
2199

2178

Black

1980

2278

2212

1896

1910

Example 3 shows a different way to pair this same score group on the last threeThoantethod is not better or
worse, just different. It has both advantages and disadvantages, which are explained below. The director should pick
either the method in Example 2 or the one in Example 3 and use it consistently throughout the tournament.

Example 3:

2320 WBWB vs
2278 BWBW vs
2212 BWBW vs
2199 WBWB vs
2178 WBWB vs

. 1980 WBWB
. 1951 WBWB
. 1910 BWBW
. 1896 BWBW
. 1800 WBWB

The directo@s count shows six players out of ten overall due for white. This means pairings in which neither player

is due for white should be avoided.
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The only pairing in which neither is due for white is 2212 vs. 1910 (both are due black). There are two aptions fo

correcting this.

c. The first possibility is 2320 vs. 1910. This would require @it transposition in the lower half
(1980 1910=70) or a 10®oint transposition in the upper half (232212=108), so we count the

switch as 70, the smaller number.

d. The £cond option for correcting the colors is 1800 vs. 2212. This is 4dibd transposition in the
lower half (19101800=110) but only a 3goint transposition in the upper half (222278=34), and
so is preferable to option c.

When transposing the 1910dathe 1800, though, there is an intermediate player, 1896. While it is not incorrect to
simply swap the 1910 and the 1800 and leave the 1896 undisturbed, it is considered more correct to-day three
swap, as follows: the 1800 moves up two boards, thé $Bifts down one, and the 1896 shifts down one. In this
way, an additional player moves down a board, but the ratings change of each of the downward moves is not as

large.
The resulting pairings

White

2320
1951
1800
2199

2178

Example 4.

Black

1980

2278

2212

1910

1896

2210 B vs. 1900 B

2200 B vs. 1830 B

2150 W vs. 1820 W

2120 B vs. 1790 B

2080 B vs. 1500 B

1920 W vs. 1350 bye
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Eight players are due for white, three for black, and one for neither, so pairings in which neither player is due for

white should be corrected. We can quickly see that 2150 vs. 1820 and 1920 vs. 1350 are the problems. The 1350

player who received a bye the first round is considered not due for white.

Switching (transposing) 1820 up a board is gt change (1830820=10) on one side, 50 points (2200
2150=50) on the other. The lower number is used, so it ispibd transposition. Moving 1820 dova board is a
30-point transposition on both sides (212020 or 18201790=30). The 1{point change is selected and board two
and three pairings are switched.

The two bottom boards may be paired as 2080 vs. 1350 and 1500 vs. 1920. The smaller cfutliteltes is 150
points (15001350=150), permissible under the 200int rule to avoid two extra blacks for a player on the fifth
board (29E5Db).

However, there is a better way. An interchange between 1920 and 1900 also corrects the colors, and & a switch
just 20 points (19201900=20). An interchange has priority if it involves a smaller switch than a transposition, and
the transposition requires a switch of over 80 points (29E5a).

The resulting pairings:

White  Black
2210 1920
2200 1820
1830 2150
2120 1790
2080 1500

1900 1350

Example 5:

2100 BWB (3 points) vs. 2080 BWB (3 points)

1990 WBW (3 points) vs. 2050 WBW (2.5 points)

1980 BWB (2.5 points) vs. 1800 BWB (2.5 points)
Here, an odd player must drop from the 3 point group to the 2.5 point group. The two groups combined will have
three pairings, and giving someone three blacks out of four games unfortunately cannot be avoided.

The natural pairings shown above, droppimg flow 3 (1990) to face the high 2.5 (2050), are highly undesirable,
leaving the colors wrong in all three games.

One way to improve colors would be to switch the 2050 with the second highest 2.5, the 1980. This would be a
switch of 70 (20501980=70) or190 (19901800=190), which counts as 70.

The alternative would be to switch the 2080 and the 1990 in-gwén3 group. This would be 90 (2080990=90) or
50 (2100 2050=50), counting as 50, and thus slightly preferable.
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The resulting pairings:

White  Black
2100 1990
2080 2050

1980 1800

TD TIP: All of this is done automatically when the director uses a computer pairing program that is set up
properly; however, the director is still ultimately responsible for the pairings and should make it a practice
review the final pairings made by any program.

29ES8. Variation (unannounced) team pairings take precedence over color equalization.

In acombined swisidividual and team tournament, the need to avoid pairing players from the same team shall
take precedence evthe need to equalize colors.

29F. Lastround pairings with unfinished games.

Every reasonableffort should be made to have all games finished before pairing the last round. If this would
unduly delay the start of the last round and inconvenience a large number of people,-tleemdtbptirings cané

made and the round begun. In this case, the director must be very watchful of the unfinished games to prevent the
results from being arranged to affect the priese alsd.8F, Problems of the next-last roundand28Q, Pairing
unfinished games

TD TIP: Unless there is an extraordinary problem, games with sudéath time controls have no problems with
unfinished games by the time the last round needs to be paired.

29G. Repairing a round.

29G1. Round about to start.

If a player withdraws without proper notice as the pairings are nearing completion, the director must decide whether
time permits a complete revision of the pairings, the most desirable solution.

If time does not allow this, one solution islémder dowrthe pairings. For example, if a player with 2 points
withdraws, the opponent faces aygawith 1.5 points, that play@& opponent faces a player with 1 point, and so on
down until a bye is assigned or the original bye is paired.

In doing this, the director should attempt to find opponents within the same rating range and due for tiodosame

If the original pairings included any odd players, their pairings may be useful to change. For instance, if a player
with 2 points withdraws and another 2 was paired against a 1.5, the opponent of the withdrawn player may be paired
against the oddlayer with 2, leaving a 1.5 to baddered downather than a 2.

The use of an appropriatetgted house playeshould be considered as an alternative {paieing.

If a computelpairing programs used, the round can usually be properpaged without significant delay,
avoiding need foladderingor a house player
29G2. Round already started.

The director has the right to ma&langes in the pairings, if necessary, to correct errors or to handle sudden
withdrawals, but it is recommended that no game be canceled in whictéBiaakh move has been determined.
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29G3. Selective rgairing.

If some games have started and otheve mt, it is often possible to correct the problem satisfactorily by telling
those who have started to continue and the others to wait -quairiregy those waiting as a separate group, using
normal methods.

29H. Unreported results

Occasionally, both players fail to report the result of their game. The result once learned by the director, counts for
rating purposes. The result (except28H3) may also be counted for prize purposes atdinectoés discretion if it

is reported in a timely manner. The dire@oadecision should be based on how much earlier in the tournament the
unreported result occurred and how many pairings were affédtedalsd5H, Reporting of resultand15l,

Results reported incorrectly

TD TIP: See also the TD TIP for rulisl for further guidance in dealing with unreported and incorrectly reported
results.

In a Swiss tournament, if it is time to pair the next round and a result is still unreported, the director has several
options and should choose the one that offers the greatest equity:

29H1. Ejection

One or both players may be ejected from the tournament. This is appropriate only if there have been prior non
reporting problems with the player(s) involved.

29H2. Double forfeit of next round.
Both players may be removed from the following round pairings, and forfeited for that round.
29H3. Double forfeit of unreported game.

Both players may be scored and paired as losses. The real result, when learretirenayded as axtra rated
gamne (28M4).

29H4. Half-point byesnext round.

Both players may be removed from the following round pairings and givesmpadialf byes for that round, assuming
that halfpoint byes are available in the event for that round.

29H5. Guess the winner.

If there is a great rating difference in the unreported game, the director may pair therdiigthgriayer as a win and

the lowerrated as a loss. Suclgaesss usually right, as not only is an upset statistically unlikely ptayers

scoring upsets rarely neglect to report results, while those defeating opponents rated well below them tend to have a
highernon-reporting ratethan average. The TD may have seen the game in progress, and therefore have an idea of
who was winningSee als®9H9, Results reported after pairings done

29H6. Pair as a win and a draw.

A variation of29H5is to pair the higher player aswin and the lower as a drawhis has the advantage of
penalizing someone for neeporting but also guarantees a wrong pairing (the penalty is being paired in a higher
score group). If the director is not sure whet?@5or 29H7is the better option, this may be an appropriate
compromiseSee als®9H9, Results reported after pairings done

29H7. Pair as a double win.

The director may pair both players as having won. This has the advantage of generally penalizing the loser, or both
players if the game was drawn, with a harder pairing. The disadvantage is that when the loser is paired a full point
up in the nextound, this may reward the opponent in that round with an inappropriately easy [Zegnalso

29H9, Results reported after pairings done

This option is more appropriate in a class tournament than one inyohiked classes in the same section; it also
works better with even or minus scores than plus scores, and in early rounds rather than late rounds.
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29H8. Multiple missing results.

If more than one game is unreported, all players who failed to report may be omitted from the next round pairings,
and paired against each other once the results are known. If this method is usedstheetaken not to allow a

player with a chance for prizes an unusually easy pdringffect a reward for failing to report the result. This
method may also be used in combination with other methods.

29H9. Results reported after pairings done.

If the unreported result is reported or discovered after the pairings are fuvdtesl next round, but shortly before
the start of that round, and the director used op@&tt5 29H6, or 29H7, it is not generally recommended that the
round be delayed by doing all pairings over. However, the director may consider changing some Baiiatg
29H10, Computer pairings

a. |If Option 29H5, Guess the winnewas used, and the higher player actually lost, the pairings can usually be
quickly improved by switching the opponents of the two players who failed to report. Another option, if the
director does not fear significant delay, is tepadr either or botlof the two score groups involved.

b. If Option 29H5, Guess the winnawas used, and the game was actually a draw, there may be no simple
way to improve the pairings. However, they are probably not that bad (involvirtggjétgtoint, not fulk
point, errors), and the director may allow them to stand.

c. If Option 29H6, Pair as a win and a drawas used, and the higher player actually won or drew, the
pairings are even better thandnBut if the higher player lost, the situation is similaat@nd the director
should consider at least transposing the pairings of the twoapanmters.

d. If Option29H7, Pair as a double wiwas used, the pairings generally should not be changed. If this option
has caused a serious problem, then it was incorrect to use it. The director facing this dilemma must choose
betweenétting the pairings stand or doing many pairings over and delaying the round.

29H10. Computer pairings.

If a computemakes pairings, delaying the start of the round to correct all the pairings becomes aatilere vi
option, since the computeray be able to do this in a few minutes.

The director of a large tournament should remember that in addition to the time requirpdito tieere may be
significant delay if phyers must leave their boards, find new pairings, go to new boards, and set up again.

29I. Class pairings.

In tournaments with significant class prizes, class pairings may be used in the last round, if anincashcatte.

This allows prizes to be decided by direct encounters between those competing for them. A major benefit is to avoid
games in which a player in contention for a large prize faces a higieel opponent who is not, a situation that

invites collusion to produce a win for the player in contention.

Class pairings should be used only when it is mathematically impossible for any player in that class to win a place
prize that is greater than first in the class. If even one player can wethaor first in the class, the system should
not be used at albee als®9E5f1, Last round exceptioasd29E4c, Priority based on lot

Class pairings may unfairly affect special prizes, such as top junior or senior, a factor a director may wish to
consider.

TD TIP: This method is not used if a class player is also in contention for a place prize. For example, a 1495 player
is in conteribn for a top prize as well as thi#&C0 prize. If class pairings are used, the 1495 player could be paired
against a weaker clas¥Co opponent instead of the strongeraturald higher rated opponent, also in contention

for a place prize. Th@naturaldo opporent will most likely then be paired against an opponent rated higher than

1495. This unusual pairing may allow the 1495 rated player to win the place prize.

2911. Full-class pairings.

The first common method of class pairings simply treats the classepmeate Swiss systaournament, and pairs
accordingly. If there is an odd number of players in the class, the bottom player should be paired as normally as
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possible outside the claiee als®8M1, The house playe?29D, The odd playemand29J, Unrateds in class
tournaments

2912. Partial class pairings.

Another system airs players within a rating class who have a chance for class prizes with each other, and then treats
the rest of the field normally. This method can be useful when using a comppgdeam that does not do class

pairings, since it can gatly reduce the number of pairings that must be made by hand and entered into the

computer

29J. Unrateds in class tournaments.

In sections or events restricted to players under a specified ratimgnvated players also allowed, if there are two

or more unrated players with plus scores in the same score group, the director may pair them against each other.
This system is most appropriate in events with meaningful cash prizes; it tends to maleedifficolt for players

to win undeserved prizeSee als®8C, Ratings of player28D, Players without US Cherstings and33F,

Unrateds

TD TIP: Organizers sometimes limit unrated players in class tournaments to their own section with their own
prizes. Occasionally unrated players are also given the opportunity to play in the highest sectass with the
understanding that they only qualify for the top prizes or a special unrated prize.

29K. Converting small Swisgo round robin.

A 5-round Swiss with six entries 8rround Swiss with four entries may be converted to a round folbimat. This
may be acceptable for a quick eday tournament, but often works poorly for a tday or threeday sixplayer
round robin

Withdrawalsare likely to cause many more unplayed games in a roundtfadnnn a Swiss and to distort the

results more. The round robin format is also not compatible with late entries-goh#lbyes. It is true that the

Swiss may pair plays against each other twice, usually the two leaders in the last round, but most players prefer
such a rematch to not playing at all.

29L. Using round robin table in small Swiss

A better option tha9K, Converting small Swiss to round ropis to maintain an event as a Swiss when there is a
small turnout, but to use a round robinrpaj table to minimize the possibility of playéfacing the same
opponents twice.

For instance, if a-bound Swiss has six players, pair round one as in a normal Swiss. Then assign round robin
pairing numbers, which cause the firetind pairings to hae been correct for round one of a-piayer round robin,
using the pairing table i@hapter 12Do not announce that the tournament will be a round robin; it may not be.

As long as there are no dropouts or additions, ggth subsequent round using the round robin table by selecting

the round from the table in which the top player in the top score group receives the proper Swiss opponent. Do not
use the colors from the table, but assign them according to Swiss rtifeselfn a row of the same color is

inevitable using a pairing line from the table, there is the option of using the next best line.

TD TIP: Here is an example list of six players in a five round Swiss, in Swiss rating order (highest rated through
lowestrated), with round robirpairing numbers (generated by the round 1 pairings from table B in Chapter 12:
Round Robin Pairing Tables): 1. (2205), 6. (2050), 5. (1803), 2. (1650), 3. (1493), 4. (1402). The pairings for round
one: 1. (2205) vs. 2. (1650), 3. (1493) vs. 6. (20501 &D3) vs. 4. (1402). Notice that the pairings are Swiss

pairings using the pairings numbers from round 1 located in the round pabiimgs table B in Chapter 12.

If everyone completes the tournament, it will in effect be a rounid rbbt if there are dropouts or late entries it is
possible to switch to Swiss methods at any time. For instance, in the last round if only four players are still in the
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tournament, use Swiss methods and pair them against each other even if one arcwstteenare rematches. This
is far better than sticking to round robin pairings and awarding two byes.

The above method may also be used with slightly more players to avoid rematches. For instance, it may be
appropriate in a fouround Swiss with five osix players, a fiveound Swiss with six to eight players, a-sbund
Swiss with seven to ten players, a seveund Swiss with eight to twelve players, or an eighind Swiss with nine
to fourteen players.

Note that in such small Swisses it is esacimportant to recruit an appropriately rated permanent house player
(28M1) if possible, since otherwise byedl have a more harmful effect than in a larger Swiss. Repeated
announements among spectatafering free entry to such a house plages warranted, with the condition that
such a player will be paired only when there would otherwise be an odd number. It is ever posdiv such a
house playeto be eligible for prizes in the event he or she plays sufficient games to be in contention.

TD TIP: Some directors may fir@BL1, Variation: 1 vs. 2 paings, easier to administer than using this
combination of round robiand Swiss systems when faced with a small number of players that almost matches the
number of rounds in a tournament, especially ifékient is longer than one day.

Variation 29L1. 1 vs. 2 pairings.

This pairing system is exactly the same as the Swiss pairing system except that the players in the upper half do not
play the players in the lower half in the first or any other round. Instead, in round 1 after the playerghave be

ranked, each odd ranked player is paired with the even ranked player following them on the ordered ranking list; i.e.;
1vs. 2,3vs. 4,5Vvs. 6, etc. In all other rounds the players are ranked in rating order within their respective score
groups and geed in groups of two starting with the two togted players in the top score group. Odd players should

be paired to the player in the next lower score group who closest matches with them in rating, using normal color
priorities. Color allocation, transpition, avoiding players meeting twice, byes, late entries, and withdrawals are
applied exactly the same way as in a Swiss event.

TD TIP: Because it handles withdrawals and late entries as easily as the Swiss system, this 1 vs. 2 pairing system is
easier for some directors, to administer than 29L, Using round robin table in small Swiss, in events with the

number of players almost equal to the number of rounds; however, the 1 vs. 2 pairings system can accommodate
many players in any size tournament. Tyistem has seen some popularity at the club and local level. It is a hybrid

of the traditional clukfiladdeid system (where one player challenges another player for their spoé dadither)

and the Swiss System.

29M. Recommendations.

Somedisparity in color allocation is inevitable in the Swiss systasnscore has priority over color. Tournaments

with an even number of rounds cause the most problems, because when a disparity exists, it is larger. Tournaments
with an odl number of rounds are therefore apt to keep more players happy, and are easier to pair because it is easier
to maintain the expectedBor 43 color allocationsSee als®7A4, Equalizing color27A5, Alternating colors

28J, The first round?9E, Color allocation29E2, First round coloy29E3, Due colors in succeeding roun28E4,
Equalization, alternation, and priority of col@nd29E5, Colors vs. ratings

30. The Round Robin Tournament
30A. Description.

This tournament format is also knownadsplay-all. Formerly the almostxclusive format for chess competitions,
the round robins most often used now for important events where time is not a factor, club events with one game
per week, and onday fourplayer events known agiads

Although it is the fairesknown tournament format vem there are no withdrawals, it cannot accommodate many

players, and so is used much less than the Swiss system. A rountbtmbament is easy to pair. Players are
assigned numbers by lot, and the pairings are read from Crenshag; bapter 12.
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30B. Scoring.

Scoring is the usual one/ahalf/zero, except that players who withdraw before playing half their scheduled games
shall be scored as not having competed at all. Their completed games minstratiid, but they are not considered
part of their opponendsecords for prize purposes.

30C. Withdrawals.

Dropouts cause major problems in round robins. In special invitationals they may be held to a tolerable level, but
open weekend tournaments and weekly club events serious problems are common. Unlike the Swiss, in which a
forfeit affects at most one game, a dropout may generate numerous inequities in a roynchethir notice is

given or not.

30D. Penalties for withdrawals.

Players who withdraw without sufficient reason or who repeatedly withdraw from round robins may be denied entry
in future such events, or may be charged a special deposit, which will be refunded upon completion of all games.
The latter is in addition to ardeposit the organizer may choose to require of all players in an effort to minimize
withdrawals.

30E. Effect of withdrawals on colors.

If there is a withdrawal, the Crenshd@erger system provides tables for adjustments to equalize cBewsalso
Round Robin Pairing Tables

30F. Double round robins.

In double round robins, each player or team plays each of the others twice, the second time reversing the original
color assignment.

30G. Quads.

Quadrangular tournaments divide the entrants into groups of four in rating order. The fourtstgteptayers
form the first group, etc. These players then play tgaaee round robins following the Crenshtables.See also
Chapter 12 Round Robin Pairing Tables

When the total number of entries is not divisible by four, the director may creatsuad® Swiss among the lowest

five to seven players. This works welitlva field of six, but not with five or seven since a large percentage of the
field will receive a bye. The simplest method of evening the field is to seek another player. If more than one player
appears, the late players should be informed that onlg@momber prepared to enter immediately will be

accepted.

A five-player section may be held as a round rabatl players agree. Players should be warned that this may take
much longer since each player will have four opponentsaasiebut. This format is most appropriate with lower
rated players.

The preferred pairing table for quads is as follows: (Pldyemnbers are assigned in order of rating, not randomly
as in larger round robins.)

Round one: 14, 2 3; round two: 81, 4 2; round three: 12, 3 4 (colors by toss in this round)

TD TIP: Some TDs prefer to randomly assign pairing numbers by lot for Quads.

30H. Holland system

The Holland system uses rourabin preliminaries to qualify players for finals, which are usually also round robins.
There is no standard format, but a typical one might be to divide players into groups of similar strength of about
eight to twelve myers each, with the winner or top two in each prelim qualifying for the championship finals and
others possibly for lower finals.
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The Holland system, once the standard U.S. tournament format, was surpassed by the more flexible Swiss system in
the 1940snd is used today largely for Blitz (G/5) tournaments, in which the lack of delay for pairings is especially
advantageous.

30I. Unbalanced Holland.

A Holland variant used successfully in Blitz events places fhvedted players in the first preliminary section, the

next highest rated in the second, etc., rather than balancing the strength of the sections. Prizes are awarded for each
prelim, and all plus scores in the first prelim qualify for the finals, along tvétiop two players from the second

prelim and the winners of each other prelim.

31. Team Chess

Many varieties of team chess exist in the U.S. Different leaguescinteevents, and tournaments have somewhat
different rules. The carern here is principally for team tournaments, but the points made may have wider
applicability. Except foB1A, Combined individuateam tournamentsll comments apply to events with team vs.
team pairing.

TD TIP: Directors are advised to have a team captains meeting before the first round to make sure the special
variations on the particular style of team chess for any one event are well understood by the teams involved.

31A. Combinedindividual -team tournaments.

As the name suggests, these are not true team tournaments. They are particularly popular as scholastic events
because they allow schools to enter any number of players instead of a tearfixgiilr@ster. The tournament is
played as a normal Swiss, except that efforts are made to avoid pairing teammates (i.e., players from the same
school) with each otheBee als®8A, Pairing cards or prograand28N, Combined individualeam tournaments

TD TIP: No large combined individuakam tournament is paired by hand any longer. The amount of detailed
paperwork plus keeping track of team members for reportpamohgs along with calculating team and individual
tiebreaks makes this style of tournament an ideal candidate for pairing by computer

31A1 The Rollins (Military) Scoring system for combined eventsThis system offers a means to determine team
and individual champions from a single event (usually a Swiss). The individual champion is determined using the
normal rules and announced-tieeaks for the eventhe number of eligible team members (for example, 4, 5 or 6)

is determined as announced in the event promotion. Eligible teams are then selected by identifying the respective
highest scoring players for each team. Based on the total number of playepagacheceives a score that is the
inverse of his overall placing. Example: The top player in a 100 player event receives 99 points, second place
receives 98 points, etc. Individual scores for eligible team members are then combined to derive ther¢edimesc
highest team score is declared the Team Champion.

TD TIP: This method is especially useful for Swiss tournaments where the number of teams is small and the total
number of participants is large. See r@@N, and the Scholastic regulations, for the typical scoring method used at
individual/team tournaments.

A WORKING MODEL The following scoring happens in a fictional tournament that is a 6 round Swiss event
consisting of 100 players and four tes In this example, the Top Individual player (determined from the 6 round
Swiss tournament) was from the Army and the Army won the Team Championship as well (determined from the
standings from the individual tournamen(Bee table on next page)
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Air

Army Navy Force Marine

Team Points Team Points Team Points Team Points
Player 1 1st 99 3rd 97 2nd 98 4th 96
Player 2 5th 95 7th 93 g 92 10th 90
Player 3 6th 94 9th 91 1t 89 12th 88
Player 4 13th 87 14th 86 16h 84 15th 85
Player 5 17th 83 18th 82 22nd 78 23rd 77
Player 6 19th 81 20th 80 218t 79 24th 76
Place/Total 539 529 520 512

Table 31A.1 Rollins System for Combined Events

* This is the official scoring system of the US Armed Forces Open Chess Tournament.

31B. Playerrankings.

Players on a team are ranked according to rating; the higtest players play on lower board numbers. Alternates
must be lowerrated than regular team members. Unrated ptaysress assigned ratin@8D), must play on
highernumbered boards than rated players.

TD TIP: The lowest board number is 1 (first position where the highest rated player is seated). This can be
confusing since the top players play on this board.

If a player is missing from the lineup, lowrated teammates must move up to preserve the order by rating, so that if
a team forfeits games, they are always on the last (higlhesbered, lowestated) mards. Board assignments must
always be made as described in the preceding paragraph.

TD TIP: Players missing from &eam lineup requirspecial care. The director can announce that individual team
members should not start play unless all team members for both teams are present. After a very short time,
announcedy the director, all players missing from thedup must be replaced by lowated teammates as
outlined in31Bor any announcednd posted/ariations of31B. Theindividual games may then begin.

A variation on this technique is used in round one, which presents special problems regarding players missing from
the lineup. Travel is known to delay a plafgearrival. Some directors, if they are confident that treyet will

arrive in time to complete a game, allow play to start in round one with a player missing from the lineup without
enforcing31B. Those directors often check with site officials, such as the hotel ateée if the player has arrived

before making this ruling; however, this technique can backfire. For a lot of reasons the missing player may not
show up at all. What the director rules at this point has an effect on team match points and team tiebigak poin

Ruling one: The team with the missing player forfeits that board and all boards below it. The actual game
result is reported to US Chess for rating purposes but scored as forfeit losses for the team event. This
method has a negative impact on thecakdtion of future tiebreak points.

Ruling two: The team with the missing player forfeits only the missing board. In all future RiLBal
apply to the team with the missing player. This lessens the negative impact on future calculations of
tiebreak points; however, it may cause the team with a full team roster to actually lose the round one
match.

Since either ruling directly affectee team with the full roster of players, some directors allow that team to choose

which ruling they prefer. Other directors may allow that team to decide before play starts if they prefer the
enforcement a31Bor one of the two rulings just outlined here.
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31B1. Board prizes.

If individual board prizes are offered, players who play on more than one board are eligible only for the lowest
board played. The play@rpoints on all boards combined are credited toward the board prize on the lowest board.

TD TIP: If a player plays in positions 1 and 4, the plagerombined points would be credited toward the board
prize for position 4.

Variation 31B2. Placement of unrated players in team lineup.
An unrated player may play on any board.

31C. Team ratings.

Teams are ranked in order of the average of individual ratings of the rated regulars, not alternates. Unrated players
(28D) do not affect their teadn average rating.

Variation 31C1. Unrateds and team ratings.

In calculating the average team rating, an unrated on board four is assigned 50 points below the rating of board
three. An unrated on board three is assigned the average of the board two and four ratings. An unrated on board two
is assigned the averagetb& board one and three ratings. An unrated on board one is assigned 50 points above the
rating of board two. This system aBiiB1have been used at the Pamerican Intercollegiate.

TD TIP: Pairing software can daulate a tears average rating automatically.

31D. Pairing cards.

Team tournaments use pairing cards similar to those used in individual tournaments, except that there is space to
note bothmatch scores and game points. Ideally, a larger pairing card, such as one meastiipgifie inches,
should be used. These are available from US Chess office.

The front of the pairing card should contain the team name, the team average ratmgndioy-round results of

the team, the colors of the team, and the tsapponents. The reverse side should contain the names of the players,
their ratings, their US Chess identification numbers, and the name of the team captain, as well as any information
about fees and dues paid.

TD TIP: Pairing software can take care tifese tasks automatically.

31E. Pairing rules.

Swiss team events should be paired in the same manner as individual events. Teams are grouped by their match
points and then ranked within the grdmptheir ratings. Rules governing color allocations apply to the color
received by board one. If the first board receives white, for example, so do all teammatesiambdred boards,

while his or her evemumbered teammates play black. Byes, defalaltshess, and so forth are treated as in

individual tournaments. Scoring is based on match points, without regard to the margin of victory.

In eachmatch of a team tournament, a full match point (1.0) is awarded to the teathevgreater game point
total, while the opposing team receives no match points (0.0). If the two&gams point totals are the same, each
team receives half a match point (0.5).

TD TIP: Typically to win a match point a tedmgame point total must be at least @raf point more than the

opposing teaids game point total for that round (to draw the match both tégusie point totals are the same);

i.e.,the team with the largest total team game score wins the match or if the team game scores are equal draws the
match. In the case of a double forfeit on one or more boards, it is possible for a team to win or draw the match even
though its game point totakems insufficient to typically win or draw. For example, wiader teams, neither

tean®s 4th board shows up. Team A wins on boards 1 and 2 (two game points) while team B wins on board 3 (one
game point). Team A wins the match (and scores 1.0 maittf) peen though its game score is only 2.0 (typically

only enough to draw a 4 board team match). Or, if the games on boards 1 through 3 are all draws, and board 4 is a
double forfeit, then teams A and B each draw the match (0.5 match points) even #ahutgasi®s game score is

only 1.5 (typically not enough to draw or win a 4 board team match).
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The director or organizer should announceaivance any variation on this procedure, including the minimum
number of players (other than a full team) required to be present for a team to be paired or the minimum number of
game points required for a team to win or drawnatch.

One eample variation: in each match of a team tournament, a full match point (1.0) is awarded to the team with the
greater game point total only if that game point total is greater than half the available game points for the match;
e.g., a tear®s game point tal must be at least 2.5 in a team tournament with-fmard teams in order to win. If a

team scores exactly half the available game points, then the team receives half a match point (0.5); e@., a team
game point total must be at least 2.0 in a teannrtaonent with fowboard teams in order to drathe match. If a

team scores fewer than half the available match points for the match that team receives no game points (0.0); e.g., a
team with a game point total equal to or less than 1.5 imant®urnament with fodpoard teams cannot score a

match point.

Under this variation, if two teams with only three players each meet in dofard match, a game score 6fi2
would lead to one team drawing the match (0.5 match point) and the other team losing the match (0.0 match point),
while a game score of 2h5would lead to both teams losing the match (0.0 match point).

Note that colors are less important for teams with an even number of boards than they are in an individual
tournament, since half the team will have each color in every round.

Variation 31E1. Game point scoring.
Scoring and pairings may be done by game points rather than match points, or by a combination of the two (match
points first, then game points if tied).

TD TIP: This is an ideal task for properly set pairing software.
31F. Wall charts.

Swiss team events are unique in that two sets of wall charts are needed: team charts to display team results and
individual charts for individual results. The latter, in addition to being informative, are needed forkti@hdea
rating purposes.

The individual charts are set up by team so that the higlvesagerated tearés players would appear as humbers 1,
2, 3, 4, etc., the secoitighestrated tearés players next, and so on down to the lowastd tearts players. Note

that a player on a loweated team could have the highest individual rating in the tournament but still be placed far
down on the wall charts.

A form that combines individual and team entries on a single wall chart is also possiblineasse of a separate
individual wall chart for each board.

31G. Team captain.

The role of the team captain is:

31G1. Registration.

To register the team with all appropganformation.

31G2. Arrival.

To see that the team arrives on time for each match.

31G3. Lineup.

To see that the team plays the correct opponent, in the correct board order, with the correct colors.
31G4. Draw consequences.

To advise the players, if aslt, what the likely consequences of a dreauld be for the team, and to respond to
such a request without looking at the game of the player making the request.
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31G4a.Captain may not impose results.

Each player alone is responsible for the result of his or her own game. The team captain may not impose results
upon team members.

31G5. Reporting result.

To report the result of the match to the tournament diréctbie maner required.

31G6. Wall charts.

To check the wall charts for accuracy and to report any discrepancies to the director.

32. Prizes
32A. Announcement.

Prizes to be awarded and the methods used to allocate them must be annopiresiediinament publicity if they
vary from the standards below. In all cases, these guidelines apply equally to individuals cBemaais®3A1,
Obligation to pay guaranteed prizes

32B. Distribution.

32B1. One cash prize per player.

No winner shall receive more than one cash award. The award may be one full cash prize if a clear winner, or parts
of two or more cash prizes if tied with others. Prizes sudiiggest upsebest gamgor brilliancy are standard

exceptions from this ruléAny other special prizes should be announced and designated as such. A clear winner of
more than one cash prize must be awarded the most valuable prize. For exangf&5s€dfering a choice of

prizes

32B2. Ties.

Tied winners of place prizes or tied winners in the same class of class prizes shall be awarded all the cash prizes
involved, summed and divided equally; but no more than one cash prize shall go into the divishch femnaer.
For examples se&2B5, Offering a choice of prizes

32B3. Ties for more than one prize.

If winners of different prizes tie with each other, all the cash prizes involved shall be sumnutdded equally

among the tied winners unless any of the winners would receive more money by winning or dividing only a
particular prize for which others in the tie are ineligible. No player may receive an amount greater from the division
of those prizeshan the largest prize for which he would be eligible if there were no tie. No more than one cash prize
shall go into the pool for each winné&or examplessee32B5, Offering a choice of prizes

TD TIP: The number of prizes in the pool to be split may not exceed the number of players in the tie.

32B4. Priority of identical prizes.

A player who is eligible for both a place prize and a class prize of an identical amour¢ctiak the place prize.

A player who is eligible for more than one class prize of an identical amount shall receive the prize for the highest
class involved. A player who is eligible for prizes of identical amounts, with one being abatiad class e and

the other being a prize for juniors, seniors, etc., shall receive the-batiagl class prize. For examples 3285,

Offering a choice of prizes

32B5. Offering a choice of prizes.

No player shall ever be offered a choice of which cash prize to accept, as this would allow that player to determine
which prizes are available to be awarded to oth{&exe examples on next page)
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Example 1:
1st prize = $200
2nd prize = $100
3rd prize = $75

Players 1 and 2 tie for 1st and 2nd with-@.5, players 3, 4, and 5 scord. 4No other player has more than 3.5
points.

Players 1 and 2 win $150 each (equal shares of 1st and 2nd).
Players 3, 4, anfl win $25 each (equal shares of 3rd).

Example 2:
1st prize = $400
2nd prize = $200
A prize = $100
B prize = $50

Players 1, 2, 3 (Masters) scor®bplayers 4 (an Expert), 5 (an A), and 6 (a B) are next withMo other player
has more than 3.5 pus.

Players 1, 2, and 3 win $200 each (equal shares-@ntijt
Player 4 wins no money.

Player 5 wins $100 (the A prize).

Player 6 wins $50 (the B prize).

Note: If instead of the A prize of $100 and B prize of $5@ader 2000prize of $100 andJnde 1800prize of $50
had been advertised, players 5 and 6 would win $75 each.

Example 3:
1st prize = $250 1st A=$75
2nd prize = $200 2nd A = $50
3rd prize = $150 1st B = $75

4th prize = $100

Players 1 and 2 score(® Players 3, 4, 5, 6 score D%, where 4 and 5 are A players and 6 a B player. Player 7 (an
A) scores 41.

Players 1 and 2 each win $225 (equal shares of $250 + $200).
Players 3, 4, 5, 6 each win $100 (equal shares of $1306- $$75 + $75).
Player 7 wins $50 (second A).

If both monetary and nemonetary prizes are offered, sg#D2 andVariation 33D2alus the examples following
33D2a.

32C. Payment.

Prizes advertised as guaranteed must be paid promptly and in full. Prize winners may be required to provide ID,
social security numbers, tax forms information, etc. before prizes can be issued. Failure tagagetiarizes
may result in penalties, including revocation of affiliation or tournament direettification.

32C1. Withdrawals.
Unless the director decides otherwise, players who fail to complete the tournament are not entitled to prizes.
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32C2. One player in class.

An announcedalass prize must be awarded even if only one player in that class completes the schedule, unless
otherwise advertised.

32C3. No players in class.
If no player in a class completes the schiedawarding an advertised prize for that class is not required.

32C4. Baseebn prizes.

In tournaments in which prizes are based on entries, if the actual turnout is smaller than the based on turnout, the
following rules apply:

32C4a. Proportional payout.
Each prize must be paid at least in proportion to the turnout.
32C4b. 50% minimum.

If the total advertised prize fund is greater than $500 (all sections combined), at least 50% of each advertised prize
must be paid.

32C4c. Multiple-section tournaments.

If separate basedn goals are announced for different sections, then the proppéidrin each sectiorB2C43 is
treated separately. If a common basedgoal is announced for multiple sections, then the proportion paid in these
sections is considered together. In either ca8€4balso applies.

Examples:

1. A tournament advertises $1,000 in prizes if 100 players enter. Only 30 enter. The organizer is required to pay
at least $500, each prize being at least half the original projection.

2. A tournament advertises $1,000 in prizes if 100 players enter.7Ordpter. The organizer is required to pay
at least $700 in prizes, each prize to be at least 70 percent of the amount originally advertised.

3. A tournament advertises $400 in prizes if 40 players enter. Only 10 players enter. The organizer idgequired
pay at least $100 in prizes, each prize to be at least 25% (10/40 = 25%) of the amount originally advertised.

TD TIP: When there are no players eligible for a prize, that prize is simply not awarded. Thedoefeethula then
applies (as it would haveelen if there were players eligible for all prizes) to the remaining advertised prize money.
Directors are not required to redistribute any prize money that players do not qualify for inbageite funds;
however, be aware that any based prize in anyournament that is a also a Grand Prix event is subject to review
and adjustment by US Chess.

32C5. Reentry prizes.

Unless announceatherwise, reentrie289 qualify only for prizes calculated by their latest reentry sceee. also
28S5, Reentry scoremd34H, Reentry tiebreaks

32C6. Limited Prizes. In general, when a player is allowed to enter a given event or section, that player is eligible
for the prizes in that section. However, when a player (e.g. an unrated in a lower section) receives a limited prize,
thedistribution of the remaining prize is to fol the following priority list.

The total dollar amount of all cash prizes announced or computiohised oa shall be paid:

1. Within the event.

2. Within the section in which the limit was awarded.

3. Within the prize group (e.g. place, class or under) in which the limit was awarded.
4. Within the point group in which the limit was awarded.

See als®@3F Unrateds
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32D. Minimum penalty for violation of 32C4.

The minimum penalty shall be disqualification from advertisinGliess Lifdor one year. Additional penalties may
be imposed at the discretion of the Executive Director. If a tournament is affected with extremeedrassaghen
the organizer may appeal to US Ché&=e als®1L, Appeal to US Chess

Organizers are expected to base their prize funds on estimates of player attendance that can be reasonably achieved.
An organizer who repeatedly overestimates tournament attendance may be subject to penalties, at the discretion of
US Chess.

32E. Partial guarantees.

Sometimes the overall prize fund is based on entries, but some prizespftaodirst overall, is (are) guaranteed.
Organizers should realize that, in such cases, they are guaranteeing more than a proportional payment of prizes, and
that if the projected prize fund is more than $500, they are also guaranteeing more thaerlopéne projected

prize fund under these circumstances.

For example, if projected prizes are $2,000 based on 60 entries with $500 guaranteed to first, and 30 players enter,
the $500 first prize must be awarded and the remaining $1,500 that wasgufaj@enot be lowered below $750 (as

each prize must not be less than half of what was projected). So, the actual total guarantee is $1,250 ($500 first place
+ $750 minimum based on $1500 expected payment basg2ic, not $1,000.

TD TIP: The TD should realize that in the unique case of multiple players all finishing the tournament with perfect
scores (winning the maximum number of games possible in a tournament), the standard tiebreaking systems would
not havethe same relevance as they would in outcomes where the players finished vitthrigsarfect scores, and

could have otherwise done better. It is impossible to improve on a perfect score. Therefore, in the special case of
more than one player finishingitv a perfect score, the TD should make every effort possible to have a playoff
among all players with perfect scores, to determine the winner of the event. The playoff does not have to be rated,
and the time control can be faster than the time contral ésethe tournament (but should allow at least five

minutes per player). A special playoff to break perfadre ties does not need to be announced in the tournament
publicity, but should be announced to the players at the beginning of the tournament.

32F. Trophies.

No player should receive more than one individual trophy or plaque, the most desirable to which he or she is
entitled. It is recommended that no class, age, or school grade trophy be as desirable as any of thEhj@sca tro
player should not have a choice of trophies, since such a choice would decide which trophies are available to be
awarded to other§ee Alsa33D1 one nofmonetary prize per player

32F1.Tiebreaking.

Unless another method has been annouimcadvance, tiebreaking (s84, Breaking tieswill be used to resolve
ties for trophies.

TD TIP: One poplar announced method is to have a series of speed game playoffs-tivisisie prizes such as
trophies.See als®B4E12, Speed plagff game(s)

Variation 32F2. School grade or age trophy and plactophy.

The winner of a school grade or age trophy may also win a place or class trophy. This addresses the common
problem of young children who consider any first place better than any lower place regardless of the category. The
use of this variation shédibe postear announcedt the tournament before the first round.

32G. Other non-cash prizes.

No player shall receive more than one fwash, nortrophy prize, the most valbée to which he or she is entitled.
See Alsa33D1 one nofmonetary prize per player
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32G1. Tiebreaking.

Unless another method has been announcadvance, tiebreaking (s84, Breaking tieswill be used to resolve
ties for merchandise, memberships, or free entries, to determine which player wins any title at stake oraualifies t
advance into another contest, or for any purpose other than the awarding of money prizes.

TD TIP: One popular method is to have a series of speed game playoffs fdivigble prizes such as trophies.
This should be announcédadvanceSee alsB4E12, Speed plagff game(s)

33. Some Notes About Prize Funds

These are recommendations, rather than rules or mandates, but are included since-sxperiesed organizers
may find them useful.

33A. First prize.

A ratio of about ten to one between first prize and the entry fee is typical for serious tournaments, as opposed to club
events or other tournaments organized to provide experience. This ratio shewehbgreater in an event designed
to attract top players.

33B. Place prizes and class prizes.

When there is apt to be a number of players in a rating class competing in an event, it is frequently the case that
some sort of class prize is offered. THigsld be at least as much as the entry fee paid. Generally, place prizes
should be higher than class prizes, both to reward the relative excellence of the chess played and to avoid
distribution problems.

In major tournaments, the top prizes for classasitingbased lower sections are often higher than the lower place
prizes, but most organizers consider it inappropriate for any class prize oflrasied lower section prize to be as
large as the corresponding overall or top section prize.

TD TIP: One correct example: 1st = $1000, 2nd = $700, 3rd = $500, Class X = $400. One problematical example
(the class prize equals or exceeds the lowest place prize): 1st = $1000, 2nd = $700, 3rd = $500, Class X= $600 (or
even Class X= $500).

33C. Classes.

A common variation on class prizes is the useraferprizes for players below a specified rating. There is a

difference between a Class A prize and an Under 2000 prize, since only a Class A player may win the former, while
a Class A, B, CD, or E player can qualify for the latter. If a prize is intended for a restricted group, it should be
named by the class or by both ratings boundaries, e.g., Class A 619880

33D. Nonrmonetary (indivisible) prizes.

Non-monetary prizes, such as trophies, cloeckedals, and the like are sometimes offered. These are especially
popular at scholastic tournaments, where they are offered in place of monetary prizessdhotastic
tournaments, these are sometimes offered alone or sometimes with monetary iteagae 4 ir83D2abelow,
where the A prize i§$100 + clockd

Indivisible prizes present certain problems because they are, well, indivisible. This often necesslitedakitig
proceduresSee als®4, Breaking Ties

33D1. One nonmmonetary prize per player.

No winner shall receive more than one fmoonetary award. Prizes suchkaggest upsebest gameor brilliancy

are standard exceptions from this rule. Any other special prizes should be announced and designated as such. A clear
winner of more than one nemonetary prize must be awarded the highasked prizerankingis described

below).
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