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Part 1
Structure of the New Zealand Interschool Chess Competition
1.1 Description of the event

The New Zealand Interschool Chess Competition is an official New Zealand Chess Federation (NZCF) event.  It is a team competition, with regional qualifying events followed by a National Final.  It is run in separate sections for Primary (year 1-6 students), Intermediate (year 7-8 students) and Secondary schools (year 9-13 students).  
1.2 Interschool Co-ordinator

The National Interschool Co-ordinator provides a link for communication between the NZCF, the National Final Organiser (section 1.3), and the Regional Organisers (section 1.4), and their representative schools.
1.3 National Final Organiser

The National Final Organiser is responsible for organising the National Final according to the NZCF National Final guidelines and tournament rules (part 3 and 4).  
1.4 Regional Organisers

Regional Organisers are volunteers who run regional competitions in order to select the school(s) to represent their region.
1.5 Definition of Regions

Regions are defined as:

(1) West Auckland, (2) Central Auckland, (3) East Auckland, (4) North Shore, (5) South Auckland (6) Northland (7) Gisborne (8) Waikato, (9) Bay of Plenty, (10) Hawkes Bay, (11) Taranaki, (12) Wanganui, (13) Manawatu, (14) Wairarapa, (15) Wellington, (16) Canterbury, (17) Otago, (18) Marlborough (19) Nelson/Tasman (20) West Coast (21) Southland.  
Each region can have one representative team in the National Final for each section (Primary, Intermediate and Secondary), with the following exception: Auckland is not sub-divided for the secondary school qualification places, but instead gets three qualification places (for South, West, East, Central Auckland and North Shore combined).  

Not all the regions are currently active in organising interschool qualifying events. It is anticipated that the 2010 National Final will have approximately 14 teams in the Primary and Intermediate sections, and 12 in the Secondary School competitions.  
Extra team places may be allocated to regions with large populations, in order to make up team numbers that can be accommodated by the host school/organisation. Any NZCF decision about extra team allocations will be publicised at least two months prior to the National Final.
1.6
Volunteering to run a Regional Qualifying event
Individuals or parties who are interested in running interschool events are welcome to contact the Interschool Co-ordinator if they wish to run a qualifying event in their region.  If two different parties wish to run interschool competitions within the same region, they must co-ordinate their events in order to select a representative team(s) for their region.
1.7
Bidding to host the National Final
Interested parties or individuals may apply to the NZCF to host future National Final events.  The successful applicant will be the National Final Organiser for the given year.  
A host school gains guaranteed qualification to the National Final, but still must participate in their regional competition. Additionally if one week before the event an odd number of teams have entered, the National Final Organiser may allocate a place (for example, to a second team from the host school), in order to avoid a bye.    
Part 2
Guide for running Regional Qualifying Events

2.1 Format

Each regional organiser has the autonomy to run their own competitions as they wish and according to their resources.  
2.2
NZCF Levy

The Regional Organisers are responsible for paying an NZCF tournament levy of $5 per team that participates in a regional tournament(s).  The levy is payable to “New Zealand Chess Federation Inc”. Please include a completed NZCF payment form (either posted or e-mailed) which can be downloaded at the internet address site:
http://www.newzealandchess.co.nz/downloads/NZCFpayments2011.xls

For payment by cheque, send the levies and NZCF payment form to:

New Zealand Chess Federation Inc, PO Box 216, Shortland Street, Auckland 1010. 
For payments transfers direct into the NZCF bank account, the number is: 010535 0073257 00
Tournament levies are due by 1st September.
2.3
Notifying the Interschool Co-ordinator
At the completion of the Regional Qualifiers, the winning school’s contact details must be e-mailed to the NZCF Interschool Co-ordinator.  Please also state the amount paid in interschool tournament levies to the NZCF.
2.4
Definition of a team
Teams comprise of 4 players and 1 optional reserve from the same school (see definition of a school – section 2.5).  All members in the team must be of the correct, or of a lower, school year (Primary year 1-6, Intermediate year 7-8, Secondary year 9-13).  Exemptions will not be given to students who have skipped an academic year.

Teams must be reasonably ranked in descending order of playing strength.  Each player is paired against the same ranked player in opposing teams.  Players must keep to their team order for the duration of the Regional Qualifying competition. If a team has a reserve player, he/she may only play at board 4. 
Team order for the National Final may be different to that of the Regional Qualifying Competition, provided a team is reasonably ranked in descending order of playing strength. 

If a team, in the Arbiter’s opinion, is clearly not ranked in order of playing strength, then the remedy shall be for the Arbiter to instruct the team to change the playing order. 
2.5
Definition of a school

A school is defined as an institution which has one name, is located in one building or connected adjacent buildings and is under one administrator and which provides core curricula in English, math, science and social studies.  A student will be considered to attend a school if and only if he or she physically attends classes at that school building and receives more than 50% of his or her core curricular instruction during those classes.


Teams can also be comprised of home schooled students.  A home schooled student is defined as a student who receives at least 50% of his or her core curricular instruction at home.  Home school students have the following options with regard to forming and/or participating on a scholastic team:
(1)
A home schooled student may represent his or her local public school when access to extra curricular activities is permitted and the student resides within the boundaries of the local public school.

(2)
A home schooled student may join with other home schooled students who reside within the boundary of the local public school.
2.6
Financial assistance for travel to the National Final
NZCF is sometimes able to provide travel grants. Most usually this is to assist South Island teams to travel to the National Final in the North Island.

Part 3
Guide for running the National Final
3.1
Budget
The National Final Organiser is responsible for financing the tournament.  The NZCF is responsible for providing prizes (Medals and certificates).  The NZCF will consider requests to meet other expenses on a case-by-case basis.

3.2
Registration of Teams
Teams must register their confirmed entry with the National Final Organiser by September 1st. This includes e-mailing the names of the expected team members in intended board order. Any subsequent team member changes should be notified promptly by e-mail.

Entries received after September 1st shall be accepted, subject to a late-entry fee payment of $40. The National Final Organiser shall not be obliged to accept any entry notified less than 7 days before the event begins.
3.3
Venue

The playing hall should allow for a minimum of 2.25 sq metres of usable space per player.  Provision should also be made for space for spectators.

3.4
Layout
In each match, the 4 team members will sit side-by-side, and be separated from other matches.  Each match should be identified with a clearly displayed number and each chessboard also clearly numbered 1 to 4.  The chessboards should alternate colour and be correctly orientated so the co-ordinate letters/numbers can aid the players in resetting the chessboard.  
3.5
Spectators

The intent is to allow spectators to see the players and games. Ideally spectator areas should be defined (for example, with rope or chair barriers). Access should not be denied to any person who conducts him or herself properly. No spectators should be able to sit in any area where tournament games are still in progress.  Only players and tournament staff are allowed in the aisles.  

3.6
Health & Safety

All participants or teams should be encouraged to leave a local or cell phone number with tournament personnel so they can be contacted in case of emergency.  
3.7
Arbiters
Each section (primary, intermediate and secondary) should ideally be run by a separate Arbiter.  Arbiters should be experienced and familiar with FIDE tournament rules and Swiss Perfect computer pairings.  Ideally, the ratio of players to arbiters should not exceed 50/1.  The Arbiter should be on the tournament floor at all times during the rounds to assist competitors in the event of any problems or questions. 

Arbiters will be responsible for:

· Making pairings

· Ensuring the overall compliance with the Laws of Chess.  

· Handling disputes and making rulings
· Making sure that the participants and spectators observe a high standard of chess etiquette and refrain from disturbing or harassing their opponents (ie by repeating draw offers or by crowding around any board).  In doubtful cases the Arbiter shall decide what constitutes a disturbance and shall act accordingly.  

The Arbiter or/and his/her assistants should be familiar with:
· Swiss Perfect pairing software.

· Each type of chess clock in use (including how to pause and adjust the time mid-game if required).

· The FIDE rules of chess
· The rules provided in Part 3 of this document 

· The FIDE tournament rules (for rapid play)

3.8
Assistant Arbiters

Assistant Arbiters shall support the Arbiter, and shall have the following specific tasks:

· To ensure that the playing equipment is in order and is set up ready for the start of each game;

· To check that the players are correctly seated, with the correct colours and facing the correct opponents;

· To prevent any unnecessary conversation in the course of play;

· Report any infringements of the regulations to the Arbiter.
3.9
Opening Ceremony

The National Final Organiser should make a brief opening ceremony prior to the start of the first round.  The organiser should include the following points:

· Advise the players of the location of the toilets

· Explain out-of-bound areas

· Brief outline of the format

· Quick reminder of chess rules & etiquette
· Evacuation and assembly procedure
3.10
Awards Ceremony

The National Final Organiser is responsible for an awards ceremony in keeping with the stature of the event.  For each section, the NZCF provides the top placed teams (1st, 2nd and 3rd) medals engraved with the event name, year and placing.  Medals are to be awarded to places based on tie-break scores.  Accompanying certificates will be mailed to the schools after the completion of the event.  

Additional prizes from the sponsors are also presented at the awards ceremony.  

3.11
Publicity after the event

The Interschool Co-ordinator is responsible for producing a report on the National Final at the completion of the event.  The National Final Organiser is responsible for providing the Interschool Co-ordinator with information for the report in electronic form (via e-mail) following the event.  
The report should include:

· Round-by-round pairings and results

· Table of final scores and places
· A descriptive account of the event

· Photographs of the playing sessions and teams (Parents’ permission should be sought for publication of children in the forefront of photos in School Newsletters, NZCF webpage, NZ Chess magazine and any other likely outlet).

The Interschool Co-ordinator is responsible for passing on the report to NZCF for inclusion on the NZCF website and the ‘NZ Chess’ magazine, and for forwarding to all participating schools.
Regional Organisers should be encouraged to follow up on their team’s success (Community papers are often interested in reporting the success of their local schools).  
Part 4
Tournament Rules for the National Final
4.1 Format
The event is held over the first weekend following the third school term.  The duration is one and a half days.  The event comprises of three sections, primary (year 1-6 students), intermediate (year 7-8 students) and secondary (year 9-13 students).  Each section will be run as a Swiss, with 7 rounds.
4.2 Schedule

The recommended schedule is as follow:
Saturday
Players assembly 
10:00 am

Round 1  

10:20am – 11:20am

Round 2

11:30am – 12:30pm

Lunch break

12:30am – 1:30pm

Round 3

1:30pm – 2:30pm
Round 4

2:40pm – 3:40pm
Round 5

3:50pm - 4:50 pm
Sunday
Round 6

10:00 am – 11:00am 
Round 7

11:10am – 12:10pm
Prize giving 

12:30pm
4.3
Time control
The time control will be either: 

 (1) 25 minutes plus 5 second increments using digital chess clocks
Or 
(2) 30 minutes on digital and/or analog clocks (requires Quick-play finish rules –see 4.10)
4.4
Seeding of teams

Teams will be seeded on average NZCF rapid rating (excluding reserve players). Unrated players shall be given an estimated rating which may be based on known performance, including board order. The minimum rating for any player shall be 800.
4.5
Scoring System
Game points will be used for scoring and pairing.
4.6
Tie-Breaks

Tie-breaks are used to determine final standings.  The tie-break methods are applied in the following order:


1. Buchholz

2. Sonneborn-Berger (Berger)
4.7
The basic chess rules

The general rules of chess include castling, pawn promotion, en passant, checkmate, stalemate, touch move, and the correct use of chess clocks.  These rules are available in numerous chess books and internet pages.  Participants should be encouraged to familiarise themselves thoroughly with the correct rules of chess before the event.  Exemptions will not be given because participants aren’t familiar with the correct rules of chess. 
4.8
Behaviour of players and spectators
Spectators and players in other games are not to speak about or otherwise interfere in a game. If necessary, the arbiter may expel offenders from the playing venue.  It is forbidden to distract or annoy the opponent. This includes unreasonable claims or unreasonable offers of a draw.  Persistent refusal by a player to comply with the Laws of Chess shall be penalised by loss of the game. The arbiter shall decide the score of the opponent.  If both players are found guilty, the game may be declared lost by both players.
4.9
Rules governing play
Players do not need to record the moves.

Once each player has completed three moves, no claim can be made regarding incorrect piece placement, orientation of the chessboard or clock setting.  In the case of reverse king and queen placement castling with this king is not allowed.

The arbiter shall make a ruling according to the act of moving pieces, only if requested to do so by one or both players.

An illegal move is completed once the opponent’s clock has been started. The opponent is then entitled to claim that the player completed an illegal move before the claimant has made his move.  Only after such a claim, shall the arbiter make a ruling. However, if both Kings are in check or the promotion of a pawn is not completed, the arbiter shall intervene, if possible.

The flag is considered to have fallen when a player has made a valid claim to that effect. The arbiter shall refrain from signaling a flag fall, unless this affects the running of the event to schedule.
To claim a win on time, the claimant must stop both clocks and notify the arbiter. For the claim to be successful the claimant’s flag must remain up and his opponent’s flag down after the clocks have been stopped.

4.10
Quick-play finish
The Quick-play rules are only applicable if chess clocks are not set to add time after each move.
If the player, having the move, has less than two minutes left on his clock, he may claim a draw before his flag falls.  He shall stop the clocks and summon the arbiter.

If the arbiter agrees the opponent is making no effort to win the game by normal means, or that it is not possible to win by normal means, then he shall declare the game drawn. Otherwise he shall postpone his decision or reject the claim.

If the arbiter postpones his decision, the opponent may be awarded two extra minutes and the game shall continue in the presence of an arbiter, if possible.  The arbiter shall declare the final result later in the game or after a flag has fallen.  He shall declare the game drawn if he agrees that the final position cannot be won by normal means, or that the opponent was not making sufficient attempts to win by normal means.

If the arbiter has rejected the claim, the opponent shall be awarded two extra minutes time.

4.11
Correct use of chess clocks
A player must stop his clock with the same hand as that with which he made his move. It is forbidden for a player to keep his finger on the button or to hover over it.

The players must handle the chess clock properly. It is forbidden to punch it forcibly, to pick it up or to knock it over.
A player may stop the clocks only in order to seek the arbiter’s assistance, for instance when promotion has taken place and the piece required is not available.  If a player stops the clocks in order to seek the arbiter’s assistance, the arbiter shall determine if the player had any valid reason for doing so.  If it is obvious that the player has no valid reason for stopping the clocks, the player shall be penalised.
4.12
Irregularities

If during a game it is found that an illegal move, including failing to meet the requirements of the promotion of a pawn or capturing the opponent’s king, has been completed, the position immediately before the irregularity shall be reinstated. If the position immediately before the irregularity cannot be determined, the game shall continue from the last identifiable position prior to the irregularity. The clocks shall be adjusted according (see below).  The game shall then continue from this reinstated position.

After the action taken under above, for the first two illegal moves by a player the arbiter shall give two minutes extra time to his opponent in each instance; for a third illegal move by the same player, the arbiter shall declare the game lost by this player.

4.13
Triple repetition or fifty move rule
A player can request the arbiter to observe the game and the player can claim a draw based on triple repetition or the fifty-move rule.  Once the arbiter observes the triple repetition or fifty moves, he should grant the claim, provided one was made.

In practice it is quite a difficult task for the arbiter. An uncomplicated triple repetition of position can be handled without too much difficulty, but the fifty-move rule poses some challenges.   After each pawn move or exchange, the arbiter has to start recounting the moves.  An arbiter cannot be forced to observe one game to count the moves.  

4.14
 Penalties regimen
The arbiter can apply one or more of the following penalties:

1. warning,

2. increasing the remaining time of the opponent,

3. reducing the remaining time of the offending player,

4. declaring the game to be lost,

5. reducing the points scored in a game by the offending party,

6. increasing the points scored in a game by the opponent to the maximum available for that game,

7. expulsion from the event.

8. The decision of the arbiter shall be final (but see 4.15 for appeals procedure)
4.15
Appeals Procedure
If a team wishes to appeal a decision of the Arbiter then the following procedure will apply:

1) the appeal must be in writing and accompanied by payment of an appeals fee of $50 (refundable if the appeal is successful).
2) an Appeals Committee will be formed by the Finals Organiser, consisting of the arbiter concerned with the dispute and two other experienced and appropriate individuals who are onsite (such as two other Arbiters). The Finals Organiser shall be entitled, if appropriate, to appoint himself/herself as one of the Appeals committee individuals.
3) the decision of the Appeals Committee shall be final.
4.16
Rulings on topics not covered
For rules not covered in this guide, the FIDE Rapid Play rules will apply (refer to the FIDE Handbook available at www.fide.com).
4.17
Changes to Format and other rules

The Council of the New Zealand Chess Federation shall have the discretion to modify the Format and any other rules for a particular year. 
Appendix:
Contact Information

Updated information about this competition (including a copy of these rules and any updates) can be found on the website: 
www.newzealandchess.co.nz
Interschools Co-ordinator for 2011:
Craig Hall, canterbury@chess.org.nz
Active regions and regional organisers for 2010
Region


Associated NZCF Club(s)

Regional Organiser(s)

West Auckland 

Waitemata


Bob & Vivian Smith (Primary & Intermediate)
Central Auckland 

Auckland Chess Centre

Mike Steadman


East Auckland 

Howick-Pakuranga

Kees van den Bosch

South Auckland





Celia Talbot (Papatoetoe Central), Glen Tabor (Puhinui) 
North Shore 

North Shore


Peter Stuart

Waikato 


Hamilton, Judkins Chess

Gerri & Gary Judkins

Bay of Plenty

Mount Maunganui RSA

Bob & Vivian Smith
Hawkes Bay 

Hastings-Havelock North

Sally Rice

Taranaki 

New Plymouth


John Ansell

Wanganui 

Wanganui


Claire Montgomery

Manawatu





Martin Sims

Wairarapa





David Shead

Wellington 

Wellington, Upper Hutt, Kapiti
Scott Wastney & Mark van der Hoorn

Canterbury 

Canterbury, Ashburton

Craig Hall, Simon Ward, Graeme Sharfte

Otago 


Otago



Quentin Johnston




National Final for 2011:
National Final Dates for 2011: 24th-25th September. 
Venue:  Mt Maunganui College
Organiser: Mt Maunganui RSA Chess Club
Contact: Bob Smith, email Caissa@xtra.co.nz,   phone 07 5755845, cell 0274786282
Publicity: send advance details of events for inclusion in the

New Zealand calendar of chess events – www.newzealandchess.co.nz
Webmistress: heligan@newzealandchess.co.nz
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