CHESS  WESTERN  PROVINCE

RULES  FOR  2002  CLUB  LEAGUE

1.
FORMAT

1.1.
The League shall be open to applications from all paid up, affiliated clubs who are in good standing.  There is no limit to the number of teams a club may enter.

1.2.
The league shall consist of the following:

1.2.1. A Premier League, consisting of 12 teams.  No more than 2 teams per club will be allowed in this section.  This will be played as a Round Robin.

1.2.2. A Candidate League, consisting of 12 teams.  No more than 2 teams per club will be allowed in this section.  This will be played as a Round Robin.

1.2.3. A General League, consisting of the balance of teams entered.  Clubs entering the League for the first time will play in this section.  This will be played as a Swiss event.  Should a fourth League be necessary, the General League will be played under the same rules as 1.2.2.

1.2.4. A fourth League may be instituted dependant upon the number of entries.

1.3. A team shall consist of 5 players.

1.4. League fees shall be set at the Annual General Meeting of Chess Western Province.  These fees must be paid before the start of the League.

1.5. There will be no postponements of matches and all matches must be played at the official venue.

2.
TIME  CONTROLS

2.1.
The starting time for each round shall be 19h30 sharp and players must be seated by 19h25.  The last round may differ.

2.2. The time controls for each division shall be:

· Premier and Candidate Leagues:

36 moves in 90 minutes with a 15 minute guillotine.

· General League:

60/60.

2.3. Any team, which does not arrive for a match within 30 minutes of the start of the round, will lose the match, 5-0. 

2.4. Any player who does not arrive for a match within 30 minutes of the start of the round will lose the game.

2.5. All clocks will start at 19h30.

3.
PLAYERS

3.1. Each club shall submit, one month prior to the start of the League, a list of all players in board order, who be playing League for that club.

3.2. No player may be registered to play League for more than one club.  Under no circumstances may a player play League during a calendar year for more than one club.

3.3. For the purposes of player’s board order, all teams from one club will be treated as a group.  

3.4. All players must be played in the order that they have played during the League.  Any player who is played out of this sequence shall have their game defaulted. 

3.5. All players must be paid up members of Chessa.  Should any player not registered to Chessa play, such games will be defaulted. 

3.6. No player may play more than 1 game per round.  Should any player play twice within one round both games will be defaulted.

3.7. No team may default a board except on board 5.  Should the team have a lower team, from the same club, players from the lower team/s must be used to fill vacancies.

4.
PROMOTION / RELEGATION

4.1. Promotion from Leagues shall be automatically given to the top two places at the end of the League, subject to paragraph 1.2.  Should a team finish in the top two places and already have two teams in the League above, then promotion will be given to the third placed team, still subject to paragraph 1.2.

4.2. Relegation from all Leagues shall be automatic.  The bottom two teams in each League shall be relegated.

5.
GENERAL  RULES
5.1. No match may begin unless a team has a minimum of 3 players present.  Any team that fields only one or two players shall lose the match, 5-0.

5.2. All games shall be played in accordance with the Rules of Chess as laid down by FIDE.

5.3. Within 14 days of the end of the League the League Secretary shall submit to the Ratings and Registration Officer a full set of results for Rating purposes.

6.
TOURNAMENT  COMMITTEE
6.1. The Executive shall appoint a tournament committee.  This committee must include the League Secretary.

6.2. A member of the Tournament Committee shall remain until the last game is finished in every round.

6.3. All results must be handed to a member of the Tournament Committee by the end of the round.  Failure to do so will result in a 0-0 score being recorded.

6.4. Should any disagreement occur at the board or a ruling be required in terms of the Rules of Chess or the League Rules please ask for assistance from a member of the Tournament Committee.  Disagreements that occur must be handled maturely and not in a manner that causes a disturbance for other games in progress.

6.5. Any dispute/appeal must be handed, in writing, to a member of the Tournament Committee by the end of the round.  Appeals handed at the next round, shall be ignored. 

6.5.1. The CWP Executive will handle disputes not involving the rules of chess.

6.5.2. An appeals committee appointed by CWP Executive in accordance with the CWP constitution shall handle appeals involving the rules of chess.

6.6. It is the clubs duty to notify the League Secretary if, for any reason, they cannot attend a round.  They must endeavour to do so, giving the League Secretary enough time to notify the opposing team.  

6.7.
If a team/club repeatedly misses rounds, disciplinary action will be taken.

7.
EQUIPMENT
7.1. Each team will supply, for each game, 3 standard Staunton sets, 3 boards as well as 3 working clocks.

7.2. Please do not remove any equipment, at the end of the round, that you know does not belong to your club.

7.3. Failure to supply sufficient equipment may result in the match being forfeited.

7.4. The Tournament Committee will supply results slips for each round.  Only official results slips may be used.  

7.5. Equipment must be set up a minimum of 5 minutes before the start of the round.
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