Chess Connaught League 2014
There are 4 teams playing in this year’s Connaught Chess Senior Team League. As there are only 4 teams in the league each team will play every other team with the top team crowned Connacht League Senior League Champions. Thus each team is guaranteed 3 matches. If two or three teams finish on top with the same number of points then the overall winner will be decided by which team has the most number of actual wins by adding all the points from the 3 matches. If that still results in a draw then there will be a grand final between the top 2 teams. 
When playing matches, 3 points will be awarded to the winning team. If a match ends in a draw then each team will be awarded 1 point each. Teams that lose but achieve at least 1½ points will be awarded a ½ point. 
The team that comes out on top will be crowned Connaught Chess Senior Team Champions.
	Rules and regulations:

	
	
	
	
	

	1. Team members playing in the Connaught Chess League must be members of the ICU, the Irish Chess Union. For details on joining the ICU you should visit the ICU website at www.icu.ie.

2. Time Control for all games is 1 hour 35 minutes per player for all moves. Evening matches should start approx at 7:30/8.00 and away teams should aim to be at venue at least 10 minutes before the match.

3. The game must be finished within the time control specified failing which the player whose time expires first loses the game.

4. Players must arrive at the board not later than 1 hour from the scheduled start time of the game. Failing this your opponent can claim a win.

5. Teams [of 5] will be drawn from a 7 man panel which must be submitted prior to the start of the competition. One sub [replacement] is permitted at the halfway point provided the sub is lower rated than the player being replaced and that the player being replaced has played at least one game in the league.

6. Each team must be in order of playing strength (or in order of published rating; out of order is allowed up to a maximum 10 point difference).

7. Mobile phones must be switched to silent or off. If a mobile phone goes off, the player concerned loses the game. Captains should issue a warning to their players before a match commences.
8. The match shall consist of 5 individual games with colours alternating.
9. The away team shall have the white pieces on the odd-numbered boards. 
10. The player with the black pieces shall have the choice as to whether the clock shall be on the left or the right side of the board.
11. In a game each player must take down the moves of the game. When reaching the last five minutes of a game the player who is in “time trouble” does not have to take down the moves but the other player must continue taking moves down until he/she reaches his/her final five minutes.

12. A player may claim a draw in the last 2 minutes if at least equal and his opponent is just moving and not trying to win the game. The game must be stopped and an arbiter (the two captains) called to tell players how to proceed. See Allegro rules below for full details. 
13. Disputes arising between players in a league match should be settled between the team captains and the players involved away from the playing area to avoid disturbance to players on adjacent boards.
14. Subject to agreement between the respective team captains, games may be played in advance of the scheduled date.
15. If travel is an issue for a Team the Captains can come to an agreement to meet half-way or thereabouts. When a draw is made the Captains should make contact asap to ascertain when and where the match will take place.

16. A club may nominate a Saturday afternoon if they cannot play on a week night. Matches played on a Saturday should commence at 2:30 with the rate of play as above.
17. Teams that don't show up will be defaulted on all boards.
18. The competition will be ICU rated.
	
	
	
	
	
	

	
	
	
	
	

	Scoring:
A game won counts as one point to the winner and a game drawn counts as a half point to each player and a game lost counts as zero points to the loser. When the match has been completed the team with the highest points will be awarded 3 points for the match win. In the event of a drawn match that is each team has 2½ points then each team will be awarded 1 point each. As an added incentive for losing teams each team that scores at least 1½ points in a match, they will be awarded a ½ point for their efforts.

------------------Note-----------------------------------
 There is no entry fee this year as we are just playing for the Connacht Senior Team Cup


Connaught Allegro Rules

The point of the Allegro Rules is to ensure that when one player is very short of time, his opponent has to try to win the game on the board, and not win by making aimless moves with the sole purpose of winning on time, since doing that would be unsporting behaviour.  

The best way to proceed in practice would seem to be as follows.  Any player can make a claim under the Allegro Rules when he has less than two minutes on his clock.  He does so by making a move, and offering a draw.  If the opponent refuses the draw, he then stops the clock and claims a draw.  (If the opponent refuses the draw by making a move, then the claimant has to make his next move before stopping the clock and claiming the draw; the claim must only be made when it is the non-claimant who is on the move.)  If he wishes, the claimant can make a short statement as to why he thinks the position is drawn, such as how he plans to proceed, but that is not necessary.  The players should then immediately record the position and clock times, and sign that they agree on the position; if the claimant makes a statement in support of his claim, then that should be included also.  Immediately that is done, the clock should be restarted and the game resumed.  The players should not discuss the merits of the claim or analyse the position, and, of course, neither should spectators.


The game should then be played to a finish.  Before play resumes, if the player who did not make the claim has less than 5 minutes on his clock, he should be given an extra two minutes.  This is to allow him to recollect his thoughts, which would inevitably have been disrupted by the break in play when he was on move.


If the claimant wins when the game is played out, or the game is drawn, then the game’s outcome is a draw.  (This is slightly different from the ICU rules, under which the claimant can still win the game by winning it after his claim has been rejected; but such an eventuality is impossible when no arbiter is present.  In any case, it is not unreasonable to decree that a player, in claiming a draw, is giving up the possibility of doing better than the draw he has claimed.)  If the claimant loses the game on the board, then his claim of a draw obviously fails.  If the claimant loses the game on the clock, then the decision on the claim will be referred to the tournament arbiter, if both players so require.  (The claimant can choose to withdraw his claim at this stage should he wish, or the opponent to accept it even after the claimant’s time has expired; but no pressure should be put on either player to do so.)  The players should record the position reached when the time expired.  The two positions (and the other information) will then be sent to the arbiter, who will adjudge the merit of the draw claim, by deciding whether, in his opinion, the claimant could not (not would not) have lost the game in normal play.  The arbiter’s decision will be final.

A general note.  The onus is on the claimant to show that he will not lose the game, not on the opponent to show that he will win it.  Hence it is in the claimant’s interest to play sufficient moves after the claim to demonstrate to the arbiter that he is capable of holding the draw.  If the claimant leaves his claim very late (for instance, waiting until he has only one second left on his clock) he will be unable to do that, and that might well weaken his case.  So anybody considering making a claim should bear in mind, when deciding on the timing of their claim, that if they choose to play on in an attempt to win, they might thereby jeopardize their chance of successfully claiming a draw.
