Triple Block System Rules

[The following are the current rules and instructions. Triple Block system events are still in the testing
stage.]

The following are the differences in rules for Triple Block (TriBl) System events compared to regular events.
They are organized here in two ways, to facilitate your finding what you need as quickly as possible.

First, there is a general description of the differences in rules, without reference to a specific ICCF document or
segment thereof.

Second, there is a comprehensive list of what specific rules are different compared to what is currently found in
ICCF documents.

These two lists are thought to say exactly the same thing, just written in different formats.

RULE CHANGES - BASIC DESCRIPTIONS

Rules related to reflection time and clocks

(2) "Old" rule 3b, which is 1/1/18 rule 2.6.(2) - pertaining to the ETL loss after 40 consecutive days without a
move - does not apply.

(2) There is no doubling of reflection time (such as after 20 consecutive days without a move), ever.

(3) There is no "leave time" as that term is currently used. [Players can "take leave"- temporarily go on holiday,
or anything else besides play chess - whenever they want for as long as they want given they do not let their
clock go to zero. This means tending to their clocks at least once every 50 days, because a player's clock can
never show more than 50 days and allowing it to get down to zero means an ETL loss.] Any reference to
"leave time" in existing rules is not applicable to TriBl system events.

(4) Both clocks in a game are never to be stopped simultaneously except following a claim (or appeal) or if a
player in an individual event is granted an accepted withdrawal. Clocks are not stopped in a team event to
accommodate a substitution or replacement.

(5) Practically speaking, TDs never reset time on clocks, even following a substitution in a team event. If a TD
finds reason to reset a player's clock, the TD must contact the ICCF Helpdesk to request that process be done
for the TD.

(6) A player can stop his own clock only by making a move or filing a claim (or appeal). If a claim (or appeal) is
found incorrect, then the clocks are restarted with the time penalty for the claimant being equivalent to the
amount of time taken by the claim.

(7) [The following is temporarily not available.] There is a "sudden-death protection (SDP)" option available
to Tournament Organizers. If the TO selects this option, it would mean that if a player's total amount of
remaining time after a player completes a move is less than 1, 2, 3, 4, or 5 days depending on which option is
selected by the TO (with clock < 1, 2, 3, 4, or 5 days, with bank + increment = 0), that player's clock will
automatically reset to 1, 2, 3, 4, or 5 full days before the next move (the choice among 1 through 5 days being
at the option of the TO when setting up the event onto the server). This automatic process of resetting of the
clock to avoid a "sudden death” situation can happen indefinitely, if the TO selected to allow this option when
organizing the event. Itis to be understood that this option will allow games to go beyond their scheduled end
date for an undetermined amount of time. Without this option, a player cannot ever get "extra" time, even when
his clock shows less than a day remaining.

() In individual (versus team) events, this SDP option is also directly and necessarily connected to whether
or not a replacement (for a withdrawn player) will be allowed within the first 4 months after the official start date
(as currently is allowed). (A replacement for a withdrawn player will always be allowed prior to the official start
date.) If the TO selects the SDP option, then replacements (for withdrawn players) will be allowed during the




first 4 months. (As is usual for a replacement player in an individual event, the new player will start from
scratch in all games, both in position and time.) If the TO selects no SDP (meaning the end date needs to stay
firm), no replacement will be allowed once the official start date has been reached.

(b) In team events, the SDP option has no effect on whether or not substitutions/replacements are allowed.
Substitutions and potentially replacements are allowed in team events no matter the TO decision about the
SDP option.

(8) A player's "manually” refilling his/her clock in a clearly lost position represents a clear sign that the player is
exhibiting extremely slow play in the clearly lost position and hence represents a code of conduct violation.

Rules related to end dates

(9) There are no adjudications because an end date is reached. Any reference in the existing rules to
adjudications based on end dates is not applicable.

(10) An adjudication can take the game beyond its scheduled end date only if (a) the adjudication procedure
was started because a player in an individual event was granted an accepted withdrawal, and (b) that
adjudication is completed after the end date.

(11) Although Team Captains (TCs) are normally allowed 60 days to find a substitute, the process of
substitution cannot extend beyond the scheduled end date for the event

Miscellaneous new rules for team events

(12) TCs can interject themselves without stated cause to substitute/replace a player (on that TC's team only)
even without informing the player (such as to prevent what looks like a looming ETL). Any time a TC sees that
a player has gone silent or needs to be withdrawn for any other reason (but prior to the game concluding in any
way including through ETL), the TC is able to move time from that player's bank to that player's clock, thereby
preventing the team loss through ETL. The only requirements are that (1) there is time available in the player's
bank, and (2) the TC follows up by substituting or replacing that original player. TCs are not allowed to move
bank time to player's clocks simply to help the sitting player avoid an etl through the player's carelessness or
for any other reason (without also substituting/replacing the player); and no one can make a move on that
board until the TC completes the substitution/replacement of the original player. Per regular rules, if the TC
does not accomplish a substitution/replacement within 2 months (60 days) from the time the original withdrawal
of the player or from the time the TC has moved time to a player’s clock, whichever occurred earlier, then the
games will be concluded as default losses.

(13) For all TriBI system team events, the viewing rule for TCs must be live, with 0 (game completion) delay.

This viewing rule is required to allow TCs to move time from a player’s bank to his/her clock with the intention
of substituting for that player.

SPECIFIC RULE CHANGES FROM SPECIFIC ICCF DOCUMENTS

The following are the specific rule changes for the TriBl system as compared to the more regular (current) time
control system. The relevant 2018 ICCF Rules section serves as the heading, with the specific rule changes
described both from the 2017 and 2018 rules documents below.

Abbreviations used:

Playing Rules - Server =PR-S
Playing Rule Guidelines =PRG
Tournament Director Manual - Server = TDM-S
Tournament Organizer Manual =TOM

(1) 2018 ICCF Rules 2.3.(1) (= 2017 PRG, Webserver section 2c) is modified: The phrase "(Leave of play not
included.)" is omitted.



(2) 2018 ICCF Rules 2.4.(1) (= 2017 PRG Webserver section 6a) does not apply.

(3) 2018 ICCF Rules 2.4.(2) (= 2017 PR-S section 6b & 2017 PRG Webserver section 6b) does not apply.
There is no doubling of reflection time (such as after 20 consecutive days without a move), ever.

(4) 2018 ICCF Rules 2.4.(4) (= 2017 PR-S section 6d) is modified to read: A player whose clock goes to zero
shall forfeit the game even if the player still has time in the player's bank and/or increment blocks.

(5) 2018 ICCF Rules 2.5 (= 2017 PR-S section 7 & 2017 PRG Webserver section 7a ) does not apply. There
is no "leave time" as that term is used in current time controls. Players can "take leave" (temporarily go on
holiday, or anything else besides play chess) whenever they want for as long as they want given they do not let
their clock go to zero. This means tending to their clocks at least once every 50 days, because players' clocks
can never show more than 50 days.

Any reference to "leave time" in existing rules will not be applicable to TriBI system events. This includes no
accommodation due to "leave time" when needing to respond to a call for adjudication time requirement for
filing an adjudication claim. [Note: there is a different Congress proposal that would make the "failure" to file
an adjudication claim within the required 7 days result in an automatic draw claim without supportive analysis.
That same process would apply within the TriBl system.]

(6) 2018 ICCF Rules 2.6.(2) (= 2017 PR-S section 3b & 2017 PRG Webserver section 3b) does not apply. This
means there is no requirement to contact the TD after 35 days without a move, and there is no automatic ETL
loss after 40 consecutive days without a move.

(7) Although the 2018 ICCF Rules 2.9.(1) already reads accurately for TriBl events, the reader may wish to be
aware that 2017 PRG, Webserver section 2d is modified: "by exceeding 40-day rule (Rule 3b)" should instead
read "by any ETL".

(8) 2018 ICCF Rules 2.13.(1) (= 2017 PR-S section 9) is modified to read: In the event of an accepted
withdrawal the TD will start the adjudication procedure. No adjudications will be conducted purely because an
event's scheduled end date is reached. It is possible that an adjudication can take a game beyond the event's
scheduled end date if an accepted withdrawal occurs very late in an event.

(9) 2018 ICCF Rules 3.15.2.2. (= 2017 TDM-S section 11.3.2.) is modified to add the following: Itis to be
understood that a player's "manually” refilling his/her clock in a clearly lost position represents a clear sign that
the player is exhibiting extremely slow play in the clearly lost position and hence represents a code of conduct
violation.

(10) 2018 ICCF Rules 3.16. (= 2017 TDM-S section 5) the complete section does not apply. TDs never reset
time on clocks, even following a substitution in a team event. If the TD ever believes there is reason to reset a
player's clock, the TD must contact the ICCF Helpdesk to request this be done for the TD. Both clocks in a
game are never to be stopped simultaneously except following a claim or if a player in an individual event is
granted an accepted withdrawal. Clocks are not stopped in a team event to accommodate a substitution or
replacement. A player can stop his own clock only by making a move or filing a claim (or appeal). If a claim (or
appeal) is found incorrect, then the clocks are restarted with the time penalty for the claimant being equivalent
to the amount of time taken by the claim.

(11) 2018 ICCF Rules 3.17.4. (= PRG Webserver section 8b) does not apply where it refers to "leave being
inherited" by substitute players.

(12) 2018 ICCF Rules 3.17.4. (= 2017 TDM-S section 6.3) is modified to add the following: "TCs can interject
themselves without stated cause to substitute/replace a player (on that TC's team only) even without informing
the player (such as to prevent what looks like a looming ETL). Any time a TC sees that a player has gone
silent or needs to be withdrawn for any other reason (but prior to the game concluding in any way including
through ETL), the TC will be able to move time from that player's bank to that player's clock (up to a total
setting of 50 days), thereby preventing the team loss through ETL. The only requirements are that (1) there is
time available in the player's bank, and (2) the TC follows up by substituting or replacing that original player.
TCs are not allowed to move bank time to players' clocks simply to help the sitting player avoid an ETL through
the player's carelessness or for any other reason (without also substituting/replacing the player); and no one



can make a move on that board until the TC completes the substitution/replacement of the original player. Per
regular rules, if the TC does not accomplish a substitution/replacement within 2 months (60 days) from the time
the original withdrawal of the player or from the time the TC has moved time to a player’s clock, whichever
occurred earlier, then the games will be concluded as default losses. Although Team Captains (TCs) are
normally allowed 60 days to find a substitute, the process of substitution cannot extend beyond the scheduled
end date for the event.”

(13) [The following is temporarily not available.] 2018 ICCF Rules 3.17.5. (= 2017 TDM-S section 6.4) is
modified. In an individual event, the replacement of a player may or may not (but currently is not) allowed
within the first 4 months after an event's official start date, depending on the Tournament Organizer's prior
choice concerning "Sudden Death Protection" (SDP). See #16a below for further details about the SDP option.

(14) 2018 ICCF Rules 3.18 (= 2017 TDM-S section 6e) is modified: The phrase " Once a player defaults in
any game through the 40-day rule..." should instead be shortened to read "Once a player defaults in any
game..."

(15) 2018 ICCF Rules 3.20.1. (= 2017 TDM-S section 8) is modified: All references to adjudications resulting
from an event's reaching its end date do not apply.

(16) [The following is temporarily not available.] 2018 ICCF Rules 4.6.5. & 4.7.1. (= 2017 TOM sections
5.2. & 5.3.1.b.(4)) are both modified to add the following:

There is a "sudden-death protection (SDP)" option available to Tournament Organizers. If the TO selects this
option, it will mean that if a player's total amount of remaining time after a player completes a move is less than
24 hours (with clock < 24 hours, with bank + increment = 0), that player's clock will automatically reset to 1, 2,
3, 4, or 5 full days before the next move (the choice among 1 through 5 days being at the option of the TO
when setting up the event onto the server). This automatic process of resetting of the clock to avoid a "sudden
death" situation can happen indefinitely, if the TO selects to allow this option when organizing the event. Itis to
be understood that this option will allow games to go beyond their scheduled end date for an undetermined
amount of time. Without this option, a player cannot ever get "extra" time, even when his/her clock shows less
than a day remaining.

(@) In individual (versus team) events, this SDP option is also directly and necessarily connected to whether
or not a replacement (for a withdrawn player) will be allowed within the first 4 months after the official start date
(as currently is allowed). (A replacement for a withdrawn player will always be allowed prior to the official start
date.) If the TO selects the SDP option, then replacements (for withdrawn players) will be allowed during the
first 4 months. (As is usual for a replacement player in an individual event, the new player will start from
scratch in all games, both in position and time.) If the TO selects no SDP (meaning the end date needs to stay
firm), no replacement will be allowed once the official start date has been reached.

(b) In team events, the SDP option has no effect on whether substitutions/replacements are allowed.
Substitutions and potentially replacements are allowed in team events no matter the TO decision about the
SDP option.

(17) 2018 ICCF Rules 4.7.5. (= 2017 TOM section 5.3.5.b.) is modified such that (a) all reference to "no
remaining reflection time" should instead read "no remaining time on the player's clock”, and (b) all reference to
"exceeding 40 days of consecutive calendar days" does not apply.

(18) 2018 ICCF Rules 4.7.5. (= 2017 TOM section 5.3.5.c.) is modified by adding the following: "For all TriBI
system team events, the viewing rule for TCs must be live, with 0 (game completion) delay. This viewing rule is
required to allow TCs to move time from a player’s bank to his/her clock with the intention of substituting for
that player.”

(19) 2018 ICCF Rules 4.7.5. (= 2017 TOM section 5.3.5.f.) concerning "Special Leave" does not apply.



