Guidelines for Team Captains and Players in LDCL Fixtures & Competitions

Captains and players need to be familiar with the LDCL Rules of Matchplay & FIDE Laws of Chess. The Rules and the Laws can be found at
<http://www.leamingtonchessleague.org.uk/3_14_rulesofmatchplay.html> 
and
<http://www.fide.com/component/handbook/?id=32&view=category>
respectively.

Last season, clubs were asked to display the Rules of Matchplay & Laws of Chess in playing areas during matches and competitions.  It would be very helpful if every club did just that.

The home captain should check that the equipment is available and in good working order before the match and ensure that boards and men are correctly set up by 7.30.  It is recommended that analogue clocks should be set to 4.45, so that both time controls are reached at 6.00.  Teams using digital clocks should know how to set them up correctly.  At least two clubs are using Saitek digital clocks on which it is not possible to amend the number of moves made (as is necessary if a player unwittingly makes an illegal move, for instance) while a game is in progress. It is therefore advised that a spare analogue clock should be available during matches in case of any problem with a digital one. It should also be noted (because several times during last season it has been queried and caused confusion) that the way electronic clocks add extra time at the time control differs from established custom and practice:- instead of adding 15 mins immediately after move 35, digital clocks carry on counting down the 75 mins until one clock reaches zero and only then add the additional 15 minutes to both clocks.

Before the start of the match, captains should exchange team lists in board order, which should be the same as strength order, and record game results and the match result. In view of paragraph 32 of the Rules of Matchplay (introduced following the decision of the 2010 AGM) it is a good idea for the participants to remind each other to switch off their mobile phones.  Both captains should do their best to ensure that the match starts at 7.30, unless a different time has been agreed in advance.

With the new system of entering results directly on the website, there is no need to send match cards to the Fixtures Secretary.  Instead, as soon as possible after the match, both captains should click the <League Tables and Results> link at the head of the Home Page of theLDCL website <http://www.leamingtonchessleague.org.uk>  and log in, then either enter the result or, if the opposing captain has beaten them to it, check and confirm the result. 

Disputes and their avoidance

There is no arbiter present at LDCL matches and captains, though they should jointly act as referees in the event of a pre-play dispute, cannot do so once a match has begun and they are engrossed in playing their own games. So we are all reliant on common sense, good faith and a sense of fair play for the smooth running of matches, though the captains have a particular responsibility in this respect and for keeping good order in the playing area.  Players should not be distracted during the course of a match.  In this context paragraphs 1 and 6 of Article 12 of the Laws are  important.  Therefore, if immediate, calm and amicable settlement of any dispute seems unlikely, players and captains (who may, if practicable, intervene where a dispute has occurred in order to attempt to settle it) should refrain from any intemperate or acrimonious discussion, and instead should  refer the matter as soon as possible to the League Committee as laid down in paragraph 35 of the LDCL Rules of Matchplay. (It is advisable for both players to make a separate copy of the position, the clock times, the move number and any other relevant information.) 

Adjustment of Analogue Clocks at the Time Control
It is important before clocks are moved back fifteen minutes that both players agree on the current times elapsed.  There have been situations in which a player has started to put the clocks back without giving the opponent an opportunity to check what the times were - that is not acceptable.

Time Scrambles - See Articles 6.7b, 8.4, 10.2 and Appendix D of the Laws
A player must stop his clock with the same hand as that with which he makes his move on the board.  It is forbidden for a player to keep his finger on the button or to ‘hover’ over it.
When a player has less than five minutes left on his clock before the time control, then for the remainder of the period he does not have to record moves.  However, immediately after the time control is reached and his flag has fallen, the player must update his scoresheet completely and in his own time before making a move. 
During the quickplay finish, if the player having the move has less than two minutes left on her clock before her flag falls she may claim a draw.  This concludes the game.  The claim must be on the basis that: 
a.	the opponent cannot win by normal means and/or
b.	the opponent has been making no effort to win by normal means.
In a.) the player must write down the final position and the opponent verify it.
In b.) the player must write down the final position and submit a complete scoresheet.  The opponent shall verify both the scoresheet and the final position.  The claim shall be referred to the League Committee whose decision is final.

Loss on Time - See Article 6.9, and 5.2b & 9.6 
A player has lost on time if his flag has fallen before he has completed the required number of moves.  To make the time control a player’s flag must be intact immediately after pressing the clock on the final move. Players should claim a win immediately upon noticing a flag fall, unless the position is such that they could not checkmate their opponent by any possible series of legal moves, when the game is drawn.  Last season there was one dispute which was eventually and amicably settled after consultation with a hierarchy of arbiters culminating with the Chief Arbiter of the ECF.  The reason for all the double-checking was that the dispute hinged on a subtle difference between the way the FIDE Laws seem to be written and the way they are interpreted in England. White's flag fell but the position and remaining material were such that Black could not possibly have won unless White had under-promoted a pawn, and in England arbiters base their judgements on the assumption of best play.  Despite White’s flag having fallen, a draw was therefore awarded.  Of course one may under-promote pawns in normal play, but such an action is only taken into account in arbiting if it represents best play.

Draw by Repetition - See Articles 5.2d, 9.2 and 9.5 
A player who is intending to claim a draw should not make the move leading to the third repetition, but should instead write the move on the score sheet and claim the draw.  A player making the move over the board may not then himself claim the draw, but his opponent may then claim a draw.  If the repetition or the draw are disputed then the clocks should be stopped and the game reconstructed on another board away from the playing area, to check that the position has appeared 3 times. Article 9.2 of the Laws should be consulted.  If the claim proves incorrect, Article 9.5b should be applied.

Offer of a Draw - See Articles 9.1b and 12.6
A player should make the offer of a draw after he has moved but in his own time, before pressing his clock.  (However, an offer made at any other time during play is also valid, and if an opponent offers a draw at the wrong time it is probably best to ignore his mistake rather than risk entering a discussion, when Article 12.6 might apply.)  A player does not have to reply to the offer, which remains valid until she accepts, declines, makes a move or her time expires. This particular offer, once declined, cannot later be accepted. 








