The South Australian Chess Association Inc.

PLAYING RULES FOR INTERCLUB MATCHES (Amended 2008)


A.
GENERAL RULES
F.I.D.E. & ACF.

1.
The most recently accepted version of the F.I.D.E Laws of Chess are in force except where modified by these Playing Rules.  Players should also note the ACF behavioural guidelines.
Penalties

2.
Penalties, over and above the automatic ones laid down in A.1 may be imposed by the Match and Tournament Committee of the South Australian Chess Association Inc.(M. & T.) for infringement of these Rules.
Exceptions

3.
Exceptions to these Rules can only be made after the M. & T. has given its approval, whether in writing to the Club Secretary, or by notice displayed in the Chess Centre of South Australia (The Chess Centre).

B.
TEAMS
1.
Playing teams consist of four (4) players.

Entries

2.
Before the closing date, each club must submit, in triplicate, a List of Players for each team to the Match Secretary. If any team entry is late, a Late Entry Fee of $10.00 must be included. The M & T will decide whether the late entry shall be accepted.

3.
The entry lists must contain the players’ surnames and given names, full postal addresses (with postcode) current ratings and ID numbers (if known) and notes as to which are Pensioners, Seniors, Students, Juniors or Unemployed.
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The list must show the number of teams being entered and may request entry in a specific grade. For each team a Captain is to be indicated.

5.
Club affiliation fee and team registration fees must accompany the entry.

6.
Players must be listed in order of actual playing strength for approval by the M & T Committee.

7.
The M & T has the power to change the playing order requested by teams.

Parallel Teams

8.
If a club wishes to enter two or more teams in the same grade or division (parallel teams), they can do so by listing the separate teams clearly on their entry form. Within the teams, players must be listed in order (see B.6–7). Players listed in and players who have played any games for one of the teams, may not play for any other. (note: the playing list should indicate which players are nominated as reserves in which team.
Grading
9.
M& T will place the teams in appropriate grades based on the average team strength, but taking into consideration any request for a specific grade
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M & T shall decide and indicate on the team list the grades for which a player is eligible to play.

C.
DISPLAYED LIST 

1.
The Match Secretary shall ensure that for all clubs, lists of players, in the playing order accepted by M.&T. will be displayed in the Chess Centre during the entire playing season.

2.
During the playing season, teams must play strictly in the order shown on this list. If a discrepancy is discovered and a protest made to the Director of Play (D.O.P.), the offending team will be subject to penalties as described in Section 1.

Additions

3.
Clubs may add additional players to their list at any time before forfeit time. Members of M.& T., officiating D.O.P.’s and captains acting as D. O. P.’s are authorised to accept additions. New players must be inserted in the positions indicated by their actual playing strength. (see B. 6-7).

4. 
After conclusion of the third last round in any grade or division, no player may be added to the list of players for that grade.

Alterations  
5. 
Clubs wishing to alter the listed order of their players may do so at any time before official starting time by asking the officiating D. O. P. or a member of M. & T. to alter the displayed list of their club. Such alterations will be subject to the approval of M. & T.
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Alterations made under C.3-5 are valid only when entered, dated and initialled by the official authorising the alteration.

D
EQUIPMENT
1. 
The use of clocks is compulsory.

2.
All clocks MUST face in the direction stipulated by the DOP.

3.
The recording of games is compulsory. (See FIDE Article 8.1)

E
MATCHES

Place

1.
All matches must be played at the Chess Centre unless set down elsewhere by M. & T., and on dates decided by M. & T. and displayed at the Chess Centre.

Time

2.
Starting time for all matches is 7.30 pm.

Late Arrival

3.
A game is lost by a player who has not completed his first move 30 minutes after official starting time.

Rate of Play
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The M. & T. committee will determine the rate of play.

Substitution of Players

5.
Substitution of players missing at starting time is permitted only if the team, including the substitute(s), will still be playing in the order shown on the club’s displayed playing list. Such a substitution must be made within half an hour after starting time. Once a player has made a move on one board he cannot move to another board. A player who, as white, has made his first move and later finds that his opponent has been moved to another board, shall be permitted to change his first move if he so desires. This must be done after re-starting his clock (See J. 5.) No player shall be permitted to play two or more games at once, even if one was postponed from a different round or grade.

Clocks (refer FIDE Article 6)
6.
During play clocks may be stopped on order of the D. O. P. only. Note: A player may NOT stop his clock (except as provided in Rule 14 of the Rapid Chess Rules in order to make a claim or complaint to the D. O. P. The D. O. P. may stop his own clock to attend to a complaint. (See article 6:13 (b)
Playing Fees

7. 
Playing fees for the team must be paid to the D. O. P. by 8.00 p.m.

8. 
A player who receives a forfeit, or a team captain who has paid the fee for a player who has forfeited, should claim a refund of the playing fee from the D. O. P. 

F
TOURNAMENT RESULTS

Results

1
Placings within a grade or division are decided by the number of BOARD POINTS gained by the team during the competition. For Pennant matches, tied teams remain tied and share the place. For Grade matches in case of a tie for first place, the following Tie-Breakers will be applied in order. Other than for first, all ties will stand.
Tie –Breakers

2.
In case of a tie for first in a Grade Match the number of Match Points will decide.

3. 
If the tie remains unbroken by F. 2. the number of Board Points gained in the match(es) against the other team(s) in the tie will decide.

4.
If the tie remains unbroken by F. 3. the number of Match Points gained in the match(es) against the other team(s) in the tie will decide.

5.
If the tie remains unbroken by F. 4. the tie stands.

G.
PROTESTS
1.
Any player making a claim or protest to the D. O. P. must do so through their captain immediately the situation arises. If the player makes any further moves they automatically lose the right to claim or protest, unless the continuance has been ordered by the D. O. P. 

2.
The decision of the D. O. P. must be regarded as final “on the night”, but if so desired a protest may be lodged with the M. & T. Committee.

3. 
A team captain who intends to protest against a decision of the D. O. P. shall immediately inform the D. O. P. of his intention, and the player concerned shall carry out the D. O. P.’s instruction. Refusal to do so shall entail automatic loss of the game and any right of appeal. The fact that a player is upset by their opponents claim, or the disallowance of their own claim, shall not be considered a sufficient reason for the player’s refusal to carry out the D. O. P.’s instruction. 

4.
Any protest to the M. & T. Committee must be made in writing by the team captain and must be in the hand of the Match Secretary within 14 days of the original infringement, claim or protest.

5.
An appeal against a decision of the M. & T. Committee may be made to the S.A.C.A. Council. Any such appeal must originate from the Club Secretary in the hand of the S.A.C.A. Secretary within 14 days from the date the M. & T. Committee’s decision was published.
6.
The Councils ruling is final and no further appeals are possible.

H.
PENALTIES

1.
Penalties for breaches of these rules will be decided by the M. & T. Committee subject to appeal to the S.A.C.A. Council and may involve the loss of playing points to the offending team. These points will not be added to their opponents score unless the M. & T. decides to the contrary.

2.
If the match report form is not filled in before the start of play the D. O. P. may penalise the offending team by reducing the playing time of all their players by not more than 10 minutes.

I.
PLAYER BEHAVIOUR
1.
Refer F. I. D. E.  Article 12; A. C. F. Behavioural guidelines and S. A. C. A. announcement on mobile phones.

J.
CAPTAINS

1a.
In the absence of a captain, the player on the highest board is deemed to be the captain.

1b.
Before the start time, the captain should make sure all boards and clocks are set up correctly and each player on his team has a score sheet.

2.
The captain is responsible for their team behaving in a quiet and orderly manner before, during and after the match.

3.
Captains should report cases of extraordinary conduct to the D. O. P. 

4.
Captains should ensure that their team is seated in the order shown on the match result form 
(see J.5-6) and is ready by start time. If a team includes substitutes, its captain should ensure that E.5 is complied with.
Match Result Form

5.a.
Before starting time the captain must enter the surnames and given names (and I.D. numbers and rating if known) of their players in the correct order (see C. 2) on the match result form, (see H.2). The “home team” (first mentioned team with white on odd boards) must use the left-hand half of the form. The captain must also fill in on the form the grade (or division), round, date and the name of the team.
5.b.
If a player of the white pieces, whose name is correctly entered on the match result form, finds that the name of his opponent has not been so entered, he may at, or after, starting time start his opponent’s clock without making his own first move. As soon as the opponent’s name is correctly entered on the match result form, it will become white’s turn to move and his clock shall be accordingly started.

6.
Before starting play, the captain should check the playing order of his team against the club’s displayed list. Incorrect playing order may make the team liable to penalties laid down in section H.
7.
After the match, the captain must complete the match result form and sign it. The captain of the “home team”, or the deputy should hand it to the D. O. P.

8.
Team captains are not to enter their match result on the tournament results list.

Playing Fees.
9.
Captains should ensure that team playing fees are paid in time (see E. 9).

Clocks

10.
Players should ensure that all clocks are started at the official starting time.

Dispute

11.
In case of a dispute, players should report the dispute to the D. O. P.

Acting D. O. P.

12.
In the absence of the D. O. P. both captains shall jointly  be acting D. O. P. in respect of their match. Failing agreement in any dispute, the game shall be adjourned and the full facts placed before the 
M. & T. Committee in writing.

Forfeits

13a.
If a captain knows beforehand that their team will be incomplete, the captain should advise the opposing team in good time to save one or more players an unnecessary trip.

13b.
In the event of a forfeit, a forfeit fee is to be paid which will be ¼ of the team playing fee. It is the responsibility of the captain to pay the opposing captain the forfeit fee.
K.
DIRECTORS OF PLAY (D. O. P.’s)

Appointment

1.
Directors of play are appointed by the Council or the M. & T. Committee for each playing night.

1a.
The D. O. P. of an event is not permitted to play in that event.

2.
The D. O. P. may appoint a deputy at any time. 

3. 
If the D. O. P. is absent and no deputy has been appointed,  J.12 applies.

Responsibilities and Authority

4.
The D. O. P. is responsible for all matches being played in an orderly manner. The D. O. P.’s decisions must be adhered to during the night (see G. 2-3). 
5.
 The Match Secretary is responsible for collecting all playing fees before 8.00p.m. (see E.7). The Match Secretary must enter all collected and paid out fees in the book provided.

6.
The D. O. P. should fill in a dispute report form in the folder provided for any unusual happenings.

Match Procedure.

7.
The Match Secretary announces starting time (see E.2).
8.
The Match Secretary should check match result forms, enter the match results on the tournament results list, and place the form in the folder provided for that purpose.

Disputes

9.
In case of a dispute the D. O. P. shall be called upon by either team captain. The D. O. P. shall gather evidence from both players and their captains, and shall give a decision based on these playing rules and the F. I. D. E. Laws of Chess (see K. 7)
Penalties

10.
The D. O. P. shall, in accordance with the Laws of Chess Art. 16.5 and Playing Rules H.2, impose penalties on players or teams for infringements of these rules.
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