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Annex

	Meeting Title:
	Mid Sussex Chess League Annual General Meeting          

	Date & time:
	Tuesday 23rd June 7.45pm  2015

	Location:
	Lewes Chess Club, St Mary’s Supporters Club, Christie Road, Lewes, East Sussex , BN7 1PL


	Item
	
	

	1. 
	Chairman’s opening remarks and apologies for absence
· Election of League Secretary (Ian Comley is standing down and Matt Britnell is proposed)
	

	2. 
	Minutes of last year's AGM (previously circulated)

	

	3. 
	Secretary’s report and matters arising
· Location of next year’s AGM

	

	4. 
	Treasurer’s report and matters arising

	

	5. 
	Fixtures Secretary’s report and matters arising 

	

	6. 
	Match Recorder’s report and matters arising

	

	7. 
	County Adjudication Secretary’s report and matters arising

	

	8. 
	Presentation of Trophies

	

	9. 
	Election of Officers:
Management Committee:

1. Chairman

2. Secretary (see above)

3. Fixtures Secretary

4. Treasurer

5. Match Recorder

Others:
6. Web manager

7. Auditor
	

	10. 
	SCCA matters relating to the League and its clubs.

	

	11. 
	Brief Interval

	

	12. 
	Rule change proposals (see separate document for detail) :

1. Management Committee proposal for amendment to address mobile phones in playing area
2. Management Committee proposal for amendment to notification rules
3. Brighton proposal for alternative incremental time controls (see annex)
4. Lewes proposal to remove "normally" from rule 8.6 : "The home team will normally provide refreshments."
5. Lewes Knock-out rule proposals
	

	13. 
	Any other business
	


	1. Mobile phones in playing area
	Management Committee

	It was agreed at the last AGM that the committee would bring forward a proposal to address the issue that mobile phones are not strictly allowed in the playing area. The committee propose two alternatives for discussion at the AGM


	Current Rule

	8.1 Laws of chess The FIDE laws apply in general and the Management Committee will utilise the version produced by the Chess Arbiters Association for interpretation of the various aspects of these laws in the context of the League. For the 2014-15 season the rules utilised will remain those for the 2013-4  season

	New Rule

	8.1 Laws of chess The FIDE laws apply in general and the Management Committee will utilise the version produced by the Chess Arbiters Association for interpretation of the various aspects of these laws in the context of the League. For the 2014-15 season the rules utilised will remain those for the 2013-4  season  except as set out in 8.1.1.
"8.1.1 Mobile phones, other communication devices, tablets and similar equipment are allowed in the playing area. However they must be either switched off or switched to silent mode for the duration of the match. Home team captains must remind players of this requirement."

plus either:

"For each incident that a player's mobile phone or similar device sounds then their team will incur twelve rule 6.1 default penalty points. The opposing captain must confirm this claim to the Match Recorder."

[Note: Thus instead of the individual losing his game the match result stands but the whole team loses at least half a point for the 1st incident and one and half points for the 2nd.]

or:

"If a player's equipment makes any sound during his game, then: On the first occurrence he will receive a warning. For a second offence by the same player in the same game, the penalty is loss of the game."




	2. Amendment to notification rules
	Management Committee

	Update to the notification rules in the light of the new arrangements.


	Current Rule

	10 Notification of results
10.1 Completion of results card The official result card, including full initials of all players, must be completed immediately after the match, as far as possible, and then be signed by both team captains. Positions sent for adjudication should be marked on the card with a capital 'A'.
10.2 Return of results card The team captain of the home club must send the result to the  Fixture Secretary within eight days of the match.  Where e-mail is used, it is the home captain's responsibility to preserve the match card and produce it should the Match Recorder require it.
10.3 Notification of undecided games If when the result card is submitted to the Match Recorder there exist games unfinished that are not subsequently sent for adjudication, then the home captain shall be responsible for informing the Match Recorder of those results.


	New Rule

	10 Notification of results.

10. 1 Completion of result record. It is the home team captain's responsibility to arrange for the completion of an official result card or record [including full initials of all players] before the match, signature by both captains after the match conclusion and its retention until completion of the season at the AGM. If there are undecided games the submission of the result should be pended and, in accordance with rule 9.1, any games subsequently sent for adjudication then marked with an 'A'.

10.2 Result submission. The home team captain must arrange for the final result to be submitted to the Match Recorder by e-mail as soon as possible but in any case within ten days where rule 9.1 applies, using the form available on the website. In case of query, the Match Recorder may request to see the signed record and if it is not available to make a determination of the match result. 

Delete 10.3



	3. Incremental Time Controls
	Sue Chadwick on behalf of Brighton and Hove 

	In the main MSCL divisions this would be an option in the same way that the QPF option is available at present, i.e. if mutually agreed between players.

In the KO competition this would present a choice between the QPF option and the incremental option.

The option proposed is all moves in 80 minutes with a 10 second increment from move one. There would be no necessity to continue scoring with less than 5 minutes on the clock, and no necessity to start scoring again should the remaining time go back above 5 minutes.

The reasoning behind this is that anything less than a 60 move game would be over in less than three hours. Should the game overrun beyond this then the end would be played out at speed. 

There would be no need of the QPF rules or adjudication - unless, perhaps, the players chose adjudication beyond 90 moves, i.e. three hours and 10 minutes, in the interests of getting home. Although it is assumed the outcome would be clear before this and the players could agree.



	Current Rule: Knockout

	11.The rate of play shall be 30 moves in 1 hour, after which both players' clocks shall be turned back half an hour, and all the remaining moves played. The FIDE Laws of Chess on quickplay finishes shall apply.

	New Rule

	11. The rate of play shall be all moves in 80 minutes with a 10 second increment from move one. No scoring is required once less than five minutes has appeared on a player’s clock. The position may go to adjudication after the 90th move. 
If digital clocks are unavailable then the rate shall be 30 moves in 1 hour, after which both players' clocks shall be turned back half an hour, and all the remaining moves played. The FIDE Laws of Chess on quickplay finishes shall apply.



	Current Rule: League

	7 Time controls
7.1 Clocks Clocks must be used in all games.
7.2 Time controls: division 1 In Division 1 matches, including play-offs between Division 1 teams, at least 3 hours must be allowed for play, and unless 7.5 applies the time control shall be 42 moves in 1 hr 30 min and 7 moves per 15 minutes thereafter.
7.3 Time controls: other divisions In other matches at least 2 hrs 40 min must be allowed for play. If at least 3 hours is available, then the time control shall be as above with the option of 7.5, but for shorter matches it shall be 40 moves in 1 hr 20 min and 7 moves per 15 minutes thereafter with no 7.5 option.
7.4 Additional time controls Both clocks should be turned back by 15 minutes for each additional 7-move time control played.
7.5 Quickplay finish Before white makes his second move both players may agree to play under the following time control; 30 moves in 60 minutes with all (remaining) moves in 30 minutes. Upon this agreement the clocks shall be adjusted accordingly by adding 30 minutes to each player’s clock. After completion of black’s 30th move the clocks should be turned back by 30 minutes.
7.6 During the quickplay phase of the game A player may claim a draw when he has less than two minutes left on his clock and before his flag falls. This concludes the game.
He may claim on the basis
a) that his opponent cannot win by normal means, and/or
b) that his opponent has been making no effort to win by normal means
In (a) the player must write down the final position and his opponent verify it.
In (b) the player must write down the final position and submit an up-to-date scoresheet, which must be completed before play has ceased. The opponent shall verify both the scoresheet and the final position.
If a result cannot be agreed then each club shall submit a claim in accordance with 9.1
9.1 Submitting games for adjudication Team captains should make reasonable efforts in the eight days following a match to agree the results of any unfinished games. If agreement on any such game cannot be reached, then each club must submit the position and their claim to the Adjudication Secretary of the Sussex County Chess Association  in accordance with SCCA procedures.
With regard to a quickplay finish claim under 7.6(b) a copy of the verified scoresheet must also be submitted by the claiming team


	New Rule

	7.5 Incremental time control
Before white makes his second move both players may agree to play under the following time control (subject to suitable clocks being available): all moves in 80 minutes with a 10 second increment from move one. No scoring is required once less than five minutes has appeared on a player’s clock. The position may go to adjudication after the 90th move.
NB  current 7.5 becomes 7.6 etc


	5. Amendment to notification rules
	Lewes

	Lewes propose a number of amendments to improve the knockout rules.



	Proposed Amendment

	4 In each match the team that appears higher in the pairing tree shall play at home, unless the lower-placed team has already played one or more away games than the higher-placed one, in which case the venue is reversed.

	7 For the purposes of this competition a player's grading shall be their official BCF grading ECF standard playing grade from the July grading list that is in effect at the beginning of the tournament. If a player only has a rapidplay grade this shall be used. The January ECF standard play list will however supersede any and all rapidplay or estimates (from the table below) of ungraded players if it has figures for them. 
If a player has no BCF  ECF grading, it shall be based on the highest division in which in which he/she has appeared in a MSL match in the current season, as follows:
Division 1

150

Division 2

135

Division 3

120

Division 4
(or not previously played)

105



	9 The match shall be handicapped according to the following table.
Difference in total grading
To win, higher-graded team must score
0 - 24
No handicap and a 2 ½ - 2½ draw resolved first by board count and second by board elimination
 25 - 74
The higher graded team must score 3 to win and a  2½ - 2½ result shall count as a win for the lower graded team
75 - 124
The higher graded team must score 3½ to win
125 plus - 174
175 plus
The higher graded team must score 4 to win
The higher graded team must score 4½ to win


	10 If the difference between the total gradings of the teams is less than 25, a level match shall be played, with a 3–3 2½-2½ draw being resolved by board count, and, if the board count is equal, by board elimination.

Board count: Each team  totals the numbers on the boards  of which it won, and the team with the lower count wins the match. E.g. Team A wins on boards 3 1 and 4; team B wins on boards 2 3 and 6  5; boards 1 2  and 5 are is drawn. A has a board count of 3 1 + 4 = 7  5; B has a board count of 2 3 + 5 6 = 8; A has the lower count, and wins the match. 
Board elimination: The result on board 6 5 is eliminated, and, if this is drawn, the result on board 5 4 is eliminated, and so on until one team is winning on the remaining boards. E.g. Team A wins on boards 3 and 4; team B wins on boards 2 and 5; boards 1 and 6 are is drawn. The board count is equal at 7 each, but after board 6 and then board 5 are is eliminated, A has the better score, and wins the match.

	12 All relevant rules of the League apply to this competition , except the following:
Read Tournament Controller instead of Fixtures Secretary or Match Recorder.

Rule 6.1, 6.2.1 and 6.2.3 shall not apply.

Rule 6.2.2 shall apply if the defaulting team is Home, in which case the venues are swapped. If the defaulting team is Away, they are automatically eliminated from the competition.
. If a League player's club does not enter a team they may play for another club's K/O team irrespective of League rule 3.2.

	14 Results (including the computation of handicaps) shall be entered on the spreadsheet form provided and sent to the appropriate email address, or online webform if provided, by the captain of the winning team within 8 2 days of completing the match.



