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Since last George Pyrich has asked to step down from the Commission. George is heartly thanked for all his dedicated work for the Commission during a long time of service.  Uwe Staroske from Germany is very welcome as a new member of the PRC. He will with his experience contribute in many topics.
This year we had a lot of tasks to discuss and less time than normally. Some did come again, like the mandatory if-move that was handled at last year’s Congress in Pretoria. We would like to ask Congress to consider a possibility to keep a decision for some years before the same topic comes up again, unless of course something crucial has changed meanwhile. Please note that I have taken the liberty to edit the proposals slightly without changing anything in the content.
Discussions:
1) In another attempt to do something about the Dead 
Man’s Defence, a rule change proposal is below, for 
consideration by the ICCF Playing Rules Committee.  
Best  wishes!  Corky Schakel, ICCF-US NF Rep

A claim for a win based on a table base forced mate may be 
submitted to the TD when the following conditions have been 
met:

a)  The opponent has not moved for 15 days.
b)  There are six or less pawns and pieces on the board.
c)  The forced mate is ten or less moves.

The TD can verify the forced mate or use the adjudication 
procedure, and score the result when the forced mate is 
confirmed.
Result:
The PRC is of course concerned about the more spread use of DMD but it is a general view that such behaviour should be taken care of in the Code of Conduct. By restricting it in the rules, this will also cause well behaving players to be “penalized” even if they play without using DMD. Therefore this is not supported to be in the playing rules.
2) Here is a proposal for the rules commission.

Problem

Sometimes the ICCF server is down. This occurs very seldom, but 
nevertheless this causes trouble for the players: The situation 
is unexpected and you have no idea how long it will take.

On the other hand it is unreasonable to expect that a player 
has to wait the whole night or the whole day until the server 
is working again. This may cause problems, if you are about to 
leave to go to work or on your holidays without internet. A 
player cannot even take holidays, as the server does not work

I would like to find a solution, which makes life a bit easier 
for the players.

At the beginning of each tournament the email address of the 
TD is listed in the starting documents. Players are asked to note 
this address.

If the server is down for more than 3 hours (another period is 
also okay) a player may send a mail to the TD stating that the server is down for at least 3 hours he/she wishes to make a move in a certain game. The player has to repeat the opponent’s last move, his own move and the date and time of the mail. This mail is binding in any case. 
The TD is going to make this move as soon as the server is working again, backdated to the point in time of the player's mail. 
If a player sends a mail after less than 3 hours of server outage, the TD has to reject the mail.

This is just a first rough suggestion, for sure the idea needs to be reflected upon and the English needs some polish.

Nevertheless I would be happy, if we could discuss it within the commission. 

All the best

Uwe Staroske.
Result:
Even though the issue attracts attention a substantial majority of the PRC said that it wasn’t felt necessary at the time. Of course, if it turns out to become a big problem with outage the issue could be reconsidered.  
3) On behalf of ASIGC I'm  writing about the object is the the 3 points rule.
2 years ago, after a President's suggestion, the Working Group about 
draws presented to the Congress the proposal of 3p. After a long discussion, it was not accepted, for a few of votes. Now the situation is highly changed:

a)  the 3 p. rule became 'normal' for FIDE: they use it in a lot of tournaments, also with the biggest players of the world;

b) the 'draw situation' in ICCF tournaments now is terrible. Unacceptable.
See some examples:

b1) Games finished in ICCF web server, full year 2012: 27.380.
- 45% are draw;
- considering players 2500+,  80% are draw !!

b2) 7° EU Team Final ,840 games played:  
1/2 74,40% (625)
1-0 19,40% (163)
0-1 6,19% (52)

  8° Eu Team Final (only 3 years after),  445 games finished:
1/2 89,44% (398)
1-0 8,31% (37)
0-1 2,25% (10) 
In 3 years, the situation changed from 74% to 89% !
If we don't do anything, correspondence chess (and ICCF) will die.
So, we propose the rule 3/1/0.
ciao,
AMICI SUMUS
Gianni Mastrojeni
Result:
The issue is interesting and gets well deserved attention. Some issues to be solved would be how to calculate norms and rating, even though one suggestion is that there is no change to the current system and two “scores” will be maintained so that wins will still be 1p for rating and norms requirements. The majority of the PRC is not ready to accept this proposal as it is – some accepts to see it in test of a couple of events and evaluate it before ICCF shall consider this proposal in over all events. A couple of members wish to have it now in all events. As pointed out in the proposal, we are ending up in so many draws that we could agree upon that the CC, as we know it, may be facing the biggest crisis. And it would be evaluated by tests, if this would make players be willing to risk more to gain more. 
4) It is proposed that from 1st January 2014, ICCF server time 
controls are defined by the following:
* Initial time
* Increment
* Increment frequency

Rationale: Under current ICCF time controls, the initial time 
is always equivalent to the increment, and the increment 
frequency is always ten; for example, 10/50 has an initial 
time of fifty days with an increment of fifty days applied after 
each ten moves.  By allowing tournament organisers to specify 
initial allocation independently of increment, we create more 
flexibility; for example, where a tournament has a fixed end 
date, we can make the length of games more predictable by 
allocating most of the time at the start of the event and 
keeping the increment low.
These parameters also allow tournament organisers to specify 
Fischer time controls, by applying a much smaller increment 
after every move instead of after every ten moves.
It is suggested that the time control and leave allocation be 
reviewed for all ICCF events, we do not make any specific 
recommendations in this proposal.
Technical Implementation: The ICCF server already has the 
flexibility to specify alternative increment frequency.  It 
would be necessary to allow initial time and increment 
independently, and this would require some programming time.
Result:
This issue has been discussed before by the PRC. It is not suitable with incremental time limits for postal chess so it could only be considered for server chess. However the PRC members majority voted against the proposal. It is not making such a big difference to the system today.
5) It is proposed that leave for ICCF events is taken either:
* Per tournament, for events with a fixed end date, or
* Per tournament year, for events with no fixed end date

Rationale:  The current system of leave being taken per 
calendar means that a disproportionate amount of leave is 
allocated depending on the start or end date of a tournament; 
for example players in an event which starts in December can 
take an entire month’s leave before the end of January and 
start playing with effectively no leave used.  Making leave 
dependent on the start date of a tournament rather than the 
calendar would remove this problem.
Technical Implementation: Some programming time would be 
required to implement this change on the server.
Result:
This is also a discussion we have had in the past. The PRC voted against this as it would be very difficult for players to take leave in a period of the calendar year. One year you have your vacation in October and next in August. If the tournament started in September you will not be able to have vacation at both times. The PRC is in favour of the present leave rules and is against this proposal, same suggestion as last time.
6) Here is a proposal for the Playing Rules Committee 
to review for consideration at the next Congress.  There is 
currently inconsistency among TDs about when to use the 
Default loss, and this would make it clear.  Exceeding time limit can 
happen to responsible players, but ETL is not an acceptable 
way for a CC game to end, and these changes to the rules should 
reduce this.  Of course, a player can appeal a suspension if 
there are extenuating circumstances.  
Best wishes!  Corky Schakel, ICCF-US NF Rep

3) Failure to Reply 
a. The ICCF Web server system will automatically generate an 
Email reminder when a player has not made a move for 14 days 
and another, after 28 days.  A final Email reminder will also 
be automatically generated after 35 days of silence by a 
player. 
b. When a player is sent a final reminder after 35 days of 
response time, he/she must either move or report to the 
Tournament Director and to his/her opponent, the intention to 
continue the game, within 5 days of that reminder.  If a 
player does not move or otherwise report his/her intention to 
continue, during the 40 days of response time for the same move, the 
game may (will) be scored as lost (a default loss) by the 
Tournament Director.  A subsequent default loss will result in a 
suspension. 
b. TEAM: When a player is sent a final reminder after 35 days 
of response time, he/ she must either move or report to the 
Tournament Director, via the Team Captain, and to his/her opponent, the intention to continue the game, within 5 days of that reminder.  If a 
player does not move or otherwise report his/her intention to continue, during the 40 days of response time for the same move, the game may (will) be scored as lost (a default loss) by the Tournament Director.  A 
subsequent default loss will result in a suspension.
Result:
The PRC disagree on this one. If someone oversteps the 40 days, and that do happen by mistake, immediately he is suspended in all his games not only in the playing event but also in all other events he is playing in. Such withdrawals will ruin many tournaments and will cause a lot of distress. We do wish players to complete an event and not find reasons to suspend players. Punishment is not nice to use but the punishment should be in comparison to the offence committed.
7) The server has the capability conditional moves, and they are used at least in Friendly Matches, maybe other events, I’m not sure.  I do not bother with conditionals, but the rules should be consistent with both server capabilities and actual practice.  If the rules are not to be changed then the capability to specify conditionals should be removed.  
Best wishes!  Corky Schakel, ICCF-US NF Rep

4) Conditional continuations 
a. Conditional moves are not allowed in web server games, except for Friendly Matches.


Austin Lockwood/Delegate:
Conditionals are always allowed in all web server games
Result:
The PRC discussed this issue last year. As the If-moves are hidden they can be used tactically. And I refer to the Congress decision of last year to not have conditionals mandatory. The guidelines give any organiser the option to use conditionals, provided that it is written in the start letter. So the proposed change to only have friendly matches is already there and no limit to it as above is needed. Champions League and Seniors World Cup are other examples of where if-moves are mandatory.
8) FIDE changed the 50 move rule to 75 moves in 1989, but changed it back later.  Therefore, this subject does come up as times change, and even FIDE has changed the rule.  Moreover, speaking of time, clocks were first used in 1883, more about times change!  Still, my point is that ICCF is not FIDE, and 
if we can allow computers, we can decide to allow TB claims.  Of course, some will oppose, and some will favor. I would like to see a poll taken via our website, with three options: no TB win claims, claims allowed for forced mate in 10 or less, and accept all TB win claims (this would require a change in the 50-move rule).

Congress has the final say on rules changes, but having input from the players could decide how some vote.  
If a game enters a table base position, either player may ask the TD to set the result according to the table base.
Result:
We had this proposal also in Turkey 2010. The PRC was divided in 2 camps and
we had to agree upon that some likes this idea and other don't like this - to put it mildly. No recommendation from PRC was possible. The Congress did vote against the removal of the 50 moves rule and the use of a TB to decide the game. 

Personally I'm against removing the 50 moves rules. It is a part of FIDE Basic Laws of Chess and change the definition of draw. And also the present Nalimov’s TB covers up to 6 pieces, and removing the 50 moves rule also will take effect from 7 pieces or more. The famous KQN vs KRBN that wins in 517 moves may 
occur, or maybe KQB vs KRBN if there is no 50 moves rule, then I would certainly try to find a win, And it will last 10 years at least to decide.

The Nalimov TB does have a flaw related to the 50 moves rule: 
Imagine the following situation - you have a forced TB mate in 54 moves without capture etc.  So the TB says win but the FIDE Rules says draw because of 50 moves rule. However the TB doesn't show you that in move 47 there is an alternative to 
capture a pawn and the new mate will take 32 moves from that position, in total 79 moves in a forced mate. However as the other one is shorter it will not be given by the TB! But the 79 moves is a correct win, by the laws of FIDE as 50 moves is set 
aside by the capture!!
There is a legal win but the Nalimov TB "overlooks" it. The Nalimov TB is wrong in this sense. In my mind TB + no 50 moves will solve some problems, but the main thing is the DMD and as I said before this belongs to the Code of Conduct.

For the amendment I would like to comment, which TB shall be allowed? 
Nalimov’s TB can be considered valid with the above exception. Then there are 
others like FinalGen that claims to solve any position where each side have a King plus one of QRBN and any number of pawns. So far no proof has been presented that it is accurate!? Then we have other TB for special positions like the 517 mate 
mentioned above. The TD will have to verify through the TB in a case where A claims it is draw as Nalimov’s shows it takes 54 moves to mate and thus it is draw due to the Basic Laws of chess, Then TD has to put down a tremendous check through all 
possible positions to find if this is true or if it exists a winning way for B!?
So I believe this is not an option. There are too many TB:s around and the 50 moves rule makes them not 100% reliable. Of course, if we adopt TB outcome decisions, we have to take away the 50 moves rule.  
In the normal case the players do accept the verdict of a TB but in very few cases they continue the play.
9) Michael Millstone, Initial Proposal

Traditional Time Control Proposal

Proposal
Effective, January 1, 2014, all ICCF tournaments starting will fall under the Traditional Time Control rules.

Discussion
With so many variables, tournaments are becoming increasingly more difficult to manage.  Tournament organizers, especially in multi-round tournaments are finding it more difficult to start and manage subsequent rounds.  Some players take normal leave; other do not.  Some players avail themselves of Special Leave provisions, some up to 60-days per year, thus requiring additional unplanned delays and pushing out end dates.  Some tournaments that need to end on time or by a specified date are forced to result in adjudications, costly in terms of time (and money) for tournament officials and players.  With increased unknowns, players are finding it increasingly difficult to plan their tournament load properly.

Definition
Traditional time control rules simply mean that at the start of the tournament, each player is given one block of time in days.  At the start of the tournament, each player’s time block with decrement when that player is on the clock.  The game ends upon (a) checkmate, (b) stalemate, (c) three-fold repetition, (d) When table base clearly indicates a win, and (e) when the player’s flag has dropped.

Benefits
* All time control management is shifted 100% to the player.  At the start of the tournament, everybody (TOs, TDs, and players) all know the exact date and time the tournament will end.  This has far-reaching implications, especially for 
critical tournaments that must start on the date indicated. CL is a perfect example that has had to be shifted numerous times because position deciding games have not been finished.  This upsets the Tournament Calendar, planning for officials, and many players schedules.
* Adjudications are eliminated.  All games will be decided by one of the five methods described in the definition.
* Normal leave is eliminated.  Leave or time off will be managed from the block of time allotted to the player.
* Special leave is eliminated.  Leave or time off will be managed from the block of time allotted to the player.  Just as in the real world, life is sometimes overcome by circumstances.  The Office of Special Leave will be disbanded 
and all players will play on equal terms.  This closely parallels an OTB event.  If you are too ill to play, you do not play.
* Claims to take more than 40 days for a move will be eliminated as well as the 40-day move altogether.  A player can use all, some, or none of his or her block time in any manner, he or she sees fit.  In a 100 day per player tournament, a player may choose not to make a move for the first 99-days.  
No problem, the only determinant is the remaining time on the clock.


Possible Objections, Concerns, or Cons
* The model does not fit postal players well.  Perhaps a separate set of time control rules needs to be created for postal players.
* ICCF needs to acknowledge that table bases are validated and should be used for stop a game and set the result.  This could be implemented by the server and possible that the server will recognize a table base win and set the result, notify the players and officials, all without intervention by anybody.
* The 50-move rule needs to be evaluated in light of this proposal.  Suggestion would be to drop the rule completely, a win is a win.
* The time granularity will be moved from days to hours (really, minutes and seconds).  The false day gained by moving with 3 minutes remaining in the 24-hour period will be eliminated.  Some reviewers have observed that in a 
hypothetical situation, if a player had 15 days remaining and a forced move in 60-moves, his opponent could play moves in just an hour or two.  If 4 hours delay per move was the average, the winning player could conceivably lose.  The counter-argument would be (a) institution of conditionals would eliminate any time concerns and (b) if and when the game enters a table base win, the server would recognize it and declare the win immediately.
Result:
This proposal would be revolution to the mindset on how we play CC. The PRC sees the benefits for the organiser and how much it will simplify that task. However, from a players view this is not desirable. One of our members even claimed that if this was going to be the way to calculate time, then he would surely leave ICCF. It was not considered favourable by the PRC. Leaves and Special Leaves are important. The cycle of an event for several years makes it different from OTB play. We are not present during the game. The PRC recommendation is not to accept this proposal.
10)  Effective Jan 1, 2014, ICCF will offer tournaments under two different set of rules.

Webserver Rules
Postal Rules

Postal tournament players will play by postal rules (modified by the ICCF Postal Commissioner and approved by Congress).  Postal players will not use e-mail, the web server, or play with web server players.  Nodes will be eliminated, special leave may be modified for situations unique to postal players, reflection time may be modified, and any other rules unique to postal 
players may be adopted.

Web server tournament players will continue as scheduled and will consist of players willing to play by ICCF web server rules.

ICCF Rules common to both may be retained, but not modified to “accommodate” either side (i.e., nodes).  Ralph, Rules must be 
fair to all players, not [modified] to accommodate a few.
Result:
This belongs mainly to the Tournament Rules. Nodes are an issue there, likewise is on how to structure the play by post and server.
We already have two sets of playing rules. The intention, so far, has been to keep them as equal as possible. However there is a suggestion for playing rules here in that email play shall be forbidden in postal events. I can’t see the reason behind this proposal and it is useful in the postal events to use email in case it is considered needed. I’m not quite understanding, why the Postal Rules shall be shifted from the Rules Commissioner to the Postal Commissioner. I think it belongs to the Rules and should be continued to be handled by us.
_________________________________________________________
I would like to thank all members of the PRC for their dedicated and cooperative work and input! 
Kind Regards and Amici Sumus
Per Söderberg, Chairman of the PRC
Bromma, June 5th 2013


