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Guide for Tournament Directors

July 4, 2010
Introduction

The following represents guidelines on how to set up, conduct, and report an ACF checker tournament.  My focus includes small weekend tournaments as well as the major tournaments.  The appendix includes tables and templates that I hope are useful.  Some of the following material responds to various questions I’ve received, or to issues I’ve encountered.  I also welcome input from tournament organizers who wish to share tips and ideas.

Lastly, I wish to acknowledge all who serve as tournament sponsors and referees.  While this may seem like a thankless job at times, your contribution to the ACF tournament scene is essential.  I am available for support if there are questions about the attached material, or about any other issues that I have not addressed.   I may be reached at (440) 516-1284 or e-mailed at beckwith24@msn.com.

Richard Beckwith

ACF Player Rep

************************************************************************

How do I organize a tournament?

A venue has to be selected by the organizer(s).  This is often a hotel meeting room, but can be a restaurant playing room, shopping mall food court, someone's home, local church, state park with meeting room, etc.  Obviously, the level of promotion varies depending whether we are talking about a national tournament vs. a small, one-day tournament.  To maintain an optimal prize fund, the playing room should be inexpensive (if not free) to rent, while still providing adequate space and facilities, good lighting, etc.  Nearby restaurants are a plus.  Motel info, and possibly airport info, is needed in advance for traveling players.  Some motels will give a group checker rate if you ask.  The playing facility should, where possible, project a positive image for the ACF.  For example, it is suggested to avoid second-rate motels in run-down areas, where a parent may not want to bring a youth entrant.  There is an obvious challenge here, since the nicest hotels tend to charge higher rates.  
How do I announce a tournament?
As of this document’s issuance, tournament announcements should be sent directly to J. R. Smith at jrmsith2@triad.rr.com, or 3007 Robinhood Drive, Greensboro, NC  27408.  You may also copy me as a backup at beckwith24@msn.com.  Our ACF bulletin editor will pull his info from this ACF site.  Another contact to consider is Darlene Stallsworth, dstallsworth@stjoelive.com, of the Missouri Newsletter.  Changes to these procedures (if any) will subsequently be reported in the ACF Bulletin or Missouri Newsletter.  Some tournament organizers also direct mailings to residents within their region to announce their tournament.  
Your announcement should include the name of the tournament, date(s), location, starting times, format (such as 3-move vs. GAYP, number of rounds and classes, etc.), motel accommodations, and contact info.  Before booking your tournament dates, you may wish to check with the ACF calendar of events (left panel at www.usacheckers.com) or a previous year’s ACF bulletin to ensure that you are not booking a tournament for the same weekend that a neighboring state is holding a tournament.  Much current and past tournament info may also be found at www.nccheckers.org in the ”Calendar” section.
For those organizers who want to go the extra mile, consider giving the tournament announcement to the local tourism bureau.  They can wire the info throughout the state.  Secondly, the announcement, with the words, “For immediate release,” can be faxed to newspaper and TV stations.  An example release is shown in Appendix F (courtesy of John & Judy Grisley from Marion, Illinois.)
Is ACF membership required to play at a tournament?

[Note: the below policy is being slowly phased in.  Some state and district tournaments already require membership, but it is suggested to state such requirements in the tournament announcement.]
Yes, ACF membership is required for all participants at ACF-sanctioned tournaments.  ACF membership ($25 for a full 12-month calendar year) may be paid along with the entry fee to the tournament director.  (It is suggested that tournament directors give a paper receipt for paid membership.)  Dues money and contact information can later be sent to the current ACF treasurer (listed on front of ACF bulletin) or other Exec member.  Memberships may also be purchased via Paypal at the ACF Store at www.usacheckers.com.  If a membership is paid in the middle of a calendar year, dues may be pro-rated using the scheme in Appendix G.  (The ACF Treasurer will also accept the full $25 and apply the full 12-month expiration date)  

There is also an Associates membership program ($10) that bypasses the dues requirement as an encouragement to beginner or junior players.  However, this is not meant to be an ongoing “bargain rate.”  Also, some tournaments occasionally have an unaffiliated “junior tournament” on the side to attract younger players who are beginners.  Associates do not receive a mailed subscription to the ACF bulletin and cannot hold state titles.  
What about a business meeting before the tournament?

A state or local checker organization may elect to have a business meeting prior to the tournament to review the election of officers, checker rules, or any other issues that require discussion and/or a vote from the participants.  A sample template of a meeting agenda is shown in Appendix A.  Depending on custom, some tournaments (particularly smaller events) dispense with these formalities.  However, a brief review of the format and rules is suggested if there are players present who are new to this particular tournament.
What type of playing rules should I have in place?

The World Checkers and Draughts Federations (WCDF) instituted harmonized checker rules in 2008 to be used internationally.  These rules can be downloaded at the “Classroom” menu at www.usacheckers.com, or you may request an electronic copy from me at beckwith24@msn.com.  These rules cover specifications for playing equipment, movement of pieces, use of time clocks, illegal moves, definitions of a drawn game, conduct of players, etc.  These rules are geared more for high-level events such as world qualification tournaments, and assume everyone is recording games and using time clocks.  It is understood that many local and sectional events may not go to this level, but the tournament may take on a more professional feel if set up this way.

The WCDF rules do not cover tournament format issues, such as how to score rounds, the number of rounds, penalties for lateness, etc.  Often, rules for conducting the tournament are covered in the business meeting preceding the tournament.  For smaller tournaments, a one or two page set of rules (see Appendix B for an Illinois example) is probably sufficient to cover these supplementary scoring rules.  Feel free to use this appendix as a template if you wish to draft a set of rules for your tournament.  It is noted that some details will vary from tournament to tournament, depending on custom and other preferences.  The referee may wish to have a hard copy of all relevant rules documents at the referee’s table to quickly settle any disputes.    
--Seeding procedures

It is suggested to have a policy (to protect the B players) on preventing strong players from entering a lower division than is appropriate for their skill level.  For example, the winner of the lower division(s) should be required to move up a division for the next two calendar years.  ACF ratings are another resource for determining where to place people.  

Another situation that can arise is trying to determine in which division to place a new player, especially someone who has never entered a tournament.  Most newcomers enter the bottom division, but some may be qualified to enter a higher class.  One suggestion is to have a designee give the entrant a brief checker test (set up first position or whatever) or play him a quick game to assess skill level.

What are the rules for determining a draw, if there is a dispute?

The new WCDF rules have expanded the way that a draw game is determined:

A.  The game is drawn if at any stage both players agree on such a result.

B.  A game is drawn if, at any stage of the game, a player can demonstrate to the satisfaction of the referee that with their next move they would create the same position for the third time during the game.

C.  A game is drawn if, at any stage of the game, a player can demonstrate to the satisfaction of the referee that both the following conditions hold:


i)  Neither player has advanced an uncrowned man toward the king row during their own previous 40 moves


ii)  No pieces have been removed from the board during their own previous 40 moves.

Note that the above rule C implies you no longer need to proactively ask for a 40-move count – you just simply claim that no progress was made in your opponent’s previous 40 moves.  Also note that draws by rules B and C can only be verified by a non-witness if someone has actually recorded the game moves!  If the players are not recording their moves, then I suppose a player’s request to begin a 40-move count can be honored.
D.  If nearing the end of a game (with adequate time remaining on their time clock) and the position in a game is even, a player whose draw offer has been refused has the power to ask the Referee to intervene.  If the Referee feels the position is even with little winning chances to either player with reasonable care, the Referee has the power to declare the game drawn, or else the game shall be continued to a normal conclusion.

Ethics

Appropriate conduct of the players should be encouraged.  This includes having appropriate dress with the playing room, and no excessive talking or other disruptions when games are in progress.  

The following are a sampling of other things that are discouraged or not allowed.  

· Actions that distract the opponent

· Stalling tactics

· Feinting to play one move (or writing a “decoy” move) when there is no intention to play that move

· Intentionally not writing moves down to confuse the opponent as to how many moves were made (if clocks are in use)

· Turning in “false” or significantly incomplete games (where recording of games is required) to hide “cooks”

· Spectator interference (including providing information about time on time clock)

· Offering a draw on a lost position

· Not resigning when the position is hopeless

· Smoking in playing room

· Not placing the pieces neatly on squares (assuming player is physically able to do so)
· Refusing to shake hands

· Consistently arriving late

· Leaving the playing room during a game (except for bathroom and smoking breaks, and assuming opponent is agreeable)
· Causing cell phone noise, or even taking a non-emergency call in the middle of a game!  Such phones should be silenced and/or left at the referee’s table during play.  In fact, WCDF rules require immediate forfeiture of the game when a cell phone ring occurs during a game.  However, adopting such a strict rule must be pre-announced clearly to the players.

I will also note that intentionally moving either fast or slow (within reason) may be considered strategy rather than unsportsmanlike conduct.  For example, a player may wish to take extra time to give the appearance that he is about to play a crossboard move rather than a “cooked” move.

Illegal Moves

Examples of illegal moves are moving out of turn (moving twice), jumping to the wrong square, picking up wrong checkers after a jump, etc.  Typical rules allow one warning by the referee, with a forfeit for the next infraction.  (Perhaps some referee discretion should be given to players who are new to the game that make harmless oversights?)  There is no penalty if the pieces are bumped accidentally.  Illegal moves are allowed to stand if they are not caught “at a later date.”   The WCDF rules cover this topic in more detail.
What format should I use?  

Three-move restriction is the most common, but alternatives are welcome too, such as GAYP (Go-As-You-Please, or no opening restriction), 11-man ballot, or even two-move or one-move restriction.  Another possibility is to require 3-move play for the expert class and GAYP for a lower or beginner’s class (especially if a beginner or youth tournament is held).

Tournaments typically run anywhere from one day to a week (for National tournaments). The number of rounds depends on how many days and how much time is allotted for each round.  Consideration may be given to allow people time to travel when scheduling rounds.

Two common formats for pairing players are Swiss and Round-Robin.  The number of rounds in a tournament is predetermined by the advertised tournament announcement.  The number of players that participate in each division dictates whether Swiss or Round-Robin is appropriate.  Playing Round-Robin (where each player plays all opponents in his/her division once) is a very fair format.  However, when the number of players exceeds the number of scheduled rounds by more than two, then the Swiss system is recommended.

There is an Italo-Swiss guideline on how many rounds of Swiss pairings are optimal for a given number of players.  The formula is ⅓ n to ½ n + 1, where n is the number of players in the division.  An additional repairing round in the final round is commonly used, but is not included here in this mathematical exercise.  I computed the following from the above formula as examples:

	# Players in Division
	Suggested # Rounds (of fresh pairings)

	10
	3-6

	12
	4-7

	14
	5-8

	16
	5-9

	20
	7-11

	24
	8-13

	27
	9-15

	30
	10-16


I realize that most tournaments already have a pre-determined number of rounds.  The above chart is presented to verify whether the proposed number of rounds is on target with the actual number of entrants in each division.

Hybrid formats have been used, depending on the number of players.  A seven-round tournament having eight players (or seven players and a bye) makes for a perfect Round-Robin.  But what if you have six players? Or ten?  I suppose there is no single solution.  For the six-player scenario, you could play five rounds of round-robin followed by two rounds of Swiss.  In past Pennsylvania tournaments (where we had 12 players & 10 rounds), we played ten rounds of “Round-Robin,” with each person playing all but one opponent.  For ten rounds with only six players, you can do a five-round Round-Robin twice.

How do I make pairings?

For round-robin, I recommended using one of the charts listed in Appendix C.  Each player is randomly assigned a number at the start of a tournament (or you can let them draw their own number).  The chart gives their opponent number for each round.  This also makes life easy for the scorekeeper, since you don’t have to rush in between rounds to determine fresh pairings.  The players should be instructed to play opponents in the order of the chart (to prevent someone from being ready to play but with no available opponent).  At the referee’s discretion, two players are permitted to play ahead on their next round provided neither player has skipped an opponent according to his playing schedule.

Swiss pairings

Programs, such as Swissperfect or ChessArbiterPro, may be used for Swiss pairings.  In the event programs are not used, the following paragraphs explain how to do pairings manually, as well as provide background on confirming whether a program is pairing consistently with ACF principles.

Pairings in the first round are done by random draw.  (At referee’s discretion, I’ve seen smaller tournaments where the referee avoided pairing two players who traveled together so they wouldn’t be forced to play their travel companion on the first round.  However, this decreases objectivity, nor is it permitted in the National tournament rules.)  If there are an odd number of players, the leftover player is awarded a bye for that round along with however many points (typically 3 or 4) set by the tournament rules.  

For the next (and subsequent) rounds, pairings are determined by the total number of match points.  So, if there are three people with 4 points prior to the second round, two of the “fours” are randomly drawn to play.  The remaining person with four points drops down and plays someone from the next lowest point group.  This procedure is carried through until all have been paired, starting with the highest point total.  Fresh pairings should be made so that the same two players are not repaired.  This can get tricky in the later rounds of the tournament.  If you approach pairing the bottom players and find that no fresh pairings are possible, then you can work your way back up to the top and reshuffle the higher point groups as necessary to make fresh pairings for the lower point groups.

Exceptions to the “fresh pairing” rule include:

1. In the next to last round (and sometimes the round previous to this), it is permissible to repair the bottom two players if this avoids reshuffling all the way back to the top to the point where they top pairing must be broken.

2. I’ve seen some tournaments require that players will be repaired if needed to prevent someone playing an opponent with a point discrepancy of more than 6 points.  This is OK if it’s in keeping with tournament tradition, but this concept is not in the National tournament rules.  In any case, it’s recommended to avoid having two opponents play each other three times in a Swiss tournament.

3. In the final round, repairing is permitted, but fresh pairings are still sought, if all else is equal.  For example, if the leader with 20 points has already played one (and only one) of the two people with 19 points, then the leader is automatically paired with the other person with 19 points.  If the leader has played both opponents with 19 points, then a random opponent should be drawn from the 19s (rather than seeking a fresh 20-18 pairing).

One other example:  In round five, the three co-leaders have 13 points, and two of these three still have not played each other.  These two should automatically be paired to create a fresh pairing of 13s.  The remaining player with 13 points drops down to play someone from the next point group.

A player shall not receive more than one bye in a tournament.  After the first round, the person with the lowest total (who has not already had a bye) receives the bye.  His/her pairing card can then be set aside before the rest of the pairings are made.  If there is more than one person who qualifies for the bye because of a tie in match points, then the referee shall randomly draw for the bye (unless the need for “fresh pairings” already dictates who should or should not get the bye).
--Additional Variations to Swiss Pairings:

I think the above approach is adequate, but the following options offer small improvements for any tournament director who doesn’t mind a little extra work.  

1) Floating –Say you have two players tied with 10 points with an odd number of players ahead of them.  By random draw, one of the players will be forced to play up against an 11-point opponent while the other draws an “easier” 9-point opponent.  This “floating to another point level” is noted by the tournament director by putting a “+” (or “-“) by each players name.  In the event that either player faces a similar situation later in the tournament, the player who was paired up to play the 11-pointer will be exempt from have to play a higher opponent, where possible.  This helps to ensure someone, by luck of the draw, doesn’t get a string of lower-point (or higher point) opponents.  Programs offer this concept by enabling the “FIDE pairings” option.
2) Ratings controlled pairings – All players in a division are ranked based on their rating.  Say there are 16 entrants, then for the first round, #1 plays #9, #2 plays #10, and so on down to #8 vs. #16.  This “chess” system more efficiently sorts the players (to allow all the cream to rise to the top together sooner) in the early rounds.

3) When determining who gets the “bye” for the first round, it has been suggested that a contender (like Alex Moiseyev) shouldn’t be getting a bye that may influence the outcome of the tournament.  Rather than singling out someone as the weakest, perhaps the bye could be randomly drawn from the eight players with the lowest rating.  This is merely a possible suggestion.

Regarding equipment…

Official colors for a checkerboard are green and white (or buff).  Pieces should be red and white/yellow.  (I don’t see yellowed pieces as much as I used to.)  Numbered boards are generally not used in competition, but I don’t think there is any ACF official rule against (and it would aid some minor players in recording their games).  WCDF rules, however, do prohibit numbered boards.  For players who wish to have numbers available, I note that some scoresheets provide numbered diagrams, and players are welcome to bring their own separate numbered diagram for easy reference.  Even if a numbered board is permitted by the referee, an opponent should still be able to refuse to play on a numbered board (or any other type of board with offbeat colors and dimensions) that may be considered distracting.  Worn or off color checker boards are discouraged and may be refused by an opponent.
How do two players get started?

Colors are chosen randomly; one player puts a red checker in a clenched fist in one hand, and a white or yellow checker in the other hand for the opponent to select.  Once the board is set up, red moves first.  The players exchange colors for the second game so that both players have a chance to play both sides of an opening.  If four-game rounds are used, a new (and different) opening is selected for games 3 and 4 (if three-move restriction is being used).  The players shall play with the same colors for both games 2 and 3. 

If three-move restriction is used, then an opening is selected at random by either the players or by the referee.  The ACF accepted 12 additional openings in 2003.  This makes 156 sound three-move openings.  No other incomplete deck should be allowed in tournament play.  Decks may be purchased for $11 from Alan Millhone, or electronically via Paypal at ACF Store/Equipment at www.usacheckers.com
What time limit is appropriate for a two-game round?

The answer here depends on how many rounds need played in the time allotted (with consideration if there are limited facility hours), as well as how fast the tournament entrants typically pace their moves.  In general, longer rounds are needed as the proportion of master players increases since B players tend to play faster.  However, I find that playing only a 2-hour round for 2 games when many master players are present seems too short.  Therefore, assuming the event is not some form of a “blitz” tournament, a minimum of one hour and 15 minutes on average per game is suggested for Master and Major Division play, with a minimum of one hour per game (or perhaps less) required for Minor Division play.  When there are multiple divisions, a common round schedule and round time is usually selected to keep everyone on the same round schedule.
What about Time Clocks / Recording of Games?  

(Note:  Usage of time clocks and game sheets (for recording moves) have been optional for most weekend tournaments, but they are a suggestion for the master class division or for more prestigious events.  Even if clocks are not used, a player may request a clock before beginning his round with his/her opponent.)  I also point out that clocks are the norm in European draughts competitions.
The allotted number of moves per hour should be discussed prior to a tournament using clocks.  The time control common at National Tournaments and World Qualifying Tournaments is a rate of 30 moves per hour per player, followed by 15 moves for subsequent half hours if the game is still in progress.   In other words, 30 moves are required (including the moves in the opening ballot) for each player for the first hour, and 45 cumulative moves are required by the 90-minute mark.  Another option is to allow 30 additional moves for each additional hour (rather than 15 moves every additional 30 minutes) so that there is no need to reset the minute hand of the clock by 30 minutes to potentially have the flag fall at the next time control

 I also note that faster time controls are likely needed if the scheduled rounds are less than three hours for two games.  At recent Ohio tournaments (2½ hour rounds), we set the clock initially at 0:23 past the hour and play 26 moves in 37 minutes.
Spectators should not interfere with time clocks or with any referee participation that occurs after a flag has fallen.  Players are responsible for their own clock, but the referee may also give a time warning.  A resigned game takes precedence over a fallen flag that is not observed until after the resignation.  If both flags fall (and the first flag fall was not claimed), the game is called a draw.  A player in time trouble (less than five minutes until a time control) may place a tick on his/her scoresheet rather than record the full moves.  However, the recorded moves must be entered when the time control is reached.  See the WCDF rules for more thorough rules for using time clocks
If game sheets are provided by the ACF, players should record their games on the scoresheets and turn them in to the tournament director at the end of every round. After completion of the tournament, the tournament director can send copies of all game sheets to the ACF Games Processor (or other designee) for compiling.

How do I deal with unfinished games at the end of a round?
Ahhh…people have been searching for new solutions to this for years!  I suppose one answer will not be appropriate for every tournament.  In the absence of time clocks, I see a "move-a-minute" used the most, although this approach may appear as undesirable “skittles” to the defender of a critical position, and occasionally this process still lasts a long time.  I have seen adjudication used too, but this assumes you have enough master players around to assist (who are not currently playing in the adjudicated game).  It has also been argued that adjudication may reward someone a win who might otherwise not know how to win the position.  Therefore, the move-a-minute rule can be tried for a while to let the players settle their own game, but adjudication may ultimately be needed if there is “no end is in sight” and if it is time to pair the next round.
At Pennsylvania and Ohio tournaments, we have carefully scheduled round times so that almost all rounds have a break between rounds.  This way, if both players wish to continue through their break (or allotted meal time) at normal pace, they may do so for a while, which usually avoids the “move-a-minute” routine.  This is my preference and is least intrusive, but may not be suitable for a two-day or one-day tournament where many rounds are scheduled with minimal break between rounds.
I have seen at Illinois tournaments the idea of requiring all players to start their second game at the halfway point in the round (if the first game is unfinished).  The position of the first game is written down, and the game is finished after the second game is complete with whatever time is left in the round.  This approach discourages someone who might try to stall the first game to get an automatic draw on the second game (especially if he/she anticipates having the weak side in Game 2) by having the round time expire during the first game.  Yes, there is the risk that you will have two unfinished games (this happened to me once in Illinois, but both games were easily adjudicated), but historically this approach has worked well and assures all games will be played.  

I'm not claiming any of these approaches are a perfect solution, but hopefully a tournament director can pick out an approach suitable to his tournament.  Another rule that may prevent overrun games is to state that one player may claim a draw on any unplayed games if there is less than 20 or 30 minutes (your choice) remaining in the round.
Game scoring vs. round scoring vs. ballot scoring?

Game scoring, where you give 2 points for a win and 1 point apiece for a draw, is probably more common, especially for two-game rounds.  Round scoring (where the winner of the round gets all 4 points regardless of whether the outcome of the individual games is 3-0-0, 1-0-3 draws, or 2-1-1 draw) has been standard at past National tournaments for the Masters.  The four-game heat was devised for National Tournaments to permit more time to determine, “who is the better player of the match,” especially if the first ballot is considered “easy.”  Obviously, each approach offers different strategy when one player goes a game up.  When round scoring is used, the person ahead can play for draws, whereas his opponent has to go for broke or receive zero points.  For most weekend or GAYP tournaments, where you have many two-game rounds crammed into 1-3 days, I prefer game scoring.  Game scoring gives you more possible permutations (outcomes) to separate people, because you have 4-0, 3-1, 2-2, 1-3, 0-4 vs. just 4-0, 2-2, 0-4.  
Ballot scoring is a newer idea for four-game rounds (to my knowledge, first suggested by Alex Moiseyev).  The first balloted opening (Games 1 and 2) is scored winner-take-all: 2-0, or 1-1 if drawn.  This system is applied again to the second ballot (games 3 and 4), so there are 4 points total at stake, as in round scoring.  There are five possible scores for the match: 0, 1, 2, 3, and 4.  As an example, a player who, in this order, scores a win, loss, win, and draw will receive 3 points (1+2) and his/her opponent 1 point (1+0).  I think ballot scoring is a good idea for 3-move restriction for four-game rounds.  However, the idea has not caught on much after being introduced and used at a tournament several years ago.
What are honor points?

At the end of the tournament when deciding who placed where, honor points are used to break ties in tournament points.  Essentially, you are computing which player played the strongest schedule of opponents based on how many points each of their opponents finished with (dropping the lowest score).  If a player had the bye, then this bye is dropped as the lowest score.  

Note that honor points are used to break ties when determining only the final standings and not prize money.  The tied players still split their prize money evenly.  It’s possible the tied players will tie on both match and honor points, in which case they are declared tied (although some tournaments may have pre-defined, secondary criteria to break ties).  

Example:  In the following 4-round, 4 player tournament, Jones and Smith finish tied with 8 points apiece.  The round-by-round results show what opponents they played.

Jones played Opponent # 3, 4, 1, and 1, so his honor points are 8+10+10 (drop the 6; low score) = 28.  Smith played Opponents # 2, 1, 4, and 4, so his honor points are 8+10+6 (drop the other 6 as low score) = 24.  Therefore Jones places 2nd, and Smith 3rd.  This makes sense, since Jones had to play the winner twice.  Jones and Smith still share equally the prize money allotted for 2nd and 3rd place.  

	#
	Name
	Round 1
	Round 2
	Round 3
	Round 4
	Total

	1
	Millhone, Alan
	(Op. #4) 3
	(Op. #3) 2
	(Op. #2) 3
	(Op. #2) 2
	10

	2
	Jones, John
	(Op. #3) 2
	(Op. #4) 3
	(Op. #1) 1
	(Op. #1) 2
	8

	3
	Smith, Mike
	(Op. #2) 2
	(Op. #1) 2
	(Op. #4) 1
	(Op. #4) 3
	8

	4
	Brown, Joe
	(Op. #1) 1
	(Op. #2) 1
	(Op. #3) 3
	(Op. #3) 1
	6


Note that honor points are irrelevant in a true round-robin tournament since everyone plays the same list of opponents.  A round-robin is perhaps a fairer format for this reason, although ties cannot be resolved by an honor point method.  
Some tournaments use other methods to break ties besides honor points.  One such approach is looking to see how the tied players fared when they played head to head, or by other mini-league (if more than two players tie).  There are numerous alternative calculation methods to honor points, like Sonneborn-Berger, that can be found in chess books to resolve such ties, including round-robin situations.  These are OK approaches if it is agreed upon in advance. or in keeping with the tournament’s tradition and local rules (especially if you need an arbitrary decision to award a trophy that can’t be shared).  But I prefer sticking solely with the honor point approach (the only system discussed in ACF National Tournament rules) and just declaring the positions tied if both tournament points and honor points are the same.  
How do I figure honor points for someone whose opponent dropped out of the tournament?

Let’s say a player in a 7-round weekend tournament scores 8 points through 4 rounds, but doesn't return on Sunday.  His opponents' honor points would be computed by:   8 pts. * (7 rounds / 4 rounds) = 14 fictitious tournament points.  (OK to calculate with fractions, or round off, if you don't get a whole number result.)  These pro-rated points have no impact on the final position on the dropout – this is solely an honor point mathematical exercise.  Usually the people that drop out have a low number of points if they're not doing well, so this pro-rating calculation is often irrelevant if the dropout turns out to be the lowest scoring opponent, which you would drop anyway.   

Now... you can get into goofy situations where, say, a good player scores
four points his first round and then withdraws because of illness.  The ACF
National rules mention putting a cap (26 points for an 8-round tournament)
on how many projected tournament points you can allot someone.  For a seven
round tournament, this corresponds to about 23 points.   

What are some Prize Money Guidelines?
Many tournaments probably have their own established guidelines (or past prize money distribution examples) to use as a model.  However, if a suggested guideline is helpful, there are old American Checker Federation charts that show percent breakdown of the prize fund for first place, second place, third place, etc. once you have determined the number of prize positions (See Appendix D).  
When two divisions are present, the higher-skilled divisions should receive a larger proportion of the prize money – approximately 60-70% if two divisions.  However, these proportions may need adjusted if one class has a significantly higher number of entrants than the other class.  (Entry fees often stay within the same division.)  Another guideline for two divisions is that the winner of the lower group should receive a prize comparable to the 3rd-place finisher in the higher group, if both divisions have a similar number of players.
Some tournaments pay money for every position, perhaps as a refunded “deposit” for not withdrawing early.  While this approach has merit when there are a not enough players to create a second class for the B players, I prefer to pay somewhere in the range of 40-70% of all possible places, plus any ties for the last cash prize position.  Sometimes non-cash prizes are awarded too, if someone donates checker books.  This is a nice touch if up-and-coming junior players or other new players are present.

Distribution of tournament results?
As of this document’s issuance, tournament results can go to J.R. Smith at jrsmith2@triad.rr.com.  You may also copy jimloy@jimloy.com for ACF bulletin, and myself as a backup at beckwith24@msn.com.  Another good contact is Darlene Stallsworth, dstallsworth@stjoelive.com, of the Missouri Newsletter.
The content of the tournament results may be found on the attached ACF Tournament Reporting Form (Appendix E), which walks you through the process.  It is not necessarily a requirement to use this specific form, but I offer it if you find it useful.  Regardless of how results are presented, the key elements (as applicable) discussed on the reporting form should be submitted in some fashion.  Please include full names, states of residence, prize distribution, and any titles awarded with tournament results.  J. R. Smith will also welcome any tournament photos or newspaper articles for his www.nccheckers.org site.  

At the end of the tournament, it is a suggestion that a second person possess a backup copy, such as a photocopy, of the tournament cross-table results.  This preserves ratings data should the unthinkable happen to the primary referee.  The tournament director may also wish to send, at a later date, a copy of tournament results, selected games, etc. to any contributors towards the tournament.
Are there any new tools or recommendations for how to conduct tournaments?

Some of these comments are not so new for some, but here are miscellaneous thoughts and options for conducting tournaments.
· Having name tags for participants is encouraged, especially when new players are present.

· Courtesy of Roger Doll, I have provided (Appendix H) five various blank templates that you are welcome to use for registration, pairing cards, round pairings, list of donations, and the master scoresheet.  I can provide a pdf version (with edges not cut off) of each original file upon request.
· The noise level in the playing room should be kept to a minimum when games are in progress.  This includes silencing electronic devices.
· If possible, the big scoresheet and round schedule may be affixed to a wall for easy viewing by participants and spectators.

· At the referee’ discretion, an option for three-move events is to have the referee (perhaps with the help of a designee), and not the players, supply the three-move deck and observe as each ballot is drawn. This ensures everyone is playing from an updated and fair deck since we recently added new openings.  There is also a format where the referee draws one opening and everybody plays that same opening that round.  This is OK too, but not necessarily a preference of mine either (especially if someone with wandering eyes is seated next to an expert player!)
· ACF is currently evaluating software pairing programs.  Contact Richard Beckwith for guides to using WinTD Estima or SwissPerfect software.  Pairing programs are the norm for European draughts events to minimize pairing bias, but require the tournament director to come equipped with a laptop, printer, computer paper, backup supplies, etc.  Secondly, programs are generally geared for chess and don’t do all the things ACF does (such as final round repairing, and honor point calculations with pro-rating), but these programs are still usable.  Programs enable copies of tournament results to be printed out for departing players, and software provides an avenue for streamlined internet reporting of results.
· Some events feature perks such as raffle prizes for local restaurants, snacks in the playing room, etc.  These are nice welcoming touches for visiting players, but such efforts naturally require additional preparation time on the part of the organizer.
· For the integrity of ACF ratings, it is important to turn in round-by-round results of your tournament, as discussed in Appendix E.


Appendix A

Agenda

<Tournament Name>

<Dates>

CALL MEETING TO ORDER BY




TIME:

ROLL CALL OF OFFICERS

Minutes of <Year of last tournament> tournament



MOTION TO APPROVE THE MINUTES BY


SECOND BY


VOTE TO APPROVE

TREASURER REPORT

MOTION TO APPROVE BY

SECOND BY


VOTE TO APPROVE

OLD BUSINESS

NEW BUSINESS

ELECTION OF OFFICERS

PLAYING RULES

PRIZE FUND COMMITTEE

SPECIAL THANKS TO MEMBERS WHO MADE DONATIONS, ETC

ANY OTHER BUSINESS?

SPECIAL GUEST?

DOOR PRIZES?

MOTION TO ADJOURN:  by


SECOND

Appendix B

Playing Rules for Illinois State Checker Association

1. Basic Rules of Checkers condensed from Official Tournament Rules of the American Checker Federation (ACF) and World Checkers and Draughts Federation (WCDF).

2. This will be a seven-round tournament with four rounds on Saturday and three rounds on Sunday.  The Swiss System is used.  Round-robin pairings may also be used when appropriate, such as when there are only 7 or 8 players in a division.  Three-move restriction openings are used for Class A and Class B.

3. A touched piece shall be moved, unless the player has declared in advance that he is straightening his checker on the square.

4. There will be two games per round, with the time limit of two hours per round.  If the two games are not finished within the two-hour limit, players will be notified ten minutes before the round. (If there happens to be a break at the end of this round, more time may be allotted at the referee’s discretion.)  At the end of the round, if the game’s outcome is not obvious to the referee, the players will be asked, “can either of you win this game?”  If either player wishes to play on, the game will either be adjudicated, or the game will proceed at one-move-a-minute up to fifteen minutes.  The players will be notified “ten seconds” before a minute is up by the appointed timekeeper; failure to move results in a forfeit.  If a winner is still not declared, three players will be chosen to adjudicate the game.  The two players may choose one judge each, and the officers will choose the third judge.

5. This is a suggestion only, although you have two hours to play two games, try to complete each game within one hour to give your opponent an opportunity to play both sides of an opening.  [Note 1]

6. If 20 minutes or less remains in the round after completion of the first game, the second game shall be called a draw if one player does not wish to begin the second game.

7. If one player is slow to make progress on an endgame position (and if the outcome of the game is not obvious to the referee), the opponent may request a “forty-move count.”  The first player has forty of his/her own moves to demonstrate progress (such as an exchange, or advancement of a single piece) or else the game is declared a draw.  [Note 2]
8. Players running more than fifteen minutes late will be required to forfeit the first game.  Players arriving an hour and fifteen minutes late will be required to forfeit both games.

9. Scoring will be two points for a win and one point for a draw.  A bye will receive three points.  Forfeit of both games will be scored as a bye.  [Note 3]

10. At completion of the tournament, honor points will be used to break ties and decide the winner.  Prize money will be evenly split for a tie and not decided by honor points.

11. The winner of Class B (and Class C, as appropriate) is ineligible to play in that class again for a period of two years

12. Remember that checkers is a game.  Sportsmanship is very important to help us promote this great game.  Always remember the Golden Rule, do unto others as you would have them do unto you.

Note 1:  An alternate idea, decided at start of tournament, is to stop incomplete first games after one hour.  The players record the position and begin the second game.  After completion of the second game, the first game is resumed with whatever time remaining in the round.  (In this case, rule number 6 no longer applies.)

Note 2:  WCDF rules now permit a 40-move draw, or a position that repeats three times, to be claimed retroactively provided the recorded moves can be demonstrated to the referee.

Note 3:  Many tournaments award 4 points for a forfeit (and possibly for the bye as well).  It may be appropriate to vote at the start of a tournament.
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Appendix  C

Round-Robin Pairing Charts

For 3 or 4 players (#4 may be a bye)

	Round 1
	#1 plays #2
	#3 plays #4

	Round 2
	#1 plays #3
	#2 plays #4

	Round 3
	#1 plays #4
	#2 plays #3


For 5 or 6 players (#6 may be a bye)

	Round 1
	#1 plays #2
	#3 plays #4
	#5 plays #6

	Round 2
	#1 plays #3
	#4 plays #5
	#2 plays #6

	Round 3
	#1 plays #4
	#2 plays #5
	#3 plays #6

	Round 4
	#1 plays #5
	#2 plays #3
	#4 plays #6

	Round 5
	#1 plays #6
	#2 plays #4
	#5 plays #3


For 7 or 8 players (#8 may be a bye)

	Round 1
	#1 plays #2
	#3 plays #4
	#5 plays #6
	#7 plays #8

	Round 2
	#1 plays #3
	#2 plays #4
	#5 plays #7
	#6 plays #8

	Round 3
	#1 plays #4
	#2 plays #3
	#5 plays #8
	#6 plays #7

	Round 4
	#1 plays #6
	#3 plays #8
	#5 plays #2
	#7 plays #4

	Round 5
	#1 plays #7
	#2 plays #8
	#5 plays #3
	#6 plays #4

	Round 6
	#1 plays #8
	#2 plays #7
	#5 plays #4
	#6 plays #3

	Round 7
	#1 plays #5
	#2 plays #6
	#3 plays #7
	#4 plays #8


For 11 rounds and 11 or 12 players (#12 may be a bye)

	Round 1
	#1 vs #2
	#3 vs #4
	#5 vs #8
	#6 vs #10
	#7 vs #11
	#9 vs #12

	Round 2
	#1 vs #3
	#2 vs #4
	#5 vs #7
	#6 vs #9
	#8 vs #12
	#10 vs #11

	Round 3
	#1 vs #4
	#2 vs #5
	#3 vs #6
	#7 vs #12
	#8 vs #11
	#9 vs #10

	Round 4
	#1 vs #5
	#2 vs #6
	#3 vs #7
	#4 vs #8
	#9 vs #11
	#10 vs #12

	Round 5
	#1 vs #6
	#2 vs #7
	#3 vs #8
	#4 vs #9
	#5 vs #10
	#11 vs #12

	Round 6
	#1 vs #7
	#2 vs #8
	#3 vs #9
	#4 vs #10
	#5 vs #11
	#6 vs #12

	Round 7
	#1 vs #8
	#2 vs #9
	#3 vs #10
	#4 vs #11
	#5 vs #12
	#6 vs #7

	Round 8
	#1 vs #9
	#2 vs #10
	#3 vs #11
	#4 vs #12
	#5 vs #6
	#7 vs #8

	Round 9
	#1 vs #10
	#2 vs #11
	#3 vs #12
	#4 vs #5
	#6 vs #8
	#7 vs #9

	Round 10
	#1 vs #11
	#2 vs #12
	#3 vs #5
	#4 vs #6
	#7 vs #10
	#8 vs #9

	Round 11
	#1 vs #12
	#2 vs #3
	#4 vs #7
	#5 vs #9
	#8 vs #10
	#6 vs #11


Appendix D – Prize Money Computations

The column headings represent the number of players in the division.  (You may wish to ignore these header numbers if you have already determined how many prize positions you want.)    Each column shows the percent breakdown for a given number of prize positions.  For example, if there are four prize positions and a $200 prize fund, 1st place gets $200 x 0.400 = $80, 2nd place gets $200 x 0.267 = $53.40, etc. using the column under the “9-11” header.  It is suggested to round to the nearest dollar or the nearest five dollars to avoid dealing with change.  It’s also possible that the bottom prize positions may not compute optimally by this formula.  If so, feel free to adjust the bottom prize positions to more desirable numbers such as ...$30, $25, $20, depending on what your bottom prize typically is.  Remember that players tied on tournament points will split the total money available for all the tied positions.
	Position
	9-11
	12-13
	14-16
	17-18
	19-21
	22-23
	24-26
	27-28
	29-31

	1
	40.0%
	36.4
	34.3
	32.9
	31.8
	31.0
	30.3
	29.8
	29.3

	2
	26.7
	24.2
	22.9
	21.9
	21.2
	20.7
	20.2
	19.8
	19.5

	3
	20.0
	18.2
	17.1
	16.4
	15.9
	15.5
	15.2
	14.9
	14.6

	4
	13.3
	12.1
	11.4
	11.0
	10.6
	10.3
	10.1
	9.9
	9.8

	5
	
	9.1
	8.6
	8.2
	8.0
	7.8
	7.6
	7.4
	7.3

	6
	
	
	5.7
	5.5
	5.3
	5.2
	5.1
	5.0
	4.9

	7
	
	
	
	4.1
	4.0
	3.9
	3.8
	3.7
	3.7

	8
	
	
	
	
	3.2
	3.1
	3.0
	3.0
	2.9

	9
	
	
	
	
	
	2.6
	2.5
	2.5
	2.4

	10
	
	
	
	
	
	
	2.2
	2.1
	2.1

	11
	
	
	
	
	
	
	
	1.9
	1.8

	12
	
	
	
	
	
	
	
	
	1.6


Appendix E -ACF Tournament Results Reporting Form

Name of Event______________________________________________________

Date(s) _____________________________________

Location ___________________________________________________________


  ___________________________________________________________


Format?   (Check one)

 ____Three-Move Restriction (score by games, such as 2 pts for win, 1 pt for draw)

 ____Three-Move Restriction (score by rounds)

 ____GAYP (Go-as-you-please; score by games)

 ____Other ______________________________________________________

Does this tournament recognize a title (such as a state or district champion, or a junior title)?_________________________________________________________________

______________________________________________________________________

_______________________________________________________________________

Submit results to J. R. Smith at jrsmith2@triad.rr.com.  You may also wish to copy  Jim Loy (jimloy@jimloy.com_ and Darlene Stallsworth (dstallsworth@stjoelive.com), or Richard Beckwith (beckwith24@msn.com).
Please enclose final standings, prizes, and full names of the participants, including their state (or country) of residence.  Feel free to comment on any other tournament highlights that you would like printed.  Round-by-round results are needed to compute ACF and WCDF ratings.  This information can also go to J. R. Smith.  The electronic format (such as in Appendix E-2) is preferred.  Hard copy results can be mailed to J.R. Smith or to Rich Beckwith, 34490 Ridge Road #115, Willoughby, OH 44094.
Appendix E-2 -- Submitting Ratings Info

Please enclose information of round-by-round results for the purpose of computing ratings.  Minimally, all that is needed is the player’s name, opponent, and cumulative score for each round.  Feel free to annotate any special circumstances, like a player arriving late or dropping out, etc.  Usually it is sufficient to send a copy of the final scoresheet.  I will accept ratings info in any format, but two recommended example formats are given below (especially for those who like to use spreadsheets).

Swiss System, by game:
	#
	Name
	Round 1
	Round 2
	Round 3
	Round 4

	1
	Millhone, Alan
	4T3
	3T5*
	2T8
	2T11

	2
	Jones, John
	3T2
	4T5
	1T6
	1T7

	3
	Smith, Mike
	2T2
	1T4
	4T5
	BYE T8

	4
	Brown, Joe
	1T1
	2T2
	3T5
	Withdrew


*“3T5” means he played opponent #3 and now has a cumulative score of 5 pts.  Note that it is not necessary to re-order the players in the order they finished for the purpose of computing ratings.

A Round-Robin example: 

	#
	Name
	vs. #1
	vs. #2
	vs. #3
	vs. #4

	1
	Johnson, Bill
	
	S3**
	S2
	S2

	2
	Smith, Mary
	S1
	
	S4
	S0

	3
	Hayes, Paul
	S2
	S0
	
	S1

	4
	Jackson, Alex
	S2
	S4
	S3
	


**S3 means the player scored two points against opponent #2.  Cumulative scores are not required with S notation.  Also note that a Round-robin event may still be presented with the T format using columns reading Round 1, Round 2, etc.
Appendix F  -- Tournament Announcement to Media Outlets  
  
 (insert any pertinent logos needed for your association) 
  
 (Your name here)
 
 Secretary-Treasurer
 
 ( Your address here) 
 
 (your city & state here) (your logo here)  
 
 E-Mail: your E mail here)
 
 ( Your phone here)
   
 
 (Your state here)CHECKER ASSOCIATION
 
 FOR IMMEDIATE RELEASE
 
  
 (Date of Release here) The 44th (state name) State Checker Tournament will be held on (date, 201X, at the (place and address).  Registration begins at 8:00 am (date, 201X, in the (location) with a business meeting following.
 
 Entry fee is $(amount) and can be paid at registration time.  Entrants will be divided into A class (expert), B class (minor) and C class (beginners). Play begins promptly at 9:45 am and continues through the evening. Play then resumes on Sunday at exactly 8:30 am with winners being determined by 4:00 pm Sunday afternoon.
 
 All checker players are invited. Bring your own checker board. Appropriate dress is expected and appreciated.  For more information please contact (organizer, title. At (phone number) or (club officer), (title) at (phone number. 
  

[image: image1.png]



Appendix G  -- ACF Dues Schedule 
ACF has a January-December membership schedule for paying and renewing dues, with the objective that dues will be renewed at the end of the year.  A pro-rated dues scheme for each membership type is shown below:

Annual Dues Price of $25 (US members or foreign members with e-bulletin)

	Month to Join/Renew
	Dues for rest of year
	Dues for rest of year + full year

	Jan. Feb.
	$25.00
	$50.00

	Mar, Apr., May
	$18.75
	$43.75

	June, July, Aug.,
	$12.50
	$37.50

	Sept., Oct., Nov.,
	$6.25
	$31.25

	Dec. (pay for next year)
	$0
	$25.00


Example:  A person whose membership expires in July 2011 may renew for $12.50 to extend membership through December 2011, or renew for $37.50 to extend membership through December 2012.
Annual Dues Price of $35 (Canadian)

	Month to Join/Renew
	Dues for rest of year
	Dues for rest of year + full year

	Jan. Feb.
	$35.00
	$70.00

	Mar, Apr., May
	$26.25
	$61.25

	June, July, Aug.,
	$17.50
	$42.50

	Sept., Oct., Nov.,
	$8.75
	$43.75

	Dec. (pay for next year)
	$0
	$35.00


Annual Dues Price of $40 (Overseas members outside of North America)

	Month to Join/Renew
	Dues for rest of year
	Dues for rest of year + full year

	Jan. Feb.
	$40.00
	$80.00

	Mar, Apr., May
	$30.00
	$70.00

	June, July, Aug.,
	$20.00
	$60.00

	Sept., Oct., Nov.,
	$10.00
	$50.00

	Dec. (pay for next year)
	$0
	$40.00


Annual Dues Price of $10 (Junior and Associate Members)

	Month to Join/Renew
	Dues for rest of year
	Dues for rest of year + full year

	Jan. Feb.
	$10.00
	$20.00

	Mar, Apr., May
	$7.50
	$17.50

	June, July, Aug.,
	$5.00
	$15.00

	Sept., Oct., Nov.,
	$2.50
	$12.50

	Dec. (pay for next year)
	$0
	$10.00


The above prices apply when mailing dues to the current treasurer, or when paying dues at a tournament.  Memberships may also be purchased on-line using ACF Store’s Membership page with additional Paypal fee applied.  
Appendix H  -- Miscellaneous Templates
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