
New Rule 7 and Explanatory Notes
As most of you will by now be aware, the 2018 AGM of the MSCL took a decision to change 
significantly time controls for League matches. In consequence rule 7 concerning timings has been 
completely rewritten with the aim of giving the most practicable effect to the outcome of the 
meeting. In summary, the meeting resolved (see 2018 AGM draft minutes) to change the default 
timing from 42 moves in 1½ hours to all moves in 65 minutes with a 30-second increment from 
move 1. If this were all there was to it however these guidance notes would scarcely be necessary 
but the meeting did not resolve to make the new timings obligatory in all circumstances and in fact 
there are a potentially confusing number of possibilities both for entire matches and for boards 
within matches. What therefore follows is the new rule 7 followed by explanatory notes to assist 
clubs and in particular captains in understanding the new arrangements in good time for the 2018-
19 season. The notes do not form part of the rules and in case of dispute may not be relied upon.

I will not enter discussion with individuals about the merits of the new rule 7 but if there are 
questions of a practical nature about the 2018-19 arrangements please feel free to contact me and I 
will expand the notes below or add to this page in the style of a FAQ session.

Matthew Britnell

MSCL Secretary

_____________________________________________________________

7       Timings

7.1    Playing session

At least 3 hours and 10 minutes must be allowed for play.

7.2    Clocks

Clocks must be used in all games. The time controls specified below apply to all games in all 
matches in all divisions. A visiting club may bring suitable digital clocks to a fixture if the host club 
is known not to possess their own.

7.3    Time controls

7.3.1    Default time control

All moves in 65 minutes plus a 30-second increment per move from move 1.

For guidance clubs should be aware that games could last up to a maximum total time (but only if 
both players use all their allocation) as shown:

Mins Secs Moves Max total
time

65 30 30 02:40:00
65 30 40 02:50:00



65 30 50 03:00:00
65 30 60 03:10:00
65 30 70 03:20:00
65 30 80 03:30:00
65 30 90 03:40:00
65 30 100 03:50:00

     

7.3.2    Alternate time control (if both players agree)

Before White makes his second move both players may agree to play under the following time 
control:

42 moves in 90 minutes, and 7 moves per 15 minutes thereafter.

In games played under 7.3.2 the team captains must in advance of play agree the time at which play 
will stop and if following play the players cannot agree a result the game shall be adjudicated [rule 
9].

7.3.3    If suitable digital clocks are not available

30 moves in 60 minutes and an additional 35 minutes to complete the game.

Alternatively, and before White makes his second move both players may agree to play as per 7.3.2.

7.3.4    Host club unable to meet condition 7.3.1

Having regard to the normal and reasonable duration of occupancy of their premises on a match 
night, a host club may (but for no other reason) elect to play:

As 7.3.1 but play shall stop after Black’s 60th move and if the players cannot agree a result the 
game shall be adjudicated [rule 9].

Alternatively, and before White makes his second move both players may agree to play as per 7.3.2 
or:

All moves in 80 minutes with a 10-second increment per move from move 1.

7.4    Scoring

For all games played with a 30-second increment an accurate scoresheet must be maintained 
throughout the game. For games played at other permissible time controls no further scoring is 
required by a player once less than five minutes has first appeared on that player’s clock.

7.5    Recording

The home team captain must record the time control at which each game was played and submit 
this with the match result [rule 10].

_____________________________________________________________



Notes

Re 7.1

The minimum length of the playing session has, for all divisions and all permissible time controls, 
increased to 3 hours and 10 minutes. Formerly it was 3 hours for division 1, and 2 hours and 40 
minutes for other divisions. The Committee are not aware of any matches in recent years being 
played in divisions 2-4 at time controls other than those formerly mandatory for division 1 so this 
change in practice is more modest than on paper it might seem.

Re 7.2

The rule makes explicit what previously was permissible by negative right, namely the ability of a 
club to take suitable digital clocks to a fixture if the host club is known not to possess their own. 
‘Suitable’, in this context, means suitable to be programmed to accommodate the time controls 
permissible; it does not mean simply a preference for one type or brand of clock over another. Most 
importantly, if a club is using digital clocks those clocks will be deemed suitable if they can be 
programmed to accommodate the applicable increments and or periods. At the time of writing only 
one club is believed not to possess such clocks, namely East Grinstead.

If a club is hosting more than one match and does not possess sufficient suitable digital clocks for 
all matches then alternate clocks may be used for one of the matches. While not obligatory I would 
suggest that in these circumstances it would be expected that the higher division match would use 
the suitable digital clocks. Please note that incremental time controls are obligatory in the Rapid 
Division and so if a club is hosting a League match and a Rapid match on the same evening and 
there are insufficient digital clocks for both, the Rapid match must use the suitable digital clocks.

It is also expected that a club shall have, at the start of play, sufficient suitable digital clocks for all 
boards in a match. It would not normally be acceptable to set up with suitable digital clocks on, say, 
boards 1-3 and analogue clocks on boards 4-5. Some flexibility may however need to be shown if a 
club’s clocks for any reason malfunction at short notice.

Re 7.3.1

The 2018 AGM resolved to the change the default timing to all moves in 65 minutes plus a 30-
second increment per move from move 1 (known for short as G65 +30). The table is included for 
guidance and gives the maximum duration of games if both players use all their time. In practice 
this will seldom be the case and clubs should expect most games not to last as long.

Re 7.3.2

The default timing as per 7.3.1 applies if players do not agree otherwise (that is not to say players 
are obliged to try to agree otherwise). If both prefer, players are entitled to play at the ‘old’ time 
control of 42 moves in 1½ hours (and 7 moves in 15 minutes thereafter). In these circumstances 
games could last a maximum as shown:



Mins Secs Moves Max total time

90 0 42 03:00:00

105 0 49 03:30:00

120 0 56 04:00:00

135 0 63 04:30:00

150 0 70 05:00:00

165 0 77 05:30:00

In almost all foreseeable circumstances it is not going to be possible for games to continue to an 
indefinite finish hence 7.3.2 requires the team captains to agree, before play commences, an 
appropriate time at which play is to stop in games being played at the rate of 42/1½+7/15 etc. As 
specified in 7.1 this stop-time may not be less than 3 hours and 10 minutes. 3 hours and 30 minutes 
is likely to be somewhere near the maximum for most clubs but ultimately that is for the captains to 
agree on the night. It is important to note that even if the stop-time is 3 hours and 10 minutes it may 
be necessary for one or both players to make further moves beyond their 42nd depending on the 
time remaining on one or both players’ clocks following Black’s 42nd move.

There is no change to the post-game procedure for the resolution of incomplete games: players 
should make every endeavour following the game (which may take a few days) to agree a result but 
if, despite that, a result is not agreed the game shall be adjudicated.

Games at 42/1½ may be played on either digital or analogue clocks. I would suggest that clubs that 
possess (for instance) DGT clocks with a number of spare modes pre-programme their clocks with 
the various permissible time controls so they can switch quickly if necessary, before the start of 
play. If however a player is late to a game and his or her clock has already been started (at G65+30),
it may prove unduly disruptive to make a manual adjustment to a digital clock, when switching the 
time control (to 42/1½), to allow for the time that has already elapsed. In such circumstances I 
cannot see either player objecting to the substitution of an analogue clock for the digital when it is 
quick and easy on the former to adjust for the time elapsed.

The rules are drafted on the assumption that each player is able for him- or herself to decide, within 
the rules, the time control at which they wish to play. While it’s not illegal it’s not encouraged for 
clubs or captains to adopt a time control stance applicable to their entire team. A fair evaluation of 
the success (or not) of the changes this season is not going to be helped if team captains do not 
inform their players of the available time controls or seek to decide on their behalf the time control 
at which they are to play. Nevertheless there has to be a default if players cannot agree and that is as
per 7.3.1.

Re 7.3.3

The meeting did not rule that suitable digital clocks must be used and, for reasons explained above, 
it’s always going to be helpful if clubs have some analogue clocks on which they can fall back 
circumstantially.



But if a club is reliant on analogue clocks (or ‘unsuitable’ digital clocks) then 7.3.3 specifies the 
applicable default time control. Please note that, in accordance with 7.1, the time control has been 
adjusted slightly to ensure the game can last up to 3 hours and 10 minutes: formerly the time control
was 30 moves in an hour and 30 more minutes to finish; now it’s 30 moves in an hour and 35 more 
minutes to finish. Fide laws relating to quickplay finishes still apply [Fide Laws, Article 10] 
although MSCL rule 7.7 has been discarded in the interest of de-cluttering our rules where the latter
were simply reproducing Fide law.

When 7.3.3 applies individual players may still, if both agree, play as per 7.3.2. Here too captains 
must agree a stop-time but the decision will be more straightforward as it will be known that default
games will not go beyond 3 hours and 10 minutes; it is suggested, but is not mandatory, that in 7.3.3
circumstances the playing session for all players be 3 hours and 10 minutes (it cannot be less).

Re 7.3.4

At the AGM many expressed concern that games played at G65+30 could go on beyond the time at 
which a club has use of its venue. It was therefore agreed that, in circumstances in which a club has 
to vacate its premises by such and such a time (no particular earliest time was specified), that club 
may elect to amend the 7.3.1 default to 65+30 but with play stopping after Black’s 60th move. As 
per the table in 7.3.1, such a game may last up to 3 hours and 10 minutes and therefore complies 
with 7.1. Normal adjudication rules apply.

Under 7.3.4 the option, if both players agree, to play as per 7.3.2 applies. Also the Committee have 
carried over the former rule 7.5 option, if both agree, to play at G80+10. It was felt that as the 
meeting voted to move to incremental time controls in the hope that games would be played to a 
finish, it wouldn’t be right to prevent players from so doing merely because a club is unable to 
permit games at 65+30 to go on indefinitely. At G80+10 an 80-move game could last no longer than
3 hours and 7 minutes and a 100-move game could last no longer than 3 hours and 14 minutes. It 
was not felt necessary therefore for captains to need to agree an absolute cut-off for such games and
no such procedure has been in place in the past.

Please note that 7.3.4 is not deemed a fall-back if one or both teams are running late or in other non-
specified circumstantial situations. Teams should, as formerly, make every reasonable effort to start 
a match at 7.30 which, for most clubs, should permit a playing session of up to 3 hours and 30 
minutes, occasionally longer. The Committee (see 7.5 below) will review match cards and may ask 
a club to justify a decision to play at 7.3.4; this could include asking to see evidence of the time it 
was required to vacate its premises.

Finally, although not catered-for within the new rule 7 it is expected that should any fixtures re 
rearranged for, say, a Saturday afternoon, the time controls as per 7.3.1 will be assumed to apply 
and clubs will not need to invoke 7.3.4.

Re 7.4

This rule is self-explanatory and is in accordance with Fide laws. One of the key arguments at the 
2018 AGM in favour of a 30-second increment was the requirement to keep recording thus making 
easier the resolution of disputes, the verification of 3-fold repetition claims etc.

Re 7.5

It was suggested at the AGM that it would be helpful if the Match Recorder was able to see the time
control at which each game was played. Aside from enabling the Committee to attempt evaluation 
of the success of the reforms introduced for the 2018-19 season, it would help the Webmaster when 



notifying results to the website to know the reason for an incomplete match card. It is therefore a 
requirement from 2018-19 for this information to be submitted and the match card has been 
reformatted accordingly.
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