Explanation of how the Triple Block (TriBl) system works
General description of features:
(a) At the beginning of the game, each player is allocated a specific maximum amount of time in which to complete the game. The amount of time is determined by the Tournament Organizer (TO) when organizing the event. 
(b) Players have great freedom about how they use their time.
(c) Leave time as such is eliminated.  Instead, players can use their time in any specific game as they desire (until the expiration of their remaining time), as long as they still have time on their clock and as long as "d" is also true.  Unlike current leave time, however, clocks are never stopped (except by making a move or filing a claim).  The amount of leave time players take during regular time control events was taken into consideration when determining the total reflection time available for Triple Block events.
(d) Players need to do one of two things within a maximum of 50 consecutive days, or lose the game.  Those two things are to make a move or to "re-fill their clock" from their "bank" of time.  The re-filling of a clock will happen automatically after each move (if the player has time remaining), but can also be done manually while it is the player's move.
(e) Tournament end dates are absolutely certain (unless the Tournament Organizer chooses a "sudden death protection" option - see #9 below).  All games will come to their natural termination by those end dates.  There will be no adjudications because an end date is reached.
(f) Playing Rule -Server rule 3b is eliminated (this being the rule that a player must move within 40 days) as is the requirement of informing the TD if wanting to continue play beyond those 40 days.
(g) There is no doubling of reflection time, ever.
(h) In team events, Team Captains are able to avoid team ETL losses by being allowed to intervene concerning player's clocks any time the TC is going to substitute/replace the original player.  [This rule is temporarily not in effect.]  
Specific details:
 (1) Once the Tournament Organizer sets up the server-based event by specifying the desired official start date and the desired maximum length of time for the event, the server automatically computes the event's exact end date, and the three "blocks" of reflection time allocated to each player in the event.  These three blocks are called the "clock", the "increment" and the "bank".
(2) All reflection time is measured in days/hours/minutes/seconds, without any rounding up or down to the nearest day even after a move is made.  (There is no "buffer time".  The amount of time accounted for by buffer time in regular time control events was taken into consideration in determining the reflection time available in Triple Block events.)
(3) The first block, the "clock", is what a player has available for the player's immediate move without the player taking any other action.   The clock is always set at the beginning of every game to 50 days, no matter the type or duration of the event.  That amount, of 50 days, is also the maximum time players can ever have showing on their clock on any occasion.  Clocks can never show more than 50 days. 
(4) The second block, the "increment", is additional reflection time that automatically becomes available to a player after each move made, and only at that time.  The increment only applies for the first 50 moves of the game, not indefinitely.   The increment is automatically added to a player's clock to the degree the clock shows less than 50 days.  If the increment would take a player's clock over 50 days, the clock is brought up to 50 and the remaining amount of the increment goes instead to the player's "bank" (that is, to the third block of this Triple-Block system - see the next paragraph concerning the "bank"). 	
The number of days in the increment is dependent on the scheduled length of the tournament.  For example, events 1 year long have an increment of 1 day per move, while events 2 years long have an increment of 5 days per move.  See table below for more details, though it is not important for anyone to have this detailed knowledge as the server will take care of this detail automatically based on the TO's input.  The tournament parameters sent to each player when the event is started informs each player about the size of the increment in that specific tournament.  
(5) The third block is the player's "bank".  This is time available for the player to be used at the player's discretion.  This bank replaces the concept of "leave time", as the Triple Block system does not include the use of leave time.  A player can move time in his/her bank to the player's clock at any time, but always with the limit of no more than 50 days showing on the player's clock.  The initial allocation in a player's bank will be either 50 or 75 days, depending on the scheduled tournament duration as set by the TO.  (Again, see table below for details.)  Like the increment, the server determines the proper number of days to be put into each player's bank, and the description of that information is sent to each player when the event is started.  The amount in the bank can only stay the same or go down as the game progresses except if the increment would take the clock over 50 days (that is, if the player is moving in fewer days than the increment replaces).  If the increment would take the clock over 50 days, the extra from the increment goes to the player's bank instead.
(6) Illustrative table of the relationship among duration of tournament, initial clock, initial bank, and increment amounts:
	Duration of Tournament
	Initial Clock
	Initial Bank
	Increment

	Days
	Days
	Days
	Days

	302 (the minimum allowed to be a rated event)
	50
	50
	1

	350 (about 1 year)
	50
	75
	1

	400
	50
	50
	2

	450
	50
	75
	2

	500
	50
	50
	3

	550
	50
	75
	3

	600
	50
	50
	4

	650
	50
	75
	4

	700 (about 2 years)
	50
	50
	5

	750
	50
	75
	5

	800
	50
	50
	6

	850
	50
	75
	6

	900
	50
	50
	7

	950
	50
	75
	7

	1000
	50
	50
	8

	1050
	50
	75
	8

	1100 (about 3 years)
	50
	50
	9


 
(7) If a player wishes to use more than 50 days on a single move, the player will need to move time from the bank to the clock before the end of those 50 days.  A player can do this indefinitely until the player has no more time remaining in the bank. This process is necessary because the clock can never show more than 50 days.  The purposes for this procedure are to promote a reasonable pace to play (in the same manner that Rule 3b did) as well as to provide a method for limiting the time required before detecting when players have silently withdrawn or died during the intervening time. 
(8) [The following rule is temporarily not in effect.]  In a team event, a Team Captain (TC) is able to move time from a team member's bank to that player's clock, thereby preventing the team loss through ETL.  The only requirements for this procedure are that (1) there is time available in the player's bank, and (2) the TC substitutes or replaces that original player.  TCs are not allowed to move bank time to players' clocks simply to help the current player avoid an ETL through the player's carelessness or for any other reason.
(9) [The following option is temporarily not in effect.] When setting up the event, the Tournament Organizer (TO) had a "sudden death protection" (SDP) option.  If selected, there will be an automatic resetting of any player's clock in a very specific situation and in a very specific way.  If a player completes a move with less than a certain amount of time (1, 2, 3, 4, or 5 days) on his/her clock, and with no remaining time in either the bank or increment (which means this only can occur after move 50), the player's clock will automatically be reset to that same number of days (depending on what the TO selected).  This type of resetting of a player's clock can happen indefinitely for the rest of the game.  The selection of the SDP option by the TO means that the event may go beyond its previously scheduled end date.
If the SDP option is not selected by the TO, then players' clocks never get reset even when a player has less than 24 hours remaining to complete the game.  
More detail concerning player substitutions and replacements
(This section pertains to team events only)
(1) Substitutions (which occur only in team events) can occur while the clock on that board continues to run, can occur any time the Team Captain (TC) finds reason to substitute a player (including following all types of withdrawals), [the following is temporarily not in effect] with the TC allowed to move time from the outgoing player's bank to that player's clock (but only when putting in a substitute/replacement player), and the new player takes over exactly where things are (both in position and in remaining time).
(2) Replacements (in team events) occur exactly the same way, but with the new player opting in to take both the rating risk and norm/title benefit of "owning" the game.
(3) The only change in rules (compared to TDM sections 6.3 and 6.4) is that Tournament Directors (TDs) cannot reset the new player's clock to account for the time used in finding the player and administratively putting the new player into position.  
(4) Players' clocks are never stopped except by making a move (or filing a claim).  Practically speaking, TDs can never reset time on clocks, including during or after substitutions or replacements.  Substitutions and replacements occur with clocks running, this being a major reason why TCs are given the ability to move bank time to clocks while substitutions/replacements are being conducted.  There is no minimum remaining time for which substitutions can happen - they can happen on any occasion the withdrawn player still has remaining clock+ bank time available.  Substitutions/replacements cannot occur after the scheduled end date. 

