WHSCA Rules of Chess
The Washington High School Chess Association (WHSCA) sponsors 7 tournaments a year involving High School and Junior High/Middle School students. This document is an attempt to give a basic overview of the rules covering the playing of the game.  
Many of our rules and procedures are inherited from Ollie LaFreniere’s legacy.  Ollie ran WHSCA for many years and ran things in his own style and with his own knowledge/history.  Ollie passed away a few years ago, and over time the WHSCA board is attempting to document and standardize its policies to make things clear, consistent, and transparent.
In general, WHSCA follows the regulations of the USCF (United States Chess Federation); however, we modify some of rules to suit scholastic chess competitions.  The most important source of our rules is our tradition and history, not the USCF rulebook.  Still, most of the USCF rules are adhered to and the USCF rulebook is a pretty good guide for WHSCA as well.
USCF rules are owned by USCF and we cannot publish them here.  Instead, this document is an overview of WHSCA’s relative adherence to USCF rules.  For more details on USCF policy, please see the USCF rulebook (available for order from www.uschess.org ).
1. Equipment:
a)  The Chess Clock 

The preferred clock for all WHSCA tournaments is a delay clock, set to a 5-second increment.  This makes some of the technical draw claims unnecessary, and thus allows more games to be decided by the competitors and not by the ruling of a director.  (Hereafter, a director will often be abbreviated as a “TD;”  this implies anybody who has been appointed to make rulings on the floor.)  

If both have an equally preferred clock, the player with the black pieces gets the choice of which to use.  The player who provides the clock is required to set it up correctly.  As the WHSCA budget allows, some clocks will be on hand for placing on games by the tournament organizers.

b) Sets and boards
WHSCA usually provides sets and boards for all matches.  If both players agree, they can use an alternative set and/or board that is reasonably appropriate for tournament play.
2. The Moves of the Pieces 
2A.  Clock Protocol. You should touch the clock with the same hand used to move the pieces. You should finish taking a piece before pushing the clock.  Once you have pushed the clock and the other player’s time is running, you shouldn’t touch the pieces or board at all: no adjusting, no setting pieces upright, no sweeping the board.  If a player starts the opponent’s clock with pieces upended or out of place, the opponent is encouraged to restart the player’s clock and have the player straighten the pieces on his/her own time.  TDs can also give warnings for players who abuse this rule.
2B.  Pawn Promotion.  It’s the promoter’s job to replace the promoted pawn on the back rank with the desired piece, and this should be done BEFORE pushing the clock. It is illegal and in bad taste to press the clock to start your opponent’s time with the pawn still on the promotion square.  If this is done, the opponent should immediately restart the player’s clock without moving.  As soon as the new piece is placed on the board, either player should restart the clock.
If the desired piece is not available to replace a promoted pawn, the player may stop both clocks in order to locate that piece and place it on the board.  The player who cannot quickly find such a piece may request the assistance of the director.  It is common practice, however, to play using an upside-down rook for a second queen.  
3. Touch-move.
All WHSCA tournaments are touch-move.  This means the following:

1) If a player deliberately touches a piece with the appearance of intending to move that piece, then he/she must move that piece.
2) If a player deliberately touches a piece with the appearance of intending to capture that piece, then he/she must capture that piece.

3) If a player does both, then touch-move applies in the order the pieces were touched.
4) A player who picks up the wrong piece to move (i.e., their brain says one thing and their hand does something else) is bound by the touch-move rule.
5) If a touched piece does not have a legal move, it is not bound by touch-move.  If a touched opponent’s piece cannot be captured, it is not bound by touch-move.
6) A player who touches a piece by accident (for example, with the hand brushing the piece as it passes by) is not bound by touch-move.

7) If a player wants to adjust the location of a piece, he/she should first say, “I adjust” or something else that clearly implies that it’s an adjustment.

8) When castling, a player can touch either piece first.

To claim an opponent has violated touch-move, a player must stop the clock and point out the violation before touching any of his/her own pieces.  If the players can settle the claim on their own, they are free to do so.  If there is some difficulty or confusion, they should call over a TD.
4. When a move is finished.  This rule covers the question of when you can or can’t change your move.
1) Once you have let go of a piece on a legal square, the move may not be changed.
2) When capturing, once you have touched both pieces of a legal capture, the move may not be changed.

3) Checkmate or stalemate immediately ends the game, so the move is completed as above.
As described above, there is a period between the release of a piece and the press of the clock during which the move can’t be changed) but is not technically completed.  This is the time when draw offers or draw claims should be made.  Once a player completes the move by pushing the clock, it is the opponent’s move and no claims may be made.
5. The Decisive Game.  How can a game be won?
5A.  Checkmate.  The player who checkmates the opponent’s king, providing the mating move is legal, wins the game.  This immediately ends the game (no clock press needed).  If a flag falls after checkmate has been played, this checkmate stands.  If the flag falls first and the opponent claims the flag before the mate is completed (piece released), then the flag fall stands.
5B.  Unclear if checkmate or flag fall came first.  If it’s unclear which came first, the director should attempt to clarify by seeking out witnesses (preferably people from different teams).  If after getting more evidence the director is still unable to determine which came first, the mate stands.
5C.  Resignation.  The player whose opponent resigns wins the game.  This immediately ends the game.  Saying I resign or tipping over the king are relatively clear ways to resign.  

Stopping both clocks or shaking hands does not necessarily indicate a resignation.
5D.  Time forfeit.  The player wins the game who properly claims that the opponent has run out of time while the player still has mating material.

5D1.  Only players may call flag.  A flag is only considered to have fallen when either player points this out.  Spectators who point out the fall of a flag in any manner may be disciplined by the TD to the point of expulsion from the playing room, loss of their own games, or expulsion from the tournament.  The recipient of such assistance may also be penalized, particularly if the spectator and the recipient are on the same team.  This is at the discretion of the TD.


5D2.  How to claim.  To claim a win by time forfeit, a player should stop both clocks and state the claim.  If the opponent accepts the claim, the game is over.  If the opponent does not accept the claim, the claimant must present the claim to a director.

5E.  Late arrival.  The player who arrives at the chessboard more than one hour late for the beginning of the game (in g/60 or more) or arrives after their flag has fallen loses the game.  The absence countdown begins when the games actually start that round.  A director may waive the one-hour forfeit rule.

6. The Drawn Game.  
6A.  Overview:  A game can be drawn in many ways:

Stalemate
By Agreement

Double Flag Fall

3-position repetition

Insufficient mating material

50-move Rule

Insufficient losing chances

An important point is that any claim of a draw is an implied draw offer; thus, if a player makes a claim to a director, the opponent can accept the implied draw and no intervention is necessary.

The philosophy of many of the various drawing methods is based on the presence of the clocks.  If competitors could play indefinitely, there would be no need for many of the drawing methods: players would continue until a win or draw agreement.  However, the presence of clocks and the need for the tournament to continue means that there need to be ways to award a draw when the possibility of a player winning is sufficiently small.  
6B.  Stalemate.  Providing that the opponent’s previous move is legal and completed (hand off piece), this immediately ends the game.

6C.  Agreement.  The game is drawn upon agreement between the two players.  This immediately ends the game.  

6C1.  How to offer a draw.  The proper timing to offer a draw is as follows:



Player A makes move



Player A says, “Draw?”



Player A pushes clock.



Player B gets to think about the offer while the time is ticking.



The offer, once made, may not be rescinded.

Note:  Player A should not stick a hand out over the board.  Player B should be able to think about the draw offer for as long as he/she wants.  Player A should not cajole, discuss, or comment on whether the draw should be accepted.
6C2.  Acceptance.  The opponent may accept the proposal by stopping the clock, offering a handshake, and/or saying, “Okay, draw;” these are all generally clear ways to accept.  The acceptance should be communicated clearly.  

6C3.  Rejection.  A draw is rejected by activating the touch-move rule (by deliberately touching a relevant piece) or by saying so.
6C4.  A draw offered at an inappropriate time still stands until the opponent accepts it or rejects it.


Example: A player who is on move, but hasn’t moved yet, offers a draw.  The offer cannot be removed.  The opponent has the right to ask the player to first make a move and hit the clock; the opponent then can consider the draw offer throughout his/her time.  The player who offered the draw cannot take the offer back while considering a move to make.

6C5.  Flag fall during pending draw offer.  A player who offers a draw may claim a win on time if the opponent oversteps the time limit while considering the offer unless the offer is accepted before the flag fall is claimed.

6C6.  Repeated offers.  Repeated draw offers are annoying and inappropriate.  After a first offer is declined, it is improper to offer another draw unless the situation has changed substantially.  The TD may impose penalties as necessary.

6C7.  Premature or prearranged draws.  It is against the spirit of the game to agree to a draw before a serious contest has begun.  No players may agree to a draw beforehand.  In case of clear violations of the moral principles of the game, penalties should be imposed at the director’s discretion.

6D.  Both flags down.  The game is drawn if both flags are down in a sudden death time control and either player points this out.  If a player whose flag is still up claims a draw on time but does not stop the clock in time to prevent the flag from falling, the game is drawn.  

6D1.  Checkmate and both flags down.  If a checkmate is on the board and one player says they already called double flag fall before the checkmate, the TD should get testimony from witnesses and the players.  If the TD is unable to determine which came first, the TD should deny the time claim and rule the game won by checkmate.

6D2.  Players unaware of situation.  If a game is continuing with both flags down, the director may rule it a draw in order to move the tournament along.

6E.  3-position repetition  The game is drawn if a player can make a correct claim that the identical position is about to occur for at least the third time or has just appeared for at least the third time.  In both cases, the claimant must be on move.  

6E1.  What needs to be the same.  The position is considered the same if pieces of the same kind and color occupy the same squares, with the same possible moves (including the right to castle or to capture a pawn en passant), and with the same player on move.

6E2.  How to claim.  If a move is required to complete the third occurrence of the position, the player claiming this draw should write this move on the scoresheet but not play it on the board, stop both clocks, and state the claim.  If no move is required to complete the repetition, the player should stop both clocks without moving and state the claim.


If the opponent agrees, the game is drawn.  If the opponent does not agree, the claimant may make the claim to a TD.  If a TD denies the claim, the claimant is still obligated to make the announced or recorded move.  The TD may award the opponent two extra minutes.
6E3.  Verification of claim.  The player making the claim must have completed a scoresheet (never stopping due to time pressure) that supports the claim.
6E4.  Time pressure claim.  An exception to the scoresheet requirement is when a player is below 5 minutes remaining.  In such a case, the TD may award the draw by 3-position repetition based on the observation of a TD or an impartial witness.  A player in time pressure may stop both clocks to find a TD in order to demonstrate the ability to force a triple occurrence of position.  The TD may penalize a player for frivolous attempts to use this rule.

6F.  Insufficient material to continue.  The game is drawn when the material is so low that neither player can possibly checkmate by any combination of moves.

6F1.  Insufficient material despite flag fall.  The game is drawn even when a player exceeds the time limit if one of the following conditions exists: the opponent has a lone king, a king and bishop, a king and knight, or a king and two knights where the player does not have a pawn.  In each case, the opponent must not have a forced win available.  Note that with sufficient evidence, this result can be determined by a TD despite the players agreeing to a different result (due to players’ ignorance of the rule).

6G.  The 50-move rule

7G1.  General idea.  The game is drawn when the player on move claims a draw and demonstrates that the last 50 moves have been made by each side without any capture or pawn move.  

7G2.  Complete notation.  The claimant normally must present complete notation to justify the claim.  

7G3.  Time pressure.  If a player has less than 5 minutes, is without complete notation, and in a simplified position where no pawn moves or captures seems likely may stop both clocks and request a TD for assistance.  If the TD agrees that it is appropriate, the TD may directly watch the game to verify the claim.  

6H.  Claim of insufficient losing chances in sudden death.

6H1.  General idea.  This is a major place where the clock is not intended to decide games.  Imagine a situation where a player where one player has a queen and a couple of rooks, while the opponent only has a few pawns on their original square.  The only problem?  The player with the scads of material has only 5 seconds left in the game.  There is no reasonable way that the player with pawns could possibly win the game.  As a result, the philosophy is that there should be a way for the game to be declared a draw and not a win.  This rule allows for that possibility, but must be made BEFORE a player’s flag falls.
6H2.  Explanation.  If the clocks used are not set to delay, a player on the move with two minutes or less of remaining time may stop the clock and ask the director to declare the game a draw on the grounds that the player has insufficient losing chances.  This claim is intended to grant a draw to a player who could only be expected to lose by running out of time.

6H3. Resolution.  When ruling, the director should not consider the ratings of those playing.  The TD should ask the question, if the claimant was an 1100 rated player, and his/her opponent was a 1500 rated player, would the claimant still most likely hold at least a draw in this position?  (Note that the USCF standard is a 1400-1600 player versus a master, but we adjusted this rule to fit our players.)  There are 4 possible ways to resolve the claim.

6H3a. The claim is unclear and a delay clock is available for the game.  A director who believes the claim is unclear may place a delay clock on the game, setting it as follows: The claimant gets half of the claimant’s remaining time (rounded to the nearest second); the opponent’s time is unadjusted; the time delay is 5-seconds.  After the claimant’s clock is started, the draw claim remains a draw offer for claimant’s move (the opponent may accept the draw before making his or her next move).  The claimant may win, lose, or draw the game.

6H3b. The claim is unclear and a delay clock is not available for the game.  A director who believes the claim is unclear but cannot locate a delay clock may do several different things.

· Deny the claim while inviting a later re-claim.  There is no adjustment of either player’s time.  The claim remains an implied draw offer until the opponent’s move.  The claimant may win, lose, or draw the game.

· Watch the game while reserving judgment on the claim.  The director should make every effort to resolve the claim before the flag of either player falls.  There is no adjustment of either player’s time.  The claim remains an implied draw offer until the opponent’s move.  The claimant may win, lose, or draw the game.

6H3c.  The claim is clearly correct.  If the claim is clearly correct the game should be declared drawn.  

6H3d. The claim is clearly incorrect.  A director who believes the claim is clearly incorrect should deny the claim and may subtract up to one minute from the claimant’s remaining time.  After the claimant’s clock is started, the attempted claim is a draw offer extending to the opponent’s next move.

6I. Advice on applying the “insufficient losing chances” claim.  

6I1. The preferred method of dealing with any ambiguity in a claim is to apply the delay clock option.  It allows the game to be resolved between the players.

6I2. The director can discuss with each player their intended plans in the position.  This is particularly helpful to resolve “book draw” positions to insure that the players actually know the “book draw” process.
6I3. The TD should consult strong players if unclear about the correctness of the claim.

6I4. Common positions that possibly justify a claim:  book draw endings, blockaded positions, bishop of opposite color endings, Q vs. Q, R vs. R, K vs. rook P and B of wrong color.  
7. The Recording of Games.  
7A.  Recording is a requirement.  Players are required to keep score during their game.  The notation doesn’t need to be perfect; it just needs to be an honest effort.  Any common notation is permitted.  The player can make the move and then write it down, or vice versa.

7B.  Scorekeeping in time pressure.  If either player has less than five minutes remaining, both players are excused from the obligation to keep score.  

7C.  Scorekeeping by an assistant.  If a player is in time pressure, he may request a friend to take notation for him/her.  This courtesy is only to allow players to have a personal record of the game and the notation cannot be used for any claim (50 move, 3-position repetition).  

7C1.  Behavior of the assistant.  Such an assistant can be seated next to the player, but the behavior of the assistant must be impeccable.  The assistant should be completely unobtrusive; there should be no appearance that any behavior of the assistant is affecting the game.  If the opponent or the director sees any behavior that could be reasonably construed as having an impact on the game, the courtesy is revoked and no assistant can take notation for the player.  Examples of inappropriate behavior:  annotating the game (using ! or ?, for example), crowding the players, talking to either player, communicating through body language, etc.

8. Illegal moves.
8A.  Notated games.  If either player claims that any of each players’ last 10 moves are illegal, he or she should stop the clock and call over a TD.  The TD should work with the players and their notation to determine when the first illegal move happened.  Once the last position before the illegal moves is established, the player who made the first legal move must make a legal move.  Touch-move rules apply to the new move.
8B.  Time penalty.  There is no time penalty for making an illegal move if the opponent has more than 5 minutes left.
8C.  Illegal moves in time pressure.  Once a player is in time pressure and either player has ceased notating, then the standard for illegal moves is no longer “in the last 10 moves.”  Instead, illegal moves need to be claimed before the opponent of the player who made the illegal move completes the next move (the move is completed if the clock has been hit).  If the opponent does not claim an illegal move, then the move stands.  
8D.  Penalty in time pressure.  If a player makes an illegal move that is claimed by the opponent and verified, and the opponent has less than 5 minutes remaining, then the opponent will be awarded 2 extra minutes (up to a maximum of 5 minutes).
8E.  Incorrect initial position.  If, before the completion of Black’s 10th move, it is found that the initial position of the pieces was incorrect, then the game shall be restarted.  If the error is found after the 10th move, then the game shall continue.
9. Spectators
The primary rule for all people at the tournament is to NOT interfere with a game. Spectators must not react to moves on the board, not even by a change of expression. We recommend that spectators watch from an arm’s length away, and refrain from touching or leaning on the table. To avoid the chance of interference, spectators on the player’s team should stand behind their teammate.
