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BRITISH CHESS FEDERATION QUICKPLAY FINISH RULES

(approved by the Chess Arbiters Association for use from lst September 1995)

GENERAL

I. A Quickplay finish is one in which all remaining aoves
sust be made by a player vithin a given time. Vhen black has
sade his time-control move and stopped the clock, the times
are noted and the clocks are set back by a stipulated :ize.
The final time control is on the hour and a player retains
the use of any time he has not consumed

2. The FIDE Lavs of Chess which regulate the normal game of
chess and the BCF Tournament Rules apply except vhere
specifically modified hereunder.

3. Spectators must never interfere. The Arbiter may
intervene with or vithout the request of one of the players

STARTING THE GAME
. Except in special circuastances the clock shall be placed
at the left hand of the player with the vhite pieces.

5. Before commencing the Quickplay Finish the players must
inspect the settings on the clock. An error cannot normally
be corrected after each player has sade a move.

player must record the moves one by one until less
than five minutes remain on that player's clock. The
opponent’s move must be written dovn before the reply move is
2ade

USE OF THE CLOCK
7. Only one hand shall be used to move the pieces and the
same hand must be used to press the clock button.

3. The cleck must not be picked up by either player.

9. Any player using undue force sn a clock aay, after a
varning by the Arbiter, be penalised by the loss of the game.

10. The clocks must not be stopped except for a query
requiring the presence of the Arbiter.

ILLEGAL MOVE

I1. An illegal move will be treated under the nmormal Lavs of
Chess. There is no automatic loss, but the Arbiter aay decide
to give the opponent extra time.

WIN ON TIME

12. A player will vin on time if the Arbiter sees the
opponent's flag fall [irst, wunless the player does not have
nating material, in which case the game is drawn. Nating
material is sufficient 2aterial to allov a position to be
reached in vhich the opponent, having the move, is unable to
prevent mate next move.

13. A player will vin on time if he can stop the clocks
shoving that his opponent's flag has fallen and his ovn flag
has not fallen, unless the player vho makes the clain does
not have mating material, in vhich case the game is dravn.

1o If both Flags are dovn and rule [2 does not apply the
game is drawn, irrespective of vhich flag fell first.

DECLARED DRAW

15. An Arbiter may step in during the last tvo minutes on 1
player's clock to avard hin a drav if he is satisfied that
the opponent is making no effort to vin the game by noraai
aeans or that it is not possibie to vin by norsal means.

16. A player may clain a drav during the last tvo ainutes on
his clock and before his ovn flag falls. He must stop the
clocks and summon the Arbiter. The Arbiter may then, or
subsequently, declare the gaze drava if he is satisfied that
the opponent is making no effort to vin the game by noraal
means or that it is not possible to vin by normal weans. If
the Arbiter does not uphold the claim for 2 drav immediately
he nay decide to give the opponent extra time.  The Arhiter
may declare the gaoe dravn even after the claimant's flag has
fallen.

17. After a drav has been clained, the fact that the opponent
has mating material does not necessarily mean that he will be
avarded a vin on tize.

18. A player too short of tize to keep score ®ay employ an
Arbiter to verify repetition or the 50 move rule.

APPEAL

19. An appeal against an Arbiter's decision must be aade
inmediately and will be resolved in a manner chosen by the
Chief Arbiter of the event.

GUIDANCE FOR PLAYERS WHO ARE SHORT
OF TIME (less than tvo minutes)

If you play for a win you risk losing, unless your
opponent has only a king

If you are holding 2 position so that your opponent
cannot make progress, offer him a drav. If he rejects the
offer, stop the clocks and summon the Arbiter.

GUIDANCE FOR ARBITERS

Tvo Knights and Ring versus lone King is not wmating
material because the defending King cannot be forced to move
to the corner of the board so that aate can be delivered.

Rules 15 and 16 are the only rules vhich require some
chess judgement froa the Arbiter.

In rule 15 an Arbiter vould only be expected to step in
to avoid a miscarriage of justice, for instance in a game
involving a young oc inexperienced player.

The Arbiter is not expected to adjudicate a position, but
should make himself avare of the circuastances, usually by
vatching a fev moves. For example if a player :-

a) makes tangible progress before his opponent's flag falls
he vill be avarded a vin.

b) makes no progress, =zither because of lack of ability or
because of his opponent's sound defence, the player will not
be avarded a vin.
¢) wmakes no progress because his opponent wvakes little
effort to move, the player vill be avarded a vin vhen his
opponent's flag falls.
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ADDITIONAL RULES FOR RAPIDPLAY OR QUICKPLAY FINISH EVENTS
WHICH DO NOT HAVE AN ARBkITER
eg Club or County Matches

I. 4 player may clain a drav during the last tvo minutes on his clock and before his flag falls. He must claim the drav and stop
the clocks. There will be no further play. =

2. There ate two grounds for making a claim under these rules.
He aust claim,
{a) that his opponent cannot win by normal means, and / or
(b) that his opponent has been making no effort to vin by norsal means.

In case 2(a) the player must write dovn the final position and his opponent should verify it.

4. In case 2(b) the player must write dovir the final position and submit an up-to-date scoresheet which may not be completed
after play has ceased. The opponent should verify the scoresheet and the final position.

5. The clain should then be discussed by the players, and if not resolved should be submitted to the tvo captains. If it is
still not resolved the position and relevant information should be referred to an independent Arbiter and the claimant shall
deposit a fee to be decided by the organizing committee.

§. The Arbitec's decision shall be final. If the claim is upheld the fee will be returned to the claimant and the game declared
a draw. If the clain is not upheld the claimant will lose the game and the fee will not normally be returned.

GUIDANCE FOR THE APPEAL ARBITER

Some chess judgement is required. This is not an adjudication, but an attempt to determine the probable result of the game. The
benefit of any doubt should be given to the oppoment of the claimant.

A player vith a king and rook claiming a drav against an opponent with king and knight would be avarded a drav under 2(a).
A player with a lone king blocking his opponent's king and solitary central pavn vould need to rely on his scoresheet to shov
that his opponent vas making no attempt to advance when the opportunity arose. The claim vould be under 2(b) and vould be likely

to fail if the opponent vas trying to make progress.

A good rule of thumb is that the avard of a win Lo the opponent should not bring the game into disrepute.




