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1 Characteristics of the ArbiterPRIVATE 

1.1 Preface: It is natural to start with the Preface to the Laws of Chess. This identifies three essential characteristics of the arbiter as "necessary competence, sound judgement and absolute objectivity". Article 13.1 states that "the arbiter shall see that the Laws of Chess are strictly observed" but the Preface also makes it clear that the Laws cannot cover every eventuality and that it is the arbiter's duty to apply the Laws in a fair manner. Accordingly, inter-personal skills are required to enable the arbiter to achieve his/her* objectives in a manner readily accepted by the players. The whole of the Preface is a very good statement which all arbiters should read carefully and aim to apply.

1.2 Competence: The arbiter requires the ability to perform all his tasks accurately and effectively so that the players have confidence in the operation of the tournament. In particular, a good knowledge of the Laws and of Swiss pairing methods is important.

1.3 Objectivity: The arbiter must be impartial in all his actions towards the players and avoid being influenced by personalities. In making Swiss pairings, for instance, focus should be on the players' numbers, not their names. The Laws must be applied as they actually are, not as the arbiter may wish them to be.

1.4 Decisiveness: There are times when prompt and decisive action is the key to preventing problems from developing, for example in a time scramble. If no action is taken the situation may rapidly become more complicated and hard to resolve. However, there is also a time when the right action is 'no action', letting the players resolve the matter themselves. The right approach requires experience.

1.5 Sound Judgement: This includes finding the right role for 'common sense'. The arbiter has to deal with many forms of player behaviour (see 4.6) in a manner which is effective but maintains goodwill and takes account of the nature and importance of the event. The good arbiter will avoid heavy-handedness but will still manage to promote good behaviour. Because the Laws are (rightly) not totally prescriptive there will always be a balance to be found between consistency and fairness. This will depend on circumstances, as in these examples: (a) an arbiter would insist on correct algebraic notation in a major championship but not necessarily with a veteran in a minor event; (b) withdrawal from a FIDE rated all-play-all is very serious, from a large Swiss probably not; (c) talking by players would be forbidden in a GM tournament but tolerated in a less important event (talk about the game in progress is always forbidden).

1.6 Different approaches: Because arbiters are human and because they have to display judgement and initiative, there will always be different styles of approach to the task. Some may attempt to avoid all risks by extensive prophylactic measures, others will allow some risk in the expectation that they can cope quickly. Some will adopt a much more strict interpretation of the Laws than others. Some will adopt a much higher profile than others. Each arbiter must find a style; but whatever it is, it must be effective and should not depart too far from the norm.

* Hereafter, we follow the approach of the Laws in using 'he', etc to include 'she', etc.

2 Commentary on the FIDE Laws of ChessPRIVATE 

Preface

The Preface has already been discussed in Chapter 1. There are two main sections:- arbiters and Federations.

So far as arbiters are concerned, experience can bring to a problem a solution by analogy, so is valuable to a good arbiter. If an event is rare, an arbiter who covers hundreds of boards a year is more likely to have met something similar before. Similar remarks apply to experience of different types of tournament eg adult or junior, rapidplay or normal speed.

Arbiters should try to take decisions as soon as possible. The arbiter must know the Laws and the Rules for the specific tournament.  Hesitation caused by ignorance of the Laws or Rules can lead to even more trouble eventually. By the time an arbiter has checked them, the dispute or wrong-doing may have grown to a major incident, causing disturbance to many boards.   Sometimes it may even be better to make a wrong decision immediately, even if it leads to apologies and correction later. Despite this, there are a few cases where a ‘blind eye’ may be useful; only experience can teach this.

The status of the tournament may reasonably influence arbiters. At a FIDE title norm tournament the players are expected to know the Laws, and arbiters should expect strict compliance. At a junior or club tournament a less strict approach may be more appropriate.

The final paragraph concerns Federations: (b) and (c) prohibit using local Laws for FIDE rated or qualifying events, but (a) is not a carte blanche for federations to introduce their own ideas about the Laws. Whatever "more detailed rules" they introduce they must "not conflict in any way with " the FIDE Laws. In other words they must be an expansion of part of the FIDE Laws, and must not contradict anything contained in the Laws. The half-hour re-pairing, which is standard to many congresses anxious to cater for those who leave it to the last minute to decide where to play, is covered by Art.6.7, but only if everyone knows beforehand.

Layout

Articles 1 to 5 define how the game is played. Subsequent Articles provide the additional regulations required for tournament play. This arrangement is logical and restores a principle followed until the 1984 revision of making the distinction between playing and tournament rules. This explains why there are some repetitions and why there are some similar but different wordings in the two sections.

Article 1  (Nature and Objectives)
Art 1.1
  The last sentence points out that a player has the move "when his opponent's move has been completed." [But see Art.6.8(a) The player must stop his clock. "His move is not completed until he has done so."]

Art 1.2
 ‘Capturing the King’ is discussed under Blitz, the situation where it is most likely to occur.  

Art 1.3   This was new in 1997, but should have been present before then. It includes the large category of blocked positions such as White: Ke1, Pb4, e4, g4; Black: Ke8, Pb5, e5, g5. 

Article 3  (Moves of the Pieces)
Art 3 defines the moves of the pieces in a clear manner.

Art 3.6
   The description of the knight's move has changed for the better.  It conveys in 25 words what once took 55 words, though having the same meaning.

Art 3.7  The move should have two stages, (one) the moving of the pawn to the promotion square, (two) the placing of the promoted piece on that square. Once the pawn has been released on a square, either on the same file or on an adjacent file with a capture, the player cannot change his mind about the promotion square though he is not yet committed to the promoted piece until the piece has touched the square. Writing a move on the scoresheet (eg d8Q) or declaration that a particular piece is required has no significance in this respect (Article 4.3 states "if the player having the move deliberately touches on the chess board".). Remember that he must use only one hand. An arbiter should know when a pawn is likely to be promoted, and any type of piece not already captured ought to be held unobtrusively in the hand ready to be provided if asked for. Players may stop the clocks if an arbiter is not present and an extra piece is needed. Care must be taken to prevent disturbance both to the players at that board and nearby boards, and to avoid hinting at the choice of piece (especially for inexperienced players), which are both potentially difficult.   

Art 3.8(ii)    This defines castling as a move of the King - relevant to the 'touch move' rule.

Art 3.8(2a)    It is immaterial if the rook's square, or the one it crosses (in O-O-O), is attacked.   If castling is not possible the player, having touched king and rook, must make a move with his king, because castling is a move of the king.  If this is impossible, the player may make any legal move.  [See Art 4.4(c)]

Article 4  (Moving the Pieces)
Art 4 describes the process of moving the pieces. Notice that the word "deliberately" is used. Accidental brushing against or knocking over a piece incurs no obligation to move it. The arbiter should enforce the 'touch-move' rule even if the opponent makes no complaint.

Art 4.2    "J'adoube" is the French for "I adjust". This should be loud enough for the opponent to hear. . In case of a dispute, if the opponent does not hear this, but the player insists that it was said, then the player’s word should normally be accepted, but the player should be reminded to make his intention clear. If the same player is repeatedly involved in similar disputes, then different action may be required.    
Art 4.3   This explains what to do if more than one piece has been touched. If the player first touches an opponent's piece then he must capture it, with his own subsequently touched piece if the latter is able to move, or with some other piece.

Art 4.4   This defines the mechanics of castling. The King must be moved first. If a Rook is touched first a move of that Rook must be made; thus castling (a King move) is not permitted. Case (c) should not arise, since only one hand should be used.

Art 4.6  This defines when a move has been made. Note that Art 6.8a extends this for tournament play and that Art 1.1 uses "completed".

Art 4.7  "Speak now or forever hold your peace" applies.  The opponent must have touched the piece "deliberately", not accidentally. This is sometimes difficult to prove, but if the opponent insists that he has not touched a piece deliberately, and the arbiter has not seen the action, his word should normally be accepted. If the same player is repeatedly involved in similar disputes, then different action may be required.

Article 5 (Completion of Game)

Art 5 describes the two methods of winning (checkmate and resignation by the opponent) and five methods of drawing (stalemate, 'no mate possible', agreement, 'repetition' and '50 move rule'). The tournament rules add other possibilities such as win by default or on time and draws under Quickplay finish rules (Art 10) or by flag fall when opponent lacks mating material (Art 6.10).

Art 5.1a   Checkmate has to come with "a legal move". This immediately ends the game. The wording may seem pedantic, but was in response to an argument that an illegal move causing checkmate could end the game. This argument may be illogical, but the current wording stops fruitless arguments.

Art 5.1b    A player, having resigned, who realises that he had spurned a stalemate or, more traumatic, a checkmate, has no escape route. Accepting an incorrect claim of checkmate would be deemed to be a resignation.

Art 5.2c  There are currently tournaments where this Law is suspended or severely modified. It remains to be seen whether this will become common.

Art 5.2e  At one time the ’50-move’ Law was much more complex and attempted to cater for positions where a minimum of more than 50 moves was required to give mate with best play. The introduction of exact endgame analysis by computers initially led to even greater complexity. Eventually the Rules Commission said enough was enough, and limited the number of moves to 50. 

Article 6 (Use of the Clock )
Art 6.1
  covers both analogue and digital clocks. Subsequent articles make provision for "time added per move"

Art 6.2
 emphasises that time limits must be clearly defined before the start of play. It also introduces to the Laws 'time delay' mode time limits which of course require electronic clocks. At the present stage of development, arbiters have very varied experience of these - from nil to frequent use. How common the "fixed extra time" tournaments will become is anyone's guess. Probably, if the cost of digital clocks comes down or organisers become more able to acquire sponsorship, such events will boom. Top players seem to like them, though the ‘FIDE time-limit’ as used at Olympiads, etc has attracted much criticism.

Art 6.3   means that the arbiter or the players should check that the specified number of moves has been played, or that one player has lost, and the players must bring their scoresheets up to date. If only one has to do this, the other having kept score up to flag fall, he should do it while his clock is running. If White is the player who must bring his scoresheet up-to-date there is no great problem. His clock will be running, as it should, and he can use either the arbiter's scoresheet or Black's. What often happens, if the Black player has stopped scoring, is that Black grabs the opponent's scoresheet and scribbles down the moves. Strictly speaking he should not disturb White by withdrawing the scoresheet, but players often allow it. If there is a dispute, Black has no right to have the scoresheet until White has considered his move and made it, starting Black's clock and handing over his scoresheet..

Flag fall is in some respects less clear with digital clocks. It cannot be assumed that a -0- display necessarily implies a loss on time; the number of moves actually played may not tally with the number of times the clock has been pressed.

Art 6.4    means that the layout of board and clock is fully at the arbiter's discretion. This applies to all forms of play and is more significant now that the player must press the clock with the hand used for moving the pieces (Art 6.8b). However, for Rapidplay or Blitz events it would be reasonable for the arbiter to permit Black to have the traditional choice of clock position, achieved if necessary by rotating the board. The arbiter must be able to see the clock, not only to notice flag fall (which in Rapid and Blitz games [See Appendix  B and C] he must not announce) but also to check that the clocks are working properly.

Arts 6.5/6    indicate that White's clock is started at the set time, regardless of who is present. Thus if both players are 30 minutes late, White loses time but Black does not, unless the arbiter decides that there are special circumstances.

Art 6.6
  The disqualification of a player who arrives late is judged by the wall clock, or the arbiter's watch, not by the clock at the board. White loses any time by which he arrives late; Black can come at 59 minutes and is lucky if White defaults or arrives late. Black must make his presence known to the arbiter if he finds that White is absent, or risk being defaulted as well.

The Law gives the Arbiter discretion if the lateness is over one hour and also permits the Arbiter to re-pair after a shorter period.

Art 6.8a   "A player must always be allowed to stop his clock." This may arise in two different ways. (i) The player may forget to stop the clock (and perhaps leave the board). Article 13.6 expressly forbids the arbiter from pointing out that a player has failed to stop his clock. Under the old Laws, where the completion of the move did not require any mention of the clock, learning juniors used to be told that they should take the normal time to consider their move, make it and then "stop" their clock, which had not been running.  This conformed to the ethics of the game. What did not, was to sit and wait until the opponent's flag fell or until the opponent realised his omission and hurriedly stopped his clock to be met with a considered and immediate reply. What is now ethical? Perhaps to sit and wait until the opponent stops his clock, regardless of the cost of the error? It is after all now in the Laws. More ethical is to point out the omission to the opponent or (if he is absent) follow previous practice (above). If the neglect to stop the clock is deliberate, a penalty for annoying the opponent (Art 12.6) could be imposed. Technically there is a problem here. Players are banned from leaving the playing area while they are still "on the move".  Has the player who does this incurred penalties for doing so?  Stopping his clock is part of his move so he is in breach of Article 12.5. The sensible solution would be to ignore the action, until and unless the absent player returns to claim that his move was not complete, and then penalise him for breach of Article 12.5.

(ii) The opponent may try to reply so quickly that he wishes to restart the player’s clock before the player has had time to stop it. The opponent cannot argue "but it's his move again - I had replied before he stopped his clock", because he should not reply until the first player stopped his clock.

Art 6.7(a) also raises other issues:

(a) When electronic clocks are in use, stopping the clock after each move is essential to permit the clock to change mode at a time control, eg to Quickplay finish mode.

(b) The time between making a move on the board and stopping the clock is part of the time allocation. Hence, if a player makes his final move before the time control but his flag falls before he stops his clock, he has lost on time. This is an example of where prompt intervention by the arbiter to point out flag fall can save argument developing. 

(c) If the move made immediately ends the game (see Arts 5 & 9.6) it is not necessary to stop the clock. The game is ended, eg by checkmate, at the moment the hand quits the piece moved. All the same, there is still scope for dispute over which happened first - making the move or flag fall - and the presence of an arbiter to decide this is desirable.

Art 6.8b  This is in accordance with Blitz, Allegro and Rapid Rules, and should present no problem. The inclusion of the second sentence, forbidding "hovering" and copied from quickplay rules, seems quite unnecessary. If the same hand has to be used, hovering is impossible. 

Art 6.9    defines when flag fall occurs. It is highly desirable, though not always possible, for the arbiter to be present when flag fall is likely. Otherwise the responsibility is entirely with the players. If both flags are down, priority of claim would not establish priority of opponent's flag fall. The arbiter should follow Art 6.12 (both flags down).

Art 6.10   defines loss on time and contains wording which covers not only a bare king but any blocked position or material inadequacy. The arbiter must check the position and material before deciding on a win or a draw. A fuller discussion of handling of time trouble is given in Chapter 4.

Art 6.11   refers to "evident defects" of clocks. It is to be hoped this is rare, but they are found. The arbiter must use "best judgement" on this matter. Some examples are: clock not going; both clocks going; jammed hands; spring unwound; flag not picked up as minute hand approaches 12; flag stuck in 'up' position after minute hand clearly past 12. The case of a flag falling 'too soon' is more difficult. The arbiter should accept this only if the fall is plainly too early. In borderline cases the flag fall should be accepted. A faulty clock should be replaced and adjusted as below. Note also the comments on digital clocks under Art 6.3.

Arts 6.11 & 6.14   In all cases of clock adjustment the arbiter is required to use "best judgement"; 'pro rata' or other former procedures need no longer apply. The arbiter may use information such as total time elapsed, times recorded on players' scoresheets, etc in making a judgement. He should ensure that the consequences of the adjustment do not put unreasonable burden on the players.

Art 6.13a   covers situations relating to (a) the whole tournament, eg failure of lights, fire alarm, external disturbance, or (b) one game, eg correcting irregularity, faulty clock, claim of draw, flag fall, illness of player, Pawn promotion. 

Art 6.13b    indicates that it is permissible for a player to stop the clocks when the arbiter's assistance is required, eg in cases above.

Art 6.15    emphasises that players may not use external information for the purpose of fulfilling their responsibilities in recording, etc. Similarly, it would not be incorrect for a spectator to record moves during a time scramble (though this should be done out of sight of the players), but it is forbidden for a player to make use of such information during the game. (One risk is that the spectator might signal the number of moves made to the player.)

Article 7  (Illegal Positions)

All the corrections described here must be made during the game (which includes games adjourned or sent for adjudication but not games sent to an arbiter for determination after a Quickplay finish claim with no arbiter present - see Appendix D). Claims made after the game must be rejected.

Art 7.1a   could cause a problem if the irregularity were discovered only after most of the playing session was over. Note that Art 7.1(a), not (b), would cover a wrongly set board with ‘Queens on their own colour’. (The arbiter must ask himself: is the White Queen on the left of the White King?  If it is then juggling with the board may produce the right result.  If not "the initial position of the pieces was incorrect" and 7.1(a) applies.)

Art 7.2   means that the game will normally continue unless the error is noted very soon after the start. The Laws do not say what the arbiter does about the wrong entry on the pairing card, so an arbiter can rule either to record the actual colours (usually better) or to give the players the colours they ought to have had. It is partly a matter of how many rounds have been played and how many to come. The arbiter has flexibility here. So long as the pairing was announced correctly beforehand, players have to take the blame.

Art 7.3  This is unlikely to cause a problem except during a time scramble. The most likely penalty would be for the arbiter to give the opponent extra time to compensate for the disturbance.

Arts 7.4 & 7.5  describe the procedure for dealing with an irregularity - usually an illegal move. The arbiter should stop the clocks and note the position reached. He should then supervise reconstruction to ensure a restart from the irregularity or nearest prior identifiable point. Clocks are adjusted (Art 6.14) and play resumes following 'touch move' if appropriate. This seldom causes a problem, except during a time scramble. If present, the arbiter should intervene at once to prevent confusion developing.

Article 8   (Recording Moves)
Art 8.1    requires the player to record the moves legibly in algebraic notation. Algebraic notation is fully defined in Appendix E. It is incorrect to use descriptive notation or names for the pieces inappropriate to the player's normal language or the location of the event. However, arbiters should make allowances for the ages of the players and the importance of the tournament in deciding how strongly to enforce this. A quiet word after play may be suitable. 

Recording moves in pairs (the opponent's move and the player's reply) is permitted, although this contradicts the words "move after move" and imposes on the arbiter a more difficult task than previously. Before he was able from a distance to watch a player to see if he was replying without recording. Now he has to watch for more than two moves, and from nearer because he has to check which move has been recorded, before he is able to ask the player to keep his score up-to-date.  

The Laws now state explicitly that writing down a move before playing it on the board is not permissible, except when  claiming a draw or adjourning - and then it commits the player to the move.  Many players have been taught to write down their move in advance as a means of providing extra consideration and avoiding hastiness. Arbiters should use a degree of discretion in handling this situation, taking account of the nature of the tournament and the attitude of the opponent. Likewise, writing down a planned sequence of moves is forbidden as 'use of notes' in Art 12.2.


The arbiter's life is made easier by the recording of every draw offer, the freedom of deciding how much time should be deducted from a player who for physical or religious reasons cannot keep score, the visibility of each scoresheet (8.2), and by the inclusion in the Laws (8.3) of the scoresheets being the property of the organisers.

The offer of a draw must be recorded. This is relevant to complaints about persistent draw offers and to claiming a draw in a Quickplay finish.

Finally, if it is agreed before play starts that a player will not keep score for reasons acceptable to the arbiter, the arbiter will deduct time (probably a small amount, such as 10 minutes at 40 moves in 2 hours, or 5 minutes at 30 moves in 75 minutes) from his clock. The greater disadvantage of not keeping score is that it prevents the player from claiming a draw by repetition, etc. Otherwise, all players are required to record the moves. Appendix F gives detailed rules for games involving visually handicapped players.

Art 8.2   indicates that the current practice by some players of covering their scoresheet to prevent their opponent from seeing it must be treated with care. The arbiter must still be able to see the scoresheet even if it is shielded from the opponent.

Art 8.3   means that the arbiter can always insist that a player hands over his scoresheet when required, eg to enable an opponent to complete his score, and that the top copy of a carboned or NCR scoresheet can be required after the game.

Art 8.4 & 8.5   are discussed in detail in the coverage of time trouble in Chapter 4. If one player has over 5 minutes left, he must continue to record the moves and refrain from 'blitzing' his opponent, even if the opponent is not recording. An arbiter should intervene when the offending player is on the move in order to insist on this. If the failure to record appears to the arbiter to be designed to gain an advantage rather than merely ignorance of the Law, the arbiter should normally add time to the opponent's clock and consider more severe penalties if the opponent’s position has become worse while being blitzed.

Art 8.6
  The final sentence has had added to it the words "unless there is evidence that more moves have been made" to cater for a situation that could arise of the players not agreeing with the reconstruction, but agreeing that the time-control has been passed.

Art 8.7   The process of verifying a result by signing the scoresheets is important in major tournaments where some form of duplicate scoresheet is normally available. Less formal methods are used in other events but this means there is greater scope for error or dispute and the arbiter should be alert to this.

Article 9   (The drawn game)
Art 9.1   indicates that the correct sequence of offering a draw is: make move, offer draw, start opponent's clock. Draw offers made incorrectly are still valid. They cannot involve conditions, eg at adjournment it is improper to say 'I offer a draw if you have sealed Qe3', because this violates the secrecy of the sealed move. Since the offer cannot be withdrawn it would be legitimate to treat such an incorrect offer as unconditional and to accept it regardless of the sealed move.  Players are now much more accustomed to recording a draw offer by (=) though doing this is by no means universally remembered.

Art 9.2
   is the 'draw by repetition'. If the position on the board has appeared for the third time - the less common situation - the procedure is simple. However, if the position will be repeated for the third time only after the player's next move, more care is needed. To claim the draw he must write the intended move on his scoresheet and declare to the arbiter his intention to make this move. 

Note that it is repetition of position, not of moves. The position (A) being repeated may arise through the sequence of positions ABACA, or something more complex. The same player must have the move on each occasion and possible moves must be the same, including castling and en passant. This can be illustrated by a study by Petrovic and Maslar:

White: Kf1; Qg3; Nd7; Pa6b2c6d4e6h5; Black: Ke8; Ra8h8; Pa7c7d5e7f2h6h7, where Black initially has not moved King or either Rook. After the sequence 1 Ne5 Rf8; 2 Nd7 Rh8; 3 Nf6+ Kf8; 4 Nd7+ Ke8; White has 5 Qg7 and mate next move (initially this could be answered by ...O-O-O). The positions before White's 1st, 3rd and 5th moves are not the same, because Black's future rights to castle are different in each case. The penalty has been reduced from a mandatory five minutes, and possible loss, to half the remaining time up to a maximum of three minutes, and three minutes added to the innocent party.

Art 9.3    is the '50 move rule' which aims to prevent games from going on 'ad infinitum'. After any Pawn move or any capture the count is reset to zero. This rule has been simplified. It is known that in some positions best play requires more than 50 moves to force mate and at one time some of these were detailed with extra move allocations and permission was given for arbiters to announce others. The proliferation of Quickplay finishes has made it less likely that moves in such endings will be counted, though 'time delay' clocks may have an opposite effect. Claiming a draw under the 50 move rule has been brought into line with the repetition rule. Both are treated alike. The game is also drawn when a position is reached from which a checkmate cannot occur by any possible series of legal moves, even with the most unskilled play.

Art 9.4    warns that if instead of claiming as in Art 9.2 or 9.3 the player makes the move on the board (or seals it at adjournment) the right to claim is lost. 

Art 9.5    If a claim under Art 9.2 or 9.3 is made, the clocks should be stopped. If the opponent disagrees with the claim, the arbiter should check the correctness of the claim, on another board if there is any complexity to the claim. If the claim is incorrect the arbiter must adjust the clocks as in Art 9.5(b) and the game continues with the proposed move.

Art 9.6   reiterates Art 1.3 in the tournament context. It differs from Art 6.10 in relating to both players.

Article 10   (Quickplay finish) 

The Quickplay finish Law (Art 10) is discussed at length in Chapter 8. 

Art 10.2    The last words of 10.2(b) are a reminder to the arbiter that he must if possible stay and watch the moves.

Article 11   (Scoring)

Art 11 defines how games are scored. Other scoring systems such as 3 points for a win and 1 for a draw must be announced in advance.

Article 12    (The conduct of the Players)

Art 12 and 13 are more general and much of their content is discussed elsewhere in this Guide.

Art 12.1   The clause does not state what precisely is meant by the phrase "bring the game into disrepute", but gives wide scope to take action over unsuitable behaviour not specifically mentioned in the Laws. The interpretation is left to the arbiter and/or the organiser.

Art 12.2a   One consequence is that a player recording the moves in a scorebook (which properly should be additional to, not instead of, the scoresheet) must on no account refer to any other material in the book. The former question whether writing of the move on the scoresheet before making it counted as ‘making notes’ has now been resolved by Art 8.1.  

Art 12.2b FIDE has insisted on introducing the handling of mobile phones, etc into the Laws. Scottish arbiters had argued strongly that the correct place is in the regulations for any tournament. There are two separate issues, audible disturbance to players and the possibility of electronic cheating by giving the player access to remote information; FIDE appears to regard the latter as more significant and of course the Kramnik – Topalov match highlighted the issue.

Unfortunately the Law as written is quite impractical, as it assumes there will be a secure place outside the playing venue where mobiles may be left.

However, the phrase “not authorised by the arbiter” gives some scope to the arbiter, as 12.2a already forbids the aspect of misuse to gain advantage. A reasonable approach might be to require all mobiles to be switched off, unless the arbiter has given explicit approval on an individual basis for that player (eg someone on call at work) to have the mobile on a ‘silent ring’ mode. 

Audible ringing is explicitly prohibited; note that the opponent does not necessarily score a full point.

Art 12.5   Players should be careful to avoid the analysis room and bookstall (at least to the extent of not looking at anything which might possibly relate to their game) during play. It is of course difficult for the arbiter to be aware of all events outside the playing area. Players should behave in such a way as to avoid any suspicion of incorrect conduct.

Art 12.6   relates to distracting the opponent. The arbiter has to exercise diplomatic skills here. Often no disturbance is intended. Players' perceptions of the same incident can be very different. It has been known for a league dispute hearing to be told of something like a riot at one board while a player two boards away heard nothing! The arbiter has to use common sense and judgement to resolve the problem, amicably if at all possible. Of course, if it appears to the arbiter that the disturbance is deliberate, stronger action is called for. 

Art 12.8    Note the word “persistent”. The player cannot be defaulted (under this Law) for the first breach. The opponent of a player disqualified does not automatically receive one point. If his game is obviously lost he is lucky to get a half point.

Article 13   (The Arbiter)
The arbiter's approach to regulation of players' behaviour will naturally depend on the nature of the event. There is further comment on this in section 4.8 of this Guide.

Art 13.2  Players often do not understand that an arbiter has to act in the “best interest of the competition”, especially when this may impinge on their own interests. The arbiter may be seen as being unnecessarily authoritarian (eg in quietening players who have become noisy on finishing a game) when he is simply promoting the best overall conditions.

Art 13.4    indicates that the arbiter has wide powers and a range of sanctions available. These should of course be used with sensitivity and common sense.

Art 13.7a  Spectator interference is a particular problem in relation to flag fall, where it is not possible to go back once the event has been pointed out. It must be remembered that the only people entitled to intervene directly (at any stage) are the players, the arbiter or a team captain when no arbiter is present. Even well-intentioned spectator interference may have incorrect consequences.

Art 13.7b This is already effectively covered by Art 12.2b but rather absurdly attempts to extend it to everyone, even those who may be in the venue for another unrelated purpose. Such people, though, are unlikely to be troubled by the loss of their non-existent ‘game’.

Appendix A   (Adjournments)
Adjournments are now much less common and it is likely that arbiters will tend to find that the procedures are becoming less well known to players.

Art A1a   describes the sequence of events in sealing a move. Because the player retains the right to change his move until the clocks are stopped, he must seal the envelope himself as the last stage of the process. Both scoresheets should be put in the envelope so that they cannot be altered and so that they are available in case of a dispute.  Because clocks do not run exactly accurately, or may have had to be stopped previously, the arbiter has to add up the times shown on the clocks to make sure that the time control has been reached.

Art A1b   notes that it is permissible for a player to seal before the end of a session, but that the remaining time is added to that player's clock. He must therefore ensure this will not cause him a problem with a time control. His clock must be adjusted, after he has sealed, to include all the time remaining until the end of the session.

Art A3   Although the arbiter keeps the envelope at a tournament, this is not practical in club or league games. Here the normal practice is for the player who sealed to be responsible for the envelope. However, there are pros and cons. It may be felt that the possible damage done by a cheat changing the sealed move is greater than that done by a cheat looking at the sealed move. (or, however, the players may agree otherwise)

Art A4    It is sensible to require that the envelope be marked with (=) to record the offer.

Art A8   deals with cases where the sealed move is in some way incorrectly recorded. It is not always easy to distinguish between 'ambiguous', 'false' and 'illegal'. These are intended to be taken in order.  It is only after the recording is  regarded as unambiguous, that the arbiter should look to see if he can establish the true meaning of a false move, and if he can, then consider whether the move is illegal. The significance of an ambiguous move such as Rd8, when either Rook can move to that square, may still be clear if one of the options is plainly absurd or if the player, immediately after sealing, realises the error and tells the arbiter what is intended. False moves will usually be 'illegal'. If Black's King is on b8, then either of the 'moves' Kb2 or Kg7 almost certainly intends Kb7, though of course as written they are illegal. The arbiter needs to be satisfied that the player's intent is clear and that there is only one reasonable interpretation of what is written. Otherwise, the game is lost by the player who sealed.

Art A9   describes the process for resuming the game when a player is absent. Until the player has appeared in the playing area he is entitled to analyse the adjourned position and may prefer to use some of his time in this way. The purpose of the rule is to ensure that no report of his opponent's sealed move or a reply to his own sealed move reaches him outside the tournament room. Although such a report would be a breach of Art 12.2 it would be very difficult for the arbiter to verify and act on.

Arts A8 & A10   emphasise that if a game is completed by the nature of the sealed move, by agreement, or by the nature of the move made in reply to the sealed move, any subsequent events do not affect the result. An arbiter may wish to take action (eg under Art 12.1) against a player who deliberately seals a move which ends the game, particularly if the player does not attend the adjourned session.

Art A12    As the arbiter should have set, or confirmed, that the clocks are right, it is unlikely that "the consequences will be too severe".

Art A13    A reminder that the arbiter's time piece should be set accurately beforehand. The "wall clock" has disappeared.

3 Actions before tournamentPRIVATE 

The preparations for the tournament are primarily the responsibility of the Tournament Director rather than of an Arbiter. However, any Arbiter will require to be familiar in advance with the general nature of the tournament and will need to make certain preparations. In the case of the Chief Arbiter, a degree of advance contact with the Tournament Director will certainly be necessary to confirm the tournament regulations and to be sure that materials and playing conditions will be in order. Of course, in many cases an Arbiter may well be a member of the organising committee. For these reasons some of the following material also appears in the CS Guide for Organisers.

3.1 Venue
This is primarily the responsibility of the Tournament Director, but the Arbiter should take an interest in ensuring that the playing conditions are satisfactory in the following respects:

Space ‑ There should be space to allow players to reach their boards without disturbing others. Arrangements for control of spectators  may be necessary.

Lighting ‑ Check the intensity in daylight and under artificial light making sure that there are no reflections. If sunlight is a problem the windows should be fitted with blinds or curtains.

Heating and Ventilation ‑ It should be possible to regulate the temperature to give comfortable conditions at all times.

Ancillary Accommodation ‑ The analysis room, tearoom, bookstall, etc should not be accommodated in the playing area and if possible direct access from the playing area should be avoided. 

Tables and Chairs ‑ Tables should be smooth‑topped, steady and large enough to take scoresheet, cup and saucer in addition to the board and clock. Chairs should be comfortable.

Noise Level ‑ At least the passageways in the playing area should be carpeted and squeaky doors should be repaired. Noise should not carry to the playing area from the analysis room, tearoom or from other activities inside or outside the building.

3.2 Tournament Regulations
The Chief Arbiter should agree in advance with the Tournament Director on the regulations for all tournaments involved. Other Arbiters should be aware of these regulations. The main areas to be considered are:

Nature of event(s): Swiss, all-play-all, etc. Team or individual. See also Chapter 6.

Pairing system: All events require some system - not only Swiss pairings.

Time controls: Decisions on these will be influenced by a number of constraints: overall playing time available; adult or junior event; whether all events are in one playing room; whether FIDE ratings or norms are involved.

Tie breaks: Decide where these are necessary and system(s) to be used (see also Chapter 7). Decide also where a play-off or where prizes will be shared.

FIDE events: Further regulations apply to events aimed at FIDE ratings or title norms. See also Chapter 10.

Other: The particular nature of the event may require other regulations.

3.3 Materials
These may be classified under three categories: use by Arbiter; use at board; public display. The latter two categories fall within the Tournament Director's responsibility, but the Arbiter should be satisfied that they are in order.

3.3.1 Use by Arbiter
Stationery: eg  pens, paper, bluetack, scissors, sellotape, drawing pins, stickers for error correction.

Swiss pairing cards. Some Arbiters use boxes for arranging the cards.

Booklet containing Laws of Chess; other tournament rules.

Clipboard - useful when recording moves in time trouble.

Computer with software for Swiss pairings, round by round draws, tournament results, grading report, FIDE report, etc. (if available)

3.3.2 Use at Board

Sets, boards and clocks.

Scoresheets - carbonised if game scores to be submitted. (Arbiter should insist on top copy).

Place cards or Board numbers.

Result slips if game scores not required.

3.3.3 Public Display
Pairing sheets for displaying the draw for each round.

Large cross tables or tournament charts.

Tournament rules including pairing systems and tie-breaks in use.

Demonstration boards (at major events).

3.4 Playing room set-up
If this can be done in an orderly fashion it will minimise arbiters' problems during play. Before the congress a plan of the layout should be prepared and several well‑briefed volunteers recruited.

a) Where possible arrange tables in straight rows with sufficient space for players to leave the board without disturbing others.

b) Throughout the hall the boards should be set with the white pieces on the same side of each table.

c) Observe the convention (where practicable) that the clock is placed at Black's right hand (but note that Black has no right to insist on this position).

As the arbiters must have easy access to and sight of all clocks, (b) may have to be modified if there is not access to both sides of each table.

d) All clocks should show the same time at the start of play. It is best to arrange for the first time control to be at 6 o'clock. Always avoid 12 o'clock as a time control.

e) When quickplay finishes are used it is preferable to adjust the clocks forward rather than back. This gives a different 'flagfall' time and is helpful to players and arbiters.

f) Clocks should be set with the flag about to fall if the time limit permits.

g) Two score sheets should be placed at each board. Note that these remain the property of the Tournament Organiser until after the game. 

h) If the complete score of the game is required by the organisers (e.g. for bulletin or publicity purposes) it is usual to supply each player with carbonised scoresheets. After the game the arbiter retains the top copy.

i) If the complete score of the game is not required, a result slip can be left at each board. This should be completed and handed to the arbiter by the winner or, if the game is drawn, by White. It is helpful if the slips are a different colour for each tournament.

j) Players should be requested to reset the board, but not the clock, after the game.

3.5 Other preparations
At a major all-play-all event it will be necessary for the Arbiter to conduct the drawing of lots to determine the tournament number for each player. 

Especially in major events the Arbiter should consider contingency plans to deal with foreseeable problems, eg effect of a player's withdrawal on pairings, rating results, norm possibilities, etc.

4 Actions during tournament

During play the main function of the Arbiter is to ensure that all players can play according to the Laws and in good conditions. This is amplified in the Preface and article 16 of the Laws. A good Arbiter will foresee possible problems and take action to prevent them from developing. The detailed handling of matters relating to the Laws is discussed in Chapter 2. However, time trouble, which involves quite a number of Laws, is dealt with below.

4.1 Good playing conditions: The Arbiter attempts to maintain the standards laid down in Chapter 3.1. This may include adjusting curtains or artificial lighting or taking action to have the heating adjusted. The Arbiter may also have to deal in the best way possible with unexpected external disturbances, eg a bagpipe recital outside a window of the room where the Scottish Championship was in progress. In some cases, eg power failure, it may be necessary to suspend play for a time. In such circumstances, the Arbiter should ask the players to stop the clocks and, if feasible, record the position and clock times.

4.2 Routine checks: The Arbiter should regularly carry out a number of checks to ensure that possible problems are picked up quickly. These include:

- Set-up of playing room before each round.

- All clocks started when instruction to start play has been given.

- Missing players. In some cases re-pairing may be required. Players absent after 1 hour are defaulted unless the Arbiter decides otherwise.

- Clock times. It is important to note promptly if a clock is losing time for any reason, as the schedule may be disrupted. This is most easily done when the minute hands, if showing equal times, would be vertical. The actual minute hands will then be symmetric about vertical, eg 4.50 and 5.10.

- Ensure that results of all completed games are known.

- As time control approaches, consider which games are most likely to result in time scrambles requiring to be watched (see below).

- Adjust clock times for Quickplay Finish.

When doing these, the Arbiter should try to develop a sense for anything else unusual that may lead to trouble or otherwise require attention. This is a matter of experience and hard to teach.

The aim is to be unobtrusive in doing these checks. Players will still notice the Arbiter's presence which has a useful deterrent effect on any potential incorrect behaviour.

4.3 Time trouble (normal time control): This is a time when a large proportion of disputes are likely to arise, especially as the players are particularly tense at this stage. Prompt and firm action by you, the Arbiter, will prevent a high proportion of these from developing.

4.3.1 Likely cases. As the time control approaches the high risk games should be identified. These usually are games where the players' clocks are about equal, where there are many moves to go and where the position is complicated. A game where one player's flag is hanging but the other has, say, 15 minutes left is not so crucial since one player must keep score for a long time yet. Keep the game in mind but do not spend time recording moves at this stage.

4.3.2 Arbiter shortage. There may be more high risk games than Arbiters. If so, you may attempt to watch a group of neighbouring games or may decide to prioritise in favour of a game judged more likely to cause a problem or more important to the result of the tournament.

4.3.3 Arbiter at one game. Suppose you can give full attention to one game. The aim is to arrive while at least one player is still recording moves. If the scoresheets are visible try to check (without disturbing the players) if the numbers of moves made appear consistent. Take a position unobtrusively with a clear view of board and clocks. Record the moves as they are played (not always easy if the players are blitzing) and also keep an eye on the clocks. Do not intervene in any way (unless, eg, an illegal move is made or the game is ended by mate or other condition) until a flag falls. This includes refraining from telling the players how many moves have been made (you don't know for certain anyway) even if they ask or look appealingly at you. As soon as a flag falls, stop the clocks and ask the players to stop play.

If you are satisfied that sufficient moves have been made, you may give the player on move the scoresheet on which you recorded all the missing moves, adjust the clocks for a Quickplay Finish if appropriate, start the player's clock and leave. Both players must update their scoresheets before making a further move.

If you are certain that the player whose flag fell had not made sufficient moves then you declare the game lost for that player.

If the number of moves played is uncertain, the scoresheets and the game should be reconstructed on another board under your supervision. Before doing this, record the position and clock times. During this process the scoresheets will be brought up to date. Once reconstruction is complete, return to the game board and proceed as above, depending on how many moves have been played.

4.3.4 Arbiter absent. If you were unable to be present, other problems may arise.

If both flags are down, proceed as in Law 12.8.

If one flag is down, reconstruct as above. This is likely to be more difficult. If you decide that complete reconstruction is not possible, proceed as in Law 11.9. There may of course be dispute between the players as to details of the reconstruction. It is up to you as Arbiter to make your best judgement on the evidence available.

4.4 Time trouble (Quickplay Finish): Some of the above still applies but since the number of moves made is not crucial the Arbiter need not keep score. Instead he should watch the game to see if the player with the advantage or more time is trying to win 'by normal means' or if the opponent is demonstrating an ability to draw the game. If a player claims a draw with time still remaining, the Arbiter may decide to award the draw or say 'play on', which does not preclude subsequently deciding to award a draw even after flag fall. Quickplay Finish rules are discussed further in Chapter 9.

4.5 Use of Electronic Clocks: Digital clocks are now frequently used in tournaments. Unfortunately, whilst all digitals count down towards the time control there are differences in what they do when they reach it. Some clocks when they (but not necessarily the players) have reached the required number of moves will change automatically, others will wait until one player's clock reaches zero before changing. With one make it is important that the rocker arm is pressed down on the Black side before the clock is started. Some clocks MUST be put on White's left hand side if a move counting mode is to be used. For these reasons, digitals which function differently must never be used together in the same tournament as this could lead to confusion by both the Arbiter and the players. 

Organisers should ensure that the digital clocks that they intend to use are capable of storing the time control advertised.  Many will not allow additional time to be added on after the first time control if an increment is also being added with each move e.g. a time control of the type 40 moves in an hour + 1 minute per move followed by an additional 15 minutes + 1 minute per move is only available on a limited number of clocks.

Where there are insufficient digital clocks for an event then a mixture of analogues and digitals may be used, probably using the digitals on the top boards.
Where digitals are to be used the Arbiter should ensure familiarity with their operation in advance and be aware of the problems which are most likely to arise. The Arbiter should be able to:

- reset the clocks in an appropriate mode for a new time control (eg round 1 may have a different time control from other rounds at a congress);

- adjust the clocks during a game (illegal move played or draw wrongly claimed - here adjusting could be changing the clock setting and/or altering the move counter) including how to sort out the situation when the clock indicates a flag fall, but the players agree that enough moves have been played for the control, so the clock must be advanced to start the next control with the correct times.

- know how to find out what time control the clock is set for;

- explain the clock to the players; etc.

With digitals you should not have to check the clock setting during play though it does no harm and allows checking for low battery warnings. If you do check clocks do not panic over an apparent difference of up to two minutes between adjacent clocks - this can be caused by seconds not being displayed until the later stages.

One strong word of caution when using digitals - a player has exhausted his time when the clock shows zero, ie if a player after making his 40th move (last to the time control) stops his clock and it shows 00:00 then he has lost on time. The automatic reaction is to think he has just made it exactly on time, but he has actually exceeded the time. 

4.6 Recording, etc: The Arbiter has a number of records to keep. These include:

- Display the (Swiss) pairings as soon as possible before the start of each round.

- Keep up to date with recording results and transferring them to the Swiss pairing cards and/or other permanent record.

- Keep tournament charts and current round results up to date whenever possible.

- Fill in grading forms when time permits.

- In a Swiss event it is usually best to make the pairings for the next round as soon as all results are known. Many Arbiters find it advisable not to write the pairings on the cards until after the round has started. This makes it easier to adjust the pairings if necessary, eg a last minute withdrawal.

4.7 Adjournments: These are now quite rare and occur mostly in events with one round per day or in leagues and club events where the players will arrange a resumption time.

When a player has more than one adjourned game it is up to the Arbiter to schedule the order of playing them. There are no set rules for this and the basic principle is to act in the best interests of the tournament as a whole which usually means aiming to complete as many outstanding games as possible. There is a slight preference in favour of choosing games from more recent rounds and games likely to finish quickly. Note that all players with adjournments must be available to play at the scheduled time, even if another game appears to have priority, as a result may be agreed without further play.

Where there are adjourned games in a Swiss tournament, pairings may have to be made before all the results are known. In this case the Arbiter must decide on a provisional result for the game, possibly after asking the views of the players and possibly in the form of scoring a player as ½+ or 1- which makes it more likely that the player will be paired as a floater.

The Arbiter is responsible for keeping the envelope, though this is not usually practical in league and club games. In a tournament, though, the Arbiter must be present at the time set for resumption and have checked that the position and clocks are correct. Chapter 2 deals with the details of the procedures.

4.8 Player Behaviour: During the tournament an Arbiter is likely to be confronted by many types of player behaviour - legitimate and otherwise. Dealing with these in an effective but sympathetic manner is an important skill (see also Laws Art 13). Kazic identified three categories of behaviour, with examples of each:

4.8.1 Breaches of the Laws: (a) withdrawal or non-appearance; (b) analysis in the tournament room, leaving the playing venue, talking about the game, consulting books or software, visiting bookstall or analysis room; (c) disturbing the opponent; (d) misleading opponent via scoresheet (eg adding moves to make it appear time control reached); (e) fixing the result of a game. Some of these, especially the last, are very difficult to prove. An Arbiter should act formally only with very good evidence, which is not to say no that effort should be made to obtain such evidence.
4.8.2 Unethical Acts: (a) declining to shake hands or other poor behaviour as loser; (b) setting a trap and then reacting as if it were a blunder; (c) sealing ‘resigns’ or not appearing for adjournment; (d) playing on unreasonably. In many of such cases it would be appropriate for the Arbiter, after the game, to make the player aware that such actions are not acceptable.

4.8.3 Playing Tactics: (a) exploiting opponent’s time trouble; (b) pressurising opponent within scope of Laws and ethics. So long as these are within the Laws, an Arbiter should make no comment.
4.9 Prioritisation: It is obvious that all these actions cannot be carried out immediately and it is therefore part of an Arbiter's skill to prioritise actions appropriately.

Immediately before the round (having checked the set-up) the priority is to be available to players who have questions or information to impart. Be prepared to modify Swiss pairings if told of a withdrawal or absence or error (this most commonly involves pairing two players who have already met).

For the last ten minutes before a time control and the last few minutes of a Quickplay Finish, the priority is to be available 'on the floor' to deal with time scrambles and Quickplay Finish decisions. During this time recording of results is much less important, but it is useful if a competent (non-arbiter) helper is available to keep these up to date. Routine recording work is done when time allows, often early in the playing session.

4.10 Players with Disabilities:

Ideally, players with disabilities would be fully integrated into the playing situation, but this may not always be practical. If the moves need to be spoken, e.g. by a visually impaired player, there may be disturbance to adjacent boards. A wheelchair user is likely to require more space than average around the board. Accordingly, such games may need special consideration as to location.  If a disabled player has to play in a different room then the accommodation used should be of a similar standard.

Disabled players should not be penalised in any way other than permitted by the Laws (e.g. a player who is not recording due to a hand injury may have his time reduced by a few minutes). 

It may be necessary to have someone willing to play the moves for a disabled player, particularly against an inexperienced or easily disturbed opponent.

Ideally your entry form should ask for players with special requirements to notify you of these with their entry so that appropriate arrangements can be made.  It may be worth checking with the player as to their requirements.  For example some disabled players prefer to sit at the same board every round whilst others are offended by this and prefer to sit at a board reflecting their score.  Please remember that whilst every consideration should be given to disabled players other players should not be unduly inconvenienced.

If you organise an event in premises which are not disabled-friendly you may be breaking the law and facing a lawsuit for discrimination is possible.

4.11 Disputes:

It is worth adding some comments on disputes by the late Roy Shilton. Having pointed out that most players know most of the Laws and observe them, he added:

“When disputes do arise they are often protracted, complex and bitter. Because of the nature of chess as an intellectual game a player suffering a penalty as a result of some infraction is usually particularly upset. He is probably tired after several hours thought, and is more upset than he would be in other games by loss due to infraction of the rules. He cannot blame bad light, a slippery pitch or other extraneous factor. His disappointment is understandable. But many players seem to think that being penalised for an infraction is a reflection on their honesty and sportsmanship. In such a case the arbiter who has had to impose a penalty should try to make clear that no moral judgement is implied; that declaring a player to have lost for sealing an imprecise sealed move does not imply that the player is unfit to play the game. Not that this will stop the player grumbling.”

5 Actions after tournament

At this stage it is important to have a clear view of the division of responsibility between Arbiter and Tournament Director (TD). The Arbiter is responsible for recording the results in suitable format(s) and passing them on to the TD for actions such as prizegiving, report to AGM, submission of results to grader, FIDE, etc as appropriate. Of course in practice one person may have both responsibilities and there is in any case no definite rule on the boundaries. The points below should be looked on in this light.

5.1 Results:

The Arbiter must produce some form of report of results. In an individual event this may involve completing a sheet supplied by the TD to show prize winners, a set of completed Swiss pairing cards and tournament tables. In a team event it may involve preparing cross tables and a report for an AGM or league bulletin.

5.2 Grading:

A report of all results (in Allegro/Rapid events as well as normal rate) is likely to be required for grading purposes. This is now normally done by electronic transmission to the CS Grader after completing forms on software downloaded from the CS website. 

5.3 Reports:

Reporting of results may be done on an immediate basis (newspapers, website(s) and teletext) and post-tournament (chess magazines). The Arbiter and TD should agree how this is to be arranged.

5.4 FIDE reports:

Extra documentation is necessary for reports to FIDE on events generating FIDE title norms or ratings. Suitable software for the purpose is becoming available within software packages. See Section 10 for more details of the documentation.

5.5 Summary of documentation:

The following items, where appropriate, may be supplied by the Arbiter to the TD after the tournament:

tournament regulations and programme;  table of results;  round by round results;  pairing cards;  scoresheets; records of adjourned games, appeals, rulings made, etc;  arbiter's report(s) - technical or for publication; computer disk or other storage medium.

6 Types of TournamentPRIVATE 

6.1 Individual Events

6.1.1 All-Play-All

An All-play-all tournament has the advantage of fairness in that because all the opponents are played there is no element of luck whereby one player meets more difficult opposition than another. This is especially so in a double round event, so that colours are balanced. The sequence of games is laid down at the start and so forward planning for one's opponents is possible.

There are however obvious disadvantages. The tournament will have many rounds and will therefore take a long time and (unless sponsored) prizes will be small because entry fees will not provide a large sum.

Most such events currently held are for FIDE rating purposes, the incentive being to gain or improve a FIDE rating rather than to win a large prize. Requirements for FIDE events are discussed in Chapter 10.

Tables for conducting All-play-all events appear in the CS Rules book. If there is an odd number of players the highest numbered 'player' in the table is 'Bye'. This ensures that all players will receive an equal number of Whites and Blacks and have the bye at a stage which preserves the colour sequence.

The Arbiter must arrange for lots to be drawn at the start of the tournament to determine each player's tournament number. Thereafter there is little administration other than to record results and display pairings and results for each round.

6.1.2 Swiss

Swiss events are very popular and well known. They combine advantages of all-play-all (everyone plays every round) and knock out (large number of players accommodated) and provide the best means of running a short event for many players.  The ability to award a half point bye in any round adds flexibility and permits participation by players who are not available for all rounds.

The main administrative task for the Arbiter is making Swiss pairings. These will usually be grading based when most or all players are graded and unseeded otherwise (now seldom used outside junior events). The CS Rules book contains details of recommended pairing systems and these are discussed at length in Chapter 9.

6.1.3 Knock Out
These are infrequently used because half the players will be out after Round 1 and draws have to be catered for. However, they are becoming more common again at top level, especially for Grandmaster Rapidplay events. Here, two games per round are often played, with 5 minute games as a tie-break (or a game where White has a time advantage but must win in order to progress).

World Championship Candidates' matches are also a form of knock out but with the winner being decided over a series of games.

The Arbiter will have to arrange for an initial drawing of lots to determine the initial pairings, which may be seeded. This (and the following results) will usually decide the pairings for the entire event.

6.1.4 Match

From time to time challenge matches between two players are arranged. In this case the Arbiter, after supervising an initial drawing of lots, will not be overstretched but will have no excuse for not being readily available if required! The Arbiter should deal with administrative tasks like completing the outside of an adjournment envelope which are normally left to the players.

6.2 Team Events
6.2.1 All-Play-All
These are most familiar as local and national leagues. The Arbiter is usually (except at central venue events like the Scottish National League or 4NCL) not present at matches.

It is important to have dates and times of all matches clearly established in advance, commonly by a fixtures meeting. Thereafter, the Arbiter will have to deal with problems reported by the teams with various degrees and qualities of supporting and conflicting evidence. The main categories of problem are (a) late or non arrival of visiting team or late attempt to rearrange match; (b) irregularities during play; (c) decisions on positions reached at end of a Quickplay finish (see Chapter 8). The Arbiter may also need to take action to ensure prompt reporting of results. 

Another form of all-play-all consists of preliminary sections followed by final groups as in the Scottish Team Lightning Championship. Here the Arbiter has to prepare (probably seeded) initial sections in advance and then prepare charts showing the composition of the final sections. Charts showing sequence of round by round pairings are also required.

6.2.2 Knock Out

These are familiar as the Richardson and Spens Cups and events run by local leagues. Requirements for the Arbiter are similar to All-play-all events. Rapid reporting of results is more crucial so that the next pairings can be issued promptly.

6.2.3 Swiss

The major team event of this form is the Olympiad. However, there is no reason why it should not be used at, for instance, an Allegro event for teams.

The principles of Swiss pairings can be applied easily to game-point scores which rapidly give more score groups than in an individual event.

6.2.4 Scheveningen

In this multiple round system, usually for two teams, each player in one team plays in turn against each of the players in the other team. This clearly involves a number of rounds but has the advantage that board order is irrelevant.

It is currently used in some FIDE rating/title norm events where two 'teams' can be carefully selected to maximise opportunities of obtaining a new rating for some of one team and title norms for some of the other. There are also exhibition events such as women v senior GMs.

Another occasion to use the system could be a lightning match between two clubs over say 10 to 12 boards in one evening.

The main extra organisational task for the Arbiter is to prepare charts showing clearly the order of play and results.

6.2.5 Jamboree

This is a tournament which can cater for a large number of teams in a short (usually one round or one day) event. In each round the opponents met by individual members of a team will all belong to different teams so that each team will encounter each other team on at least one board in the course of the event. Board order must reflect playing strength and the system works better for larger team sizes. The most frequent use at present is in junior events.

Again, the main extra organisational task for the Arbiter is to prepare charts showing clearly the order of play and results. Tables for pairings (Hutton system) are given in the CS Rules Book.

7 Tie BreaksPRIVATE 

It is the normal practice that tied winners of prizes should receive equal shares of the sum of the prizes tied for. However, tie-breaking is necessary when the prize cannot be divided, for instance when there is no opportunity to play off for a title or trophy, or when qualification to a further event is at stake.

Because of the nature of a tie-break, there is considerable scope for disagreement about what is the best system and indeed over what principles such a system should follow. The CS Rules Book lists a number of systems for individual and team events in a suggested but not prescriptive order of preference.

A principle which appears in, or could be applied to, many of the systems is the use of modified or adjusted scores. The idea is to omit the performance of the worst opponent from the reckoning, thereby avoiding penalising players who happened to meet one very weak opponent or had a bye when they might have beaten a stronger player and improved their tie-break score. However, such players thereby gained an ‘easy point’ and there is scope for support of either view of the situation.

In all cases, it is very important that tie-break systems are announced in advance, so that the players know where they stand and cannot accuse the organisers of selecting the tie-break which gives some chosen result. Some comments on the systems in the Rules Book follow:

A Individual events:
1. Sum of Opponents’ Grades: This breaks the tie in favour of the player with the higher grading performance in the event. However, if the tied players have met, the lower graded is favoured by this system.

2. Sum of Progressive Scores: This recognises that a player who scores more points earlier in a Swiss will tend to meet stronger opposition. However, it gives less emphasis to the crucial final rounds. Like #1 and unlike the following, it does not require all games to be completed. 

3. Elimination of Scores: This type of system supposes that it is more meritorious to perform well against stronger opposition and less well against weak opposition than vice versa.

4. Sum of Opponents’ Scores: This is another way of estimating the strength of opposition met. It has the advantage over #1 of reflecting actual results of opponents rather than their previous performance but is perhaps a rather blunt instrument.

5. Sonneborn Berger: This follows principles similar to #3. Less important games between non prizewinners, especially in the last round, may play a decisive role in the tie-break.

6. More Wins: This is of course analogous to a system of 3 points for a win and 1 for a draw, but applied only as a tie-break.

B Team events:

7. Game Points / Match Points: This is generally used in leagues, with Game points as a tie-break for Match points more usually than the reverse. There is a perennial argument as to whether Game points or the result of match(es) between the tied teams should be the tie-break. Game points reward performance over the whole competition but may be strongly affected by a lower team being much weaker (or defaulting) against one of the tied teams than the other.

8 & 9. Board Count and Elimination: These systems for deciding a single team match (probably in a knock-out event) both value wins on higher boards above wins on lower boards. However, the Board Count method is more sophisticated and should be used first. It takes account of the decisive results on all boards, whereas elimination is determined by the lowest decisive result.

Where these systems are not suitable (eg in a Swiss event) the methods for individual events may be applicable.

8 Special RulesPRIVATE 

8.1 Quickplay Finishes

8.1.1 Conclusion of Games

There is no perfect solution to the problem of how to finish long games of chess. There are at least five options, each of which has advantages and drawbacks. Possibilities are:

(a) Complete the game in one session at a constant time limit. This is attractive and achieves one ideal but is impractical if the game is very long. Even in a six-hour session exhaustion may be setting in - and at 20 moves/hour we have reached only move 60.

(b) Adjournment. This is now used rarely with the result that players are often unfamiliar with the process. It has the advantage that the game is completed at a uniform rate. Disadvantages are - extensive analysis may be done by other players and by computer; there may be delays (often severe in league play) in completing the game; it is usually impractical (for time) in a weekend congress; a player may lose by a clerical error through sealing a move that loses as in Appendix A8 of the Laws; the need to allow extra time for sealing a move (this has had to be done in a car park after the building closed).

(c) Adjudication. This was once common but is now little used. It may be necessary in a telephone match. The advantage is that the maximum playing time is fixed. Disadvantages are numerous - the game is decided by a third party, not the players; there are consequent disputes and appeals; the stronger player is disadvantaged by having only a limited number of moves in which to win; there is delay in learning the result (especially in team events); it is necessary to have a suitably strong player (not otherwise involved) available to adjudicate.

(d) The use of electronic clocks which ensure that some time (eg 10 seconds) is always available for each move. This has much to commend it, especially in that the game is decided in one session by the players, and may well be the way of the future. Disadvantages - suitable clocks (still relatively expensive and with technical drawbacks) are required; the length of the playing session is not fixed.

(e) Quickplay Finish (QPF). This has the advantage that the game is decided by the players within a fixed playing session. Disadvantages - the later stages are often played very quickly; specially modified Laws are involved, requiring interpretation by the Arbiter with the possibility of consequent disputes.

8.1.2 Quickplay Finish - general remarks

It should be apparent from the above that any method of catering for long games is a compromise of some kind. The QPF has been found to be the most practical method for weekend congresses and many team matches and club tournaments. This has led to their inclusion by FIDE in the 1997 Laws. In some leagues and clubs a hybrid of adjournment followed by QPF is used. 

The introduction to the former SCA rules for QPF encapsulated the problem for the Arbiter: 'A game with a QPF is NOT the same as a lightning or allegro game, and certain rules are designed to prevent a player winning on time when the position on the board does not justify it'. The decisions specific to QPF rules required of an Arbiter relate almost entirely to decisions about whether the opponent of a player who claims a draw has the possibility of winning by 'normal means', and is trying to do so.

The ideal is for consistency among Arbiters, ie that all Arbiters would make the same decision in a given situation. This is what most players (a bit unreasonably) would expect. The CS Rules Book includes a section 'Notes for the guidance of arbiters and players' which aims to promote as much consistency as is humanly possible. It is essential that all Arbiters read this (and of course the Law itself) very carefully and try to follow them as consistently as possible.

For this reason, it is perhaps not advisable to make very extensive comment on this Law. However, some extra discussion of a few aspects may be useful. The subject has also been a topic of frequent debate in Scottish Chess magazine and a study of back numbers should be of interest.

8.1.3 Quickplay Finish - discussion

(a) The whole period of play after the final time control of the form 'x moves in y minutes' is 'the last phase of a game, when all the remaining moves must be made in a limited time and called the QPF'. However, the special features of the Law relating to claiming a draw do not come into effect until the player has less than two minutes on the clock.

(b) Unless the rules of the event allow each player an additional 1 hour to complete the game, it will be necessary for the Arbiter to adjust the (analogue) clocks when the preceding time control is reached. We recommend that the clocks be adjusted so that flag-fall for the QPF is at a different time from the preceding time control - eg if the time control is 40 moves in 90 minutes plus 30 minutes additional, the clocks should be set to show 6.00 at the first time control and then turned forward by 30 minutes so that the final control is at 7.00. This makes it easy for the Arbiter to see at a glance which games are already on the QPF section and so can be ignored when the priority is to supervise the first time control.

(e) The difficult area for the Arbiter is Law 10.2, where the question arises of whether a player is trying to, or can, win by 'normal means'. The decision is not an adjudication where the question is 'what would be the result with best play by both sides?' Instead it is a question of whether there are realistic winning chances by normal means and known to the player. 

(f) This claim procedure must be set in motion by a player (say White) who has less than two minutes left on the clock. 

  (1) If White is clearly superior and Black has no significant counterplay then the Arbiter would be likely to declare the game drawn immediately.

  (2) If White is equal or inferior it is likely that the Arbiter will require the game to continue. In this case the award of extra time to Black (10.2b) is discretionary and may depend on how reasonable the Arbiter thinks White's claim may be.

(g) As Arbiter, it is best not to accept a claim of 'no practical winning chances' too soon. It is often better to say 'play some more moves' and to see as much as possible of the play in the final few minutes. If the player is equal or inferior, the best chance is to prove the draw on the board by actual play - hence it is likely to help to play on even to flag-fall.

(h) Because the decision is not an adjudication, it is desirable for the player claiming a draw to make the case by actual play. It is reasonable for the Arbiter to take account of the number of moves made by the claimant in the last few minutes of playing time. A player who sits and lets time run out 'because the position is a theoretical draw' may well find that the Arbiter is not convinced that the player could in practice achieve this - eg some K+R v K+R+P endings. An example the other way would be K(on promotion square) v K+aP or hP+ 'wrong' B, where the drawing procedure is very easy to define.

(i) If the Arbiter has let play continue to flag fall and the players do not then agree a result, he should follow the CS Guidance Notes and ask each player to make a brief statement of his view of the position.

The Arbiter has to act like a judge hearing a complex case in an area (eg finance or medicine) where the judge does not necessarily have technical expertise. The Arbiter has to weigh up what the players have done on the board and what they say about the position reached. For this reason it is not necessary for the Arbiter to be a strong player (though it certainly helps). It is the ability to weigh the evidence provided (on the board - the more important - and verbally) that counts.

(j) The players should not go elsewhere to analyse the position until a decision is reached.

(k) There are special rules (Laws Appendix D) to cover the case where no Arbiter is present at the venue, eg in a league match. The differences are that the claim immediately ends the game (so it is not wise for a player to claim until very little time remains, unless the position is very clear) and that suitable documentation of position and claims must then be sent to the Tournament Arbiter.

(l) Above all the Arbiter should remember that the decision is not an adjudication and that only the players and Arbiter should be involved, though the Arbiter might then seek advice (away from the players) in a difficult case. In any case, once made, the Arbiter’s decision is final (Art 10.2d).

8.2 Rapidplay and Allegro Games

8.2.1 General

A Rapidplay game is one where either all the moves must be made in a fixed time from 15 to 60 minutes; or (with digital clocks) the time allotted + 60 times any increment is from 15 to 60 minutes. In Scotland, games with a time allowance between 15 and 30 minutes are often called Allegro games, but there is no distinction in the Laws between these and other Rapidplay games.

The Laws have recognised the popularity of such games by including suitable rules in Appendix B. At Rapidplay events it is useful to have an extract of the following from the Laws posted around the hall: Arts B1 to B5, Art 10.2, Arts B6 to B9. 

Allegro tournaments have become popular as they can comfortably allow 6 games at 30 minutes each in a day or 5 games at 15 minutes each in an evening or afternoon. Handicap events where the time available is divided unequally according to the players' gradings or teams' divisions are also run by clubs and leagues.

The rules for Rapidplay and Blitz (see 8.3) reflect a gradual increase in differences from the Laws of Chess as the rate of play increases. The differences are discussed below and summarised in section 8.4.

8.2.2 Grading
In most cases Rapid games with 60 minutes each are eligible for grading on the 'normal speed' list. Some junior games played at rates faster than 60 minutes each may also be used for the normal list (by agreement between the tournament organiser and the Chief Grader). However, CS now has a separate grading list for Allegro games (which would also include Rapidplay games of up to 30 minutes). Most exclusively primary age events played at Allegro rates are included in the main list.

8.2.3 Differences from Laws of Chess
The differences between Rapidplay games and the normal Laws are principally in the areas of loss on time and Arbiter involvement. As with the QPF situation, there is still the option of the claim of a draw before flag-fall on the grounds that the opponent has no practical winning chances or is not trying to win by normal means.

The players' responsibilities for looking after their own interests are increased and the Arbiter will not interfere in circumstances where (s)he would in a normal game. (This is partly a matter of practicality - otherwise Rapidplay games would require one Arbiter per board). In particular, the Arbiter must not call flag-fall or illegal move (and must try to ensure that no spectator does so). Flag-fall is therefore deemed to occur when one of the players points it out, even if the Arbiter has seen it much earlier (or indeed has seen both flags fall, which an Arbiter should not allow to happen in a normal game). Because of these special circumstances, it is particularly important that the players behave in 'an ethical manner in the spirit of fair play' which the Arbiter should attempt to promote.

8.3 Blitz and Lightning
These two fastest forms of chess have quite different characteristics and put differing demands on the Arbiter. Electronic clocks can produce a hybrid version, eg 3 minutes plus 3 seconds per move. FIDE has added rules for Blitz (where players have less than 15 minutes for all moves) to the Laws in Appendix C. Rules for Lightning games appear in the CS Rules Book.

Lightning games are played with a fixed time per move (usually signalled by a buzzer) which at different stages may appear much too slow or too fast. They tend to make it easier for the player with an advantage to win but have the disadvantage of unpredictable length which can be inconvenient to the Arbiter in a Swiss. In a Swiss lightning event partial pairing is often done, with the result that different rounds are in progress simultaneously. This can make it possible to complete more rounds in a given time but puts considerable extra demands on the Arbiters, who must not only make pairings but keep track of unfinished games in the earlier of two concurrent rounds (especially those involving the leaders) and be prepared to declare a draw in very long games where no progress is being made. It is recommended that any Arbiter unfamiliar with this process gains expertise with an experienced Arbiter before trying it alone!

Blitz games tend to have very fast and slower spells. A player with a bad position has better swindling chances and the general quality of play may not be so high as in Lightning. However, the chances of recovery from disaster make Blitz very popular. Because the games have a maximum length tournament organisation is simplified.

Even more so than in Rapidplay games the players are responsible for protecting their own interests and Arbiters tend to be called on infrequently. However, when a dispute does arise it is often more difficult to resolve because of lack of evidence and the speed at which events took place. Spectator interference must be avoided. Unlike Rapidplay games, there are no provisions for the players to claim draws. However, as stated above, the Arbiter may terminate a Lightning game where no progress is being made and also has wide powers of dealing equitably with 'any irregularity or malpractice' in both forms of play, including using Art 12.1 (bringing chess into disrepute).

Taking the King: Art 1.2 now makes it clear that “capturing the opponent’s king” is not allowed, so that by implication it is an illegal move. Players often do this as a means of proving that the opponent's move has been illegal. The trouble is that a King removed from the board could have been on any square, and not necessarily in check. The evidence is thereby destroyed and the procedure is clearly bad practice. However, an illegal move is not completed until the opponent’s clock has been started. If (as is usually the case) this has not been done, the player would still have the option to retract and make a proper claim to have won the game by the opponent’s illegal move.
8.4 Summary of Special Rules

Game types compared are:

1 Normal

2 Normal with QPF

3 Rapidplay

15-60 minutes (per player for whole game)7
4 Blitz


5-14 minutes (per player for whole game) 7
5 Lightning

10 seconds (approx) per move

	PRIVATE 

	1
	2
	3
	4
	5

	
	normal
	QPF
	rapidplay
	blitz
	lightning

	Laws in force unchanged throughout
	YES
	NO
	NO
	YES
	NO

	Arbiter may intervene unasked
	YES
	YES
	NO8
	NO
	NO

	Restricted by move/time formula
	YES
	YES
	NO
	NO
	YES

	Loss by failure to make enough moves
	YES
	YES1
	NO
	NO
	NO2

	Gradable as normal game
	YES
	YES
	NO3
	NO
	NO

	Scoring required
	YES
	YES
	NO
	NO
	NO

	Illegal move must be retracted
	YES
	YES
	YES
	NO
	NO

	Player can claim draw (10.2) before flag-fall
	NO
	YES
	YES
	NO
	NO4

	Restriction on total length of game
	NO
	YES
	YES
	YES
	NO

	Laws modified for last 2 minutes
	NO
	YES
	YES
	NO
	NO

	Arbiter can award draw (10.2) after flag-fall
	NO
	YES
	YES
	NO
	NO

	Flag-fall = Loss 9
	NO
	YES5
	YES5
	YES
	NO

	Arbiter must not interfere on flag-fall
	NO
	NO
	YES
	YES
	NO2

	Arbiter must not interfere on illegal move
	NO
	NO
	YES
	YES
	YES

	Illegal move is established by next move
	NO
	NO
	YES
	YES
	YES

	Illegal move loses
	NO6
	NO6
	NO6
	YES
	YES

	
	1
	2
	3
	4
	5

	
	normal
	QPF
	rapidplay
	blitz
	lightning


Notes:

1 (a)   Relates to the earlier time control.

   (b)  Taken into account in deciding whether player claiming draw has demonstrated draw on board.

2 Arbiter may take action if player does not make moves promptly on buzzer.

3 Unless players have 1 hour each. Results from faster games used for separate Allegro grading list.

4 Arbiter may declare game drawn in certain circumstances.

5 Unless player has claimed draw before flag fall and Arbiter subsequently declares game drawn.

6 Arbiter should impose time penalty.

7. Or equivalent with time increment per move.

8. Arbiter may intervene under B6 if both kings in check.

9. Provided opponent has ‘mating material’.
9 Swiss Pairings

9.1 Introduction
The Swiss System has been used for over 100 years but has been widespread for only the last 50 years or so. The basic idea of the Swiss is to provide a tournament for a large number of players which avoids the drawbacks of  (a) the All-play-all (too many rounds needed) and (b) the Knock-out (tiebreaks needed to deal with draws; defeated players have no more games).The aim is to produce, in as few rounds as possible, a clear winner who has met strong enough opposition to justify his/her right to the top place.

Too much should not be expected. Only a few places at the top are likely to be significant (of course, the more rounds, the more significant places) and as a result too much significance should not be placed on Grading and other prizes awarded to players who finish with scores in the middle range - which is not to say that having such prizes is not worthwhile. Further, even when the pairings follow a deterministic system (eg Grading based) there is still a chance element in a player's pairings due to the effect of other results which does not occur in an All-play-all.

Swiss paired tournaments are probably the most frequently used events in both clubs and congresses. It is clearly essential for an Arbiter to be skilful in making Swiss pairings and to have a sound understanding of the basic principles involved. Pairings are often done under severe time pressure, not only when there is a short time between rounds but when pairings have to be quickly revised when withdrawals, etc are notified just before play is to commence! Although computer software is available, there is as yet no program which CS regards as fully satisfactory. As a result the existence of software is not likely in the near future to remove the requirement for an Arbiter to be able to make a draw by hand.

9.2 Principles
Swiss pairing rules may appear complex. True, but this is necessary to define accurately the required procedures. The CS rules are written in a form intended to provide a clear path through the sequence of operations. There are two main systems (a) Grading based, including Accelerated pairings (see 9.3) as a variation and (b) Unseeded. The former is normally used when all, or nearly all, players have known gradings. Apart from an initial choice of colour for Round 1 it is an almost fully deterministic system. The Unseeded system is used with many ungraded players, most commonly with junior events. It contains a random element.

The fundamental principle is to follow the sequence of priorities in pairing:

-  (a) players never meet more than once

-  (b) score

-  (c) colour balance and sequence

-  (d) grading (Grading based) or floats (Unseeded)

Within this sequence, priority is given to following these principles as closely as possible for the players with the highest scores.

 These principles can be amplified as follows:

(a) This is a very simple principle but very easy to overlook when making pairings under time pressure. Regular checking is essential.

(b) Score: As far as possible, a player should play someone with the same score. When this is not possible, the differences should be as small as possible and involve as few players as possible.

(c) Colour: As far as possible, a player should have a balance of White and Black over the tournament as a whole and at each stage within it. Subject to this, the colour in any round should where possible be the opposite of the previous colour.

Occasionally, especially after a number of rounds, these will be sufficient to determine the draw uniquely. However, it is more usual for a number of choices to remain. These choices are further reduced by additional rules which differ according to the system - Grading based or Unseeded.

(d1) Grading based: This follows the principle of pairing, within each Score Group, Top half v Bottom half with alternating colours, eg for eight players 1v5, 6v2, 3v7, 8v4 is the ideal. However, this will be constrained by the rules on colours and the correct pairing will be that which comes as near as possible to the ideal subject to the higher priorities. In principle, this should determine the pairings uniquely, although in some cases two (or more) sets of pairings may appear to be of equal merit. (In such circumstance a further rule might be added to a computer algorithm, but an arbiter working by hand will probably make the choice by what 'feels right'.)

The rationale for such a system is (i) to encourage the sorting process so that the strong players meet more quickly; (ii) to avoid anyone consistently playing the strongest or weakest players in that score group; (iii) to avoid mismatches of (say) 500 grading points difference or more; (iv) to make the pairings predictable to arbiters and players.

(d2) Unseeded: In this system occasions where a player floats (ie plays an opponent whose current score is different) are marked by ↑ or ↓ on the pairing card. Pairing then follows the rules (always subject to colour rules) of  (i) equalising the number of floats (whether ↑ or ↓) between players in the Score Group and then (ii) balancing the number of ↑ and ↓ floats for each player. This will in many cases define exactly the pairings to be made, removing the need for random selection which is nevertheless used where selection is still needed.

Floats are not usually recorded in the Grading based system because it should provide sufficient selection rules otherwise.

Looking Ahead: It is often important to look ahead when making pairings to be forewarned of problems. Two situations where this may arise are:

(a) When approaching the bottom of the pairings look for the possibility that pairing the remaining players may be impossible because of games already played. In this case it will be necessary to pair the bottom players and work back up, but do this no more than is necessary. This problem is most likely to arise when there are many rounds and/or relatively few players.

(b) When a floater goes into a score group with a colour imbalance in the same direction as that he is leaving, the two groups should be considered together:

eg            On 3 points                       A(WBWB)

C(BWBW)

B(BWWB)



On 2½ points                     E(WBWB)

D(BWBW)

F(WBWB)

If the groups were paired separately the pairing would be A v C, B v D and E v F.

However, a better pairing is A v B, E v C and F v D.

This is what is intended by the final sentence of pairing rule A4.

Variations: Note that there are some systems in use which in some circumstances use grading-based principles before colour sequence principles, for instance in determining the opponent for a floater. This may make for easier programming. However, the Arbiters’ Committee feel that the priorities laid down here have the support of most chess players in Scotland and have therefore adhered to them in the construction of the CS Rules.

Pairing systems intended to be operated 'manually' often used the sequence of score groups: top down to middle, then bottom up to middle to reduce the risk of having to retrace one's steps if it is not possible to pair the bottom group(s) after pairing the middle groups. Computer software usually operates entirely 'top down' since the extra time in backtracking is negligible and the revised CS rules adopt this approach in the interests of compatibility.

Variations from the basic principles may also occur in systems aiming to provide title norms or FIDE ratings for as many players as possible.

9.3 Accelerated Pairings

Accelerated pairings form an optional addition to Grading based pairings and must be used in conjunction with them. For example, in a 5-round event of over 32 players, or a 6-round event of over 64 players, it is possible (especially if there is a wide range of playing strengths) that two players may finish with perfect scores. The purpose of accelerated pairings is to make this very unlikely.

There are two separate principles involved in the system:

(a)  The "acceleration" principle. The aim is to pair the higher graded (ie "top half") players together, and then to use the top half non-winners to wipe out the 100% scores of "bottom half" players as quickly as possible. Acceleration ceases when this is achieved or when there are only 2 rounds left, whichever comes first. The system assumes that lower graded players will not repeatedly beat higher graded players. Like any probability-based system, it can be upset by a sequence of unlikely results. This does not alter the fact that in the long run it is the system most likely to avoid joint winners on 100%.

(b)  The "pairing by gradings" principle. This should be used throughout every round in an accelerated event. The aim is that throughout the tournament the opponents of each player will in each round have grades giving a grading difference near the average for the score group he is in for that round. This avoids the situation whereby a player may unluckily play the best (or worst) player in the score group in each round, and ensures that there are fewer games between players of greatly differing grades.

The use of (b) is recommended even in non-accelerated events, but it must be used throughout. The grading-based pairing rules should be followed for each round. The accelerated system is likely to work well only if:

(a)
All, or nearly all, the players are graded.

(b)
There is a large grading difference (say, over 350) between top and bottom. It would therefore most likely be used in an Open and would probably not be used in a grading-restricted event  

(c)
The number of players is greater than 2r, where r is the number of rounds.

Example:
In a six-round tournament of 72 players following accelerated pairings the players are numbered in descending order of grading. Make the pairings for Round 3 for the six players on 2 points, assuming that the information given on another six players is all that is relevant.

	No
	Col
	Pt
	No
	Col
	Pt
	No
	Col
	Pt
	No
	Col
	Pt
	No
	Col
	Pt
	No
	Col
	Pt

	1
	WB
	2
	2
	BW
	2
	4
	BW
	2
	5
	WB
	2
	37
	WB
	2
	45
	WB
	2

	3
	WB
	1½
	6
	BW
	1
	8
	BW
	1½
	9
	WB
	1
	12
	BW
	1½
	13
	WB
	1½


SG2(top half) consists of 1, 2, 4, 5.  This pairs as 1 v 4, 5 v 2 (top half v bottom half).

SG2(bottom half) consists of 37, 45 who pair in order against the highest graded players (from the top half with less than 2 points) due the correct colour, regardless of score. This gives 37 v 6 and 45 v 8.

9.4 Worked examples
There follow three sets of pairing cards where the pairings for the next round are required. In each case the pairings are then given, with full explanations. Case (a) uses Grading based pairings. Cases (b) and (c) use Unseeded pairings, (b) being intended to be very straightforward and (c) somewhat more complex.

Case (a) Grading based system:
	2200
	3
	2295
	6
	2000
	12

	 Rd
	 Col
	 Opp
	 Res
	 Tot
	 Rd
	 Col
	 Opp
	 Res
	 Tot
	 Rd
	 Col
	 Opp
	 Res
	 Tot

	 1
	W
	31
	1
	1
	 1
	W
	66
	½
	½
	 1
	B
	65
	0
	0

	 2
	B
	40
	0
	1
	 2
	B
	48
	1
	1½
	 2
	W
	74
	1
	1

	 3
	W
	8
	1
	2
	 3
	W
	22
	1
	2½
	 3
	B
	11
	½
	1½

	 4
	B
	57
	1
	3
	 4
	B
	9
	1
	3½
	 4
	W
	33
	1
	2½

	 5
	W
	60
	1
	4
	 5
	B
	77
	0
	3½
	 5
	B
	61
	1
	3½

	 6
	B
	67
	0
	4
	 6
	W
	56
	1
	4½
	 6
	B
	7
	1
	4½

	2385
	15
	2205
	17
	1990
	19

	 Rd
	 Col
	 Opp
	 Res
	 Tot
	 Rd
	 Col
	 Opp
	 Res
	 Tot
	 Rd
	 Col
	 Opp
	 Res
	 Tot

	 1
	W
	62
	1
	1
	 1
	B
	63
	½
	½
	 1
	W
	68
	1
	1

	 2
	B
	9
	½
	1½
	 2
	W
	50
	1
	1½
	 2
	W
	53
	0
	1

	 3
	W
	28
	1
	2½
	 3
	B
	76
	1
	2½
	 3
	B
	74
	1
	2

	 4
	B
	17
	½
	3
	 4
	W
	15
	½
	3
	 4
	B
	42
	1
	3

	 5
	W
	71
	1
	4
	 5
	B
	19
	0
	3
	 5
	W
	17
	1
	4

	 6
	B
	19
	1
	5
	 6
	W
	31
	1
	4
	 6
	W
	15
	0
	4

	2215
	26
	1885
	28
	2385
	40

	 Rd
	 Col
	 Opp
	 Res
	 Tot
	 Rd
	 Col
	 Opp
	 Res
	 Tot
	 Rd
	 Col
	 Opp
	 Res
	 Tot

	 1
	B
	23
	½
	½
	 1
	B
	35
	1
	1
	 1
	B
	69
	½
	½

	 2
	W
	76
	0
	½
	 2
	W
	69
	1
	2
	 2
	W
	3
	1
	1½

	 3
	B
	5
	1
	1½
	 3
	B
	15
	0
	2
	 3
	B
	49
	½
	2

	 4
	W
	50
	1
	2½
	 4
	W
	58
	1
	3
	 4
	W
	2
	1
	3

	 5
	B
	27
	½
	3
	 5
	B
	65
	½
	3½
	 5
	B
	21
	1
	4

	 6
	W
	29
	1
	4
	 6
	W
	24
	½
	4
	 6
	W
	53
	1
	5

	2180
	45
	2210
	49
	2260
	53

	 Rd
	 Col
	 Opp
	 Res
	 Tot
	 Rd
	 Col
	 Opp
	 Res
	 Tot
	 Rd
	 Col
	 Opp
	 Res
	 Tot

	 1
	B
	2
	0
	0
	 1
	W
	20
	1
	1
	 1
	W
	60
	1
	1

	 2
	W
	47
	0
	0
	 2
	B
	13
	1
	2
	 2
	B
	19
	1
	2

	 3
	B
	35
	1
	1
	 3
	W
	40
	½
	2½
	 3
	W
	9
	0
	2

	 4
	W
	64
	1
	2
	 4
	B
	4
	1
	3½
	 4
	B
	34
	1
	3

	 5
	B
	46
	1
	3
	 5
	W
	43
	1
	4½
	 5
	W
	66
	1
	4

	 6
	W
	63
	1
	4
	 6
	W
	77
	0
	4½
	 6
	B
	40
	0
	4

	2185
	65
	2270
	67
	2195
	68

	 Rd
	 Col
	 Opp
	 Res
	 Tot
	 Rd
	 Col
	 Opp
	 Res
	 Tot
	 Rd
	 Col
	 Opp
	 Res
	 Tot

	 1
	W
	12
	1
	1
	 1
	B
	56
	1
	1
	 1
	B
	19
	0
	0

	 2
	W
	77
	0
	1
	 2
	W
	58
	1
	2
	 2
	W
	39
	1
	1

	 3
	B
	39
	½
	1½
	 3
	B
	77
	0
	2
	 3
	B
	64
	1
	2

	 4
	B
	44
	1
	2½
	 4
	W
	27
	1
	3
	 4
	W
	76
	½
	2½

	 5
	W
	28
	½
	3
	 5
	B
	76
	1
	4
	 5
	W
	34
	1
	3½

	 6
	B
	60
	1
	4
	 6
	W
	3
	1
	5
	 6
	B
	71
	½
	4

	2100
	69
	2145
	71
	2425
	77

	 Rd
	 Col
	 Opp
	 Res
	 Tot
	 Rd
	 Col
	 Opp
	 Res
	 Tot
	 Rd
	 Col
	 Opp
	 Res
	 Tot

	 1
	W
	40
	½
	½
	 1
	B
	27
	½
	½
	 1
	W
	7
	½
	½

	 2
	B
	28
	0
	½
	 2
	W
	29
	1
	1½
	 2
	B
	65
	1
	1½

	 3
	W
	44
	½
	1
	 3
	B
	46
	1
	2½
	 3
	W
	67
	1
	2½

	 4
	B
	73
	1
	2
	 4
	W
	47
	1
	3½
	 4
	B
	43
	1
	3½

	 5
	W
	59
	1
	3
	 5
	B
	15
	0
	3½
	 5
	W
	6
	1
	4½

	 6
	B
	43
	1
	4
	 6
	W
	68
	½
	4
	 6
	B
	49
	1
	5½


Case (b) Unseeded system: 
	1
	2
	3

	 Rd
	 Col
	 Opp
	 Res
	 Tot
	 Rd
	 Col
	 Opp
	 Res
	 Tot
	 Rd
	 Col
	 Opp
	 Res
	 Tot

	 1
	W
	2
	1
	1
	 1
	B
	1
	0
	0
	 1
	W
	4
	1
	1

	 2
	W
	3
	0
	1
	 2
	W
	4
	1
	1
	 2
	B
	1
	1
	2

	 3
	B
	9d
	0
	1
	 3
	B
	5
	0
	1
	 3
	W
	8
	1
	3

	 4
	B
	4d
	1
	2
	 4
	W
	7
	½
	1½
	 4
	B
	6d
	0
	3

	 5
	
	
	
	
	 5
	
	
	
	
	 5
	
	
	
	

	 6
	
	
	
	
	 6
	
	
	
	
	 6
	
	
	
	

	4
	5
	6

	 Rd
	 Col
	 Opp
	 Res
	 Tot
	 Rd
	 Col
	 Opp
	 Res
	 Tot
	 Rd
	 Col
	 Opp
	 Res
	 Tot

	 1
	B
	3
	0
	0
	 1
	W
	6
	½
	½
	 1
	B
	5
	½
	½

	 2
	W
	2
	0
	0
	 2
	B
	10
	½
	1
	 2
	W
	9
	1
	1½

	 3
	B
	12
	0
	0
	 3
	W
	2
	1
	2
	 3
	B
	7d
	1
	2½

	 4
	W
	1u
	0
	0
	 4
	B
	8
	0
	2
	 4
	W
	3u
	1
	3½

	 5
	
	
	
	
	 5
	
	
	
	
	 5
	
	
	
	

	 6
	
	
	
	
	 6
	
	
	
	
	 6
	
	
	
	

	7
	8
	9

	 Rd
	 Col
	 Opp
	 Res
	 Tot
	 Rd
	 Col
	 Opp
	 Res
	 Tot
	 Rd
	 Col
	 Opp
	 Res
	 Tot

	 1
	W
	8
	0
	0
	 1
	B
	7
	1
	1
	 1
	W
	10
	½
	½

	 2
	B
	12
	1
	1
	 2
	W
	11
	1
	2
	 2
	B
	6
	0
	½

	 3
	W
	6u
	0
	1
	 3
	B
	3
	0
	2
	 3
	W
	1u
	1
	1½

	 4
	B
	2
	½
	1½
	 4
	W
	5
	1
	3
	 4
	W
	11
	1
	2½

	 5
	
	
	
	
	 5
	
	
	
	
	 5
	
	
	
	

	 6
	
	
	
	
	 6
	
	
	
	
	 6
	
	
	
	

	10
	11
	12

	 Rd
	 Col
	 Opp
	 Res
	 Tot
	 Rd
	 Col
	 Opp
	 Res
	 Tot
	 Rd
	 Col
	 Opp
	 Res
	 Tot

	 1
	B
	9
	½
	½
	1
	W
	12
	1
	1
	1
	B
	11
	0
	0

	 2
	W
	5
	½
	1
	2
	B
	8
	0
	1
	2
	W
	7
	0
	0

	 3
	B
	11
	½
	1½
	3
	W
	10
	½
	1½
	3
	B
	4
	1
	1

	 4
	W
	12d
	0
	1½
	4
	B
	9
	0
	1½
	4
	W
	10u
	1
	2

	 5
	
	
	
	
	5
	
	
	
	
	5
	
	
	
	

	 6
	
	
	
	
	6
	
	
	
	
	6
	
	
	
	


Case (c) Unseeded system: 
	1
	2
	3

	 Rd
	 Col
	 Opp
	 Res
	 Tot
	 Rd
	 Col
	 Opp
	 Res
	 Tot
	 Rd
	 Col
	 Opp
	 Res
	 Tot

	 1
	B
	2
	1
	1
	 1
	W
	1
	0
	0
	 1
	W
	16
	1
	1

	 2
	W
	14
	1
	2
	 2
	B
	8
	1
	1
	 2
	W
	6
	0
	1

	 3
	B
	6
	1
	3
	 3
	W
	13
	0
	1
	 3
	B
	5
	1
	2

	 4
	B
	13
	½
	3½
	 4
	
	Bye
	1
	2
	 4
	W
	12
	1
	3

	 5
	W
	3
	1
	4½
	 5
	B
	12
	0
	2
	 5
	B
	1
	0
	3

	 6
	W
	12
	0
	4½
	 6
	W
	14
	1
	3
	 6
	B
	13
	0
	3

	4
	5
	6

	 Rd
	 Col
	 Opp
	 Res
	 Tot
	 Rd
	 Col
	 Opp
	 Res
	 Tot
	 Rd
	 Col
	 Opp
	 Res
	 Tot

	 1
	B
	14
	0
	0
	 1
	W
	7
	1
	1
	 1
	W
	11
	1
	1

	 2
	W
	5
	1
	1
	 2
	B
	4
	0
	1
	 2
	B
	3
	1
	2

	 3
	B
	12
	0
	1
	 3
	W
	3
	0
	1
	 3
	W
	1
	0
	2

	 4
	W
	9
	1
	2
	 4
	B
	16
	0
	1
	 4
	B
	7
	1
	3

	 5
	B
	16
	1
	3
	 5
	W
	11
	0
	1
	 5
	W
	13
	½
	3½

	 6
	W
	6
	0
	3
	 6
	
	Bye
	1
	2
	 6
	B
	4
	1
	4½

	7
	9
	11

	 Rd
	 Col
	 Opp
	 Res
	 Tot
	 Rd
	 Col
	 Opp
	 Res
	 Tot
	 Rd
	 Col
	 Opp
	 Res
	 Tot

	 1
	B
	5
	0
	0
	 1
	W
	13
	0
	0
	 1
	B
	6
	0
	0

	 2
	W
	11
	1
	1
	 2
	B
	16
	0
	0
	 2
	B
	7
	0
	0

	 3
	B
	9
	1
	2
	 3
	W
	7
	0
	0
	 3
	W
	8
	1
	1

	 4
	W
	6
	0
	2
	 4
	B
	4
	0
	0
	 4
	W
	14
	0
	1

	 5
	B
	14
	1
	3
	 5
	
	Bye
	1
	1
	 5
	B
	5
	1
	2

	 6
	W
	16
	1
	4
	 6
	B
	11
	½
	1½
	 6
	W
	9
	½
	2½

	12
	13
	14

	 Rd
	 Col
	 Opp
	 Res
	 Tot
	 Rd
	 Col
	 Opp
	 Res
	 Tot
	 Rd
	 Col
	 Opp
	 Res
	 Tot

	 1
	W
	8
	1
	1
	 1
	B
	9
	1
	1
	 1
	W
	4
	1
	1

	 2
	B
	13
	0
	1
	 2
	W
	12
	1
	2
	 2
	B
	1
	0
	1

	 3
	W
	4
	1
	2
	 3
	B
	2
	1
	3
	 3
	W
	16
	1
	2

	 4
	B
	3
	0
	2
	 4
	W
	1
	½
	3½
	 4
	B
	11
	1
	3

	 5
	W
	2
	1
	3
	 5
	B
	6
	½
	4
	 5
	W
	7
	0
	3

	 6
	B
	1
	1
	4
	 6
	W
	3
	1
	5
	 6
	B
	2
	0
	3

	16
	
	

	 Rd
	 Col
	 Opp
	 Res
	 Tot
	
	
	
	
	
	
	
	
	
	

	 1
	B
	3
	0
	0
	
	
	
	
	
	
	
	
	
	

	 2
	W
	9
	1
	1
	
	
	
	
	
	
	
	
	
	

	 3
	B
	14
	0
	1
	
	
	
	
	
	
	
	
	
	

	 4
	W
	5
	1
	2
	
	
	
	
	
	
	
	
	
	

	 5
	W
	4
	0
	2
	
	
	
	
	
	
	
	
	
	

	 6
	B
	7
	0
	2
	
	
	
	
	
	
	
	
	
	


Set Z - Standard - 13 cards;   floats have not been marked, as they do not influence the pairings here.

Grading-based pairings - answer and explanation
Pairing

Score-Group(s)
Explanation

77 - 40

SG 5½d + 5
77 must float down into group with 5s. Combined SG has 2W2B, hence no 

colour transfers needed.

15 - 67



Pair 77 v highest B (40 – by A5). Others (15 and 67) can play.




SG 4½ + 4
The separate SGs have 1W2B and 5W6B respectively. Thus d will be going 

into SG with same colour imbalance as that left (last sentence Rule A4) 

Study of all B over two SG shows that 6 is most due W. Transfer 6 to W. This gives overall colour balance.

 6 – 49                     SG 4½
2W1B. 12d (lower W)

12 – 26                   SG 4½d + 4
6W6B. Pair 12d v highest B. Now aim to pair top half v bottom half as nearly as possible in order. This works quite easily.

53 - 45





69 - 17

 3 - 71



The minor switch 19↔28 is required since 68-19 and 65-28 have played.

68 - 28

65 - 19



Actual pairing is 1-6, 8-2, 3-7, 4-10, 5-9:   quite near target.

Note: Throughout these answers, W and B refer to White- and Black-seeking players or the colours White and Black, as required by context; u and d refer to up- and down- floats or floaters.

Unseeded Pairings - answers and explanations

(b) 12 cards

12 players - no bye

 8 -  6

SG3½+3.
 6d to players on 3. Has played 3 (preferred on colours) so must play 8. 

Player with higher score (6) takes due colour (B).

 3 -  9

SG3+2½.
 3 to play 9 on 2½. 3 has W on colour balance.

 1 - 12
SG2. 

All due W. Transfer 12, least due W (B5). d required; choose 5 with fewer 

previous d

 5 - 11
SG1½ +2d. 
3W2B. Pair 5 v 2 or 10. Both already played so 5d v 11 




(C3: 11 fewer floats than 7). 




B6 for colour.

 2 - 10


Natural pairing (and only opponent for 2). 2 has W since 10 has d (B7).

 7 - 4
SG0+1½d. 
Straightforward.

(c) 13 cards
16 bye

Odd number.   Pick bye. 16 has lowest score of those without bye already (C6).

 7 - 13

SG5+?

First possible opponent for 13 is 7 in SG4. 13 (higher score) gets due colour 

(B6).

 6 - 12

SG4½+?

Now find opponents for 6&1. 6 can play 12 (SG4) - 6 gets due colour.

1 must go into SG3. 

 4 -  1



Since 1 has only one possible opponent (4) pair 4 - 1 with 4W on colour 

sequence (B5). 

Now 2W1B. 2 has played 14, so 3 - 2 and 14d, However, it then appears that 

3 – 14



11 has played all remaining. Now try 3 - 14 and 2d (3 has W on colour 

sequence :B5)

11 -  2

SG2½+3. 
11 is W on W/B balance (B3). Final pairing works out.

  9 - 5

SG 1½+2.
Straightforward.

10. Organising Fide Rating EventsPRIVATE 

10.1 Why Rating Tournaments are Important

The number of internationally (FIDE) rated players in Scotland is steadily increasing.  This is due to a lowering of the rating threshold  to 1400 and increased opportunities to play in FIDE rated events. With improved travel possibilities and easier crossing of European borders competing in foreign tournaments is now a rather more attractive proposition but in many tournaments of this kind the entry fees are higher for players without FIDE ratings, and organisers are sometimes reluctant to accept entries to avoid lowering the standards and the chances of rated scores. Achieving a rating can thus provide a way in to a wider range of interesting international experience, which can only improve your play and enhance the strength of Scottish chess. Even if a player has no ambitions of this kind the intensive nature of rating tournaments of the type mentioned below is found by most to be a step up from the cut and thrust style of weekend Swiss tournaments. Certainly if we are to provide our potential future internationalists with the experience and knowledge to have a chance of success, then these tournaments are likely to provide a vital stepping stone to that end.

The good news is that it is really not that difficult to run such a tournament if a suitable venue is available and sufficient time and energy can be devoted to making it a success.

10.2 Preparations
Once you have decided to run a FIDE rating event the first thing you need to do is decide on the format of the tournament. A number of options are open to you but some are more productive and/or feasible than others. 

If the purpose is to get ratings for unrated players then the following points are worthy of note. Nine rated games are the minimum required to obtain a rating, with a performance of higher than 1400 to qualify. These need not all come from one tournament and a partial rating score is possible; however in an all-play-all tournament only a third of the players need to be rated for the tournament to be rateable. The combination of these two factors means that the most productive format is the 10 player round-robin. This format allows you to use only 4 rated players and have a good chance of a reasonable number of successes. Other options are the Scheveningen system or a Swiss. In practice however the former requires a good base of both rated players and unrated players of sufficient strength to justify the opportunity. Some weekend Swiss tournaments now have their top tournament FIDE rated.  To qualify for a partial rating an unrated player must play at least 3 FIDE rated players and score a minimum of 1 point.  With the greatly increased number of rated players around the possibility of achieving a full FIDE rating from playing in several of these events is a real possibility. Weekend organisers may wish to consider previous entries before going down this route.  It should also be noted that some FIDE rated players object to playing in such weekend congresses.

10.2.1 Scheduling andTime Control
You now must decide on the playing times and the time control to be employed.

FIDE is regularly changing its regulations on time controls but as a rule of thumb you need to have a minimum of 4 hours for each round and, if using increments, the rate of play should mean that no more than 60 moves need be played in the 4 hours.  Example time controls would be (a) 20 moves in first hour then all remaining moves in 1 hour; (b) 40 moves in 1½ hours with an additional 30 minutes to complete the game; (c) 40 moves in 70 minutes with an increment of 30 seconds with each move; (d) 30 moves in 1¼  hours then an additional 15 minutes with an increment of 30 seconds per move.  Faster time controls are acceptable only if lowly rated players are used.

A 10 player all-play-all can be easily run over 2 weekends eg Round 1 Friday 7.00pm-11.00pm with subsequent rounds held on the following two Saturdays and Sundays with round times on all days of 10.00am – 2.00pm and 3.00pm – 7.00pm.  Longer time controls mean that having two rounds per day is difficult to reasonably fit in.

It is also possible to hold a 9 round tournament (either an all-play-all or a Swiss) over a long weekend eg 1 round on Thursday evening followed by 2 rounds on Friday, Saturday, Sunday and Monday.

Many high profile tournaments are played with 6 or 7 hour sessions with only one round per day.  Here the round usually starts in the early afternoon as this is preferred by most players.

10.2.2 Choice of players
This will depend on whether you are attempting to obtain ratings for unrated players or are running an all-rated event. In the first instance it needs to be appreciated that the likelihood of players achieving a rating depends on the average rating of the rated players and on their performance in the event. If the rated players do well then the calculations assume that the opposition is relatively weak, the tournament’s average rating is lower, and thus the level of ratings available for a given score is also lower. If they do badly then the opposition is assumed to be better and they are rewarded accordingly for their scores. Even the best players are unlikely to all go through an event without conceding a few draws, so it is quite possible for them to be successful and still allow quite a few of the others to achieve ratings. If the average rating of the rated players is high enough, then there will be plenty of headroom for the unrated players to manage a useful performance by doing no more than a 50% result. Should any of the rated players have a bad tournament then the possible ratings go up and the required score goes down. Often one of the unrated players will also have a poor tournament and that sometimes gives the other five a chance to all get better ratings. However if an unrated player scores 0 the rules do not permit that player’s score to be counted and the results would then only qualify the successful players for a partial rating.  Any defaulted games would also negate the benefits of the all-play-all, with players only able to get partial ratings.

Ironically the average rating of an all rated tournament is often lower than that of the part rated events since there will usually be a number of lower graded players included who are attempting to improve. In general a good even spread of players is advisable, but some familiarity with the rating calculations is required before much more than this can be said. There are further considerations involved if you are in the fortunate position of having players of sufficient strength that there is the possibility of IM norms, but this is well covered in the FIDE regulations.

PRIVATE 
10.2.3 Registrationtc  \l 4 "10.2.3 Registration"
Having recruited your players and taken care of the basic logistics, you must register your tournament with FIDE. The regulations say that this must be done in writing via the relevant CS official - currently Chief Grader Douglas Bryson - using a form which is available from them and prior to the event taking place.

10.3 Playing Conditions and General Organisation
These are important tournaments and it should go without saying that the playing conditions should be as good as it is possible to make them. 

●seq level0 \h \r0 

seq level1 \h \r0 

seq level2 \h \r0 

seq level3 \h \r0 

seq level4 \h \r0 

seq level5 \h \r0 

seq level6 \h \r0 

seq level7 \h \r0  You should ensure that all the players are fully aware of the dates, times of play and the draw, which should have been made in advance according to standard methods. (The normal draw for round robin (all-play-all) tournaments is printed in the back of the CS Rules Book.) This information should be circulated in advance and another copy available on site. Since a player missing a round due to a mistake can have dire consequences in terms of the success of the event, it is well worth being certain.

● Noise should be kept to an absolute minimum and lighting should be adequate for long periods of play without strain. If possible an area should be made available for post-game analysis, and players should not be allowed to analyse in the tournament area.

● The sets and boards should be of a pattern approved by FIDE, and clocks should be as similar to each other as possible - it would not for instance be a good idea to mix analogue and digital clocks in the same tournament. 

● Multiple-copy NCR scoresheets should be used as a record of all the games must be kept. 

● At least one qualified arbiter should be in attendance to determine matters of law and to cover time control situations. Should any dispute occur the arbiter must make a report of the circumstances.

● If possible, some sort of refreshment should be available for the players - the minimum playing session of 4 hours is a long time to go without something to eat or drink and the players will undoubtedly appreciate such provision.

● There should be easy access to an outdoor area where smoking is possible. There should be no smoking in the playing rooms at all.

● It is good practice to keep the seating arrangements in accordance with the draw, so a useful touch is to provide name boards for the players so that they can easily identify which seats they are occupying from one round to the next. These can easily be produced if you have access to a computer with suitable DTP software and printer.  The CS grading software also produces nameplates.

● If the facilities are available, a tournament bulletin is much appreciated by most players.  If this is not possible, players appreciate having scores of previous games available to allow them to prepare for future opponents.

● It is almost compulsory for high profile events to have websites these days.  Many also have live broadcasts of games using either sensory boards or hand-held wireless scoresheets.

● If the intention of your tournament is to provide the opportunity for title norms then in may be necessary to offer conditions to titled players to encourage them to participate.

10.4 Rating Calculations

The rating calculations for an all-play-all are not simple because of the method of determining the strength of the tournament. Following the worked examples in the FIDE handbook can provide slightly different results from those that will be published by FIDE.  In Swiss tournaments the rating is now calculated on a game by game basis but the rating performance used for title norms is still calculated on a players score based on the average of his/her opposition.
10.5 Reporting

A standard format is required for reports on the results of tournaments. This must include:

● Full name of all participants 

● ID numbers of any players already known to FIDE

● Existing FIDE ratings where applicable

● Date of birth for each player. 

● Country of origin for each player

● Full results crosstables both in the order of the draw and in order of final placing. 

● Name of organiser/controller

● Name/Address of the venue and dates of play.

● Rate of Play

● Name of Arbiter

● Details of any appeals or disputes

Note that the CS grading software now produces the reports required by FIDE; there is no need for the tournament organiser or arbiter to produce them.

10.6 Financial Considerations
These tournaments do not need to be expensive to run, but consideration should be made of the following points.

● Who will be paying the FIDE grading fees.

● Who will be paying the CS grading fees.

● Will there be any prize money - Some players are so keen to play in these events that this is not necessary, but this will vary depending on the players concerned.

● Allow sufficient funds for catering expenses, postage, phone calls, stationary and printing. 

● In the case of the 4 rated /6 unrated type of tournament consider if the rated players should be paid appearance money for risking their ratings to assist the others. 

● If there are juniors playing in the event it may be possible to obtain some assistance from the SJCA Educational Trust Fund

11 Scottish Chess Association and Chess Scotland Arbiter SystemPRIVATE 

In 1975, the Scottish Chess Association decided to set up a scheme for the recognition and regulation of arbiters. This was prompted in part by complaints which were being made about the performance of some arbiters. The scheme was set in motion by the appointment to the Senior Arbiter grade of a number of experienced arbiters. This group then set up an examination system (first used in summer 1976) whereby other tournament organisers might qualify as Arbiters and then possibly progress to Senior Arbiter level. Over the years this system has been developed in the light of experience. By now over 100 people have attempted to qualify as Arbiters - with varying degrees of success. In 1980, the current examination papers were supplied (for information) to the BCF who were then setting up a similar system.

The examination paper is now in its 7th and 8th versions (with new papers being prepared) and has been substantially modified over time to take account of changes in the Laws and to present questions in a more practical way. The candidate is put in the position of arbiter and in most cases asked ‘what do you do if..?’, rather than being asked for lists of cases. About 70% of the content relates to the Laws of chess and the remainder to tournament organisation, particularly Swiss pairings. The required level of performance is high; a mark of about 80% or more is required for a pass. In addition, to achieve the Arbiter qualification the candidate now requires satisfactory reports from two qualified Arbiters on his/her practical performance as arbiter. This should ensure that a qualified Arbiter has sound expertise in both theoretical knowledge of the Laws and practical ability in running tournaments. The further requirements are Chess Scotland membership and undergoing a disclosure check in respect of contact with children and vulnerable adults.

To become a Senior Arbiter, the main requirement is extensive experience and effective performance as an arbiter. To verify this, satisfactory reports on performance at three events are required, together with a pass in an oral examination. This examination is much less concerned with knowledge of details of the Laws (already covered at Arbiter level) than with giving the candidate the opportunity to display qualities of initiative, independence of thought, experience, etc. The examiners look for well argued and logical answers which need not necessarily agree with how they themselves would act. 

The Principal Arbiter title is perhaps an honour rather than a qualification. It awarded by CS Council to very experienced arbiters.

Achievement of a title is not really an end in itself. It is of value only if used. CS has to strike a balance between encouraging as many as possible to be Arbiters and ensuring that those on the list remain competent and up-to-date. To remain listed, Arbiters and Senior Arbiters must demonstrate continuing activity as arbiters via an annual report. Full details of the regulations appear in the CS Rules Book. 

There are also the titles of FIDE Arbiter and International Arbiter, awarded by FIDE on the recommendation of a national association of candidates who satisfy certain formal criteria. FIDE is currently making the process more formal and will require candidates to attend seminars on the Laws, etc similar to those run by CS. CS would normally expect candidates to be Senior Arbiters within the CS system before promoting their application to FIDE. There are currently six International Arbiters who have attained the title under CS auspices.

Chess Scotland believes that it is important for the credibility of congresses that qualified Arbiters are used and therefore wishes to encourage people who officiate, or wish to, at congresses. As a means of encouraging organisers to become qualified and to prepare them for the Arbiters’ examination, CS runs courses for arbiters in various parts of Scotland. These are usually arranged on an ad hoc basis when sufficient demand arises in an area and usually have 4 to 10 participants. They usually extend over four evenings (with an opportunity to sit the examination on the final day) and involve explanation and discussion of the Laws, practical work on Swiss pairings and numerous other aspects of the work of an arbiter. Recent courses have been held in Aberdeen, Coatbridge, Edinburgh and Stirling. The CS Technical Director should be contacted by anyone interested.

12 Bibliography
CS Rules Book

Chess Scotland 2005

Kazic B
 

The Chess Competitor's Handbook (Batsford 1980) - out of print

Reuben S


The Chess Organiser's Handbook (privately published 2005)

FIDE Handbook

available from FIDE website

PAGE  
33

