
WDCL League Rules      Version Control 20190705 
 
1.1. LAWS 
Except where otherwise stated, play in all games shall be in accordance with the FIDE laws of Chess as 
approved by the English Chess Federation. 
 
1.2. FIXTURES 
When two teams from the same club are in the same division, their first match in each period of the 
season must be against each other, and the rules regarding match cancellations (Rule 2.8.2) shall apply 
to the re-arrangement of this fixture save that the re-arrangement of such a fixture shall apply save that 
the match will be played within 3 weeks of the date originally fixed. -as a priority. 
A Fixture Creation Advice document exists to assist in the creation of the league fixtures. 
 
1.3. REGISTRATIONS & PANEL PLAYERS 
 
1.3.1. Each Club shall by no later than 7 days prior to the first match in any division or cup competition, 
submit in writing to the League Manager a list of its players in order of current playing strength (not 
necessarily strict grading order). 
 
1.3.2 Any changes to this list or any new registrations must be notified to the League Manager at least 48 
hours before the list can come into effect.  A player can not play in any WDCL fixture before their 
registration has been approved by the League Manager or another member of the WDCL committee from 
a different club to the club affected. On approval, the person requesting the registration (usually the team 
captain) will be sent confirmation of the player's name, WDCL grade, ranking in the club, and the date 
from which the player can play in the WDCL. 
The grade given to a player by the WDCL at the start of the season will remain the same throughout the 
season unless it is changed on agreement between the club and either the League Manager or another 
member of the committee from a different club to the club affected. The change can be requested by 
either the club concerned, or a member of the WDCL committee.The change will be based on what a 
player’s grade should have been at the start of the season and not what it should be at the time of the 
change. 
 
1.3.3.No player may register or play for more than one Club in any season, except with the permission of 
the Executive Committee. 
 
1.3.4. One purpose of the Registration List is to determine a Club’s panel players when more than one 
team is entered in the League. 
 
1.3.5.Panel players must be players who are expected to play regularly ie. at least 50% of the league 
programme. 
 
1.3.6. Players who merit a panel place but are not going to play very often must be listed as "additional" 
(eg. additional top four or top ten). 
 
1.3.7 The following rules shall apply regarding panelling players :- 
 
1.3.7.1 Regular players who are not panelled can play for any team, but must be weaker than all the 
panelled players in their club. 
 
1.3.7.2 If a club wishes to play all their teams in order of strength, then the players are panelled according 
to this rule (1.3.7) and rule 8.3.8 does not apply. 
If a club has more than one team in a division and they wish to play 2 or more teams as similar strength 
teams instead of playing all teams in strength order, then rule 1.3.8 applies and not the remainder of 1.3.7 
(1.3.7.3 onwards) 
 
1.3.7.3 If a club has only one team, then no players are panelled. 



The players are Regular (R) and Additional (A). 
1.3.7.4 If a club has more than one team, then the number of players panelledto the strongest team must 
equal the number of players in that team minus two, for example 4 players in a 6-player A team. These 
players must be the 
strongest regular players in the club. 
If a club has only 2 teams, then no further team needs to have their players panelled. The remaining 
players are Regular (R) and Additional (A). 
 
1.3.7.5 If a club has at least 3 teams in total, then the number of players panelled to the next strongest 
team must equal the number of players in that team , for example 6 players in a 6-player B team. These 
players must be the strongest regular players in that team. 
 
1.3.7.6 If a club has more than 3 teams, then para 1.3.7.5 applies to the 4th and each subsequent team 
until the number of teams containing panelled players is equal to 1 less than the number of teams that the 
club has entered (eg. 3 teams contain panelled players when 4 teams are entered.) 
The remaining players are Regular (R) and Additional (A). 
 
1.3.7.7 Additional players share their ranking number and panel status with the next strongest regular 
player. For example, if an additional player is grade 135 and the next strongest regular player has grade 
132 and is panelled to the A team, then the additional player can only play for the A team. 
 
1.3.8 . This rule only applies when a club has more than one team in a division and they wish to play 2 or 
more teams as similar strength teams instead of one team stronger than another. 
 
1.3.8.1 If the club has one or more teams that are stronger than the similar strength teams, then the 
number of panelled players in the strongest team, must equal the number of players in the team minus 2. 
For all other teams that are stronger than the teams of similar strength, the number of players panelled to 
these teams must be equal to the number of players in the team.(as per 1.3.7) 
 
1.3.8.2 If the club has one or more teams that are weaker than the similar strength teams, then the 
number of panelled players in the teams of similar strength must be equal to the number of players in 
each of those team, unless the similar strength teams are the strongest teams, in which case the number 
of panelled players in the similar strength teams equals the number of players in the team minus 1. 
For all teams that are weaker than the teams of similar strength, apart from the weakest team, the 
number of players panelled must equal the number of players in that team. The weakest team does not 
need to have their players panelled. The club need only label the remaining players Regular (R) and 
Additional (A), and these players can play for any team. 
 
1.3.8.3 If the club does not have any teams that are weaker than the similar strength teams, then the 
number of panelled players in the similar strength teams, must be the number of players in the team 
minus 1 (eg 4 players for a 5 player team.) The players who are not panelled can play for any team. 
 
1.3.8.4 Additional players whose grading strength would have placed them in one of the equal teams if 
they had been a regular player, share their ranking number with the next strongest regular player, and 
can choose which of the equal teams they can play for. They can not play for both teams.  The remaining 
Additional players share their ranking number and panel status with the next strongest regular player. 
 
1.3.9. Any team playing unregistered players will automatically lose that match game and in addition a 
further half point will be deducted from their teams score, and a half point added to their opponents score 
for each ineligible player played. 
 
1.3.10 All teams which include panel players, have their panel players revised after half of their matches 
have been played once and once only. 

Any team with players that have played less than half of the matches at that point will be removed from 
the panel. 
If an additional player has played at least half the matches, and is likely to play at least half of the 



remaining matches, then the player can go on the panel at that point at the request of their club. 
In extenuating circumstances, a player who has supported the League in the past, and played more than 
half of their team’s league fixtures during that time, and has been registered as additional at the start of 
the season, can be placed on the panel half way through the season on the written request of their club 
and agreement with the League Manager or other member of the committee who does not belong to that 
club. 
 
1.4. NOTIFICATION OF RESULTS 
 
1.4.1. Notice of the result of each match shall be sent by BOTH CAPTAINS, within 3 days of the match, to 
the League Manager. Any match not completed must be similarly reported. Clubs failing to notify the 
League Manager within the 
specified time may be liable to a fine of £1.00. The date of the resumption of any adjourned game(s) must 
be stipulated on the match card and comply with the rules regarding adjournments. 
 
1.5. DISPUTES 
 
1.5.1. All disputes regarding individual games, matches or the application of these rules to the 
administration of the League competitions or cups shall be reported to the League Secretary who will 
convene a Disputes Committee consisting of at least three people from different clubs who are not 
involved, or from a club involved, in the dispute, to consider the evidence and give judgment. 
 
1.5.2. The Disputes Committee has the power to invite any "EXPERT" in the laws of Chess to attend the 
meeting in an advisory capacity. 
 
1.5.3. In addition to written evidence, one representative from each Club involved in the dispute will be 
allowed to present their case to the Committee -whose decision is final and binding. 
 
1.6. GRADINGS 
 
1.6.1. The ECF Grader submits all results for ECF Grading. Results will be ECF graded on payment of 
the ECF game fee rate. The cost per Club concerned, including any exemptions that apply, will be billed 
by the League Treasurer. 
 
1.7 ALLOCATION OF AWARDS 
For each division, two match points will be awarded to a team for winning a match, one point for drawing 
a match and zero points for losing a match. 
The team with the most match points at the end of the season are the winners of the division. 
In the event of a tie, the team which has the highest board difference are the winners. 
In the event of a further tie, the team which has won the most boards are the winners. 
In the event of a further tie, the team which scored the most board points when the tied teams met during 
the league season are the winners. 
In the event of a further tie, board elimination from the latest match, and, in the event of each game being 
drawn, the first match, between the teams will be used to determine the winners. 
 
2. MATCH ARRANGEMENTS 
 
2.1. STARTING TIME 
The official starting time of matches shall be 7.30pm or earlier by prior arrangement. 
The playing session shall be for a minimum of 3 hours. 
 
2.2. TEAM SELECTION 
Each Captain, or deputy must hand the Opposing Captain a list of his players in current playing strength 
order . The players will then be paired with the corresponding player in the opposing team list. 
 
2.3. CHOICE OF COLOURS 



In league matches of five boards, the away team shall have white on odd boards. 
In all other matches, after team declaration, the Captains toss for colour, the winner choosing white or 
black on odd numbered boards. If a Captain or his deputy is not present at the official or agreed starting 
time, the opposing Captain may choose colours. 
 
2.4. CLOCKS AND RATE OF PLAY 
Clocks should be started at the official (or agreed) starting time, after the opponents have agreed the rate 
of play. The opponent of an absent player is entitled to decide which rate of play and may set and start 
the clocks accordingly. 
The "normal" rate of play is 90 minutes to complete ALL the moves.  
The alternative “Fischer” rate of play, only when a suitable clock is available, is all the moves in 80 
minutes plus a 10 second per move increment starting at move 1. 
  
(The former “Long play” option including adjournments was removed at the 2018 League AGM.) 
 
2.5. NO ARBITER 
The current ECF guidelines for games without an arbiter present should be followed. 
Captains are encouraged to act as arbiters and to use reasonable endeavours to seek agreement where 
possible on any matter arising during the course of play. 
 
2.6. RESERVES 
 
2.6.1. Reserves may be substituted for any absent players(s) up to 30 minutes after the start time. In such 
cases the Clocks shall not be reset. Any player arriving more than 30 minutes after the start time (ie. 
arriving after 8pm) shall forfeit the game. 
 
2.7. UNFINISHED GAMES 
 
2.7.1. When playing at the ‘optional’ rate of play, the playing session shall last 3 hours. At the end of the 
session the game shall be adjourned. The player to move shall seal the move in an envelope, which will 
record the game position, times used, and the resumption date and venue. This envelope is to be signed 
across the seal by both players. 
Where the resumption date is not fixed on the night 2.8.2(i)-(v). shall apply to the fixing of the resumption, 
and "home team" and "away team" shall be read as "home player" and "away player" accordingly. 
 
2.7.2. In the event of either player not attending the agreed resumption date, or arriving more than 30 
minutes after the Clock has been re-started, the game shall be forfeited. 
 
2.7.3. If a game is still unfinished after a 2nd session, and a result cannot be agreed, a further 
adjournment procedure is to be adopted, and additional playing sessions continue until the result is 
resolved. It should be noted that this rule supersedes the ‘Adjudication System’ which was discontinued 
by the 1998 AGM. 
 
2.8. MATCH CANCELLATION 
 
2.8.1. Any team requesting a postponement should do so only because of issues concerning venue 
availability or travel issue.  Player availability should not be reason enough to postpone a match.  Teams 
should play with who is available.  Where possible the match should be played and efforts such as 
changing the venue should be considered before requesting a postponement.  Postponements should 
only happen with the permission of the League Manager or if the League Manager is unavailable another 
member of the Exective Committee from a different club to the club affected. 
  
2.8.2. Where there is agreement that a fixture can be re-arranged, the following procedure will apply: 
(i) The League Manager must be notified of any agreed rearranged fixture immediately 
(ii) The home team must then offer the away team 3 reasonable dates for rearrangement. This must be 
done within one week of the original fixture, and the League Manager informed. 



(iii) The away team has a further week in which they must agree a new date and inform the League 
Manager. 
(iv) Once a match has been re-arranged, then no further rearrangements are permissible. If either stage 
(ii) or (iii) is not completed, then the League Manager will award the match to the opponents of the team 
which has not completed the 
appropriate stage. 
(v) If stage (i) is not done before or on the original date of the fixture then the match is double defaulted. 
For the purpose of stage (ii) above, "reasonable" means dates which are: not all the same week, a 
minimum of 2 week nights, not on bank holidays, not between 23rd December and 1st January inclusive, 
and not on a night when the away team already have a fixture (note team not club). 
 
2.8.3. In the event of a team being unable to fulfill a fixture and defaulting the match, the opposing 
Captain must be given 48 hours notice. If this period is not given the defaulting team shall be docked a 
league point. 
 
3. NOTICES 
 
3.1. Where by any provision of these Rules it is required that "notice" shall be given to or by the League 
Secretary or League Manager, such notice shall be given in writing, but may be given electronically (ie. by 
email) where the club or recipient has specifically nominated to the League an email address for this 
purpose. 
3.2. Any notice of an EGM, or of any proposal received for an AGM/EGM shall be published on any 
website maintained by the League for the publicising of League activitivities. 
 
 
4. FIDE RULE EXCLUSIONS 
 
4.1 NOTATION 
Whilst Article 8 of the FIDE Rules requires the use of algebraic notation for the recording of moves, it is 
acceptable for Warrington League purposes for those players who so wish, to use the English Descriptive 
notation instead. 
 
4.2 MOBILE COMMNICATION DEVICES 
 
4.2.1. The general rule is that Mobile communication devices will be allowed into the playing area, but not 
the toilets, and must be switched off completely (ie. so as to prevent ringing, alerts or other noises) during 
the course of a game. The device may be set to silent mode so as to receive urgent communications by 
text, email or phone, if the team captains agree that there is a persuasive reason to do so. In any event, 
no device shall be allowed out of the playing area 
during the game, save for attending to the substance of the persuasive reason aforesaid. It would be 
good practice for both players of the game to be informed of the agreement of the captains. 
 
4.2.2. In the event that a device is used inappropriately (ie. for a reason other than that agreed between 
the captains) then the offending player will be forfeited the game. 
 
4.2.3. In the event that a device not so authorised above makes an audible electronic noise, the players 
will be reminded by their captain to ensure that there is no further noise from any such device, and that 
any further such noise will enable the non-offending player to claim the game under this rule. 
 
5. RULES 
Every club within the WDCL keep a printed copy of said rules and make them available during all WDCL 
sanctioned matches. The printed copy at each club is updated (i.e.reprinted) if necessary, when the 
online copy is updated. 
 


