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		INTRODUCTION

		THE EVOLUTION OF CHESS RULES

		The earliest printed rules of modern chess appear in a book by the Spaniard Luis Ramirez de Lucena. The book is believed to have been published in 1497, shortly after the moves of the queen, pawn, and bishop were changed to what they are today.

		Lucena’s rules are sketchy, but he describes the difference between the old and new styles of chess, as well as the various moves, while providing some definitions and advice. One bit of advice states:

		
			If you play at night, place your candle on your left-hand side, if by day, place your opponent facing the light. It will be worse for your opponent if you play him when he has just eaten and drunk freely. During a game drink water, not wine. Play for a small stake, so that the thought of it may not trouble you.

		

		The trick of placing your opponent with the light in his eyes was apparently an old Spanish custom, for it is repeated by Ruy Lopez in his text published in 1561.

		Chess literature in the sixteenth and seventeenth centuries records the rules followed in various countries. In those days there were considerable differences, including castling, pawn promotion, stalemate, and the en passant pawn capture. Some of these differences were still being debated in the nineteenth century.

		In the eighteenth and nineteenth centuries, codes were adopted by chess clubs and eventually by national chess associations, but there was no general agreement on the rules. The first international tournament, in London, 1851, was played under “the rules of the chief European Chess Clubs.” In the first national tournament held in this country, in New York, 1857, play was governed by the rules published in Howard Staunton’s The Chess Player’s Handbook (London, 1847). In 1860 a revised code published by Staunton in his Chess Praxis became generally recognized for English and American tournaments.

		Although basic chess laws were fairly well standardized by the mid-nineteenth century, the rules governing competitive play were in a state of confusion. The rules committee of the 1880 American Chess Congress refers to its “delicate and difficult task of dissecting the mass of disordered and conflicting codes of chess laws at present in operation.” The congress adopted a revised code, but it was copied largely from Staunton. This code was generally recognized until 1897, when New York’s Manhattan Chess Club obtained the American rights to laws that had been officially adopted by the leading chess associations and clubs of Great Britain and published them as The American Chess Code.

		Old chess rules may die hard. Some eighteenth-century chess rules stated that a promoted pawn could only take the place of a captured piece. Even though no book in English has restricted promotion in this way since before the Lincoln presidency, chess clubs and organizations still receive many calls asking whether such a rule exists. Likewise, even some tournament players believe a player who touches a piece that cannot move must move the king, a rule abandoned at least 100 years ago.

		When the World Chess Federation (Federation Internationale des Echecs, or FIDE) was founded in 1924, an early priority was the formation of a uniform international chess code to supplant the variations practiced in different countries. Such a code was adopted by FIDE in 1929. These rules governed play in most tournaments in the United States and other nations until 1952, with the addition of some supplementary regulations and interpretations by national or local organizations. In 1952, FIDE published a new edition of the Laws of Chess.

		Before the mid-1950s, USCF had no official set of rules. The need to supplement the FIDE rules was growing, primarily because of the popularity of Swiss system tournaments. FIDE rules were written for Master round robins, with few participants, in which directors could provide close supervision. Swisses of more than 100 players would be costly to organize on the same basis.

		A USCF Tournament Rules Committee was formed in 1953 to write the rules, but its members were unable to devote the necessary time to their task, and its chairman resigned. Kenneth Harkness, the USCF business manager (a position similar to today’s executive director) was then appointed acting chairman of the USCF Tournament Rules Committee. He submitted several drafts to the members of the committee, but none responded. Finally, Harkness submitted his draft to Hans Kmoch of FIDE, who provided some additional ideas.

		Authorized by USCF president Frank Graves, Harkness’s work appeared as the Official Blue Book and Encyclopedia of Chess in 1956. David McKay published this edition and subsequent USCF rulebooks. The book included a USCF rule requiring a player to maintain a “complete and legible record of all the moves of the game” to win on time, a more efficient way to run a Swiss than the FIDE practice of having directors count moves. The book established that either descriptive or algebraic notation (both long and short form) was valid, provided a table of chess symbols in various languages, and included USCF rating system regulations.

		In 1962 FIDE reinstated an old but rarely noticed prohibition on draws by agreement before the thirtieth move, this time with real intention of enforcement: the penalty was to be loss of the game by both players. The rule was tried for two years, but players ignored it or circumvented it with agreed repetitions of position, and directors were unable or unwilling to enforce penalties. It was abandoned in 1964.

		Harkness issued the Official Chess Handbook in 1967. He included the laws of chess, supplementary rules, chess notation, and some ideas on “how to run a chess tournament.” The adjustment of players’ ratings by the director after every round, included in the 1956 book, was abandoned as “an unnecessary refinement.” Some USCF rules which were also FIDE rules were changed. Rules regarding scorekeeping were expanded and clarified, and a player was allowed to ask (through the director) to borrow the opponent’s scoresheet if necessary. The rule providing that a player sealing an illegal move loses the game was modified to allow the director to waive this penalty if the player’s intention is obvious. The timing and consequences of draw offers and draw claims were discussed in far more detail than previously (though still far less than in today’s rules).

		Harkness also edited the Official Chess Rulebook, published in 1972, the year of his death. This volume was basically an abridged version of his Handbook. He added material on notation, chess clocks, and rules for blind players. USCF tournament rules were condensed and put into the book, but current FIDE changes were not included. These 1970–72 modifications to the FIDE laws plus USCF changes through early 1973 were distributed in a pamphlet edited by Martin Morrison, chair of the USCF Rules Committee, and published privately by Paul Masson Vineyards.

		Morrison, then USCF technical director, edited the next publication, Official Rules of Chess (1974), dedicated to the memory of Harkness. Morrison acknowledged the help of Pearle Mann and John Osness of the USCF Tournament Direction Committee. FIDE had published a new set of rules in 1972, and these were included in this edition.

		The USCF time-forfeit rules were clarified. In order to win on time a player must have a scoresheet with no more than three move pairs omitted when the opponent’s flag falls, a refinement that encouraged those expecting to win on time to keep score move after move. Also, time forfeits were no longer to be called by players or directors, but by players only. This change addressed the unfairness of directors claiming on behalf of some players but not others. Complete Swiss pairing rules were presented, rules for blitz chess added, and sections on prizes and tie breaking expanded significantly. No preference was given for tie-break methods, but the following were listed and briefly explained: Median, Solkoff, Sonneborn-Berger, Kashdan, and Cumulative.

		Morrison also edited the Official Rules of Chess, Second Edition, published in February 1978. The “corrected” version appeared in March 1979. William Abbott, Stephan Gerzadowicz, Joseph Lux, and John Osness all provided help with this edition. The USCF rules were written as part of the FIDE rules section, although the pairing rules were separate. Cumulative was listed as the only tie-break method for Swisses. This edition also introduced the idea that a player should not be assigned the same color three times in a row. Rules for computer participants were added for the first time.

		From 1979 through 1986 chess tournaments underwent substantial change, which prompted much demand for a revised rulebook. Several committees were appointed to do the job but failed to make progress. Finally, under the aegis of the USCF Executive Board, Jerome Bibuld and Glenn Petersen wrote an initial draft of the new rules for comment by a panel of National Tournament Directors.

		Meanwhile, FIDE was revising its rulebook, with two important changes aimed at making it easier to use. Interpretations were incorporated into the rules themselves, and the rules were reorganized in a manner developed by USCF’s Tim Redman and Gerry Dullea. These changes were the basis for the revision drafted at the 1983 Manila Congress.

		Tim Redman was appointed by the Doyle Executive Board as editor for the forthcoming USCF rulebook. After consulting existing drafts, he completely rewrote the USCF rules and procedures to improve clarity, incorporate recent practice, and allow pairings to be fully computerized. Dullea continued to work as his principal assistant, drafting additional sections while Redman focused on the central game and tournament rules. Both had the benefit of expert advice from directors across the country. George Cunningham provided technical assistance in defining the statistical relation between color allocation and win expectancy.

		The Redman 3rd edition was the first to include a significant rule change that has made tournaments fairer and easier to run; i.e., players with a legitimate reason were no longer prohibited from stopping both clocks. Prior to this change, a player who needed a director, when none was in sight, had to send a third party to find one. By the time the director arrived at the board, the player’s game was sometimes lost or hopeless. Another important change in the 3rd edition was the separation of FIDE rules from USCF rules. The 4th edition of the rulebook went even further by placing the FIDE rules many chapters after the USCF rules to emphasize the differences between them.

		Redman’s book also added sections on the new sudden-death time controls, computer memberships, handicapped players, players’ rights and responsibilities, USCF Code of Ethics, and the Crenshaw-Berger tables for round robin pairings, which correct a color imbalance caused by a withdrawal in a round robin. Half-point byes, having become popular since the previous edition, were described for the first time. In the case of an ambiguous sealed move, instead of declaring a forfeit, a director finding two or more reasonable interpretations of the move could leave the choice between them to the opponent. Officially put into use May 1, 1987, the book was applauded as being user friendly, providing much more in the way of explanation than previous editions. A much more detailed index was also included.

		The rulebook’s 4th edition was published in 1994, edited by Bill Goichberg, Carol Jarecki, and Ira Lee Riddle. This edition revised and updated both the rules and their explanations, and added substantial new material on topics not previously addressed, roughly doubling the size of the rulebook.

		Since 1987, sudden-death time controls had become extremely popular; by the end of the twentieth century most Swiss tournaments in the nation used them. Rules for sudden death have been developed and improved through actual practice and were incorporated into the general USCF rules in the 4th edition.

		A player need not have a scoresheet to win on time in sudden death, but scorekeeping was originally required for players having at least five minutes remaining, as in traditional time limits. Enforcement of this rule proved difficult; there were continual complaints about players with more than five minutes not keeping score in an effort to blitz opponents with fewer than five minutes. This was not a problem in conventional time controls, as a player who stopped keeping score could not win on time. A new sudden-death rule providing that if either player has fewer than five minutes remaining, neither is required to keep score, was first used at the 1988 New York State Action Championship and met with such immediate success.

		Technology in the form of digital clocks with time delay and increment capabilities was in its infancy when the 4th edition was published. Those clocks were developed in response to the proliferation of short sudden-death time control events that allowed a player enough time in a game to create an easily winning or non-losing position; yet, many a player would still lose on time. The time delay clock allowed players to use a few extra seconds per move so they could easily draw or win those positions. The 4th edition editorial team developed the rules that would guide that era’s players and directors in dealing with the fast-paced and popular development of time delay clocks.

		In the early 1990s many players did not use time delay clocks while playing in sudden death time control tournaments. It was felt that this gave the player using a time-delay clock a winning, or at least a non-losing, edge. The 4th edition of the rules addressed those concerns by developing the “no losing chances” rule.

		The attractiveness of Quick Chess tournaments with their emphasis on short time controls, a separate rating system, and no need of score keeping made the regulations a popular inclusion in the last rulebook of the twentieth century.

		The 4th edition also developed the concept of allowing a player to re-enter a tournament when that player got off to an unacceptable start.

		The revised 1992 FIDE rules were included in the 4th edition. Several FIDE rules were adopted as USCF rules; however, the U.S. was then and continues to be the world’s Swiss system pioneer, and new ideas are more likely to start with the USCF and eventually to be adopted by FIDE than vice versa.

		Thanks to the efforts of the USCF Executive Director, Al Lawrence, the 4th edition took on the aura of a USCF handbook, rather than the more rules oriented editions of the past.

		The 5th edition (2003) editors, Tim Just (Chief Editor) and Dan Burg, continued the practice of improving the clarity and meaning of the rules, improved book usability, and significant cross referencing of the rules. In the past the chapters with the rules received the attention of the editorial staff while other personnel attended to other chapters, formatting issues, and indexing chores. The 5th edition was a totally hands-on editing project for each chapter as well as for formatting and indexing chores.

		With the development of the USCF web site as a source for USCF handbook information, this current 6th edition, edited by Tim Just, devotes more space to the rules and rules issues. The Internet provided the editor with a wider, more accessible, and more useful forum for discussions on rulebook improvement topics. A link to the FIDE “Laws of Chess” was included in this edition, rather than a complete reprint of those rules.

		The 6th edition has many more rules in sync with the FIDE Laws of Chess than past editions. Increment time control rules were added since the publication of the 5th edition. Internet chess and blitz chess rules, with an independent blitz rating system, are new to this edition.

		Swiss System

		The invention of the Swiss system has been credited to Dr. J. Muller of Brugg, Switzerland. The first Swiss system tournament is believed to have been held at Zurich in 1895.

		The original Swiss tournaments around the turn of the century usually ran for four or five rounds over two days and averaged about ten participants. By 1904 the number of entries had greatly increased, and contributors to the Swiss Chess Magazine, who claimed that the method was too dependent on chance factors, were attacking the system. “This all sounds very familiar,” said Harkness of these attacks, recalling that his innovations designed to expand the popularity of chess had also come under fire from the old guard within the USCF.

		The Swiss system achieved little popularity outside its native land until its introduction into the United States in the 1940s. Occasionally, an unimportant central European tournament was conducted under the method. Brief descriptions of the system were sometimes included in the German yearbooks, in which it would be mentioned one year but ignored the next; apparently this system was considered of little significance.

		Grandmaster George Koltanowski, the “Dean of American Chess,” is given credit for introducing the Swiss system into this country and strenuously advocating its widespread use. In 1942 Koltanowski visited Texas and persuaded the Texas Chess Association to try the Swiss instead of the prevailing Holland system. The 1943 Pennsylvania Championship, directed by Koltanowski, is the first known Swiss tournament in America. During the next few years, many state and regional tournaments adopted the system. It answered the problem that had long seemed unsolvable; i.e., how to handle many participants in a limited time.

		The 1945 U.S. Intercollegiate was the first national tournament to use the Swiss, and its success led the USCF to consider using the same method for the U.S. Open. But instead, there was a compromise with tradition. The 1946 U.S. Open in Pittsburgh had 58 entrants, and an 8-round Swiss preliminary was used in place of the old round robin prelims. The top ten from the Swiss qualified for a round robin final for a total of 17 games, too long by today’s standards.

		When the 1947 U.S. Open in Corpus Christi, TX, produced a record 86 entries, it was believed that an 8-round Swiss prelim would have little meaning with such a large field. This fear now seems unjustified, but it did result in the USCF taking the fateful step of holding the entire event as a 13-round Swiss. Every U.S. Open since, and almost all other major events, have used only the Swiss system, with some turnouts far beyond what other methods could have attracted or handled. The U.S. Open drew substantial new highs of 181 players at Milwaukee in 1953, 266 at Chicago in 1963, 400 at Ventura in 1971, 778 at Chicago in 1973, and 836 at Pasadena in 1983, all playing in one section. Some multi-section events such as the National Scholastics, National Open, World Open, and New York Open have drawn even larger totals; the 1986 World Open had 1,506 players, more than the total membership of the USCF in 1953. And let us not forget that the SuperNationals V in 2013 had almost four times the total membership of the USCF in 1953 with 5,335 players in attendance.

		The 5th edition of the rulebook, like its 3rd and 4th edition predecessors, had major changes in pairing methods for the ratings-driven Swiss system tournament. The United States has led the way in the adoption of the Swiss, which continues to gain worldwide acceptance. The development of the Swiss system, along with the invention and refinement of the rating system by Kenneth Harkness and Arpad Elo, have been the two major contributions by the USCF to the popularization of chess throughout the world. The 6th edition also reflects a shift of the USCF rules toward the FIDE rules.

		Changes in this edition

		In addition to elaborations on both new and old topics, this book has many rules changes and matters addressed for the first time. I believe that the editors of the 3rd, 4th, and 5th editions were right to devote more of their rulebooks to explanation and discussion than past rulebooks, and the 6th edition continues this trend with the use of TD TIPS that provide insight to the use and meaning of a rule by experienced directors.

		The editor realizes that there are those that might prefer a shorter book with rules only; however, the majority of players and directors will welcome the expanded explanations, TD TIPS, and cross-references. I also believe that the discussion of a rule is most comprehensible when it appears together with the rule and its cross-references.

		A rulebook is not only for directors. Many players, including beginners, will read this book, and they too can learn from the rule explanations and TD TIPS.

		Philosophy

		The editor intends for this edition, like the 5th edition, to be a guide for directors and players in their pursuit of seeking fair and equitable solutions to the challenges that naturally arise from a competitive sport like chess. The editor intends for this work to be a source for solving general problems and a model for the thinking skills used in dealing with unique and rare situations. Detailed solutions to obscure circumstances will be left for the discussion groups that deal with those uncommon topics.

		Improvements

		This edition continued the use of an extensive cross-referencing system developed for the 5th edition. See Also will be the words at the end of many rules that indicate a list of related rules to follow. Any e-editions will contain easy-to-use point and click cross-references.

		Second, the 6th edition continues the use of TD TIPS after many rules to further explain how experienced directors and players have effectively applied the concepts of the relevant rule.

		Major Changes

		All relevant changes made by the Delegates to the first two chapters of the 5th edition are reflected in this 6th edition. Policy changes happen more quickly and may not always appear in this work.

		There were many minor changes in the wording of rules that make them easier to understand and administer. Those changes will not be listed here; therefore, it is advisable to completely review all of the rules, not just the ones with major changes.

		
			Rule 5A: Paragraph two in rule 5A has been replaced with new wording that reflects some of the changes in the new language of other related rules passed by the Delegates.

			Rule 5B: The wording has been replaced to reflect the regulations regarding current Delay and Increment time control limits as well as the organizer’s responsibility for publicizing those limits.

			Rule 5C: The rule has been renamed “Ratable time controls.” Furthermore, extensive explanations, definitions, and wording (from 2012) regarding all time controls have been updated.

			Rule 5Fa: This variation has been deleted (subtracting time for using a delay clock). All clocks, including digital, delay, analog …, are to be set for the same base (starting) time. Example: If the TLA indicates G/30, d/5 then there is no subtraction of 5 minutes on the delay clocks. Both analog and delay clocks (with the delay set for 5 seconds) are set for 30 minutes at the start of the game.

			Rules 11A and 11D, Illegal Moves: Some wording was removed so that those USCF rules are more closely aligned to their FIDE counterpart rules.

			Rule 11H1, Director As Witness Only: Added new language regarding not needing to announce this variation in advance.

			Rule 14G: This rule does not apply to increment time controls of 30 seconds or more.

			Rule 14H, Claim of insufficient losing chances: There is one additional variation, that does not need to be announced in advanced publicity but must be announced at the site, that allows for the non-enforcement of 14H (No Claim of insufficient losing chances in sudden death). (2011)

			Rule 14H2d: The first TD TIP is eliminated (new rules have made this TIP moot).

			Rule 15A, Visible Scoresheet: Has added wording indicating that the scoresheet, or score keeping device, shall be visible at all times to the TD and opponent.

			Rule 15A, Method of keeping score: In order to comply with FIDE laws and with the advent of electronic scoring devices, 15A was modified to require that the move be made prior to recording as the standard. If an event allows recording prior to the actual move on the board warnings are given regarding the use of that recording as note taking or as a memory aid (20B and C). (Aug 2006, modified Aug 2007)

			Rule 16B, How To Set Clocks: Was rewritten so that there is less confusion regarding the setting of various clocks.

			Rule 16P, Erroneously set clocks: Added a TD Tip which encourages TDs to intervene in a game without a player request if the clocks are set incorrectly.

			Rule 20E, Soliciting or using advice prohibited: was rewritten.

			Rules 20N and 20N1, Electronic communication devices: was rewritten.

			Rule 28T, FIDE title and rating tournaments: This rule has been eliminated. Rule 28U is renumbered as 28T. (2011)

			Rule 31A1, Rollins Military System: A new rule variation regarding an additional acceptable individual/team tie breaking system.

			Rules 31B and 31B1: Added some TD Tips to help clarify the meaning of the terms “highest rated and lowest board number.” Plus there is a TIP regarding “how to calculate board prizes for players on multiple boards.”

			Rule 32C6, Limited Prizes: This rule deals with how to distribute the leftover prize(s) when one or more players are limited to a maximum prize amount, and also qualify for a larger place or section prize. (2011)

			Rule 35F5, Special Clocks: Special clocks for handicapped players are exempt from rule 16B.

			42D, Delay clock preferable in sudden death: Outlines the procedure for replacing an analog clock (or any non-standard clock) with either a delay or increment clock (depending on the announced time control and TD approval), even if one player is late for the game. This new rule allows a player to arrive late, not determine his first move and still be allowed to replace a standard analog clock (or any non-standard clock) with their own—properly set—more standard delay or more standard increment clock.

			The Blitz Rules were revised: Chapter 11 was completely rewritten to comply with the most common practices of blitz chess and to standardize their application (Oct 2007) and to reflect the implementation of the Blitz Rating System as well as some additional TD TIPs.

			
				Rule 4 has new wording regarding the use of the same hand to move the piece and press the clock. No exceptions (one hand only is to be used when castling, capturing or promoting, and that same hand must press the clock. (2013)

				Rule 7d inserts the phrase “provided the player has sufficient mating material as defined in rule 7c” at the end of the last sentence. (2013)

				Rule 17 addresses the new procedure for promoting a pawn. (2013)

			

			Based on Prizes: Chapter 2 section 32 wording was clarified and specific penalties suggested for violators of the “based on” prize distributions. (Aug 2006)

			Electronic Scoresheets: Electronic scorekeeping devices are allowed in many events. Standards for those devices were established and chapter 4, section 43 on equipment standards were modified to accommodate such devices. (Aug 2005)

			Tournament Director Certification: Chapter 7 has several revisions including some tournament categories and limitations and requirements for various certification levels (incorporating all changes from 2006 through January 2012). 14, Category I was reworded to reflect FIDE rules. The wording for TD certification was revised so that Blitz TD credit counts the same as Quick Chess TD credit.

			Rating Floors: Chapter 8, section 5, paragraph 2 and 3. The wording for prize-based rating floors was changed to more general wording. The actual amount of the minimum prize for such a floor is set by the Executive Board and will be given in the Policy Changes section (see above). Ratings based floors were not changed. (Mar 2006)

			Matches: In Chapter 8 the rules and definitions for matches were changed and refined based on a motion passed by the Board at their February 2012 meeting.

			Guidelines for Internet Play: Chapter 10 was completely replaced by these guidelines. It was recognized that the rules do not forbid any kind of remote competition (Internet, telephone, radio or other forms of communication). These guidelines were established in order to assist a tournament director in enforcement of the rules, to allow certain advantages that the Internet has to offer, and to offer protection against abuse. (Aug 2007)

			FIDE: Chapter 14 of the rulebook has been deleted and be replaced with a link to the FIDE Laws of Chess. (2011)

			Fischer 960 Chess: The USCF adopts appendix F of the FIDE Laws of Chess for Chess 960 (Fischer 960): http://www.fide.com/component/handbook/?view=article&id=171.
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		U.S. CHESS FEDERATION’S OFFICIAL RULES OF CHESS

		1. INTRODUCTION

		1A. Scope. Most problems concerning rules that may arise during a chess game are covered in this book. However, the rules of chess cannot and should not regulate all possible situations. In situations not explicitly covered, the tournament director can usually reach a fair decision by considering similar cases and applying their principles analogously. The United States Chess Federation (USCF) presumes that its tournament directors have the competence, sound judgment, and absolute objectivity needed to arrive at fair and logical solutions to problems not specifically treated by these rules.

		1B. Validity. USCF play shall be governed by these rules of chess and by all USCF procedures and policies. World Chess Federation (Federation Internationale des Echecs, or FIDE) rules shall not be used unless specifically announced in advance. For events that use FIDE rather than USCF rules, see Chapter 14, International (FIDE) Laws of Chess.

		1B1. Notification. Any variations from these published rules, including variations discussed in this rulebook, should be posted and/or announced at the tournament prior to their use, preferably before the first round.

		1B2. Major variations. A variation sufficiently major so that it might reasonably be expected to deter some players from entering should be mentioned in any Chess Life announcement and all other detailed pre-tournament publicity and posted and/or announced at the tournament.

		1C. Types of events.

		
			1C1. Major events. While the basic laws of chess do not vary from event to event, some material in this book is designed principally for major tournaments and is unlikely to be relevant otherwise. For example, unethical behavior is rare in chess; many players reading this book will play virtually all their games as friendly encounters in the spirit of good sportsmanship. But there are rare occasions, especially when large prizes or important titles are at stake, when a player steps beyond the bounds of friendly competition. Rules are needed to cover these situations.

			1C2. Director discretion. In areas in which the director has discretion, it is appropriate to be strictest with rules enforcement and penalties in events that are stronger or offer larger prizes. Being harshly penalized over a trivial rules violation can be sufficiently upsetting to deter a beginner from future chess participation.

			
				1C2a. Standard penalty. Except where specifically noted in the rules, the standard penalty assessed by the director is to add two unused minutes to the remaining time of the opponent of the player not following the rules of chess.

				1C2b. Non-standard penalties. Except where specifically noted in the rules, the director may assess penalties either more or less severe than the standard penalty (1C2a). It is often more appropriate for a director to issue a warning(s) before applying 1C2a in cases involving young or inexperienced players. A director may assess a more severe penalty in cases involving players who repeatedly do not follow the rules of chess.

			

		

		2. THE CHESSBOARD

		2A. Explanation. Two opponents moving pieces on a square board called a chessboard play the game.

		2B. Description. The chessboard is composed of sixty-four squares of identical size, eight squares by eight squares, alternately light and dark. The light squares are referred to as white squares and the dark squares black squares, even though other colors are frequently used. (For instance, in tournament play black squares are often green.)

		2C. Placement. The chessboard is placed between the players in such a way that the nearer corner to the right of each player is white. For information regarding chessboard placement for blind players see 35F1, Special chessboard.

		2D. Files. The eight vertical rows of squares are called files.

		2E. Ranks. The eight horizontal rows of squares are called ranks.

		2F. Diagonals. The lines of squares of the same color, touching at their corners only and running in a straight line from one edge of the board to another, are called diagonals; those running from one corner of the board to another are called long diagonals.

		3. THE PIECES

		3A. Each player’s pieces. At the beginning of the game, one player (white) has sixteen light-colored pieces (the white pieces); the other (black) has sixteen dark-colored pieces (the black pieces).

		3B. Description of the pieces. These pieces are as follows:

		
			
				
						a white king, usually indicated by the symbol:
						[image: ]
				

				
						a white queen, usually indicated by the symbol:
						[image: ]
				

				
						two white rooks, usually indicated by the symbol:
						[image: ]
				

				
						two white bishops, usually indicated by the symbol:
						[image: ]
				

				
						two white knights, usually indicated by the symbol:
						[image: ]
				

				
						eight white pawns, usually indicated by the symbol:
						[image: ]
				

				
						a black king, usually indicated by the symbol:
						[image: ]
				

				
						a black queen, usually indicated by the symbol:
						[image: ]
				

				
						two black rooks, usually indicated by the symbol:
						[image: ]
				

				
						two black bishops, usually indicated by the symbol:
						[image: ]
				

				
						two black knights, usually indicated by the symbol:
						[image: ]
				

				
						eight black pawns, usually indicated by the symbol:
						[image: ]
				

			

		

		3C. Initial position. The initial position of the pieces on the chessboard is as follows (Figure 1):

		
			
				[image: ]
			

		

		Figure 1

		3D. Meaning of piece. The word piece has acquired various meanings in chess jargon. When used in a rules context, a piece is anything on the chessboard—a king, queen, rook, bishop, knight, or pawn. This book will not subsequently use the alternate connotations of piece, which follow for informational purposes only.

		A second meaning of piece excludes pawns. For instance, a chess player referring to passive pieces or an attack by pieces or forking my pieces is referring to pieces other than pawns.

		A third and even more limited meaning: If a player is said to win, lose, or sacrifice a piece, the meaning is only bishop or knight. If a queen, rook, or pawn is won, lost, or sacrificed, it is referred to by name—winning the queen, winning a pawn, etc. A bishop or knight is also known as a minor piece, a queen or rook as a major piece.

		3E. Other expressions involving pieces. These are presented for informational purposes only.

		
			3E1. Castling long. Castling on the queenside (using the rook on a1, to the left of the white king, or the rook on a8, to the right of the black king). See also 8A2, Castling.

			3E2. Castling short. Castling on the kingside (using the rook on h1, to the right of the white king or the rook on h8, to the left of the black king). See also 8A2, Castling.

			3E3. Discovered check, double check. See Rule 12, Check

			3E4. Exchange.

			
				a. The exchange or an exchange refers to the difference between one player’s rook and the other’s bishop or knight. A player giving up a rook for a bishop or knight is said to lose the exchange and that player’s opponent to win the exchange.

				b. The exchange of queens indicates the capture of each player’s queen by the other player. The same language may be used regarding rooks, bishops, knights, or pawns.

			

			3E5. Fork. When there is a simultaneous attack on two or more pieces by one piece.

			3E6. Interpose. To place a piece between one’s king and an opponent’s checking piece. See also 12A, Definition.

			3E7. Material. Pieces other than the king.

			3E8. Pin. A piece is said to be pinned if either it cannot legally move because such a move would expose its king to check, or moving it would be unwise because this would allow the opponent to advantageously capture a shielded piece.

			3E9. Sacrifice. To deliberately allow the capture of a piece or pieces, receiving in immediate return no pieces, or a piece or pieces usually considered to have less value. The ultimate objective of a sacrifice is often to expose the opponent’s king to attack, or to recover the sacrificed material and more.

			3E10. Zugzwang. A situation in which moving any piece is disadvantageous. The player in zugzwang would be better off declining to move (passing), but this is not permitted.

		

		4. OBJECTIVE AND SCORING

		4A. Checkmate. The objective of each of the two players in a game of chess is to win the game by checkmating the opponent’s king. A player’s king is checkmated when the square it occupies is attacked by one or more of the opponent’s pieces and the player has no move that escapes such attack. See also Rule 12, Check; 12C, Responding to check; and 13A, Checkmate.

		4B. Other decisive outcomes. A common way for a player to win the game is the resignation of the opponent, conceding inevitable checkmate. A player may also win in other ways, such as the opponent’s exceeding of the time limit. See also 13, The Decisive Game.

		4C. Draws. An indecisive result or draw may be agreed upon, usually indicating that neither player expects to be able to checkmate the other. See also 14, The Drawn Game.

		4D. Scoring. For a won game, the winner gets one (1) point and the loser zero (0); for a draw, each player gets a half point (0.5 or ½). See also 22, Unplayed Games.

		5. THE CHESS CLOCK

		5A. Time controls and time limits. Each player must make a certain number of moves, all moves, or all remaining moves in an allotted period of time, these factors being specified in advance. In a non-sudden death time control, if both players complete the required moves in the allotted time, a new period begins. Each such time period is called a time control or control.

		Time controls appear in tournament publicity as number of moves (#), slash (/), time in minutes (mm): # / mm. For instance, if each player must make 40 moves in 1½ hours, this is abbreviated 40/90.

		5B. Sudden death time controls. For example, 40/120 SD/60 indicates 40 moves in two hours (120 minutes) followed by the rest of the game in one hour (60 minutes).

		
			5B1. Delay and increment.

			
				5B1a. Delay time controls. If the time control indicates a delay (pause) time, the abbreviation d/ is used; the delay time is given in seconds.

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

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

			

			5B2. The organizer is to indicate the time control, including the delay or increment, in all advance publicity as minutes (mm) and seconds (ss). For example, G/90 inc/30 (or +30); G/30 d/5; G/10 d/3; G/5 d/0.

		

		5C. Ratable time controls. There are three rating systems: Regular (slow), Quick (fast), and Blitz. For the purposes of rating G/minutes and inc/seconds (or d/seconds), add minutes (mm) and seconds (ss) for total playing time for each player. That is, total time equals minutes plus (seconds times 60) or mm+ss; e.g.: G/60 d/5 = 60+5 = 65 minutes total playing time for each player. Multiple time controls add all mm for each control: mm = mm(1) + mm(2) + ….

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

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

			Quick only: Total playing time for each player is more than 10 and less than 30 minutes (10 < mm+ss < 30)

			For Regular, Dual and Quick the primary time (mm in minutes) must be at least 5 minutes.

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

			TD TIP: Examples of standard time controls:

			
				
					
							40/90 SD/30 inc/30
							Regular
					

					
							40/120 SD/60 d/5      
						
							Regular
					

					
							40/115 SD/60 d/5
							Regular
					

					
							G/120 inc/30
							Regular
					

					
							G/120 d/5
							Regular
					

					
							G/115 d/5
							Regular
					

					
							G/90 inc/30
							Regular
					

					
							G/90 d/5
							Regular
					

					
							G/60 inc/30
							Regular
					

					
							G/60 d/5
							Dual
					

					
							30/30 SD/30 d/5
							Dual
					

					
							G/30 d/5
							Dual
					

					
							G/25 d/5
							Dual
					

					
							G/25 d/3
							Quick
					

					
							G/15 d/3
							Quick
					

					
							G/10 d/3
							Quick
					

					
							G/10 d/0
							Blitz
					

					
							G/5 d/0
							Blitz
					

					
							G/3 inc/2
							Blitz
					

				

			

		

		When used, standard increment is 30 seconds (Regular).

		Standard delay is 5 seconds (regular or dual); and 3 seconds (quick).

		Standard blitz uses no delay or increment (see chapter 11).

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

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

		Quick Chess: A Quick Chess event is for a person who wishes to play many games in one day and not have the results affect his regular rating. The time controls in a Quick Chess tournament are designed to be a single time control of more than 10 to fewer than 30 total playing minutes per player, one second delay or increment counting as one minute playing time. 10 < mm + ss < 30. Sudden-death rules are used in Quick Chess events, except scorekeeping is not required.

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

		Blitz: Any event that the total playing time 5 minutes or greater and is 10 minutes or less (5 ≤ mm+ss < 10) will be blitz rated. (blitz rules apply, see Chapter 11.) For clarity, it is advisable to state blitz in the title or in the time control of the event.

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

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

			Note 3: If a section has different schedules that merge, the slowest control is all that is needed, provided all games meet the criteria for the slowest time control. This applies when early rounds might fall in the dual rated group (which is regular rated, and the slower time control is regular only). All rounds will then be regular rated only.

			
				Example: 3-day schedule is 40/120 SD/60. The 2 day schedule plays rounds 1 and 2 at game 45 and then merges with the 3-day schedule for round 3. All that needs to be reported is the 40/120 SD/60 (120 + 60) as USCF cannot separate the schedules at this point.

			

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

		

		5D. Accumulation of time. The time unused by a player during one control accumulates and is added to the player’s available time for the next control.

		5E. Standard timer for non-sudden death. The standard timers for games not concluded by a sudden death time control are either a delay clock with time delay (or add-back) capability or a mechanical apparatus consisting of two clocks that tell time by means of hands moving on a dial (analog clocks). See also Chapter 4, Equipment Standards; 16B, How to set clocks; 35F5, Special clock; and 42C, Standard clocks in games with sudden death.

		
			TD TIP: The best rule of thumb is that the most standard clock for a game is the one that can be set for the announced time control; i.e., increment clock for increment time controls, delay clock for delay time controls, etc.

		

		5F. Standard timer. If a delay clock or a similar clock is not available, 5E applies. See also Chapter 4, Equipment Standards; 16B, How to set clocks; 35F5, Special clock; 42B1, Signaling devices; 42B2, Move counters; 42B, Digital clocks; and 42D, Delay clock preferable in sudden death.

		A delay clock (a clock with time delay or add-back capabilities) is the standard timer for sudden death time controls. This clock allows games to be decided entirely by the players (14H5), with no need for directors to consider insufficient losing chances (14H) or count for the 50-move rule (14F4).

		The delay clock may be set to allow each player a small amount of reaction time, called a delay, for each move before starting to count down a player’s remaining time (add-back or Bronstein mode clocks typically add the delay time at the end of the move). The standard delay is five seconds per move. For Quick Chess (G/10 to G/29) the standard delay is three seconds, and for Blitz Chess (G/5) two seconds. However, some blitz games can be played with a delay if that feature is advertised. This two seconds is the delay that should be used when a blitz game does allow that feature above and beyond the standard blitz game and needs to remain here. The delay clock may also be used for non-sudden death play by setting the delay to zero.

		Players, not tournament directors, are responsible for knowing how to properly set (16B) their delay clocks. In any particular game, if the delay clock cannot be properly set, then the opponent of the player providing
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