
Mid Sussex Chess League Draft Agenda

Meeting Title: Mid Sussex Chess League Annual General Meeting

Date & time: Tuesday 26th June 2018 at 7.45pm 

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

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. Presentation of Trophies

8. Election of Officers:
Management Committee:

1. Chairman
2. Secretary
3. Fixtures Secretary
4. Treasurer
5. Match Recorder
6. Knock-out Tournament Controller

Others:
7. Webmaster
8. Auditor
9. ECF Delegate 

9. County Adjudication Secretary’s report and matters arising

10. SCCA matters relating to the League and its clubs

11. Brief Interval

12. a) Review of the Rapidplay Division and formal adoption of its Rules
b) Other rule change proposals accepted for inclusion
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12 (a). Rapidplay Division Rules

Secretary’s note: Following the inaugural year 2016-17, the rules underwent revision before the
start of the 2017-18 season and appear here in exactly that form.
1. The Rules of the MSCL standardplay league shall apply except as modified by the following.

2. Each team shall comprise 4 players.

3. There shall be no grading restriction but clubs should endeavour always to field a team of 
less experienced and or lower graded players and in which board 1 is not normally in excess of 
140 strength. Juniors who have appeared in MSCL standardplay Division 2 or above are not 
expected to be regular team members.

4. The start time shall be 7:30 pm prompt.

5. The time control is 40 minutes for all moves plus 10 seconds increment per move from move
one. Recording of moves is encouraged but is not mandatory.

6. Colours shall be decided on the night by coin toss.

7. Results will be submitted for grading in accordance with ECF rapidplay rules.

8. There are no restrictions on age but the emphasis is on juniors. Clubs are not expected to 
enter a team if they have insufficient juniors to field an all-junior team (or teams) and clubs 
should aim to field an all-junior team for each fixture. Allowing for circumstances in which that 
might not be possible, over the season as a whole juniors ideally should represent the club on 
at least 75% of boards. When an adult must play to complete the team, that adult should be a 
lower graded member of the club.

9. Players may play for one club in the Rapidplay League and for another club or clubs in the 
standardplay league or knock-out competition. This is intended to give access to the Rapidplay 
League for qualified players where their primary club may not be entering a team. Similarly, two
or more clubs may submit a joint team in the Rapidplay League when individually they have 
insufficient players to enter their own team. In the latter case jointly participating clubs shall 
determine which club or clubs is/are the host venue for each designated Home fixture and shall
provide the Fixtures Secretary no later than three weeks before the first scheduled fixture with a
list of which club will host each Home fixture of the joint team.

10. Clubs should consider if possible offering their venue to host mid-way matches.

12 (b). Other rule-change proposals

1. Committee proposal re fixture changes
Current Rule
2.6 Fixture changes
Upon receipt of the fixture lists, clubs should check their viability. Changes may be made 
(including mutually agreed weekend arrangements):

 by mutual agreement concluded up to 14 days after the date of issue of the fixture lists 
for matches scheduled to be played in October or November; or

 by mutual agreement concluded 28 days prior to the originally scheduled date for 
matches scheduled to be played in December or later; or
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 under exceptional circumstances.

All fixture changes, and any resulting disputes, must be notified by both clubs within 7 days to 
the Fixtures Secretary.

Proposed Rule
2.6 Fixture changes
Upon receipt of the fixture lists, clubs should check their viability. Changes may be made 
(including mutually agreed weekend arrangements):

 by mutual agreement concluded up to 14 days after the date of issue of the fixture lists 
for matches scheduled to be played in October or November; or

 by mutual agreement concluded 28 days prior to the originally scheduled date for 
matches scheduled to be played in December or later; or

 under exceptional circumstances.
All fixture changes, and any resulting disputes, must be notified by both clubs within 7 days to 
the Fixtures Secretary. Failure to do so will incur 4 default points (see 6.1). The Committee 
shall consider the circumstances and may default any team found to have changed or 
withdrawn from a fixture otherwise than in accordance with this rule.

Rationale
The Committee feel there is a need to tighten up the rule in this area given the number of non-
compliant changes to fixture dates. A team would need to incur 2 x 4 default points before 
default could make a difference to that team’s position in the division.

2. Various proposals re time controls, mainly concerning Rule 7
Current Rule
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 or 7.6 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 or 7.6, 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 or 7.6 
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 Incremental time control
Before white makes his second move both players may agree to play under the following time 
control (subject to suitable digital clocks being available): all moves in 80 minutes with a 10 
second increment from move 1.

7.6 Quickplay finish
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If suitable digital clocks are not available and 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.

7.7 
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 Error: 
Reference source not found

7.8 Scoring
No scoring is required by a player once less than five minutes has appeared on that player’s 
clock.

For reference, in relation to the proposal 2(i),text of existing 8.3:
8.3 Start of play
8.3.1 The home team should be ready to play by 7.30pm. An away team whose members are 
all present shall be entitled to insist that the match commences at or after 7.30pm, even if the 
home team is incomplete, with any member of the home club and start the clocks thereafter.
8.3.2 The away team should be ready to play by 7.45pm. The home team shall be entitled to 
insist that the match commences at or after 7.45pm.

2 (i) Proposal from Hastings & St. Leonards CC
Proposed Rule
7.2 Time controls: Division 1
In Division 1 matches, including play-offs between Division 1 teams, the default time limit will be
50 moves in 100 minutes and 7 moves in 15 minutes thereafter with sessions lasting 3 hours 
and 20 minutes. However, if both players agree, options 7.5 and 7.6 may apply.

7.3 Time controls: other divisions
In other matches at least 2 hours 40 minutes must be allowed for play. If 3 hours 20 minutes is 
available, then the time control shall be as above with the option of 7.5 or 7.6, but for shorter 
matches it shall be 40 moves in 1 hour 20 minutes and 7 moves per 15 minutes thereafter with 
no 7.5 or 7.6 option.

8.3 Start of play
All matches must start by 7.30 p.m. unless both teams agree that the match should start later.

Rationale
Having observed the correspondence on the MSCL Forum, I (Francis Rayner) find myself in 
agreement with almost all the points raised by Bernard Cafferty, Brian Denman and Mike 
Nicholas. As the primary objective of the 80/10 time limit is to ensure that every game is 
finished on the night, the points raised Bernard Cafferty are particularly relevant: this time limit 
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by no means guarantees that this will happen. Admittedly, the vast majority of games will finish 
in one session, but I believe that is equally true for the time limit I am proposing, which is as 
follows:

Each side is given 100 minutes (one hour and 40 minutes) to play 50 moves. The present time 
limit of 42 moves in 90 minutes each yields on average only six adjudicated games per year, 
certainly not a large number. My estimation is that playing an extra 8 moves will virtually 
eliminate adjudications, and even if we had say one per two years, I feel we could happily live 
with this, given the benefits of this time control. These benefits, as opposed to the 80/10 time 
limit, are as follows:

1. An accurate score of the game can be kept, impossible while playing at 10 seconds per 
move. In case of any dispute, an accurate record of the game is deemed necessary by most 
arbiters.

2. The quality of the chess will undoubtedly be higher, as players will not be faced with the 
prospect of losing on time every 10 seconds towards the end of a long, tiring evening.

3 Any type of chess clock, digital and analogue, will be suitable for use. and we will be spared 
the possibility of some digital clocks not being able to handle 10 second increments.

4. I believe this time limit would be highly satisfactory for all four divisions. We would not then 
have the situation which otherwise appears likely, should 80/10 be accepted for the lower three 
divisions: the top division would then be pressured into "stepping into line", even though many 
of its players are clearly unhappy to do so.

5. Both players and premises owners would know precisely when the games would end at the 
latest. This last point would seem one of the most important, and brings me to one final 
consideration, which would need the understanding of both teams involved in a match: If the 
starting time for matches was declared mandatory, at 7.30pm, then the playing time would in 
effect be only five minutes longer than it is at present, because we allow a starting time of 7.45 
for late-comers. I appreciate that some teams travel long distances, and may not be happy at 
the prospect of losing this 15 minute leeway. The only way around this would seem to be a prior
agreement between teams and premises owners that the match could if necessary go on until 
11.05 at the latest. I hope there will be time at the meeting to discuss this issue.

2 (ii) Proposal from Lewes CC
Proposed Rule
Option 1 (Preferred).: G80+10 (or 30 moves/1h +30 mins if digital clocks are unavailable)

7 Time controls

7.1 Playing session
At least 3 hours must be allowed for play. Clocks must be used in all games.

7.2 Time controls
The rate of play shall be all moves in 80 minutes with a 10 second increment per move from 
move 1. If appropriate 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. In the latter case the FIDE Laws of Chess on quickplay finishes shall apply. No scoring 
is required by a player once less than five minutes has appeared on that player’s clock.
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7.3
During the quickplay phase of the game a player may claim a draw when he/she has less than 
two minutes left on his/her clock and before his/her flag falls. This concludes the game.
He/she may claim on the basis:
a) that his/her opponent cannot win by normal means, and/or
b) that his/her opponent has been making no effort to win by normal means
In (a) the player must write down the final position and his/her 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

(Note that the proposed wording for new 7.2 is copied verbatim from current KO rule 11 and 
new 7.3 is equivalent to existing rule 7.7.)

Option 2.: G80+10 (or 30 moves/1h +30 mins if digital clocks are unavailable) by default; 
existing 42 moves/1½h (+7moves/15minutes etc) only if both players agree

7 Time controls

7.1 Playing session
At least 3 hours must be allowed for play. Clocks must be used in all games.

7.2 Time controls
7.2.1. The default rate of play shall be all moves in 80 minutes with a 10 second increment per 
move from move 1. If appropriate digital clocks are unavailable then the default 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. In the latter case the FIDE Laws of Chess on quickplay finishes shall 
apply. No scoring is required by a player once less than five minutes has appeared on that 
player’s clock.
7.2.2 Subject to the agreement only of both players and applying only to the players in 
agreement, the rate of play shall be 42 moves in 1 hr 30 min and 7 moves per 15 minutes 
thereafter. Games played at this rate shall be noted on the result card and indicated in the 
result submitted to the Match Recorder.
7.3
During the quickplay phase of the game a player may claim a draw when he/she has less than 
two minutes left on his/her clock and before his/her flag falls. This concludes the game.
He/she may claim on the basis:
c) that his/her opponent cannot win by normal means, and/or
d) that his/her opponent has been making no effort to win by normal means
In (a) the player must write down the final position and his/her 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

Rationale
Games settled by adjudication are not legal under the FIDE Laws of Chess and the ECF will 
doubtless move gradually towards a similar position. It is standard throughout the competitive 
chess world for games to feature increments and this is likely in future to become mandatory in 
FIDE-regulated events. The MSCL permits already games to be played to a finish with 
increments if digital clocks are available (and both players agree), at the rate of 80 minutes for 
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all moves plus 10 seconds per move from move one. In the Rapidplay Division incremental 
timings have been mandatory this season. Under present league rules the default timings are 
not only contrary to the Laws of Chess but frustrate the legitimate desire of an increasing 
number of players to complete the game fairly and squarely by their own effort alone.

Our proposal seeks vastly to simplify timings and bring the MSCL substantially up to date and 
in line with normal national tournament and regional league practice. As such we propose, 
preferably, to make G80+10 the mandatory timing for all games in all divisions ‘subject to digital
clocks being available’ (current 7.5). If digital clocks are not available, then the current timing of 
30 moves in an hour, and then 30 minutes each to finish, shall apply. Note that this proposal is 
already the rule in the KO Cup.

As a second preference if the above fails, we propose to reverse the default: G80+10 (or 30 
moves/1h +30 mins if digital clocks are unavailable) shall apply by default but if both players 
prefer to play at 42 moves in 1½ hours (plus any further periods at 7 moves in 15 minutes) then
that shall continue to be permissible.

Ideally and under both options we should prefer to move straight to G80+10, thus in effect 
requiring clubs to provide digital clocks, but accept we may need a further year or two for any 
clubs still using analogue to purchase digital clocks, of a sufficient number of the same.

(A consequence of the proposed change, in either version, is that all divisions will have to 
provide for a minimum 3-hour playing session. Currently under rule 7.3 non-division 1 matches 
may be played in a shorter session of at least 2 hours and 40 minutes. We are not aware that 
any matches in any divisions to which it applies utilise the 7.3 option and propose to abolish 
what we think has become an outmoded provision. If, however, it transpires that the meeting 
prefer to retain the shorter playing session option for non-division 1 matches but in other 
respects accept our proposal then it is proposed that the timings applicable in such cases be, 
under option 1: G70+10 subject to digital clocks being available and 80 mins for the game (all 
moves) if digital clocks are unavailable; and under option 2: the same but with the option, if 
both players agree, to play at the rate of 40 moves in 80 minutes plus any further periods at 7 
moves in 15 minutes. The latter timing is already specified in 7.3.)

2 (iii) Proposal from Brighton & Hove CC
Proposed Rule
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 or 7.6 applies The time control shall be 42 moves in 1 hr 30 
min and 7 moves per 15 minutes thereafter.

Abolish current Rules 7.3, 7.4 and 7.5. The text of 7.3 to be replaced by:

7.3 Time controls: other divisions
If suitable digital clocks are available, all moves in 80 minutes with a 10 second increment from 
move 1.

7.6 7.4 Quickplay finish
If suitable digital clocks are not available and 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 
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turned back by 30 minutes.
Rationale
The main intent of this rule change is to play out the game on the night in the time available. 
Generally three hours is allowed and the 80/10 is the commonly-used time control for this 
length of game and already approved for use in the league at the 2015 AGM. The argument 
against finishing on the night is that the game is played too fast for a proper result and that it 
favours younger players. But this is no reason to kill the game in favour of older players. 
Adapting to a faster rate of play means finishing a longer game in the time, not finishing a 
slower one at a splutter. Then no prolonged analysis and a simple result for captains. However, 
to resolve the impasse, I propose we keep things as they are for the first division and change to
playing the game to a result in divisions two, three and four. This is a compromise which suits 
Brighton and Hove and hopefully other clubs as well.

3(iv) Proposal from Eastbourne CC
Proposed Rule
Option 1

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 digital clocks being available): all moves in 65 minutes with a 30 
second increment from move 1.

7.7 Scoring
Under a 30 second increment rule, scoring must continue till the end of the game. If Fischer 
time is not used, no scoring is required by a player once less than five minutes has appeared 
on that player's clock.

Option 2 is a rewrite of the rules 7.2 to 7.8.

7.2 Time Controls with Digital Clocks
If suitable digital clocks are available, all moves in 65 minutes with a 30 second increment from 
move 1.

7.3 Non Incremental Time Controls for 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 and before white makes his second move both players 
may agree to play under the following time control: 42 moves in 1 hr 30 min and 7 moves per 
15 minutes thereafter. If non digital clocks are used, both clocks should be turned back by 15 
minutes for each additional 7-move time control played.

7.4 Non Incremental Time Controls for the other Divisions
In all other Divisions, at least 2 hours 40 min must be allowed for play, If at least 3 hours is 
available then the time control shall be as in 7.2, 7.3 or 7.5. Before white makes his second 
move both players may agree to play under the following time control: 40 moves in 1 hr 20 min 
and 7 moves per 15 minutes thereafter with no 7.2 or 7.6 option. If non digital clocks are used, 
both clocks should be turned back by 15 minutes for each additional 7-move time control 
played.

7.5 Quickplay Finish without Digital Clocks
As current 7.6.
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7.6
As current 7.7.

7.7 Scoring
Under a 30 second increment rule, scoring must continue till the end of the game. If Fischer 
time is not used, no scoring is required by a player once less than five minutes has appeared 
on that player's clock.

Rationale
The reason for suggesting that the MSCL adopts a 30 second time increment can be 
appreciated from the Fide Laws of Chess taking Effect from 1 Jan 2018. Under 8.1.1 and 8.4:

8.1.1 In the course of play each player is required to record his own moves and those of his 
opponent in the correct manner, move after move, as clearly and legibly as possible, in the 
algebraic notation (Appendix C), on the ‘scoresheet’ prescribed for the competition.

8.4 If a player has less than five minutes left on his clock at some stage in a period and does 
not have additional time of 30 seconds or more added with each move, then for the remainder 
of the period he is not obliged to meet the requirements of Article 8.1.1.

These rules imply that with a 30 second increment, a player must continue to record all his 
moves. This is a FIDE rule rather than an ECF rule. The advantage of recording to the end of a 
game is that draws for repetition can be claimed, also 50 move or 75 move rules can also be 
checked. This is not possible under a 10 second rule as the players stop recording when the 
time remaining is under 5 minutes. In competition play, such as the Hastings Masters, only a 30
second increment is used.

There are two separate proposals, firstly to change the time increment used, so that various 
people's comments on the forum about not being able to claim a draw etc. can be 
accommodated. If the game is fully recorded, then a claim can be made.

My second proposal is that G65+30 is the first choice, but the second choice of non-
incremental time controls is available either if both players agree or if there is not enough time 
in the session to play for more than 2hrs 40 minutes. The quick play finish without digital clocks 
remains a further option.


