Tournament Information

	Date, Time, Cost and Location
	· Saturday March 6, 2010
· St. Mary Magdalene Catholic School in Apex 
· Sign in 8:00 to 8:30 a.m. 
· Cost is $1 per student. If registering more than one student from your school, please collect the money ahead of time and have an adult contact turn in all the money at registration. 

· Opening Ceremony and pairings posted 8:30 to 9:00 a.m. 
· 5 Tournament rounds from 9:00 a.m. to 1:45 p.m. (G/20) Closing Ceremony and Awards approximately 2:15 p.m.  
NOTE: Because timeliness is critical, if a player arrives after a round has started, that player must take a loss and his or her opponent a win for that round.   


	Food
	·  Breakfast and lunch items will be available for a nominal cost.  
· If you decide to bring your own food, please remember that STMM is a peanut-free school.  So please, leave all foods with peanuts at home.


	Division
	Divisions are by grade level with a maximum of 32 players allowed in a division. If more than 32 players register for a division, additional divisions may be created. 

·  Kindergarten
·  First and Second
·  Third and Fourth
·  Fifth and Sixth
·  Seventh and Eighth


	Registration Information
	If children from your school would like to participate, please register by contacting Jenny Kosnik at jensk@nc.rr.com before February 26, 2010.  
Please include the following information in your email:
· School Name
· Adult contact

· Each players name and grade 
NOTE: Individuals not part of a Chess Club may also participate. 


Continued on next page

Tournament Information, Continued
	STMM players registration
	STMM students interested in registering should sign up for the tournament after a Chess Club meeting on February 19 (we will have a sign up sheet posted) or by contacting Jenny Kosnik at jensk@nc.rr.com.


	Miscellaneous
	Players should wear a uniform top, chess club shirt or PE shirt with their school name.  
Proctors are always needed.  It would be helpful if each school or group can provide 1-2 people to act in this capacity.

If possible, please bring the labeled chess sets from your club.  This will maximize our playing time.    
Parents, or a designated chaperone, are responsible for their children at all times.  

Parent Tip: Bring a book, newspaper, knitting, etc to have while you are waiting for your child (Parents are not permitted in the school building during matches).   


	Directions to STMM
	Directions to St. Mary Magdalene can be accessed at http://www.stmm.net/directions.htm  
TIP: DO NOT use Mapquest directions; they include a road that has not been built yet.  


	Awards
	Awards include: 
· First place trophy for each grade division
· Second and third place medals for each grade division
· Ribbons for each participant
· Presentation of the Team Trophy to the winning team
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Tournament Information, Continued
	Eligibility
	All players must be able to play independently; without any help.  The playing room is open ONLY to designated Proctors and students engaged in a game.  
Young players must be able to play on their own, without any help.  Proctors will be on hand to help with rules, checkmate, and illegal moves but the children should have a working knowledge of the game. 
If you are not sure if your child is ready for his or her first tournament, ask your Chess Club Director for a recommendation.    
Tournaments are a great experience for children but losing can sometimes be devastating, especially to a five year old.  Use this opportunity to work with your child and prepare them to be good winners and gracious losers.  We expect to see handshakes and “good game” at the end of a game.  


	Chess hints and tips
	These hints will help you to remember the proper board setup:
 − Opposing Kings and Queens go directly opposite each other
 − The square in the lower right hand corner is a light one ("light on right").
 − The White Queen goes on a light square, the Black Queen on a dark square ("Queen on color").   
White always moves first, and then the players take turns moving.  Only one piece can move at each turn (except for "castling," a special move that is explained later).   The Knight is the only piece that can jump over other pieces.  All other pieces move only along unblocked lines.
Touch Move • If you touch a chessman, you must move it (if possible).  If you touch one of your opponent's men, you must take it (if possible).  When you release a chessman on a square, you cannot change your move.  Please DO NOT move a chessman to a square, and then keep your finger on the man for 10 or 20 seconds while you look round to see if the move is safe - this is disturbing to the opponent.  Do all your thinking first, and then make the move quickly and firmly.  If you wish to adjust a chessman on a square, announce so BEFORE touching the man.
You may not move to a square already occupied by one of your own pieces.  You can capture an enemy piece that stands on a square where one of your pieces can move.  Simply remove the enemy piece from the board and put your own piece in its place.
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Tournament Information, Continued
	Special Moves
	Castling 

Each player may "castle" only once during a game and when conditions are met.  Castling is a special move that lets a player move two pieces at once — the King and one Rook.  In castling, the player moves his King two squares to its left or right toward one of his Rooks.  At the same time, the Rook involved goes to the square beside the King and toward the center of the board.  In order to castle, neither the King nor the Rook involved may have moved before.  Also, the King may not castle out of check, into check, or through check.  Further, there may not be pieces of either color between the King and the Rook involved in castling.  Castling is often a very important move because it allows you to place your King in a safe location and allows the Rook to become more active.  When the move is legal, each player has the choice of castling Kingside or Queenside or not at all, no matter what the other player chooses to do.  
En Passant 
This French phrase is a special pawn capture.  It means "in passing”, and it occurs when one player moves a pawn two squares forward to try to avoid capture by the opponent's pawn.  The capture is made exactly as if the player had moved the pawn only one square forward.  


	Draws
	A game of chess is drawn if neither player has enough pieces left to force checkmate.

Agreeing to a draw: if you wish to offer a draw, do so when it is YOUR turn to move.  Make your move, offer the draw, and then let your opponent think about it.  Do Not offer several draws in a row - this is disturbing to your opponent. The normal convention is if you offer a draw and your opponent rejects it; wait until your opponent offers you a draw back before you make another offer.  
Note: Proctors have the final say on calling a draw.
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Tournament Information, Continued
	Pairings
	We are using the Swiss System for pairings.  In the Swiss system, after the first round, players are placed in groups according to their score (winners in the 1 group, those who drew go in the 1/2 group, and those who lose go in the 0 group).  This allows each player to compete against someone with a similar score.  Since the number of perfect scores is cut in half each round, it doesn't take long until there is only one player remaining with a perfect score. 
Colors will be alternated if possible.  A player might be paired the same color twice in a row if necessary, but is usually not paired the same color three times in a row, unless absolutely necessary (for example, both players have played the same color twice in a row, and there is no other logical pairing).    
After each round, players are placed in scoring groups, or "packs", according to their score.  Then the above process is repeated within each score pack.  If a scoring pack has an odd number of players, the lowest pairing number within the pack plays the highest pairing number in the next pack down (for example, if there were an odd number of 1's after the first round, the lowest rated 1 would play the highest rated 0.5, if there were any players who drew the first round, or the highest rated 0 if there were no draws the first round).  
The first round pairings are done completely at random using a computer 
program. 
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Tournament Information, Continued
	Final Rankings
	Points are awarded after each match as follows: 
1 point win
 ½ point draw 
0 point loss  
· The player with the highest 3 scores are awarded 1st, 2nd, and third respectively.   
· The "tie-breaker" method is based on the USCF scholastic tournament regulations.  The following methods will be used in this order to break ties for individual awards:
1. Modified Median
2. Median
3. Solkoff
4. Sonneborn-Berger
· The Modified Median system works by comparing the scores of the opponents that the tied players faced during the tournament.  The theory is to award the person who played the stronger opponents. The assumption is that if you win early, you're playing tougher opponents (opponents who also won early and probably finished higher).  If you lost in the early rounds, you played weaker opponents (who also lost early and probably didn't finish as high). 
· The system works by adding the scores of each player’s opponents, but discarding some high or low scores:
-- for players with "plus" scores (more wins than losses), the lowest scoring opponent is discarded.
-- for players with "even" scores, the highest and the lowest scoring opponents are discarded.
-- for players with "minus" scores (more losses than wins), the highest scoring opponent is discarded.
  


	Team Scoring
	The team score consists of the totals from the top ten players from each school.  This allows each team member to also compete individually for a prize.  This also eliminates the need to predetermine your team members.   
Here is an example:
The ten individuals’ scores are: 5,5,4,4,4,3,3,2,2,1 The team total is 33. The team with the highest total is the winner.
If a school has less than ten players, their total is determined by adding all their players’ scores together.
In the event of a team tie, the following methods will be used to break ties for the team competition:
1. Median
2. Solkoff
3. Sonneborn-Berger
4. Cumulative




