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             Fall 2009  - Chess Tournament Rules
GENERAL INFORMATION

A.
Prior to Game Time, players must check in with the supervisor on duty. ID’s must be presented at check-in.  Acceptable forms of IDs are:



1.  Current UTD Comet Card.



2.  Current faculty/staff ID with photo ID. 

Games are to start at the scheduled time.  A forfeit will be called if a team does not have 3 players at game time.
B.
Equipment: chess sets, boards, and clocks will be provided.


C.
Rosters:  Changes may be made to the roster up until the start of the team’s first match and must be recorded on the official roster form in the presence of an intramural supervisor.  All player information must be included for any player to be eligible to participate. After the start of the first match, no additions or changes will be allowed.

TOURNAMENT FORMAT
1. The tournament will consist of 4 rounds.  Teams will play all rounds, regardless of their records.  The team with the most points at the end of 4 rounds wins.  

2. Each team will have 3 players.  Each player that wins scores 1 individual point for the team.  A draw counts as ½ individual point.  Teams scoring 2 or more individual points on a round will win the round and receive 1 team point for that round.  Teams scoring 1.5 individual points will tie with the opponent and receive ½ team point.  

3. Clocks will be used.  Each player will have 10 minutes for the entire game.  If a player runs out of time, the game is lost.  
· NOTE:  One exception to this rule is: if a player has no pieces left that he/she can checkmate with (for example: only a king), and his/her opponent runs out of time, then the game is a draw.  
TOURNAMENT RULES
1. Initial Setup - at the start of the game, the position of the pieces is as follows. 
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Note that the queens start of squares of their own color (white queen starts on white square, black queen starts on black square) The square on each player’s bottom left side should be black.
2. Movement of the pieces
a. Rook - moves in a straight line, horizontally or vertically. The rook can move as many squares as it likes, as long as there are no pieces in its path.  In other words, the rook cannot “jump” over pieces.
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b. Bishop - moves in a straight diagonal line. The bishop may also not jump over other pieces. 
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c. Queen - has the combined moves of the rook and the bishop, i.e., the queen may move in any straight line, horizontal, vertical, or diagonal.  Again, the queen cannot jump over pieces.
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d. Knight - moves in an “L” shape.  This can be visualized by first moving the knight 2 squares in a straight direction (forward, back, left, or right), and then 1 square to the side.  For example, 2 squares forward, and 1 to the right.  Or 2 squares to the left, and 1 square back.  Etc…. Also, the knight CAN JUMP over pieces.  This means that your knight might be completely surrounded by pieces and yet still can make legal moves.  The knight is the only piece that can jump over pieces.  
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Note that to capture your opponent’s piece, your piece must land on the exact square of that piece.  This applies even to the knight.  The knight cannot take pieces by simply jumping over them; to capture a piece, the knight must land exactly on the piece.
e. Pawn - up until this point, all pieces capture the same way they move.  For example, if you can move a piece to a certain square, and that square has an opponent’s piece, you can capture it.  The pawn is different.  The pawn moves one way, and captures in a completely different way.  The pawn moves straight forward by one square.  However, the pawn captures diagonally forward by one square.  This means that if there is a piece straight ahead of a pawn, it cannot move forward.  Then the only way that pawn could move would be if there were a piece diagonally forward.  Then the pawn could capture that piece.
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***There are a few special cases with pawns.  They are:

1.
Unlike all other pieces, pawns can never move backwards.  Only forward.

2.
 On their very first move of the game, pawns have the option to move forward 2 squares instead of just one.

3.
If a pawn moves all the way forward and reaches the other side of the board, it becomes any other piece that player chooses.  This is known as “promotion”. (Usually pawns promote to a queen, but pawns can become any piece, except a king)

4.
Lastly, there is a special way to capture with pawns called “en passant”  This occurs if one player advances his/her pawn 2 squares, and it lands beside an opponent’s pawn.  Then the opponent has the option to capture that pawn, “pretending” that the pawn only moved 1 square forward.  See the diagrams below.  In the top left diagram, it is white’s turn.  He/she moves the queen pawn forward 2 squares (top middle diagram).  Now black has the option to capture the pawn (top right diagram).  Note that this only applies if black makes the capture immediately.  If he/she plays another move, he/she cannot take the pawn “en passant” later.
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Before and after a promotion 

f. King - moves one square in any direction, horizontally, vertically, or diagonally. 

The king is the most important piece in the game.  If the king ever becomes under attack by an opponent’s piece, it is called “check”.  If a player is put into check, he/she must then make a move that gets them out of check.  If a player’s king is in check, and there are no possible moves that he/she can make to get out of check, the position is called “checkmate” and that player loses.
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g. Castling - under certain, special rules, a king and rook can move simultaneously in a castling move. 
i. The following conditions must be met:
1. The king that makes the castling move has not yet moved in the game.

2. The rook that makes the castling move has not yet moved in the game. 

3. The king is not in check.

4. The king does not move over a square that is attacked by an enemy piece during the castling move, i.e., when castling, there may not be an enemy piece that can move (in case of pawns: by diagonal movement) to a square that is moved over by the king. 
5. The king does not move to a square that is attacked by an enemy piece during the castling move, i.e., you may not castle and end the move with the king in check. 

6. All squares between the rook and king before the castling move are empty. 

When castling, the king moves two squares towards the rook, and the rook moves over the king to the next square.  This applies when castling to the left and to the right. 
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Position before and after castling: white short, and black long 
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Neither white nor black may castle: white is in check, and the black king may not move over d8.
h. Checkmate - as stated earlier, when a player is in check, and he cannot make a move such that after the move, the king is not in check, then he is in checkmate. The player that is mated lost the game, and the player that mated him won the game.
i. Note that there are three different possible ways to remove a check:
1. Move the king away to a square where he is not in check. 

2. Take the piece that gives the check. 

3. In case of a check given by a rook, bishop or queen: move a piece between the checking piece and the king.
i. Stalemate - when a player cannot make any legal move, but is not in check, then the player is said to be stalemated. In a case of a stalemate, the game is a draw. 
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When black must move, the game is a stalemate 

OTHER TOURNAMENT SPECIFIC RULES
1. The Touch-move rule will be used.  This means that if a player touches a piece during his/her turn, that piece must be moved.  Also, when a player removes his/her hand from the piece, the move is completed and cannot be changed.  Lastly, if a player touches an opponent’s piece, that piece must be captured, if possible.

2. Illegal moves will be penalized by a 2 minute deduction from the clock.  (Note: If a player has less than 2 minutes and makes an illegal move, their time will be cut in half.)  If a player makes a second illegal move in the same game, the player will be forfeited.  Illegal moves are:     

1) Moving a piece in a way not allowed (example: moving a rook diagonally)  

 2) Not getting out of check or moving into check (example:  moving your king to a square attacked by your opponent)
3. Teammates and spectators are not permitted to give any advice or help to players during their game.  This includes:  talking, hand signals, noises, etc.   If you are caught helping a player during their game, that player will be forfeited immediately.  (NOTE:  Pointing at the clock if a player has run out of time WILL RESULT IN A FORFEIT.  Only the player at the board can make claims.) 

4. If there is a dispute during the game, the player must first stop the clock, raise his/her hand, and wait for a TD (tournament director) to come to the board.  Then the dispute can be settled.  Once the game has ended, NO CLAIMS can be made.  If the clock shows no time, or if there is a checkmate on the board, the game is over and cannot be disputed.  All disputes must be handled at the time of the dispute, before the game has ended.  Do not wait until the game is over to make a claim, as it will not be considered.

***Intramural Sports reserves the right to put into effect any new ruling regarding policies, procedures and unsportsmanlike conduct***
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