


MANCHESTER CHESS FEDERATION

FOR THE USE OF TEAM CAPTAINS


These notes have been prepared to be of particular help to captains newly in their role, yet to be useful also to long-serving captains in dealing with some of the awkward situations that sometimes arise.

BEFORE THE MATCH:

If you have an away match,
· you have no more to do than arrive with a full team before the starting time.  
· beforehand you should make sure that anyone travelling separately knows where the venue is and how to get there; give that person your mobile number in case of emergency.  
· The MCF Club Directory gives postcodes, useful for any driver using a sat-nav. 
· Take your mobile and the telephone number of the venue (or of the opposing captain), in case you are delayed during your journey.  
· It is the good practice of a number of  captains when going away to a fixture to ring their opposite numbers a few days before to confirm the time and place of the match.  This is recommended, particularly when the fixture is a cup fixture or has been re-arranged.

If you have a home match, there is much more to do:
1. Playing conditions should be the best that you can manage, well lit, ventilated, clean, quiet and comfortable.  Tables and chairs should be spaced to allow easy access.
2. Set up the equipment etc, before the starting time. 
3. There should be sufficient sets, boards, clocks of appropriate design, and score sheets. 
4. Ensure that spare clocks are available in case any used should prove faulty.  
5. It is taken for granted that there is no smoking in the building.

Starting time.  Matches start at 7.30 pm but an earlier start may be agreed by the captains. 

Clocks - you will need to set up the clocks.  The total playing session shall be at least 2 hours and the quick-play finish shall be at least an additional 15 minutes. Typically under this rule matches are played at 30 moves in 75 minutes each player, then a 20 minutes quick-play finish.

Talking to the opposing captain.  Before the starting time the captains shall (if a team captain is not present, team members present must nominate an acting captain):
a) exchange team lists and pair them accordingly; where a team knows it is going to default, it shall do so from the bottom board upward,
b) toss for colour with the winner taking white on either the odd or even boards.

At the starting time:
a) If a captain is not present the other side shall have choice of colour. If both captains are not present the first one to appear shall have this choice
b) The captains present shall start the clocks. Any delay in starting shall be added to the clocks of the team responsible for the delay.  
c) Delay in starting the clocks on account of the late arrival of the opposing team is not recommended as it tends to lead to a later finishing time, which will be inconvenient for many players, especially juniors and their parents/ drivers. 

Reserves and defaults. A player who does not arrive within one hour of the starting time defaults the game.  In the first playing session a reserve may be substituted for an absent player up to one hour after the starting time. The clock shall not be reset.

Notification.  There are two action to take (please do both, it is not a choice)
· Both teams shall forward notice of the result of each match within three days of the match to the Records & Registrations Secretary (and, in the case of cup matches, also to the Fixtures Secretary). Any match not completed must be similarly reported.
· Our Webmaster has set up an online results submission on the website.  You will find the form to complete at http://www.manchesterchessfederation.co.uk/page58.html.

Laws of Chess.  Games shall be played in accordance with the FIDE Laws of Chess unless modified by the  MCF League rules. In brief the FIDE rules that apply in the match situation to the captain and his players say that:
· a player may not speak about his game while it is in progress.
· a captain is entitled to advise the players of his team to make or accept an offer of a draw or to resign a game, unless the regulations of the event stipulate otherwise. He must confine himself only to brief information, based solely on the circumstances pertaining to the match. He may say to a player, “offer a draw”, “accept the draw”, or “resign the game”. For example, if asked by a player whether he should accept an offer of a draw, the captain should answer “yes”, “no”, or delegate the decision to the player himself. He shall give no information to a player concerning the position on the chess board and/or the clock times, nor consult any other person and/or computer as to the state of the game.
· a player must have the final say over the conduct of his own game. Although the advice of the captain should weigh heavily with the player, the player is not absolutely compelled to accept that advice. Likewise, the captain cannot act on behalf of a player and his game without the knowledge and consent of the player. 
(the full FIDE Laws of Chess are available in PDF format at
http://www.fide.com/FIDE/handbook/LawsOfChess.pdf)
Mobile phones are allowed in the playing area. However they must be either switched off or switched to silent mode for the duration of play. Match captains must remind players of this requirement immediately before the commencement of play.  If a player's phone rings audibly during his game then he automatically forfeits the game. However, if the opponent cannot win the game by any series of legal moves, it will be declared drawn.
Disputes.  All disputes shall be reported to the secretary of the disputes committee and shall then be referred to the disputes committee for a decision. A fee of £5.00 payable to whoever is the disputes secretary shall accompany each dispute. The fee shall be returned to the successful claimant. 

Finishing.  Clubs must state their finishing time in the club directory; this must be after 9.50 pm.  Matches or individual games may finish at a different time from that stated in these rules, if agreed during the starting procedure, provided they finish after  9.50pm. 

Team captains are joint arbiters and have all the duties and responsibilities of arbiters under the Laws unless those duties and responsibilities clash with their role as team captain.  For example they must call flag falls but they cannot, except by agreement declare a position drawn in a quick-play finish.
Looking after inexperienced match players and juniors.  If you know you have in your team players who are new to competitive chess, they will need advice and help.  Some of the things about which you may have to remind them are:
A game of Chess should be played in a sporting manner, and to avoid unpleasant incidents, players should become conversant with the "Laws of Chess". The rules most commonly violated are:
Touch and move.  If a player touches a piece he must move it if he can do so legally. When he takes his hand off the piece he is committed to the move and cannot retract it if the move is legal even though he may not have stopped his clock. A player who studies the position before removing his hand from the piece is considered by most people to have "poor chess manners" but this is strictly not illegal.
Castling.  When castling, the King must be moved first. This is because a movement of the King two spaces to one side is unambiguous and commits the player to completing the full castling move. If the rook is touched first the opponent may, if he wishes, insist that a simple rook move be made under the "touch and move" rule.
Clocks.  A player must remember to stop the clock after making a move and never to stop it before making a move, no matter how short of time.  Clocks must be operated with the hand which moved the chess piece, not punching the clock with the full weight of the arm in an effort to gain a fraction of a second. Clocks are delicate - pounding could cause the finely balanced flag to fall prematurely.
Recording moves.  Each player is required to record his own moves and those of his opponent.  It is forbidden to write the moves in advance. Both players must record the offer of a draw.  If a player has less than five minutes left on his clock he is not obliged to keep recording, but immediately after one flag has fallen the player must update his score sheet completely.
Offering a draw.  The correct way to offer a draw is to make a move, offer a draw, record the move and the offer, and then press the clock. The opponent may reply at any time before beginning the next move (i.e. touching a piece), which in any event has the effect of a refusal.  Remind your players that while playing individual games they are also playing for a team and should therefore consult their captain before agreeing to any result which might affect the outcome of the match.
Draw by repetition.  A claim of a draw by repetition is based on the same position occurring 3 times, with the same player to move on each occurrence of the position. A claim can be made only by the player to move. Thus a player may claim a draw in a position repeated as above if it is his/her turn to move. A player may claim a draw if he/she has the possibility of playing a move which would repeat the position as above. He/she must indicate the move and claim the draw before playing the move. The procedure for claiming a draw by repetition should include the prior writing down of the intended move see FIDE Laws of Chess 9.2. The sequence of moves causing a repeat in position is of no significance. Costly surprises can occur if repeating moves are counted instead of repeating positions.
If you need to know more, 
e. g. MCF Directory, rules, 
 go to  www.manchesterchessfederation.co.uk
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