Team Tournament Rules
1) A team will consist of four players.

2) Players must be ranked in order of playing strength. The order of strength must be recorded on the sheet provided on the day. The best player must play on board 1, the second best on board 2 etc.

3) Teams may not alter their board order once the competition has started.

4) Teams may bring a reserve, but we cannot guarantee games for reserves. Reserves must only be used if a player becomes unwell. The reserve must substitute directly for the unwell player and must not otherwise change the board order.

5) If a school enters two teams one must be the ‘A’ team and one must be the ‘B’ team. The ‘B’ team should be the weaker team, and board 4 from the ‘A’ team should be a stronger player than board 1 from the ‘B’ team.

6) If, in the opinion of the organisers, teams are not played in the correct order of strength, teams may be disqualified.

7) All matches will be 25 minutes per player per game and clocks will be used on all boards. Normal rules for rapidplay chess will apply. 

8) Their will be 6 rounds for the competition and a Swiss system will be used. Teams cannot be ‘knocked out’ and must stay for the whole day. The round times will be displayed on the day and the supervisors for each team will be responsible for making sure the teams are in the correct place for the start of each round.

9) Each team will play another team in each round, and the board 1 from the two teams will play each other, and so on to board 4. The result of each individual game will determine the overall score between the two teams.

10) Two points will be awarded for a win, 1 for a draw and 0 for a loss between the teams (eg if the scores add up to 3-1 then the winning team will be awarded 2 points).

11) The winners of the competition and subsequent placings will be determined by the number of points awarded.

12) In the event of a tie on points, the winners will be determined by the result between the tied teams if they played. If they did not play each other, or the result was a draw, then the result will be decided by the number of actual chess games won. If there is still a tie, then the sum of the teams’ opponents scores will be used. Failing that, other tie break methods may be adopted at the discretion of the organisers.

13) Players with the best scores on each board will be awarded medals. The girl with the best individual score will also be awarded a medal. In the event of a tie for these awards then tie breaks will be used.
14) The supervisors of each team must record scores on the sheets provided and hand that sheet to the controllers. The scores on the sheets will be taken to be correct.

15) Disputes will be resolved by the controllers and their decision will be final.

16) Supervisors may not tell players if it is ‘check mate’. 

17) Supervisors can advise on stalemate and if the flag has fallen on a clock.

18) Supervisors are responsible for pupils’ behaviour and well-being outside the playing hall. 

19) The host school may enter a third team if the number of teams is not even.

20) If a mobile phone of any player goes off during a game then the game is lost.

21) If the mobile phone of a team manager goes off in the playing hall during play then the team shall lose a point. 

