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Glossary of terms in the Laws of Chess

INT RODUCTION
FIDE Laws of Chess cover over-the-board play.
The Laws of Chess have two parts: 1. Basic Rules of Play and 2. Compet ition Rules.

The English text is the auth entic version of the Laws of Chess (which was adopted at the
84t h FIDE Congress at Tallinn (Estonia) coming into force on 1 July 2014 .

In the se Laws the words dhe§ dhhim§ and disbéshall be considered to include &Gheband derd

PREFACE

The Laws of Chess cannot cover all possible situations that may arise during a gam e, nor
can they regulate all administrative questions. Where cases are not precisely regulated by
an Articleof the Laws, it should be possible to reach a correct decision by stud ying
analogous situations which are regulated in the Laws. The Laws assume that arbiters have
the necessary competence, sound judg ement and absolut e obje ctivity. Too detailed a rule
might deprive th e arbiter of his freedom of judg ement and thu s prevent him from finding a
solution to a problem dictat ed by fairness, logic and special factors. FIDE appeals to all
chess players and federations to accept this view.

A necessary condition for a game to be rated by FIDE is that it shall be played according to
the FIDE Laws of Chess.

It isrecommended that competitive gam es not rated by FIDE be played according to the
FIDE Laws of Chess.

Member federations may ask FIDE to give a ruling on matte rs relating to the Laws of
Chess.

C. Cebrik notasyon

D. G°rme engelli oyunculara ilikkin kurallar
E. Ertelenmik oyunlar

F. Satran-960 kurallaré

G. H&l®yun Bitikleri

Satran- Kurallar@nhda ge - reterimler s Zl¢ j¢

GKRK K
FIDE Satran- Kurallaré taht a ¢, 2rindeki satran- oyunun u kapsar.

Satran- Kurallaré iki b°l¢ man olukmuktur: 1. Temel Oyun Kurallaré ve 2. Yar&ma
Kurallaré

Ekim 2013 @e, Tallinn-Estonia@a yapédan 84. FIDE Kongresidhde kabul edilmiktir ve 1
Temmu z 2014 @e y¢rerle je girecektir. pngilizce metin asdda.

¥NS¥Z

FIDE Satran- Kurallaré oyun s&aséda -é&abilecek b ¢ tn¢durum larékapsayamaz , her t gl¢
durumu da bir kurala ba jlayamaz . FIDE Satran- Kurallaréi-inde tam olarak yer almayan
bir durumla kar @akddé énda, ilke olarak burada kar én&a -&an e kle] & durumlaré g°z
°n ¢ @ alarak dojru bir yargé&a varabilmek gerekir. FIDE Satran - Kurallaré hakemlerin,
yeterli, adil ve tam olarak tarafs& olduklaréévarsayar. ¢ ok detay | k&rallar hakemin °z g rg
bi-imde karar vermelerini k&élar ve °zel durumlardan kaynaklanan sorunlara - % gn
bulmasaeée°® neyebilir. FIDE t g oyuncu ve federasyonlaré bu bak& a-é&&é benimsemeye
davet eder.

FIDE Derecelendirmesie dahil olacak bir oyunun FIDE Satran- Kurallar@a uygun olarak
oynanm & olmaséaranan bir ko kildur.

FIDE Derecelendirmesi harici yar&kmalaré oyunlarené mla FIDE Satran- Kurallar&@a uygun
olarak oynanma sétavsiye edilir.

i ye federasyonlar, Satran- Kurallaré@ma ilikkin konularda karar vermesi i-in FIDE e
bakvurabilirler.




BASICRULES OF PLAY
Article 1: The nature and objectives of the game of chess

1.1 The game of chess is played between two opponents who move their pieces on a
square board called a ¢hessboardd The player with the light -coloured pieces
(White) makes the first move, then the players move alternat ely, with the player
with th e dark-coloured pieces (Black) making the next move. A player is said to
dave the movedbwhen his opponent& move has been dnade 6

1.2 The objective of each player is to place the opponent® king &nd er att ack &n such a
way that the opponent has no legal move. The player who achieves this goal is said
to have @&heckmat eddth e opponent& king and to have won the game. Leaving one&
own king und er atta ck, exposing one ®own king to atta ck and also &aptu ring6th e
opponent& king are not allowed. The opponent whose king has been checkmated
has lost the game.

1.3 If the position is such that neither player can possibly checkmat e the opponent&
king, the gam e is drawn (see Article 5.2 b).

Article 2: The initial position of the pieces on the chessboard

2.1 The chessboard is composed of an 8 x 8 grid of 64 equal squares alternately light
(th e 6 Wwitebsquar es) and dark (th e dlack &quares).
Ine cnesspoara IS placead between tne players in sucn a way tnat tne near corner

dQYUA I T LU LIIT 11YIIL Ul LIIT piaycl 1D vwillLe.

2.2 At the beginning of the game White has 16 light-coloured pieces (the 0 Wwited
pieces); Black has 16 dark-coloured pieces (th e dlack (pieces).

These pieces are as follows:

A white king usually indicated by the symb ol

A white queen usually indicated by the symb ol
Two white rooks usually indicated by the symbol

Two white bishops usually indicated by the symb ol

Z w X/ O X

Two white knights usually indicated by the symb ol

Eight white pawns usually indicated by the symb ol

OYUNUN TEMEL KURALLA RI
Madde 1. Satran- oyununun do ps eeama lar &

1.1 Satran- oyunu, kare keklindeki bir &atran- tahtas® ¢ 2rinde, iki rakibin taklaré
s&ayla hareket ettirmesi ile oynané&. A-é& renkli taklarla(Beyaz) oynayan oyuncu ilk
ham leyi yapar, koyu renkli taklarla (Siyah) oynayan oyuncunun sonraki hamleyi
yapma séé ardérdan, oyuncular karkdé&l @larak s&ayla hamle yapmaya devam
ederler. Rakibi hamlesini yapmé< olan taraf dlamle d did.

1.2 Her iki taraf éda amacé rakip kahé ge erli bir hamleyle °nlenemeyecek bi-imde
dehdit altenda 6tutma kt&. Bunu bakaran taraf rakibini(rakibinin kahéé Ymat dyapm &
demektir ve oyunu kazan&. Oyuncunun, kah@eé tehdit altenda b&akmaséa, tehdit
alténa sokacak hamle yapma séa ve rakibinin kah@é @lmad &a izin verilmez. kahé
mat olan taraf oyunu kaybeder.

1.3 Hi- bir oyuncunun mat yapm a ola n adjé rkalmadg ébir konumda , oyun beraberedir
(Madde 5.2 bge bakan&).

Madde 2: Satran- tahtaséndaki taklaré baklangé konumlar é

2.1 Satran- tahta s€ -izgili 64 (8x8) ekit kareden olukur ve kareleri s&ayla a-&(beyaz
kareler) ve koyu (siyah kareler) renktedir.
Satran- tahta sé iki rakip araseéa beyaz renkli k°ke karesi saj tara fta olacak kekilde
yerle kirilir.

2.2 Oyunu n baklang&da Beyaz 16 a-& renkli taka (deyazotaklar), Siyah 16 koyu
renkli taka sahiptir (&iyahotaklar).

Bu taklar aka jala g° s$erilmiktir:

Bir beyaz kah; genellikle .k simgesiyle g° serilir.
Bir beyaz vezir; genellikle simg esiyle g° serilir.
nki beyaz kale; genellikle simgesiyle g° serilir.

nki beyaz fil; genellikle simg esiyle g° serilir.

> ®m X <

nki beyaz at; genellikle simg esiyle g° serilir.

Sekiz beyaz piyon; genellikle simg esiyle g° serilir.




2.3

2.4

w K
W q
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A black king usually indicated by the symbol

A black queen usually indicated by the symbol
Two black rooks usually indicated by the symbol
Two black bishops usually indicated by the symbol
Two black knight s usually indicated by the symbol
Eight black pawns usually indicated by the symbol l

Staunt on Pieces

Q K B N R

The initial position of the pieces on the chessboard is as follows:
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The eight vertical column s of squar es are called 6 ffe is. #he eight horizontal rows of
squares are called danks .6A straight line of squar es of the same colour, running
from one edge of the board to an adja cent edge, is called a @iagonald

2.3

2.4

Bir siyah kah; genellikle
Bir siyah vezir; genellikle

nki siyah kale; genellikle

o k simgesiyle g° serilir.
Wy
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simg esiyle g° serilir.

simg esiyle g° serilir.

nki siyah fil; genellikle j_ B simgesiyle g° serilir.

nki siyah at; genellikle ..u A simgesiyle g° serilir.

Sekiz siyah piyon; genellikle l simg esiyle g° serilir.

Staunt on Taklaré

Satran- tahta sé¢ zrindeki taklaré baklangé konum laréaka j&aki gibidir:

ENs e SAR
.A.A.&.‘

Sekiz dik karenin olukturd u §i s¢, t nlara dikeyder, sekiz ufki karenin olukturd u i
sat&lara gataydar, tahtan & bir kenaré n a &itikik dij er bir kenaréa uzanan , ayné
renkli karelerden olukan d ¢ z g hatt a ise ¢ aprazédenir.




Article 3: The moves of the pieces

3.1 It is not permitted to move a piece to a square occupied by a piece of the same
colour. If a piece moves to a squar e occupied by an opponent& piece the latter is
captured and rem oved from th e chessboard as part of the same move. A piece is
said to atta ck an opponent& piece if the piece could make a capture on that squar e
according to Articles 3.2 to 3.8.

A piece is considered to atta ck a square even if this piece is constrained from
moving to that square because it would then leave or place the king of its own
colour under att ack.

3.2 The bishop may move to any square along a diagonal on which it stand s.
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3.3 The rook may move to any squar e along the file or the rank on which it stand s.

3.4 The queen may move to any squar e along the file, the rank or a diagonal on which
it stand s.

Madde 3: Taklaré hareketl eri

3.1

3.2

3.3

3.4

Hi- bir tak aynérenkte bakka bir takén bulun d uujbir kareye gidemez. Ej e bir tak
rakip bir také old u {i kareye giderse, aynéhamlenin bir par aséolarak rakip také

almé olur ve al@an tak satran- tahta sed&ea -é&aréd. Bir tak, 3.2@en 3.8& kadar
olan Maddeler yoluyla, bir takéalabiliy orsa, bu, o karede bulunan rakip takétehdit
altéda tuttu 7 u anlaméa gelir.

Bir tak, kendi kah@étehdit altéha sokacaj éya da tehdit altenda b&akaca jéi-in
bulunduj u kareden ayrdaméyor olsa bile, gidebilecej i bir kareyi(kareleri) tehdit
altéda tuttu J u kabul edilir.

Fil, bulundu j u karenin -aprazlaré¢ zrindeki herhang i bir kareye gidebilir.
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Kale, bulu n d w karenin dikey ve yataylaré¢zerindeki herhangi bir kareye gidebilir.

Vezir, bulun d udjkarenin dikey, yatay ve -aprazlaré¢ zrindeki herhan gi bir kareye
gidebilir.




3.5

3.6

3.7

When making these moves, the bishop, rook or queen may not move over any
intervening pieces.

The knight may move to one of the squares nearest to that on which it stand s but
not on the same rank, file or diagonal.
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a. The pawn may move forward to the squar e immediately in front of it on the
same file, provided that this square is unoccupied, or
b. on its first move the pawn may move as in 3.7.a or alternatively it may

advance two squares along the same file, provided that both squares are
unoccupied, or

C. the pawn may move to a squar e occupied by an opponent& piece
diagonally in front of it on an adja cent file, captu ring that piece.

3.5

3.6

3.7

Fil, kale veya vezir a-&lanan bu hareketleri yaparken, hamle yollaré¢ zrinde
bulunan bir také ¢, 2rinden atlayama zlar.

At, aynéyatay, dikey ya da -apraz ¢ erinde olmamak ko klu ile bulunduj u kareye
en yaké karelerden birine gidebilir.

l.l.l,ha
H B E N
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a. Piyon bulunduj u dikeyde hemen °n ¢ netti kareye (bu karenin bok olmasé
ko wluyla) doj ru ilerleyebilir, ya da
b. ilk hareketinde piyon, 3.7.ad@a belirtildij i gibi bir kare ilerleyebilir veya

istenirse bulundu j u dikeyde °n¢ndeki her iki k arenin de bok olmaséko kilu
ile iki kare ilerleyebilir, ya da

C. piyon, bitikik dikeyde, bir °n -apraz &; 2rinde bulunan rakip takéalarak bu
kareye gidebilir.




d. A pawn occupying a square on the same rank as and on an adja cent file to an
opponent®& pawn which has just advanced two squar es in one move from its
original square may captu re this opponent& pawn as though the latt er had
been moved only one squar e. This captu re is only legal on the move following
this advance and is called an &n passant 6captu re.

e. When a player, having the move, plays a pawn to the rank furthe st from its
starting position, he mu st exchang e that pawn as part of the same move for a
new queen, rook, bishop or knight of the same colour on the intended square
of arrival. This is called th e squar e of @romotiond The player's choice is not
restricted to pieces that have been captu red previously. This exchange of a
pawn for another piece is called promotion, and the effect of the new piece is
imm ediate.

3.8 There are two different ways of moving the king:

a. by moving to an adjoining square
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b. by castlingd This is a move of the king and either rook of the same colour along
the playerd first rank, counting as a single move of the king and executed as
follows: the king is transferred from its original square two squar es towards the
rook on its original square, then that rook is transferred to the square the king
has just crossed.

Bir piyon, kendi bulund u §i kareye bitikik dikeylerden birinde ve kendisiyle
aynéyatayda bulunan bir rakip piyonu, bu rakip piyonun bulun d uujyere,
hemen, baklang & konumunda n bir ham lede iki kare ilerleyerek gelmik olmaseé
ko wluyla, alabilir. Bu al& bi-imi, sadece s°z¢ edilen piyon s¢réke rg izleyen
ham le i-in ge erlidir ve @e-erken almad(en passant) olarak adland &édl.

Hamlede olan bir oyuncu, piyonlareéndan birini kendi baklangé konumunda n en
uzak yataya oynarsa; bu piyonu, aynéhamlenin bir par aséolarak, oynamaya
niyetlendij i var& karesinde, aynérenkte, yeni bir vezir, kale, filya da at ile,

dej iktirmelidir. Bu vareac karesi derfiokaresi olarak adland @éal. Oyuncunun tercihi
daha °nce taht a d&@a - &karédmé olan taklarla sn&l éej ildir. Piyonun bu k &ilde
bakka bir takla dej iktiriimesine terfi denir ve yeni tak tahta ya konar konma z
etkin hale ge-er.

kahéhareket ettirmenin iki farkléyolu vardé&:

bitikik bir kareye giderek
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gokoyaparak. Bir kah ham lesi olarak kabul edilen ve aynérenkteki kah ile
kalenin oyuncunun ilk yatay &@oyunca ger-eklektirdikleri bir hamledir ve k°yle
yapééa: kah, baklangé karesinden, yine baklangé karesinde bulunan kaleye
doj ru iki k are ilerler, ardendan kale, kahé en son ge-mik old u §i kareye konur.




3.9
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Before white kingside castling After white kingside castling
Before black queenside castling  After black queenside castling
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Before white queen3|de castling After white queenside castling
Before black kingside castling After black kingside castling

(1) The right to castle has been lost:

[a]
(b]

if the king has already moved, or
with a rook that has already moved.

(2) Castling is prevented temp orarily:

[al

(b]

if the squar e on which the king stands, or the square which it mu st
cross, or the square which it is to occupy, is atta cked by one or more of
the opponent's pieces, or

if there is any piece between the king and th e rook with which castling
is to be effected.

The king is said to be 'in check' if it is attacked by one or more of the opponent's
pieces, even if such pieces are constrained from moving to the squar e occupied by
the king because they would then leave or place their own king in check. No piece
can be moved that will either expose the king of the same colour to check or leave
that king in check.

H EEREBR
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Beyaz k¢- ¢k roktan °nce Beyaz k¢- ¢k roktan sonra
Siyah b¢ wk roktan °nce Siyah b¢y¢kroktan sonra
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Beyaz b¢ yw k roktan °nce Beyaz b¢y¢k roktan sonra
Siyah k¢ - ¢k roktan °nce Siyah k ¢ ¢k roktan sonra

(1) Rok yapma hak k @ka jeaki hallerde) kaybedilmiktir:
[a] kah daha °nce oynam & g, ya da
[b] rok yapédcak kale daha °nce oynam & 8.

(2) Rok yapma k ge-ici olarak (aka jedaki hallerde) engellenmiktir:
[a] kahé bulun d u J, nok yaparken ge-ecej i veya rok yapt§ énda gidecej i
kareler rakip taklarca ikgal edilmik ya da tehdit ediliyor ise, ya da
[b] kah ve kale arasénda roku etkileyecek herhangi bir tak varsa.

3.9 k a &n, bir ya da daha fazla rakip také tehdidi alténda olmasé kendisine &ah - ekil -
dij ibanlaméa gelir ve bu; kah -eken rakip taklaré, kendi kahlarémétehdit altenda
b&akacaklaré(ya da sokacaklard i-in bulundu klarékarelerden ayréama dé&laréhal-
lerde dahi ge-erlidir. Hi- bir tak kendi kaheétehdit altéha sokacak veya tehdit
alténda b&akacak bir hareketi ger-eklektiremez.




3.10

a.

A move is legal when all the relevant requirement s of Articles 3.1 1 3.9
have been fulfilled.

A move is illegal when it fails to meet the relevant requirements of Articles
3.1139

A position is illegal when it cannot have been reached by any series of legal
moves.

Article4: Theact of moving pieces

4.1

4.2

4.3

4.4

4.5

4.6

Each move must be made with one hand only.

Provided that he first expresses his intention (for examp le by saying fj@doubeo or
fil adju std), only the player having the move may adju st one or more pieces on their
squares.

Except as provided in Article 4.2, if the player having the move touches on
the chessboard, with the intention of moving or capturing:

a.
b.

C.

one or more of his own pieces, he must move the first piece touched that
can be moved

one or more of his opponent& pieces, he must captu re the first piece
touched that can be captu red

one piece of each colour, he must captu re the opponent& piece with his
piece or, if this isillegal, move or captur e the first piece touched that can be
moved or captu red. If it is unclear whether the player® own piece or his
opponent& was touched first, the player Sown piece shall be considered to
have been touched before his opponentd s

Ifa player having the move:

a.
b.

C.

touches his king and a rook he mu st castle on that side if it is legal to do so
deliberately touches a rook and then his king he is not allowed to castle on
that side on that move and the situation shall be governed by Article 4.3.a
intending to castle, touches the king and then a rook, but castling with this
rook is illegal, the player must make another legal move with his king (which
may include castling with the other rook). If the king has no legal move, the
player is free to make any legal move.

promotes a pawn, the choice of the piece is finalised when the piece has
touched the squar e of promotion.

If none of the pieces touched in accordan ce with Article 4.3 or Article 4.4 can be
moved or captur ed, the player may make any legal move.

The act of promotion may be performed in various ways:

1.
2.

the pawn does not have to be placed on the square of arrival,
removing the pawn and putt ing the new piece on the squar e of promotion
may occur in any order.

3.10

a. 3.1alen 3.9@& kadar s&@alanan Maddelerin ilgili t¢m ko killarenékar é@ayan bir

ham le, d@e-erlidlegal)dir.

b. 3.1ld@en 3.9@ kadar se&alanan Maddelerin ilgili ko killaréékar &alyamayan
bir ham le, @e- ersizdillegal)dir.

C. Ge-erli (legal) bir hamleler dizisiyle ulakéamayan bir konum , ge-ersiz
(illegal)dir.

Madde 4: Taklaré hareket ettirilmesi

4.1

4.2

4.3

4.4

4.5

4.6

Her (bir) hamle yaln&ca tek elile yapdmalae.

¥ nceden niyetini belli etm ek ko klu ile (° nejin, @ ¢ @tiyorum6- §d@doubedbya da
d adju st6- diyerek) yaln&ca ham lede olan bir oyuncu, karelerindeki bir ya da daha
fazla takeéd ¢ etebilir.

Madde 4.2.G@e a-é&lanan durum dé&éda, ham ledeki oyuncu oynam a ya da alma
niyetiyle, satran- tahta sendaki:
a. bir veya birden fazla kendi tak@a dokunmu kK 8, oynayabilecej i ilk doku n d wj
takéoynamalée
b. bir veya birden fazla rakip taka dokunmu kK 8, alabilecejiilk doku n d wjakip
takealmal dar,
C. hem kendi, hem de rakip taka dokunmu k 8, kendi takéla rakip takéalmalé
e] & bu ge-ersiz bir ham le ise, oynana bilecek ya da aléabilecek ilk
doku n d w fakéoynamal ¥a da almal&é&. Hangisine °nce doku n d w pelli
dej ilse oyuncunu n °ncelikle(rakibin takéndan °nce) kendi takéha doku n d wj]

kabul edilir.

Ej & hamlede olan bir oyuncu:

a. kahéa ve kalelerinden birine dokunursa, bu kalenin olduj u tarafa rok
yapma | d& (bunu n ge erli bir hamle olmaséko kiluyla)

b. bilerek kalelerinden birine ve sonra kahéa dokunursa, bu ham lede buy®ne
rok yapmaséna izin verilmez ve madde 4.3.a uygulan&

C. rok yapma k ama cé/la, kah@a ve kalelerinden birine dokunursa, ama bu

kaleyle yapdacak rok ge-ersiz(bir ham le) ise, oyuncu, kahé&/la ge erli bir
ham le yapmak (bun a °teki kaleyle rok yapm ak da dahildir) zorundad &. Ej er
kahé ge-erli bir ham lesi yoksa oyuncu, ge-erli herhangi bir hamleyi yapma k-
ta serbesttir.

d. piyonunu terfi ettiriyor ise, tak se-imi, také terfi karesine dokunma seile
kesinlik kazané.

Dokunu lan taklare hi-biri, Madde 4.3 ya da Madde 4.4 k apsam @ ca, oynanam & or
ya da aléhameéor ise oyuncu, ge-erli herhangi bir hamleyi yapma kta serbesttir.

Terfi eylemi farklék &ill erde ger-ekle kirilebilir:

1. piyonun terfi(var&) karesine yerle kirilmesi zorunlu dej ildir,

2. piyonun -é&aregb yeni taken terfi(var&) karesine konulmasé herhang i bir
s&ayla ger- eklekebilir.




If an opponent& piece stand s on the square of promotion, it mu st be captur ed.

4.7 When, as a legal move or part of a legal move, a piece has been released on a
square, it cannot be moved to another square on this move. The move is
considered to have been mad e in the case of:

a.

4.8

4.9

a captur e, when the captured piece has been removed from the chess board
and the player, having placed his own piece on its new square, has released
this captu ring piece from his hand.

castling, when the player's hand has released the rook on the squar e
previously crossed by the king. When the player has released the king from
his hand , the move is noty et made, but the player no longer has the right to
make any move other than castling on that side, if this is legal. If castling on
this side is illegal, the player mu st make another legal move with his king
(which may include castling with the other rook). If the king has no legal
move, the player is free to make any legal move.

promotion, when the player's hand has released the new piece on the square
of promotion and the pawn has been removed from the board.

A player forfeits his right to claim against his opponent& violation of Articles
4.1 1 4.7 once the player touches a piece with the intention of moving or
capturing it.

Ifa player is unab le to move the pieces, an assistant , who shall be
acceptab le to the arbiter, may be provided by the player to perform this
operation.

Article 5: The completion of the game

51 a.
b.
5.2 a.
b.

The game is won by the player who has checkmated his opponent & king.
This imm ediately ends the game, provided that the move producing the
checkmat e position was in accordance with Article 3 and Articles 4.2 7 4.7.
The game is won by the player whose opponent declares he resigns. This
imm ediately ends the game.

The game is drawn when the player to move has no legal move and his
king is not in check. The game is said to end in &Gtalemat e 6This

imm ediately ends the game, provided that the move producing the
stalemat e position was in accordance with Article 3 and Articles 4.2 i 4.7.
The game is drawn when a position has arisen in which neither player can
checkmat e the opponent& king with any series of legal moves. The game is
said to end in a d@ead positiond This immediately ends the game, provided
that the move producing the position was in accordance with Article 3 and
Articles 4.2 7 4.7.

Terfi(vare&) karesinde rakip bir tak varsa, alenm al@e.

4.7 Bir tak, kurallara uygun bir hamle ya da ham lenin par aséolarak bir kareye bé&ak lé
dg exda, o ham lede bakka bir kareye oynatdamaz . ku hallerde, hamlenin yapémé&
old u §i kabul edilir:

a.

tak alem@ken, al@an tak satran- tahta sendan ayrddg énda ve oyuncu, rakip
takéalme olan kendi takaé yeni karesine yerle kirip elinden baaktg enda
(ham le yapémete).

rok yapdé&ken, oyuncu kaleyi kahé& en son ge-mik olduj u kareye b&aktg énda
(ham le yapémete). Oyuncu kahéelinden beakt§ eéanda, hamle hen z yapé-
mam &t& ama bu y°nde ge-erli bir rok yapm a olanaj évarsa oyuncunun
bakka bir ham le yapm a hak k lealmam &t&. Bu kaleyle rok yapma k ge-ersiz
(bir ham le) ise, oyuncu, kahég/la ge-erli bakka bir ham le yapma k (bun a °teki
kaleyle rok yapma k da dahildir) zorundad &. Ej er kahé ge- erli bir ham lesi
yoksa oyuncu, ge-erli herhang i bir ham leyi yapabilir.

piyon terfi ederken, oyuncu yeni také(terfi karesinde) elinden b&aktg énda
ve piyon tahtada n ayrddg énda(hamle yapdme&téa).

4.8 Oyuncu oynama k ya da almak niyetiyle bir taka dokund u j u n da&ibinin Madd eler
4.1-4.7 kapsaméa giren ihlallerine itiraz etm e hakk &ééyitirir.

4.9 Bir oyuncu taklaréhareket ettirebilecek durumda dej ilse, bu iklem i-in, hakemce
kabul edilebilecek bir yardéncé oyuncu tarafendan sa jlanabilir.

Madde 5: Oyunun sonu-lanmas é

5.1 a.
b.
5.2 a.
b.

Oyun, rakibini, mat yapan oyuncu taraféndan kazanéd. Mat konumun u
yaratan hamlenin, Madde 3 ve Maddeler 4.2-4.7 ye uygun bir hamle olmasé
durumunda , oyun derhal sona erer.

Oyun, rakibi terk ettij ini bildiren oyuncu tarafendan kazan éd. Oyun derha |
sona erer.

k a étehdit altéhda olmayan ham ledeki bir oyuncunun , yapabilecej i ge-erli
bir ham le yoksa, oyun berabere olur. Bu durumd a oyun @at6olarak bitm ik
olur. Pat konumun u yaratan ham lenin Madde 3 ve Maddeler 4.2-4.7 vye
uygun bir ham le olmasédurumun da, oyun derhal sona erer.

Hi- bir oyuncunu n ge erli herhangi bir hamleler dizisiyle rakip kahémat
edemeyece]j i bir konum olukt u] u nayan berabere sonu-lan&. Oyun, &l
konum éile bitmik olur. Bu konum u yaratan ham lenin Madde 3 ve Maddeler
4.2-4.7 ye uygun bir ham le olmasédurumu nda, oyun derhal sona erer.




C. The game is drawn upon agre ement between the two players during the
game. This imm ediately ends the game.

d. The gam e may be drawn if an identical position is about to appear or has
appeared on the chessboard at least thr ee times (see Article 9.2).

e. The game may be drawn if each player has made at least the last 50 moves

with out the movement of any pawn and without any captu re (see Article 9.3).

COMPETITION RULES
Article 6: The chessclock

6.1 0 Ressclock dneans a clock with two time displays, connected to each other in
such away that only one of them can run at one time.
0 Bock @n the Laws of Chess means one of the two time displays.
Each time display has a 6lagé
d-lag-fallémeans th e expiration of the allotted time for a player.
6.2 a. During the gam e each player, having made his move on the chessboard,
shall stop his own clock and start his opponent& clock (that is to say, he
shall press his clock). This ficompletesothe move.
A move is also completed if:
) the move ends the game (see Articles5.1.a, 5.2.a, 5.2.b, 5.2.c, 9.6a,
9.6b and 9.7), or
(2) the player has made his next move, in case his previous move was not
completed.
A player must be allowed to stop his clock after making his move, even after
the opponent has made his next move. The time between making the move
on the chessboard and pressing the clock is regarded as part of the time
allotted to the player.

b. A player must press his clock with the same hand with which he made his
move. It is forbidden for a player to keep his finger on the clock or to doverd
over it.

C. The players must hand le the chessclock properly. It is forbidden to press it
forcibly, to pick it up, to press the clock before moving or to knock it over.
Impr oper clock hand ling shall be penalised in accordance with Article 12.9.

d. Only the player whose clock is running is allowed to adju st the pieces.

e. Ifa player is unable to use the clock, an assistant, who must be acceptab le
to the arbiter, may be provided by the player to perform this operation. His
clock shall be adju sted by the arbiter in an equitable way. This adju stm ent of
the clock shall not apply to the clock of a player with a disability.

6.3 a. When using a chessclock, each player must complete a minimum numb er of
moves or all moves in an allotted period of time and/ or may be allocated an
additional amount of time with each move. All these mu st be specified in

c. nki taraf oyun s&aséda aralaréxda anlak&larsa oyun berabere biter. Oyun
derhal sona erer.

d. ¥zdek bir konumun , satran- tahta sé¢, zrinde, en az ¢- kez olukmaséya da
olukmak ¢ 2re olmaséhalinde, oyun berabere olarak sonu-landé&@&abilir (Madd e
9.2.e bak B&).

e. Her iki oyuncu, asgari son 50 ham leyi, hi-bir takéalmada n ve hi-bir piyonu
s¢rmeden yapm &lar ise oyun berabere olarak sonu-landé&eéabilir (Madde 9.3@
bakeé&).

YARI KM A KURAL LARI
Madde 6: Satran -saati

6.1 @atran- Saati§ aynéanda sadece biri -al&abilecek kekilde birbirine bir mekanizma
ile b affanméiki g° sergeli bir saatt ir.
Satran- Kurallaréi-inde &Gaat 6bu iki g ° tergeden biri anlaméa gelir.
Her zaman g° sergesi bir dayra j @sahiptir.
6 Byrak d xkmesi i8e oyuncuya tan @an zaman é bitm esi anlaméa gelir.

6.2 a. Oyun s@aséda satran- tahta sé¢ 2rinde hamlesini yapan her (bir) oyuncu,

kendi saatini durduracak ve rakibinin saatini - al&t&acakt& (yani, saatine

basacakt&). Bu ham leyi fitamam laro .

Bir ham le ku durum larda da tam amlanm&té:

) hamle oyunu sonland&é/orsa (Maddeler 5.1.a, 5.2.a, 5.2.b, 5.2.c ve
9.6), ya da

(2) °nceki ham lesi tama mlanmad@g éhalde, oyuncu sonraki ham lesini
yapme& 8.

Bir oyuncunun hamlesini yapté&tan sonra saatini durdurmaséa, -rakibi kendi

sonraki ham lesini yapmeé olsa bile- izin verilmelidir. Oyuncunu n taht a

¢ 2rinde hamle yapma sé/la, saate basmasearasenda ge-en s¢, B oyuncuya

verilen s¢renin bir par asésayée.

b. Oyuncu, saate ham lesini yaptg eelle basmal d&. Saat tukunun ¢, zrinde
parmak bekletm ek, ya da eli saatin ¢ zrinde aské&a tutma k, yasakte.

C. Oyuncular satran- saatine °l-¢l¢ davranma | d&lar. Saat e kuvv etli basmak,
ele almak, ham le yapma dan °nce basmak ya da devirmek yasakt&. Saati
uygun kullanma yan oyuncular Madde 12.9@ g°re cezalandé&édllar.

d. Yaln&ca saati -al&kmakta olan oyuncunun taklaréd ¢ etm esine izin verilir.

e. Ej er bir oyuncu saati kullanabilecek durumd a dej ilse, bu iklem i-in hakem
tarafendan kabul edilebilecek bir yardéncéoyuncu taraféndan sa jlanabilir.
Saati hakem taraféndan adil bi-imde ayarlanacakt&. Bu saat ayarlama sé
engelli bir oyuncunu n saati ¢ 2rinden uygulanma yacakté .

6.3 a. Satran- saati kullanéaken, her bir oyuncu, kendisine verilen zama n
periyodund a -ve/veya ham le bakeéa verilen ek s¢ e i-inde- belirli asgari

sayaa hamleyi -ya da t m ham leleri- tama mlamak durumunda d&. T¢m bu




6.4

6.5

6.6

6.7

6.8

6.9

6.10

6.11

advance.

b. T hetime saved by a player during one period is added to his time available
for the next period, where applicable.
In the time-delay mode both players receive an allotted dnain thinking time 6
Each player also receives a 6ixed extra timedwith every move. The countd own
of the main thinking time only commences after the fixed extra time has
expired. Provided the player presses his clock before th e expiration of the
fixed extra time, the main thinking time does not change, irrespective of the
proportion of the fixed extra time used.

Immediately after a flag falls, the requirements of Article 6.3 a. mu st be checked.
Before the start of the game the arbiter shall decide where the chessclock is placed.
At the time determined for the start of the game White $clock is started .

a. The rules of a competition shall specify in advance a default time. Any player
who arrives at the chessboard after the default time shall lose the game
unless the arbiter decides otherwise.

b. If the rules of a comp etition specify that the default time is not zero and if
neither player is present initially, White shall lose all the time that elapses
until he arrives,unless the rules of the comp etition specify or the arbiter
decides otherwise.

A flag is considered to have fallen when the arbiter observes the fact or when either
player has made a valid claim to that effect.

Except where one of Articles5.1.a, 5.1.b, 5.2.a, 5.2.b, 5.2.c applies, if a player
does not comp lete the prescribed numbe r of moves in the allotted time, the game
is lost by that player. However, the game is drawn if the position is such that the
opponent cannot checkmat e the player king by any possible series of legal moves.

a. Every indication given by the chessclock is considered to be conclusive in the
absence of any evident defect. A chessclock with an evident defect shall be
replaced by the arbiter, who shall use his best judg ement when determining
the times to be shown on the replacement chessclock.

b. If during agame it is found that the setting of either or both clocks is incorrect,
either player or the arbiter shall stop the chessclock imm ediately. The arbiter
shall install the correct setting and adju st the times and move-counte r, if
necessary. He shall use his best judgement when determining th e clock
settings.

If both flags have fallen and it is imp ossible to estab lish which flag fell first then:

a. the game shall continue if this occurs in any period of the gam e except the last
period.

b. the game is drawn if this occurs in the period of a game in which all remaining
moves must be completed.

6.4

6.5

6.6

6.7

6.8

6.9

6.10

6.11

fakt® ter °nceden belirlenm elidir.

b. Oyuncunun bir zaman diliminden artt@meé< olduj u s¢re, sonraki dilimd eki
zaman @a (yeri gelince) eklenir.
Ertelemeli temp oda, her bir oyuncuya é&sas d K¢ n ra s¢ esifin yanés&a
her bir ham le i-in &abit bir ek s¢redverilir. Esas d &¢ n ra s¢ esi, ancak ek
d &¢ n ras¢gresi bittifinde geri saymaya baklar. Ek s¢, e bitm eden saate
basmaséhalinde oyuncunun esas d¢k¢, n ra s¢, esi dej ikmez, ek s¢, Bnin ne
kadaramé kullanddg eé°nemli dej ildir.

Bayraklardan birid & € d kmez Madde 6.3.ad6daki ko wllar g°zden ge irilmelidir.
Oyun baklamadan °nce, hakem, saatin nereye konaca jia karar verir.
Oyunu n baklangé&éi-in belirtilen saatt e, Beyazdare saati - al&t&éed.

a. Yara&ma kurallaréyoluyla, °nceden, bir h kmen yenik say léna s¢resi belirlenir.
Satran- tahtaséa, h kmen yenik say lEna s¢residen sonra gelen bir oyuncu,
hakem aksi y°nde karar vermedik-e oyunu kaybeder.

b. E] er yar&ma kurallaré s&&dan farklébir h¢kmen yenik sayénha s¢resi °ng°r-
m¢ K ve oyunculare hi-biri baklangéta haz& bulunmu yorlarsa, Beyaz (ile oy-
nayan oyuncu) gelmik olduj u zam ana kadar ge-en s¢reyi, -yar&ma kurallaré
ile aksi °ng® glm¢yor ya da hakem bu y°nde bir karar verm iyorsa- kaybeder.

Hakemin g° mesi, ya da, oyunculardan birinin, bu olguya y°nelik ge erli sav €
¢ zréne bayrak d¢km ¢k olarak kabul edilir.

Madde 5.1.a, 5.1.b, 5.2.a, 5.2.b, 5.2.cbnin kapsamédaki durum lar d&éda, bir
oyuncu, kendisine verilen zaman i-inde °© m@° glen sayaa ham leyi tama mlamaz sa,
oyunu kaybeder. Bunu nla birlikte, rakip oyuncunun , bu oyuncuyu, ge-erli herhang i
bir olasehamleler dizisi ile mat edeme yecej i bir konum a ulakém&sa oyun berabere
olur.

a. G° ¢, n gbir kusur olmad &-a satran- saatinin g° sergelerindeki dej eler
esas al n&. Kusurlu old u §i a-g§ a -&an bir satran- saati, hakem tara féhndan
yedej i ile dej iktirilir ve yine hakem tarafendan, en doj ru de] elendirmeyle
g° sergelerindeki zama nlar ayarlane.

b. Oyun s@asénda saatlerden biri ya da her ikisinin de kurulumunu n doj ru
olmad § eanlakédlsa oyuncu ya da hakem derhal satran- saatini durduracakté.
Hakem doj ru kurulumu sa jlayacak, zaman laréve gerekiyorsa ham le sayacéné
da ayarlayacakt&. Hakem, saat kurulumund a en doj ru dej erlendirmesini
kullanacakte.

Her iki bayrak da d gkm ¢k ve hangisinin daha °nce d¢kt ¢ ] ¢ saptama k olanak | &

dej ilse:

a. bu durum, oyunun son periyodu d&édaki herhangi bir zaman b°l¢ m¢ ned
olursa, oyun devam eder.

b. bu durum, kalan t g hamlelerin tamam lanma ségereken zaman b°l¢; m¢ ned
olursa, oyun berabere olur.




6.12 a.

6.13

If the game needs to be interrupted, the arbiter shall stop the chessclock.
b. A player may stop the chessclock only in order to seek the arbiter®
assistan ce, for examp le when promotion has taken place and the piece
required is not available.
C. The arbiter shall decide when the game restarts.
d. If a player stops the chessclock in order to seek the arbite rs @ssistan ce, the
arbiter shall determine whether the player had any valid reason for doing so.
If the player had no valid reason for stopping th e chessclock, the player shall
be penalised in accordance with Article 12.9.

Screens, monitors, or demonstration boards showing the current position on the
chessboard, the moves and the numb er of moves made/completed, and clocks
which also show the number of moves, are allowed in the playing hall. However,
the player may not make a claim relying only on informat ion shown in this
mann er.

Article 7: Irr egularities

7.1

7.2

7.3

7.4

7.5

If an irregularity occurs and the pieces have to be restored to a previous position,
the arbiter shall use his best judg ement to determine the times to be shown on
the chessclock. This includes the right not to change the clock times. He shall
also, if necessary, adju st the clock& move-counter.

a. If during a game it is found that the initial position of the pieces was
incorrect, the game shall be cancelled and a new game shall be played.
b. If during a game it is found that the chessboard has been placed contrary

to Article 2.1, the game shall continue but the position reached mu st be
transferred to a correctly placed chessbhoard.

Ifa game has begun with colours reversed then it shall continue, unless the arbiter
rules othe rwise.

If a player displaces one or more pieces, he shall re-establish the correct position
in his own time. If necessary, either the player or his opponent shall stop the
chessclock and ask for the arbiter® assistan ce. The arbiter may penalise the player
who displaced th e pieces.

a. If during a game it is found that an illegal move has been completed, the
position imm ediately before the irregularity shall be reinstat ed. If the
position imm ediately before the irregularity cannot be determined, the
game shall continue from the last identifiable position prior to the
irregularity. Articles 4.3 and 4.7 apply to the move replacing the illegal
move. The game shall then continue from this reinstat ed position.

If the player has moved a pawn to the furthest distant rank, pressed the
clock, but not replaced the pawn with a new piece, the move is illegal. The
pawn shall be replaced by a queen of the same colour as the pawn.

6.12

6.13

a. Oyunu n kesintiye u jraténhaségere kmik ise, hakem satran- saatini
durduracakté.

b. Bir oyuncu yaln&ca hakemin yardenéa ihtiya- duyd u jnda satran- saatini

durdurabilir; © nejin, piyon terfisinin s Z konusu old u {§i bir durumda ,

gereken tak mevcut olmayabilir.

Oyunun ne zaman tekrar baklayaca jéna hakem karar verir.

Oyunculardan biri, hakemin yardén@éistemek i-in satran- saatini durdur-

muKk ise, hakem, bunu n gerek-esinin hakl @ééirdeleyecektir. Ej &

oyuncunu n satran- saatini durdurmak i-in hakl ir gerek- eigoksa, oyuncu,

Madde 12.9@ g°re cezalandé&éacakté.

oo

Yar&ma salonunda , satran- tahta séndaki g¢ncel konumu , ham leleri, ve ka-

ham lenin yapéa/tamam landg§ &é saatler ile hamle sayédréég® s$eren ekran,
monit°r ve g° serim panolar@&é rkullanéné&a izin verilir. Ancak, oyuncular yaln&ca
bun lardaki bilgilere dayanarak herhangi bir sav ileri s¢remezler.

Madde 7: Kurald & éurumlar

7.1

7.2

7.3

7.4

7.5

Bir kuralde&eék olukursa, taklaré °nceki konum laréna d°n¢Imeli, hakem en doj ru
de] elendirmesini kullanarak satran- saatinin g° s$erdij i zama nlarébelirlemelidir.
Buna saatteki zaman laredej iktirmeme hakkéda dahildir. nlaveten hakem, gerekiyor
ise saatin hamle sayaceneéda ayarlayacakté.

a. Bir oyun s@aseda, taklarén baklangé konumu yanl& dizilmik olarak oyuna
bakland § éfark edilirse, oyun iptal edilecek ve yeni bir oyun oynat dacakte.
b. Bir oyun s&@aséda, satran - tahta séhnén Madde 2.1& g°re ters yerle kirildij i

fark edilirse, o anda ki konum doj ru yerle kirilmik bir tah taya aktarédacak ve
oyun devam ettirilecektir.

Oyuncular ters renklerde oyuna baklam &larsa, hakemin aksi y°nde bir kararé
olmadé&-a, oyun devam eder.

Ej e bir oyuncu, bir ya da birden fazla takédevirir, yerlerini bozarsa bunlarékendi
zaman €i-inde doj ru yerlerine koyacakta. Gerekiyorsa, oyuncu ya da rakibi, satran-
saatini durduracak ve hakemd en yardan isteyecektir. Hakem, taklarébozan oyuncu-
ya ceza verebilir.

a. Ovun s&@aséda ae-ersiz bir hamlenin tamam lanmé& olduf u belirlenirse,
konum . kurald&éd é hemen °ncesine aetirilir. Kurald&é 1 @&hemen ° ncesi
belirlenemivorsa, ovun, belirlenebilen son kurald&é® ncesi konumda n devam
eder. Madde 4.3ve 4.7@® g°re, ge-ersiz ham le yerine bakka bir ham le
vapéé&. Ard@édan ovun bu d ;. @tilmik konumda n devam eder.

Bir ovuncu. pivonunu en uzak vatava s.. r re saatine basar. fakat pivonu veni
bir tak ile dej iktirmezse, haml e ge-ersizdir. Piyon kendisiyle aynérenkte bir
vezir ile def iktirilir.




7.6

b. After the action taken under Article 7.5.a, for the first completed illegal

move by a player the arbiter shall give two minut es extra time to his
opponent; for the second comp leted illegal move by the same player the
arbiter shall declare the game lost by this player. However, the game is
drawn if the position is such that the opponent cannot checkmate the
player® king by any possible series of legal moves.

If, during a game, it is found that any piece has been displaced from its correct
square the position before the irregularity shall be reinstated. If the position
imm ediately before the irregularity cannot be determined, the gam e shall continue
from the last identifiable position prior to the irregularity. The game shall then
continue from this reinstat ed position.

Article 8: The recording of the moves

8.1

8.2

8.3

8.4

a. In the course of play each player is required to record his own moves and
th ose of his opponent in the correct mann er, move after move, as clearly
and legibly as possible, in the algebraic notation (App endix C), on the
&coresheetdpre scribed for the competition. It is forbidden to write the
moves in advance, unless the player is claiming a draw according to Article
9.2, or 9.3 or adjourning a gam e according to Appendix E.1 a.

b. The scoresheet shall be used only for recording the moves, the times of the
clocks, offers of a draw, matte rs relating to a claim and other relevant
data .

c. A player may reply to his opponent® move before recording it, if he so
wishes. He mu st record his previous move before making another.

d. Both players mu st record th e offer ofa draw on the scoresheet with a
symbol (=).

e. Ifa player is unab le to keep score, an assistant, who must be acceptable to

the arbiter, may be provided by the player to write the moves. His clock
shall be adju sted by the arbiter in an equitable way. This adju stm ent of the
clock shall not apply to a player with a disability.

The scoresheet shall be visible to the arbiter thr ough out the game.

The scoresheets are the property of the organi ser of the competition.

Ifa player has less than five minutes left on his clock at some stage in a period
and does not have additional time of 30 seconds or more added with each move,

then for the remainder of the period he is not obliged to meet the requirements of
Article 8.1.

7.6

Madde 7.5.a'ya g°re gerekli uygulama yapéddé&tan sonra, oyuncu tarafexdan
tamam lanan ilk ge ersiz ham le i-in, hakem, rakip oyuncuya iki dakika ek
s¢re verecektir; aynéoyuncunun ikinci kez ge-ersiz bir ham leyi tama mlama sé
halinde, oyun bu oyuncu i-in hakem tarafendan kay& ilan edilecektir.

Bunu nla birlikte, rakip oyuncunun, bu oyuncuyu ge-erli herhangi bir olasé
ham leler dizisi ile mat edemeyece] i bir konum a ulak8mesa oyun berabere
olur.

Ej er oyun s&aséda herhangi bir také doj ru karesinden kaydg ébelirlenirse,
konum kurald&édurumu n hemen °ncesine getirilecektir. Kurald&édurumu n hemen
°ncesi belirlenemiyorsa, oyun, belirlenebilen son kurald&é®ncesi konumda n de-
vam edecektir. Ardéndan, oyun bu d ¢ @tilmik konumda n devam eder.

Madde 8: Hamlelerin kaydedilmesi

8.1

8.2
8.3

8.4

a.

Oyun boyunca her oyuncu kendi ham lelerini ve rakibinin hamlelerini, cebir-
sel notasyonla (bkz. Ek-C) haml e ham le ve olanakl @lduj unca a-é& ve oku-
nakléolarak yar&maya ait dotasyon ka j&léna yazacaklard&. Oyuncunun ,
Madde 9.2, ya da 9.3@ g°re berabere savenda bulundu ju haller-ya da Ek E.1
a.G/a g°re ertelenen oyunlar-danda, ham lelerin °nceden yazdmaséyasakte.

Notasyon ka j&lé yaln&ca, ham leleri yazma k, saatlerdeki zaman lar, berabere
teklifleri, bir sava ilikkin konular ve dif er amaca uygun verileri kaydetme k
i-in kullandacakté.

Oyuncu dilerse, rakibinin ham lesine kaydetm eden °nce yan& verebilir.
Yenisini yapmada n °nce, °ncekini kaydetm ek zorundad &.

Her iki oyuncu da berabere teklifini notasyon kaj &&a (=) simgesiyle
kaydetmelidir.

Bir oyuncu ham leleri yazabilecek durumd a dej ilse, bu iklem i-in hakemce
kabul edilebilecek bir yardancéoyuncu taraféndan sa jlanabilir. Saati hakem
tarafendan adil bi-imd e ayarlanacakt&. Bu saat ayarlamaséengelli oyuncunun
saati ¢ 2rinden uygulanma yacakté.

Notasyon ka jalé oyun boyunca hakem tarafendan g° glebilir durumd a buluna cakté.

Notasyon ka jalaréyar&kmay @& ¢ enleyenin mal&é.

Bir oyuncunun oyunun herhangi bir periyodund a bek dakikadan az zaman ékalmé&

ve ham le bakéa 30 saniye ya da ¢ zré ek zaman a sahip dej ilse bu periyodun geri
kalanéi-in Madde 8.18n gereklerini yerine getirmek zorunda d e idir.




8.5

8.6

8.7

a. If neither player keeps score under Article 8.4, the arbiter or an assistant
should try to be present and keep score. In this case, imm ediately after a
flag has fallen the arbiter shall stop the chessclock. Then both players shall
updat e their scoresheets, using the arbiter® or the opponent& scoresheet.

b. If only one player has not kept score und er Article 8.4, he must, as soon as
either flag has fallen, updat e his scoresheet comp letely before moving a
piece on the chessboard. Provided it is that playe rsénove, he may use his
opponent & scoresheet, but must return it before making a move.

C. If no complete scoresheet is available, the players must reconstruct the
game on a second chessboard unde r the contr ol of the arbiter or an
assistant . He shall first record the actual gam e position, clock times, whose
clock was running and the numb er of moves made/completed, if this
information is available, before reconstruction takes place.

If the scoresheets cannot be brought up to date showing that a player has
overstepped the allotted time, the next move mad e shall be considered as the first
of the following time period, unless there is evidence that more moves have been
mad e or comp leted.

At the conclusion of the gam e both players shall sign both scoresheets, indicating
the result of the game. Even if incorrect, this result shall stand, unless the arbiter
decides othe rwise.

Article 9: The drawn game

9.1

a. The rules of a competition may specify that players cannot agre e to a draw,
whether in less than a specified numb er of moves or at all, without the
consent of th e arbiter.

b. However, if the rules of a competition allow a draw agreement the
following shall apply:

) A player wishing to offer a draw shall do so after having mad e a move
on the chessboard and before pressing his clock. An offer at any other
time during play is still valid but Article 11.5 must be considered. No
conditions can be attached to the offer. In both cases th e offer cann ot
be withd rawn and remains valid until the opponent accepts it, rejects
it orally, rejects it by touching a piece with the intention of moving or
capturing it, or the game is concluded in some other way.

(2) The offer of a draw shall be noted by each player on his scoresheet
with the symbol (=).

3) A claim of a draw under Article 9.2 or 9.3 shall be considered to be
an offer of a draw.

8.5

8.6

8.7

a. Madd e 8.4 uyaréca oyunculardan hi-biri hamlelerini kaydetmiyorlarsa;
hakem ya da bir yardéncé orada bulunu p hamleleri kaydetme ye -al ktnal@e.
B°yle bir durumda , bayraklardan biri d & € d gkmez hakem, satran- saatini
durduracakt&. Ardéndan oyuncular, hakemin ya da rakiplerinin kaj aeeé
kullanarak notasyon ka ja@larémég¢ncellemelidirler.

b. 8.46e uyaraca hamleleri kaydetme si gerekmeyen sadece bir taraf ise;

bayrak d ker d gkmez ham le yapmadan °nce notasyon ka j@@ég ¢ celleme-
lidir. S&a kendinde olmak kok Wu ile rakibinin kaj e@@ékullanab ilir, ama ham -
le yapma dan °nce rakibinin kaj aleéégeri vermelidir.

C. Eksiksiz bir notasyon kaj @émevcut dej ilse, ikinci bir taht a ¢ 2rinde oyun-
cular, hakem veya bir yardéncéeklij inde oyunu yeniden olukturmal&é&lar.
Bu ikleme baklanmada n hakem ya da yardédnceésé °ncelikle mevcut konumu ,
saatlerdeki s¢releri ve e] & biliniyorsa ka- ham le yapémé& old u | w kayé
edecektir.

Notasyon ka ja@larétam amlanaméor ve b°ylelikle oyuncunun s¢resini aktg§ € g° seri-
lemiyorsa, bir sonraki ham le, bir sonraki zama n kontr ol¢ n g ilk ham lesi (dah a - &
ham le yapedg§ éméeya da tamam land @ éameg® seren bir kanéd olmadeé ka) say &

Oyun sonu-land§ éxda, oyuncular sonucun g° serildij i her iki notasyon ka je@ééeda
imzalayacaklard&. nmzalanm & sonu-lar yanl& yazémé& olsa bile, hakem bakka bir
karar vermedik-e ge-erli say l@&caklarde.

Madde9 : Oyunun berabere olmasée

9.1

a. Oyunculare, bir oyununt ¢ mboyunca, ya da belli say&a hamleyi ger-ek-
le kirmeden, anlakma yoluyla (hakemin r&aseolmaksé&a) berabere yapama -
yacaklarene yar&ma kurallaréaracedg g/lah &me b allamak m¢ nk¢ n drg,

b. Bununla birlikte, yar&man & ry° nergesi oyuncularé anlakarak berabere yap-
mas@a izin veriyorsa aka jaakiler uygulane:
1) Hamlesini taht a ¢ 2rinde yapm & bir oyuncu, dilerse, saatine basma-

dan °nce beraber e teklif edebilir. Oyun s&éasenda olmak ko kiluyla,
teklifin yap@dg ezaman , teklifin ge - &lij ini etkilemez, fakat Madde
11.5 deg®°z°n ¢ aalédmal&@é&. Berabere teklifine ek olarak herhang i
bir kokul °ne s¢r¢lemez. Her iki durumd a da beraberlik teklifi geri
-ekilemez ve rakip kabul edene, s°zl¢, olarak reddedene, oynama k
veya almak niyetiyle bir taka dokunan a kadar ge-erlidir, ya da oyun
bakka bir yolla sonu-landé&edl.

(2) Berabere teklifi her iki oyuncu taraféndan da notasyon ka jaéa (=)
simg esiyle not edilir.
3) Madde 9.2 ya da 9.3 g°re ileri s¢r¢len berabere savlaréaynézaman -

da bir berabere teklifi olarak kabul edilirler.




9.2

9.3

9.4

9.5

9.6

The game is drawn, upon a correct claim by a player having the move, when the
same position for at least the third time (not necessarily by a repetition of moves):

a. is about to appear, if he first writes his move, which cannot be changed ,
on his scoresheet and declares to the arbiter his intention to make this
move, or

b. has just appeared, and the player claiming the draw has the move.

Positions are considered the same if and only if the same player has the

move, pieces of the same kind and colour occupy the same squares and

th e possible moves of all the pieces of both players are the same. Thus

positions are not the same if:

Q) at the start of the sequence a pawn could have been captu red en
passant.

(2) a king or rook had castling rights, but forfeited these after moving.
The castling rights are lost only after the king or rook is moved.

The game is drawn, upon a correct claim by a player having the move, if:

a. he writes his move, which cann ot be changed, on his scoresheet and
declares to th e arbiter his intention to make this move which will result in
the last 50 moves by each player having been mad e without the movement
of any pawn and without any captu re, or

b. the last 50 moves by each player have been completed with out the
movement of any pawn and with out any capture.

If the player touches a piece as in Article 4.3, he loses the right to claim a draw
unde r Article 9.2 or 9.3 on that move.

Ifa player claims a draw und er Article 9.2 or 9.3, he or the arbiter shall stop the
chessclock (see Article 6.12a or 6.12b) . He is not allowed to withd raw his claim.
a. If the claim is found to be correct, the game is imm ediately drawn.

b. If the claim is found to be incorrect, the arbiter shall add two minut es to
the opponent& remaining thinking time. Then the gam e shall continue. If
the claim was based on an intended move, this move must be made in
accordan ce with Articles 3 and 4.

If one or both of the following occur(s) then the gam e is drawn:

a. the same position has appeared, as in 9.2b, for at least five consecutive
alternate moves by each player.
b. any consecutive series of 75 moves have been completed by each player

without the movement of any pawn and without any captu re. If the last
move resulted in checkmate , that shall take precedence.

9.2

9.3

9.4

9.5

9.6

Hamlede olan oyuncunun ge-erli sav & ®rine, aynékonum en az ¢- kez (pek peke
olmaségerekmez):

a. olukmak ¢ 2re ise, dej iktirilemeyecek bu ham lesini ®nce notasyon ka j@éa
yazm & ve hakeme bu ham leyi yapmak niyetinde olduj unu bildirmik, ya da
b. (o anda) olukmuk ise ve ham lede olan oyuncu berabere savénda bulunuyorsa

oyun berabere olur.

Konum lar yaln&ca, hepsinde aynéoyuncu ham ledeyse, aynécins ve renkteki

taklar aynékarelerde duruyorsa ve her iki oyuncunun da taklaréé mlanakl é

olan t g hamleleri aynen varsa, aynésay &

kut g konumlar aynédej ildir:

Q) serinin baklangé&eda bir piyon ge-erken al nabiliyorsa.

(2) rok hak k @an bir kah ya da kale, hareket ettikleri i-in bu haklaregmé
kaybetmiklerse. Yaln&ca hareket ger-ekle kikten sonra, bir kah ya da
kale, rok haklarmékaybetmik say &

Hamlede olan oyuncu, kayet:

a. notasyon ka jaléa yazdg éve hakeme yapmaya niyetlendij i bildirdif i
dej iktirilemeyecek bu ham lesi ile her iki oyuncunun yapm & olduj u son elli
ham le i-inde, hi-bir také al&@mamé& ve hi-bir piyonun hareket etmemik
old u finu, ya da

b. her iki oyuncunu n tamam lamé& olduj u son 50 hamle i-inde, hi-bir take
al nena mé& ve hi-bir piyonun hareket etmemikold uj u,nu
ge-erli bir sav olarak °ne s¢r yorsa oyun berabere olur.

Bir oyuncu, Madde 4.3de belirtilen bi-imd e bir taka dokunursa, o hamlede Madde
9.2ya da 9.3G g°re berabere savenda bulunm a hakk ééyitirir.

Bir oyuncu, Madde 9.2 ya da 9.3@& g°re berabere savéanda bulunuyorsa, kendisi veya

hakem satran- saatini durduracakt& (bkz. Madde 6.12a ya da 6.12b). Savéégeri

-ekmesine izin verilmez.

a. Sav doj ru ise, oyun derha | berabere biter.

b. Sav yanl& a, hakem rakibin s¢resine iki dakika ekler. Ardendan oyun devam
edecektir. Sav, niyetlenilen hamle ¢ 2zrine kurulu ise, bu hamle Maddeler 3
ve 4.@ uygun olarak yapémalae.

Aka jaaki hallerden biri ya da her ikisi birden meydana gelirse oyun berab eredir:

a. 9.2bdaleki gibi aynékonum, her iki oyuncunun , kar @&l @ ard&é& hamleleri
ile en az bek kez olukmuk ise.
b. her iki oyuncu ard&é& 75 ham lelik herhan gi bir seriyi, hi-bir takéalmadan ve

hi-bir piyonu hareket ettirmeden tamam lamé&lar ise. Son ham le ile mat
yapénh& ise, mat ge-erlidir.




9.7 The game is drawn when a position is reached from which a checkmat e cann ot
occur by any possible series of legal moves. This imm ediately ends the gam e,
provided that the move producing this position was in accordance with Article 3
and Articles 4.2 1 4.7.

Article 10: Points

10.1 Unless the rules of a comp etition specify otherwise, a player who wins his gam e,
or wins by forfeit, scores one point (1), a player who loses his gam e, or forfeits,

scores no points (0) , and a player who draws his gam e scores a half point (i ).

Article 11:The conduct of the players

11.1 The players shall take no action that will bring the gam e of chess into disrepute.

11.2 The glaying venuedis defined as the glaying aread rest rooms, toilets, refreshment
area, area set aside for smoking and other places as designat ed by the arbiter. The
playing area is defined as the place where the games of comp etition are played.
Only with the permission of the arbiter can
a. a player leave the playing venue.
b. the player having the move be allowed to leave the playing area.
C. A person who is neither a player nor arbiter be allowed access to the

playing area.
11.3 a. During play the players are forbidden to use any notes, sources of infor-

mat ion or advice, or analyse any game on another chessboard.

b. During a game, a player is forbidden to have a mobile phone, electronic
means of communication or any device capable of suggesting chess moves
on their person in the playing venue. However, the rules of the competition
may all ow such devices to be stored in
is completely switched off. A player is forbidden to carry a bag holding such
a device, without permission of the arbiter.If it is evident t hat a player has
such a device on their person in the playing venue, the player shall lose
the game. The opponent shall win. The rules of a competition may specify
a different, less severe, penalty. The arbiter may require the player to
Allow his/her clothes, bags or other items to be inspected, in private. The
arbiter or a person authorized by the arbiter shall inspect the player and
shall be of the same gender as the player. If a player refuses to cooperate

with these obligations, the arbiter shall take measures in accordance with
Article 12 Q

C. Smoking is permitted only in the section of the venue designat ed by
the arbiter.

9.7 Otaseherhangi bir ge- erti namteler dizisiyle mat yapdamayacak bir kKonum a ulake-1
dg enda, oyun berabere olur. Bu k onum a yola-an ham lenin, Madd e 3 ve Madd eler
4.2-4.7@ uygun olmasehalinde, oyun derhal sona erer.

Madde 10: Puanlar

10.1 VYar&ma kurallaréile aksi belirlenm edik-e, oyunu kazanan ( hkmen kazan- da dahil)
oyuncu bir (1) puan ale, kaybeden oyuncu ( hkmen kay& da dahil) puan alamaz

(0) ve oyunu berabere olan oyuncu yaran (1/2 ) puan alé&.
Madde 11: Oyuncularé y °© etilmesi

11.1 Oyuncular satran- oyunun itibareézedeleyecek davran&larda bulunam azlar.

11.2 ®yun sahas& 6 pun salonug tuvaletler, dinlenm e odalaré oyuncularé temiz hava

almak i-in -&té&laréyerler, sigara i- ne yerleri ve hakemin belirledij i dif er

b°lIgeler olarak tan@nlan&. Oyun salonu, bir yar&man & oyunlaréé mynand § éyer

olarak tan énlane.

Yaln&ca hakemin izni ile:

a. bir oyuncu, oyun sahaseeéeterkedebilir.

b. ham lede olan bir oyuncu, oyun salonunda n ayr labilir.

C. oyuncu ya da hakem olmayan bir kiki, oyun salonuna (oyunlaré rmynand § €
alan) girik hak k edinebilir.

11.3 a. Oyun s¢ esince oyuncularé not tutm alaré bilgi veya °neri kaynaklaréa

bakvurmalaré ya da (herhangi bir)oyunu bakka bir taht a ¢zerinde incele-

meleri yasakte.

b. Bir oyun séraseéenda, biaseywydaccepnt elyeho
haberl ekme aracé veya satran- hamlel er.i
bul undur masé yasakter. Bununla birlikte
cihazl aréen t¢gmegyle kapal é ol duju s¢rece
bulundur maséna izin verilebilir. Bir oyunc
cihazlaré i-inde bulundurduju bir -anta
ci hazé oyun sahasénda ¢zerinde bulundur
konusu oyuncu oyunu kaybedecektir. Raki bi kazanacakt éer .
Yarekma kurall are daha hafif bakka kur a
°©zel bir yerde el biselerinin, -ant aséneée
edi |l mesi ni talep edebilir. Hakem ya da
kiik oyuncuyu kontrol edecek ve oyuncu il
oyuncu bu yaptérémlar i-in i kbirlif5:i yapma
uyaranger ekl i °nl eml er i al acakter.

C. Sigara i-mek, ancak oyun sahaséé hakem tar aféndan belirlenen b°l¢gmy¢ n @
olanaklalé&.




11.4

115

11.6

11.7

11.8

11.9

11.10

Players who have finished their games shall be considered to be spectators.

It is forbidden to distract or annoy the opponent in any mann er what soever. This
includes unreasonable claims, unreasonab le offers of a draw or the introduction of
a source of noise into the playing area.

Infraction of any part of Articles 11.1 7 11.5 shall lead to penalties in accordance
with Article 12.9.

Persistent refusal by a player to comply with the Laws of Chess shall be penalised
by loss of the game. The arbiter shall decide the score of the opponent.

If both players are found guilty according to Article 11.7, the gam e shall be
declared lost by both players.

A player shall have the right to reque st from the arbiter an explanation of particular
points in the Laws of Chess.

Unless th e rules of the comp etition specify other wise, a player may app eal against
any decision of the arbiter, even if the player has signed the scoresheet
(see Article 8.7).

Article 12: Therole of the Arbiter (see Preface)

121

12.2

12.3

12 4

12.5

The arbiter shall see that the Laws of Chess are strictly observed.

The arbiter shall

a) ensure fair play.

b) act in the best interest of the comp etition.

c) ensure that a good playing environment is maintained.

d) ensure that the players are not disturbed.

e) supervise the progress of the comp etition.

f) take special measuresin the interests of disabled players and those who

need medical attention.

The arbiter shall observe the games, especially when the players are short of
time, enforce decisions he has made, and imp ose penalties on players where
appropriate.

The arbiter may appoint assistant s to observe games, for examp le when several
players are short of time.

The arbiter may award either or both players additional time in the event of
external disturbance of the game

11.4

115

11.6

11.7

11.8

11.9

11.10

Oyunun u bitirmik oyuncular seyirci say &lar.

Hangi yolla olursa olsun rakibin dikk atini daj @mak ya da rahat s& etme k yasakté.
Buna mant &sé& sav ve berabere tekliflerinde bulunma k ya da oyun sahaséa
g a¢lt ye yol a-acak k gler getirmek de dahildir.

11.1-11.5 Maddelerinin herhangi bir kssm&é nhlali Madde 12.9@ g°re
cezaland &dacakte.

Satran- Kurallar@a uymay énatla reddeden oyuncu, oyun kaybéile cezaland&éd.
Rakibinin puanéhakem taraféndan belirlenir.

Her iki oyuncu da Madde 11.7&e g°re su-lu bulunursa oyun her ikisi i-inde kay
ilan edilir.

Oyuncu hakemd en Satran - Kurallaré& @ belirli bir noktaséé a- &lanma seéisteme
hakkena sahiptir.

Yar&ma Kurallaréile aksi °ng® glm¢yorsa, bir oyuncu, notasyon ka ja@&éméimz alame&
olsa bile, hakemin vermik old u i bir karara itiraz edebilir (bakéh& Madde 8.7).

Madde 12: Hakemin rol¢, (baken& ¥ n sz)

12.1

12 .2

12.3

12 4

12.5

Hakem, Satran- Kurallaré@na s&é&a uyulmasaésa jlayacakte.

Hakem aka jaakilerin ger-ekle knesini sa jlar:

a) oyunlaré radil k &ilde oynanma séésaj lar.

b) yar&ma ile en iyi k &ilde ilgilenir.

c) iyi bir oyun ortam ééve bunu n s¢reklilij ini saj lar.

d) oyuncularén rahat s& edilmemelerini saj lar.

e) yar&ma s¢, ecinin ilerleyikini y° netir.

f) engelli ve tébi bakéma ihtiyacéolan oyuncular i-in gereken tedbirleri ale.

Hakem, °zellikle oyuncular zama n s&&é&lg éi-indeyken, oyunlarég® teyecek, verdij i
kararlaréuygulayacak ve uygun davranmayan oyunculara ceza verecektir.

Hakem oyunlarég® temek i-in yardénceéar atayabilir; © nej in, bir ka- oyuncu zaman
s&k&masénda iken.

D& kaynak | bé rahat s& edilme olduj unda, hakem bir ya da her iki tarafa birden ek
s¢re verebilir.




12.6

12.7

12.8

12.9

The arbiter must not intervene in a gam e except in cases described by the Laws of
Chess. He shall not indicate the numb er of moves completed, except in applying
Article 8.5 when at least one flag has fallen. The arbiter shall refrain from
informing a player that his opponent has completed a move or that the player has
not pressed his clock.

If someone observes an irre gularity, he may inform only the arbiter. Players in
other game s are not to speak about or otherwise interfere in a gam e. Spectat ors
are not allowed to interfere in a game. The arbiter may expel offenders from the
playing venue.

Unless auth orised by the arbiter, it is forbidden for anybody to use a mobile phone
or any kind of commun ication device in the playing venue or any contiguous area
designat ed by th e arbiter.

Options available to th e arbiter concerning penalties:

a. warning

b. increasing the remaining time of the opponent

c. reducing the remaining time of the offending player

d increasing th e points scored in the gam e by the opponent to the maximum

available for that game

reducing the points scored in the gam e by th e offending person

declaring the gam e to be lost by the offending player (th e arbiter shall also
decide the opponent& score)

g. a fine announced in advance

h. expulsion from the competition.

()]

12.6

12.7

12.8

12.9

Hakem, Satran- Kurallar@nda belirtilen durumlar d&éda oyuna m¢, d aahe

etm emelidir. Oyunculardan en az birinin bayra jéé d kmeden, Madde 8.5'in
uygulanma séd&éda, tamam lanan hamle say&aeébildirmemelidir. Hakem oyuncuya
rakibinin hamlesini tama mladg éméveya saate basmad § eebildirmekten ka-éama laé&.

E] e, birisi, bir kural d&xed a tané& olursa yaln&ca hakemi bunda n haberdar edebilir.
Bakka masalardaki oyuncular, oyun(lar) hakkénda konukmama | ¥ m¢ d ailh
olmama | d&. Seyircilerin oyuna kar&maséa izin verilmez. Hakem, kabahat li
davranan laréoyun sahasédan uzaklakt&abilir.

Hakem tara fendan izin verilmedik- e hakemce tayin edilmik oyun sahaséve ona
bitikik alanlarda hi- kimse cep telefonu ya da herhangi bir iletikim aracékullanamaz .

Hakemin verebilece] i ceza se- aekleri kunlardé:

uyaré

rakip oyuncunu n kalan s¢resini artt @mak

kabahat li oyuncunun kalan s¢resini azaltma k

rakibin o oyunda n alaca jépuanétam puana kadar artt @&mak

kabahat li oyuncunun oyunda n aldg§ épuanéazaltmak

oyunu kabahat i taraf i-in kaye ilan etm ek (rakibinin puanéméda hakem
belirleyecektir)

°nceden duyurulmuk bir para cezasemeuygulam ak

yar&mada n - &armak.
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APPENDICES

Appendix A. Rapidplay

A.l

A.2

A.3

A4

A Rapidplay @am e is one where either all the moves must be completed in a fixed
time of more than 10 minutes but less than 60 minutes for each player; or the
time allotted plus 60 times any increment is of more than 10 minut es but less
than 60 minutes for each player.

Players do not need to record the moves.

The Comp etition Rules shall apply if

a. one arbiter supervises at most thre e games and

b. each game is recorded by the arbiter or his assistant and, if possible, by
electronic means.

Otherwise th e following apply:

a. From the initial position, once ten moves have been completed by each
player,

1) no chang e can be made to the clock setting, unless the schedule of
the event would be adversely affected.

(2) no claim can be mad e regarding incorr ect set-up or orientat ion of
the chessboard. In case of incorrect king placement, castling is not
allowed. In case of incorrect rook placement, castling with this rook is
not allowed.

b. An illegal move is completed once the player has pressed his clock. If the
arbiter observes this he shall declare the gam e lost by the player, provided
the opponent has not made his next move. If the arbiter does not
intervene, the opponent is entitled to claim a win, provided the opponent

has not made his next move.

However, the gam e is drawn if the position is such that the opponent

cannot checkmate the player& king by any possible series of legal moves.

If the opponent does not claim and the arbiter does not intervene, the

illegal move shall stand and the game shall continue. Once the opponent

has mad e his next move, an illegal move cannot be corrected unless this is
agreed by the players without intervention of the arbiter.

C. To claim a win on time, the claimant mu st stop the chessclock and notify
the arbiter. For the claim to be successful, the claimant must have time
remaining on his own clock after the chessclock has been stopped.
However, the game is drawn if the position is such that the opponent
cannot checkmate the player& king by any possible series of legal moves.

d. If the arbiter observes both kings are in check, or a pawn on the rank
furthest from its starting position, he shall wait until the next move is
completed. Then, if the illegal position is still on the board, he shall declare
the game drawn.

EKLER

Ek A. H élé atmn -

A.l

A.2

A.3

A4

MHe&l Satran- ,6oyununt g hamlelerinin tama mlanm aséi-in oyuncu bakéa sabit
s¢, e ile, 60 dakikadan az, ama 10 dakikadan - & zaman d x @; ya da, tahsis
edilen sabit s¢reye, ilave s¢ enin 60 katéeklendij inde, her bir oyuncu i-in 60
dakikadan az, ama 10 dakikadan -ok, zaman verildij i bir oyundu r.

Oyunculare hamlelerini kaydetmeleri gerekli dej ildir.

Aka jadaki hallerde Yar&ma Kurallareuygulane:

a. bir hakem en fazla ¢- oyunu y°netiyorsa ve

b. her oyun hakem ya da yardéancé&eétaraf relan, ve €] & m¢, nk¢ rse,
elektronik olarak da kaydediliyorsa.

Aksi halde aka jedakiler uygulane:

a. Baklangé pozisyonund an itibaren her iki oyuncu da onun cu ham leyi
tamam ladé&tan sonra,

1) saat kurulumund a bir dej ikiklik yapeéamaz , yara&ma takvimini
olumsuz etkileyen haller bunu n istisnasal&.

(2) taklaré ryanle dizilikine ya da tahtan & yanl& konumland&éma sea
ilikkin bir savda bulunulamaz. k a & yanla yerle kirildij i hallerde, roka
izin verilmez. Kalenin yanl& yerle kirildij i hallerde, o kaleyle rok
yapdamaz .

b. Ge-ersiz bir ham le, oyuncunu n saatine basmaséile tamam lan&. Bunu
g°zlemleyen hakem, ej e rakip oyuncu kendi sonraki ham lesini yapma mé& g,
oyunu bu oyuncu(g e- ersiz ham leyi tama mlayan) i-in kay € ipan edecektir.
Hakem m¢ d kil olmamé& g, rakip oyuncu, kendi sonraki ham lesini yapmam &
olmaséko kiluyla, kazan- savénda bulunm a hak kneéelde eder. Bunun la
birlikte, rakip oyuncunun , bu oyuncuyu ge-erli herhangi bir olaséham leler
dizisi ile mat edem eyecej i bir konum olukmuk 8 oyun berabere olur. E] &
rakip bir savda bulunma m& ve hakem m¢ d ailblmamé& s, ge-ersiz ham le
kalacak ve oyun devam edecektir. Rakip kendi sonraki hamlesini yapm& s,
ge-ersiz bir hamle, her iki oyuncunun da -hakemin m¢ @halesi olmadan -
aralarénda anlakté&laréhaller d&énda, d ¢ etilemez.

C. Zamanda n kazan - saveéileri s¢rebilmek i-in, sav éleri s¢ren tara f satran-
saatini durdurmaléve hakemi haberdar etm elidir. Bu saven kabul edilmesi i-in
satran- saati durdurulduktan sonra sav sahibinin kendi saatinde zaman é
kalmea< olmalaé&. Bunu nla birlikte, rakip oyuncunun , bu oyuncuyu ge-erli
herhang i bir olaseéhamleler dizisi ile mat edemeyecej i bir konum olukmuk 8
oyun berabere olur.

d. Hakem, her iki kahé da tehdit altéhnda old u Jnw ya da baklangé pozisyonun -
dan en uzak yatayda bir piyon oldu J uung® grse, sonraki ham le tamam lané-
caya kadar bekleyecektir. Ardéndan, ge-ersiz konum hala taht a ¢, 2rinde ise,
oyunu berab ere ilan edecektir.




A5 The Rules for a competition shall specify whether Article A.3 or Article A.4 shall
apply for the entire event.

Appendix B. Blitz

B.1 A dlitz6gam edis one where all the moves must be completed in a fixed time of 10
minutes or less for each player; or the allotted time plus 60 times any increment
is 10 minutes or less.

B.2 The penalties mentioned in Articles 7 and 9 of the Comp etition Rules shall be one
minute instead of two minutes.

B.3 The Comp etition Rules shall apply if
a. one arbiter supervises one gam e and
b. each game is recorded by the arbiter or his assistant and, if possible, by
electronic means.

B.4 Otherwise, play shall be governed by the Rapidplay Laws as in Article A.4.

B.5 The Rules for a competition shall specify whether Article B.3 or Article.B.4 shall
apply for the entire event.

A.5 Yar&ma y° nergesinde, o yar&kma boyunca Madde A.3ya da A.4@en hangisinin
uygulanaca jebelirtilmik olacakte.

Ek B. Y@d @m

B.1 6 Ydean g oyunun t m ham lerinin tamam lama séi-in oyuncu bakéa sabit s¢, e ile, 10
dakika ve altenda zaman d & @; ya da, tahsis edilen sabit s¢reye, ilave s¢, enin 60
kateeklendij inde, her bir oyuncu i-in 10 dakika ya da alténda zama n verildij i, bir
oyundu r.

B.2 Yar&xma Kurallaré @ 7. ve 9. Maddelerinde s°z¢, edilen iki dakikal& cezalar bir
dakika olarak uygulané&.

B.3 Aka jalaki hallerde Yaraxma Kurallaréuygulane:
a. bir oyunu bir hakem y Setiyorsa ve
b. her bir oyun hakem ya da yardéncesetaraf nelan, ve €] & m¢ nk¢ rse,
elektronik olarak da k aydediliyorsa.

B.4 Aksi halde, Ek A.4d@eki H&l Satran- Kurallaréuygulane.

B.5 Yar&ma y°nergesinde, o yar&ma boyunca Madde B.3ya daB.4@en hangisinin
uygulanaca jebelirtilmik olacakte.




Appendix C. Algebraic notation

FIDE recognises for its own tournam ents and mat ches only one system of notation, the
Algebraic System, and recomm ends th e use of this uniform chess notation also for chess
literature and periodicals. Scoresheets using a notation system other than algebraic may
not be used as evidence in cases where norma lly the scoresheet of a player is used for
that purpose. An arbiter who observes that a player is using a notat ion system other than
the algebraic should warn the player of this requirement.

Description of the Algebraic System
C1 In this description, piecebmeans a piece other than a pawn.

C.2 Each piece is indicated by an abbr eviation. In the English languag e it is the first
letter, a capital letter, of its nam e. Example: K=king, Q=queen, R=rook,
B=bishop, N=k night. (N is used for a knight, in order to avoid amb iguity.)

C.3 For the abbr eviation of the nam e of the pieces, each player is free to use the
nam e which is comm only used in his country. Examp les: F = fou (French for
bishop), L = loper (Dutch for bishop). In printed periodicals, the use of figurines
recommended.

(o} Pawns are not indicated by their first lette r, but are recognised by the absence of
such a letter. Examp les: the moves are written e5, d4, a5, not pe5, Pd4, pa5.

C5 The eight files (from left to right for White and from right to left for Black) are
indicated by the small letters, a, b, c, d, e, f, g and h, respectively.

C.6 The eight ranks (from bottom to top for White and from top to bottom for Black)
are numb ered 1, 2, 3, 4, 5, 6, 7, 8, respectively. Consequently, in the initial
position the white pieces and pawns are placed on the first and second ranks; the
black pieces and pawns on the eighth and seventh ranks.

Cc.7 As a consequence of the previous rules, each of the sixty-four squar es is
invariably indicated by a unique combination of a letter and a numb er.

.“gaﬁ“ gag

o4 a8 0 e
gnﬁasﬁa.m

a2 83 c2/d2 212 02 K2
@1 b1 el a1 @ 11 gd by

Ek C. Cebrik notasyon

FIDE kendi turnuva ve kar &dkmalarenda yalné&ca Cebirsel Sistemi ge erli kabul eder ve
satranca ilikkin t g yay @larda bu notasyon sisteminin kullandmaséaétavsiye eder. Cebirsel
sistem d&edaki sistemlerle tutu lan notasyon ka j&larége erli dej ildirler ve kané&
olukturmazlar. Hakem, cebirsel sistemd en bakka bir notasyon sistemi kullanan oyuncularé
bu gereklilij i yerine getirmeleri i-in uyarmala&é.

Cebrik Sistemin tanem é
Cl1 Burada, dakbds %Zc¢ | ¢piyondan farkleébir fig¢re anlaté.

C.2 Her tak, bir k&saltm a ile g° serilir; ingilizcedeki ad&é nlk b ¢k harfi ile. ¥ mek:
K=k ing( kah) , Q=queen(vezir), R=rook(kale), B=bishop(fil), N=k night(at) . (King-
Knight kar&é&lg§ ené® nemek i-in até ké&altma séN kabul edilir.)

C3 Taklaren ad@eé rkésaltm aséolarak, her oyuncu kendi ¢lkesinde yaygé olan adé ilk
harfini kullanm akta serbesttir. ¥rnek: F = fou (Fransé&ca fil), L = loper (Hollanda
dilinde fil). Basé lyayalarda, tak isimleri yerine fig gler kullan@masé® nerilir.

c4 Piyonlar ilk harfleriyle g° $erilmez, ama kendilerini g° $eren bir harf olmama séile
ayéat edilirler. ¥ rnekler: hamleler €5, d4, a5 olarak yazeal-pe5, Pd4, pa5 dej il.

C5 Sekiz dikey (Beyazén solunda n sa jéna doj ru ve Siyahé saj éndan soluna doj ru)
s@asglaa, b, c, d, e, f, g, h, k¢-¢k harfleriyle g° serilir.

C.6 Sekiz yatay (Beyaz i-in aka j&dan yukaréa, Siyah i-in yukar&an akaj &a) s&asé/la
1,2,3,4,5,6, 7, 8 rakamlargla numa ralan&. Dolay&eé/la, baklangé konumund a
beyaz taklar ve piyonlar birinci ve ikinci yataylara; siyah taklar ve piyonlar sekizinci
ve yedinci yataylara dizilir.

Cc.7 ¥ nceki kurallaré sonucu olarak, 64 k arenin her biri, bir harf ve rakamla dej ikmez
olarak adr eslenir.

28 b8 c8 (d8 cs 18 o8 ha
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C.8

C.9

C.10

C.11

C.12

C.13

Each move of a piece is indicated by a) the abbreviation of the nam e of the piece
in guestion and b) the square of arrival. There is no hyphen between a) and b).
Examp les: Be5, Nf3, Rd1l. In the case of pawns, only the square of arrival is
indicated. Examp les: e5, d4, a5.

When a piece makes a capture, an x may be inserted between a) the abbreviation
of the nam e of the piece in question and b) the square of arrival. Examples: Bxe5,
Nxf3, Rxdl, see also C10.

When a pawn makes a captu re, the file of departure must be indicated, then an x
may be inserted, then the squar e of arrival. Examples: dxe5, gxf3, axb5. In the
case of an &n passant 6captu re, @.p.6may be appended to the notation. Examp le:
exd6 e.p.

If two identical pieces can move to the same square, the piece that is moved is
indicated as follows:

1. If both pieces are on the same rank: by a) the abbreviation of the name of
the piece, b) the file of departur e, and c) the square of arrival.

2. If both pieces are on the same file: by a) the abbreviation of the name of
the piece, b) the rank of the squar e of departur e, and c) the square of
arrival.

If the pieces are on different ranks and files, method 1 is preferred.

Examp les:

a. There are two knights, on the squares g1 and el, and one of them moves
to the squar e f3: either Ngf3 or Nef3, as the case may be.

b. There are two knights, on the squares g5 and g1, and one of them moves
to the squar e f3: either N5f3 or N1f3, as the case may be.

C. There are two knights, on the squares h2 and d4, and one of them moves
to the squar e f3: either Nhf3 or Ndf3, as the case may be.

d. Ifa captu re takes place on the square f3, the notation of the previous

examp les is still applicable, but an x may be inserted: 1) either Ngxf3 or
Nexf3, 2) either N5xf3 or N1xf3, 3) either Nhxf3 or Ndxf3, as the case may
be.

In the case of the promotion of a pawn, the actual pawn move is indicated,
followed imm ediately by th e abbr eviation of the new piece. Examp les: d8Q, exf8N,
b1B, glR.

The offer of a draw shall be marked as (=).

Abbreviations

0-0 = castling with rook h1 or rook h8 (kingside castling)
0-0-0 = castling with rook al or rook a8 (qu eenside castling)
X = captures

+ = check

++ or #= checkmate

e.p. = captures &@n passantd

The last four are optional.

C.8

C.9

C.10

C.11

C.12

C.13

Her bir hamle (a) ilgili také isminin k&altma séve (b) var& karesinin adresi ile
g° sterilir. (a) ile (b) arasénda herhang i bir kekilde ay&ma olmaz . ¥ mekler: Fe5, Af3,
Kdl. Piyonlarda, sadece var& karesi belirtilir. ¥ mekler: e5, d4, a5

Tak al n@lg§ éda, (a) ilgili take isminin kéaltma séile (b) var& karesi araséa -arpé
ikareti(x) konulabilir. ¥ mekler: Fxe5, Axf3, Kxd1, ayreca C10@& da bakéé. Bir piyon,
bir takéaldg énda, kalktg édikey g° serilmelidir, sonra -arpéikareti, ve sonra var&
karesi. ¥rnekler: dxe5, gxf3, axb5. @e-erken alma' durumunda , var& kare si olarak
piyonun al&e ardéndan yerle kij i kare g° serilir ve sonuna 'e.p.' eklenebilir. ¥ mek:
exd6 e.p.

Birbirinin aynéiki tak, aynékareye gidebiliyorsa, giden tak aka jaaki k &ilde
g° sterilir:

1. Her iki tak da aynéyataydaysa: (a) také isminin k&altma sg (b) kalktg é
dikey, (c) v ar& karesi ile g°sterilir.
2. Her iki tak da aynédikeydeyse: (a) také isminin ké&altma sg (b) kalktg é

yatay, (c) v ar& karesi ile g°sterilir.
Taklar farkléyatay ve dikeyde iseler, (1) yol tercih edilir.

¥ mekler:

a. nki at g1 ve el karelerinde bulunuyor ve birisi f3 karesine gidiyor: hang isi
gidiyorsa, Agf3 veya Aef3 keklinde g° sterilir.

b. nki at g5 ve gl karelerinde bulunuyor ve birisi f3 karesine gidiyor: hang isi
gidiyorsa, A5f3 veya Al1f3 keklinde g° sterilir.

(o nki at h2 ve d4 karelerinde bulunuyor ve birisi f3 karesine gidiyor: hang isi
gidiyorsa, Ahf3 veya Adf3 keklinde g° sterilir.

d. Ej & f3 karesinde tak alénés % konusuysa, °nceki °© neklerdeki yazéen hala

ge-erlidir, ancak bir -arpéikareti eklenebilir: (1) Agxf3 veya Aexf3, (2) A5xf3
veya Alxf3, (3) Ahxf3 veya Adxf3

Piyonun terfi etme si halinde, °nce piyonun hamlesi yazéd, bunu n hemen yanéa
yeni take ilk harfi eklenir. ¥rnek: d8V, exf8A, blF, glkK.

Berabere teklifi (=) ile g° serilecektir.

Ké&saltm alar

0-0 = hl veya h8 karesindeki kaleyle yap&an rok (k¢- ¢k rok)
0-0-0 = al veya a8 karesindeki kaleyle yapdan rok (b¢yék rok)
X = tak al neé

T = kah tehdidi

++ veya # = mat

e.p = ge-erken alma &n passantd

Sbﬁ d°rt késaltman € kullanénéistej e b a l@é.




Samp le game:

1l.e4 e5 2. Nf3Nf6 3. d4 exd4 4. e5 Ned4 5. Qxd4 d5 6. exd6 e.p. Nxd6 7. Bg5 Nc6
8.Qe3+ Be7 9. Nbd2 0-0 10. 0-0-0 Re8 11. Kb1 (=)

Or: 1. e4 e5 2. Nf3Nf6 3. d4 ed4 4. e5 Ne4 5. Qd4 d5 6. ed6 Nd6 7. Bg5 Nc6 8.
Qe3 Be7 9 Nbd2 0-0 10. 0-0-0 Re8 11. Kbl (=)

¥ mek Oyun:

1. e4 e5 2. Af3 Af6 3. d4 exd4 4. e5 Aed4 5. Vxd4 d5 6. exd6 e.p. Axd6 7. Fg5 Ac6
8. Ve3+ Fe7 9. Abd2 0-0 10. 0-0-0 Ke8 11. k b 1=f

Yada: 1. ed4 e5 2. Af3 Af6 3. d4 ed4 4. e5 Ae4 5. Vd4 d5 6. ed6 Ad6 7. Fg5 Ac6 8.
Ve3 Fe7 9. Abd2 0-0 10. 0-0-0 Ke8 11. kb1(=)




Appendix D. Rulesfor play with blind and visually disabled players

D.1

D.2

The organiser, after consulting the arbiter, shall have the power to adapt the
following rules according to local circum stan ces. In comp etitive chess between
sight ed and visually disabled (legally blind) players either player may demand the
use of two boards, the sighted player using a norm al board, the visually disabled
player using one specially constructed. This board mu st meet th e following
requirements:

. measure at least 20 cm by 20 cm,

. have th e black squar es slightly raised,

. have a securing apertur e in each square,

he requirements for the pieces are:

all are provided with a peg that fits into the securing aperture of the board,
. all are of Staunt on design, the black pieces being specially marked.

a
b
c
T
a.
b
The following regulations shall govern play:

1. The moves shall be announced clearly, repeate d by the opponent and
executed on his chessboard. When promoting a pawn, the player mu st
announce which piece is chosen. To make the announcement as clear as

possible, the use of the following nam es is sugg ested instead of the
corresponding letters:

A - Anna
B - Bella
C - Cesar
D - David
E - Eva

F - Felix

G - Gustav
H - Hector

Unless the arbiter decides oth erwise, ranks from White to Black shall be
given the German numbe rs
- eins
- zwei
- drei
- vier
- fuenf
- sechs
- sieben
8 - acht
Castling is announced fiLang e Rochade 0 (German for long castling) and fiKurze
Rochade 0 (German for short castling) .
The pieces bear the names: Koenig, Dame, Turm, Laeufer, Springer, Bauer.

~NOoO Ok, WNPE

Ek D. G° r neagelli oyunculari n kurallar

D.1

D.2

Turnuva d ¢ enleyicileri, hakeme dan &té&tan sonra a  j@aki kurallaréyerel
kartlara g°re uyarlamaya yetkilidirler. Normal g°ren ve g°rme engelli oyuncular
(hu kuken k°r) arasénda yapéan kar &akmalarda, oyunculardan biri, iki ayrésatran-
tahta sékullanénhaseéisteminde bulunabilir. G°ren oyuncu i-in normal satran-

tahta s€ g°rme engelli oyuncu i-in ise °zel yap@mé& tahta . Bu ° zel satran- taht asé
aka ja@aki ko kllara uygun olmal&e:

a. en az 20x20 cm,

b. siyah kareleri hafif y¢kseltilmik,

C. b ¢ tn kareleri taklaréyerle kirmek i-in °zel yuval @&l elikli).
Taklar i-in istenenler kunlardé:

a. t ¢ mtahtada ki yuvaya ge- éilecek kekilde pimli,

b. t ¢ mStaunt on tipinde ve siyah taklare®zel ikaretli olmalaé.

Oyun aka jadaki kurallara g°re y°netilir:

1. Hamleler a- & ve net olarak duyurulur, rakip tekrar eder ve hamleler onun
tahta sénda yapéd. Piyon terfisinde, oyuncu hang i takése-tif ini bildirmelidir.
Hamlelerin m¢ nke¢n old u i kadar a-é& s°ylenme si i-in harf kullanédan
cebirsel sistem yerine, yatay ve dikeyler i-in aka j&a yer alan isimlendirme
°nerilir. Dikey s&alar i-in Almanca harfler kullandmaktade:

AT Anna,
B i Bella,
Ci Cesar
D i David
Ei Eva
Fi Felix
G i Gustav
H i Hektor

Hakem aksi y°nde karar vermedik-e Beyazdan Siyaha yatay s&alar i-in
Alman ca numa ralar kullanéd:

1171 eins

I zwei

i drei

I vier

i fuenf

I sechs

I sieben

I acht

B¢yék Rok fi Bnge Rochad ed keklinde (Alman ca), K ¢& ¢k Rok fiKurze
Rochadeo keklinde (Almanca) ilan edilir.

Taklar ku k &ilde adland&d&: Koenig ( k a hDame (Vezir), Turm (Kale),
Laeufer (Fil), Springer (At), Bauer (Piyon)
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On th e visually disabled player's board a piece shall be considered
doucheddwhen it has been taken out of the securing aperture.

A move shall be considered dnadebéwhen:

a. in the case of a captur e, the captur ed piece has been removed from
the board of the player whose turn it is to move

b. a piece has been placed into a different securing aperture

C. the move has been announced.

Only then shall the opponent's clock be started.

As far as points 2 and 3 are concerned, the normal rules are valid for the
sight ed player.

A specially constructed chessclock for the visually disabled shall be
adm issible. It shall incorporate the following featu res:

a. a dial fitted with reinforced hand s, with every five minut es marked
by one raised dot, and every 15 minut es by two raised dots, and
b. a flag which can be easily felt; care should be taken that the flag is

so arrang ed as to allow the player to feel the minute hand during
the last 5 minutes of the full hour.

C. optionally, a means of announcing audibly to the visually disabled
player the numb er of moves.

The visually disabled player mu st keep score of the game in Braille or
longhand , or record the moves on a recording device.

A slip of the tongue in the announcement of a move must be corrected
imm ediately and before the clock of the opponent is started.

If during a gam e different positions should arise on the two boards, they
mu st be corrected with th e assistan ce of the arbiter and by consulting both
players' game scores. If the two game scores correspond with each other,
the player who has written the correct move but mad e the wrong one mu st
adju st his position to correspond with the move on the game scores. When
the gam e scores are found to differ, the moves shall be retraced to the
point where the two scores agree, and the arbiter shall readju st the clocks
accordingly.

The visually disabled player shall have the right to make use of an
assistant who shall have any or all of the following duties:

a. making either player's move on the board of the opponent

b. announcing the moves of both players

C. keeping the gam e score of the visually disabled player and starting
his opponent's clock (keeping point 3.c in mind)

d. informing the visually disabled player, only at his reque st, of the

numbe r of moves completed and the time used up by both players

G°rme engelli oyuncunu n tahta sé nadej er tak yuvaséndan - &aréddéise o taka
@okunu lmukésay &I

ku hallerde ham le 6 gpdm&dolarak dej erlendirilir:

a. tak al&ken, al nan tak hamlede olan oyuncunun tahta sehndan d&aré
- &karddeise

b. tak bakka bir yuvaya yerlektirildi ise

c ham le ilan edildi ise, hamle yap@mé& say &

Ancak bunda n sonra rakibin saati - al&t&éd.

Madd e 2 ve 3 s°z konusu old u jnda, g°ren oyuncu i-in normal kurallar
ge-erlidir.

G°rme engelliler i-in © zleyap@mé& olan saat kullanénha sea izin verilmelidir.

Bu saat ku °zellikleri také/acakté:

a. saat kadranéma yelkovanlarekuvvetlendirilmik (takviyeli) olup, 5
dakika aral&larda bir ve 15 dakika aral kéarda iki hissedilir kabarté | &
nokta ile ikaretlenmi wlmalé ve

b. kolayca hissedilebilecek bir bayrak d ¢ eni. Bayrak, oyuncunun
yelkovanéher saatin son bek dakikaséda rahat - a hissedilebilece]j i bir
kekilde yerle kirilmi wolacakté.

c. bir se-enek de, ham le sayeasaémég® me engelli oyuncuya sesli olarak
duyuran bir d ¢ enek olmasaé&.

G°rme engelli oyuncu, ham leleri Braille Sistemi ile veya normal yazéile
yazma |léveya teyp kayé cihazéna kaydetmelidir.

Hamle ilanenda dil s¢r mesinden kaynaklanan hata, hemen ve rakibin saati
-al kk@dmadan °nce d ¢ etilmelidir.

E] & oyun s&asénda her iki taht a ¢ 2rinde birbirinden fark lilé ayrékonum
ortaya -é&arsa, hakemin yardénmél ve her iki oyuncunun yazdé&laréa
bakvurarak durum d ¢ etilmelidir. Ej er her iki hamle ka jadéda aynéise,
doj ru yazm& fakat yanla ham le oynam & olan oyuncu, konumun u hamle
ka j&@éa g°re d ¢ @tm elidir. E] er her iki hamle ka ja@léda farkle-é&arsa, t m
ham leler baktan takip edilerek her iki hamle ka j@&éé mynéold u i son

ham leye kadar gelinecek ve hakem saatleri buna g° e ayarlayacakte.

G°rme engelli oyuncu, aka jaaki g° evlerden bazéaréméveya hepsini yerine
getirecek bir yardencalan yararlanm a hakk éa sahiptir:

a. her iki oyuncunu n da ham lelerini rakibin tah tasénda yapma k

b. her iki oyuncunun da ham lelerini bildirmek

C. g° me °z ¢gl¢ oyuncunun ham lelerini yazma k ve rakibin saatini
-al&t&@mak (Madde 3.c'yi dikk ate alarak).

d. sadece g°rme °z ¢lg oyuncunun istej i ¢ 2rine, oynanan ham le sayé&eé

ve s¢reler hakkénda bilgi vermek




e. claiming the gam e in cases where the time limit has been exceeded
and informing the arbiter when the sighted player has touched one
of his pieces

f. carrying out the necessary formalities in cases where the game is
adjourned.
10. If the visually disabled player does not make use of an assistant , the

sight ed player may make use of one who shall carry out the duties
mentioned in points 9.a and 9.b.

10.

e. bayrak d &t ¢ ] ¢ensdvda bulunmak ve normal g°ren oyuncu
herhan gi bir taka dokundu ise bu konud a hakemi bilgilendirm ek

f. oyunu n ertelenm esi halinde gerekli iklemleri yapma k.
Ef] & g° me engelli oyuncunun yardéncé&éyoksa, o zaman normal g°ren

oyuncu 9.a ve 9.b'de belirtilen g° evleri yerine getirecek bir yardéncéi-in
bakvuruda bulunabilir.




Appendix E. Adjourned games
E.l1. a. Ifa game is not finished at the end of the time prescribed for play, the
arbiter shall require the player having the move to Geal6that move. The
player must write his move in unam biguou s notat ion on his scoresheet, put
his scoresheet and that of his opponent in an envelope, seal the envelope
and only then stop the chessclock. Until he has stopped the chessclock the
player retains the right to chang e his sealed move. If, after being told by
the arbiter to seal his move, the player makes a move on the chessboard
he must write that same move on his scoresheet as his sealed move.

b. A player having the move who adjourns the game before the end of the
playing session shall be considered to have sealed at the nominal time for
the end of the session, and his remaining time shall so be recorded.

E.2. The following shall be indicated upon the envelope:

the nam es of the players,

th e position imm ediately before the sealed move,
the time used by each player,

the nam e of the player who has sealed the move,
the numb er of the sealed move,

th e offer of a draw, if the proposal is current,

the date, time and venue of resumpt ion of play.

@roo0oCw

E.3. The arbiter shall check the accuracy of the informat ion on the envelope and is
responsible for its safekeeping.

E.4. Ifa player proposes a draw after his opponent has sealed his move, the offer is
valid until the opponent has accepted it or rejected it as in Article 9.1.

E.5. Beforethe game isto be resumed, the position imm ediately before the sealed
move shall be set up on the chessboard, and the tim es used by each player when
the gam e was adjourned shall be indicated on the clocks.

E.6. If prior to the resumpt ion the gam e is agreed drawn, or if one of the players
notifies the arbiter that he resigns, the game is concluded.

E.7. The envelope shall be opened only when the player who must reply to the sealed
move is present.

E.8. Exceptin the cases mentioned in Articles 5, 6.9, 9.6 and 9.7, the game is lost by
a player whose recording of his sealed move:
a. is ambiguous, or
b. is recorded in such a way that its true significance is imp ossible to
estab lish, or
C. is illegal.

Ek E. Ertelenmik oyunlar

E.1.

E.2.

E.3.

E.4.

E.5.

E.6.

E.7.

a. Bir oyun o oturum °nceden belirlenen s¢ ede bitmemik s,édhakem, ham lede
olan oyuncudan d@izli hamlebdyapmasaéisteyecektir. Oyuncu ham lesini a- &-a
anlakéd k &ilde notasyon ka jdea yazacak, kendisinin ve rakibinin kaj &lar@mé
zarfa koyacak, zarf kRapata cak ve bunda n sonra rakibininkini -al&t&mada n
satran- saatini durduracakt&. Satran - saatini durdurana dek oyuncunun gizli
ham leyi dej iktirme hak k ward&. Hakemin gizli hamle yap@mas&éés Yleme-
sinden sonra, oyuncu ham lesini tahta ¢ 2rinde yapar sa bu ham leyi kaj &éa
gizli hamle olarak yazmal d&.

b. Hamlede olan oyuncu, oyunu, oturum hen Zz sona ermemikken ertelerse
(ajurne ederse), bu, oturumu n bitim zaman exda yapdme kabul edilir ve kalan
zaman ebuna g°re kaydedilir.

Zarfén ¢ erinde aka j@akiler yazdacakte:

oyuncularén adlaré

gizli hamle °ncesi son konum

her iki oyuncunun da kulland§g és¢reler,

gizli hamleyi yapan oyuncunun adé

gizli hamlenin ka-é&céhamle old u j,u

e] & ajurneden °nce yapdmé& a, beraberlik teklifi,
oyunun devam edeceji g ¢ nsaat ve yer.

@~oaoop

Hakem zarfén ¢ zrindeki bilgilerin doj rulu junu kontrol edecektir ve zarf é n
korunma séndan sorum ludur.

Ej @ ajurne yapédétan sonra bir oyuncu beraberlik teklif ederse, bu teklif Madde
9. 1& g°re rakip oyuncu kabul veya reddedene dek ge-erlidir.

Oyun devam edecej i zaman , gizli hamle °ncesi son konum tahta ya dizilecek ve
ajurne edildij i andaki s¢relere g°re saatler ayarlanacakte.

Oyunun devamé&dan °nce beraberlikte anlakémé raveya bir taraf hakeme terk
etti] ini bildirirse oyun sonu-lanmé& olur.

Zarf, ancak gizli hamleye cevap verecek oyuncu mevcutsa a-@acakté.

Madde 5, 6.9ve 9. 6 ve 9.7, haricinde €] er gizli ham le:

belirsizse, ya da

b. kaydedildij i k &liyle, ilgili konum u elde etm ek m¢, mk¢n olmuyorsa, ya da
C. ge-ersizse,

gizli hamleyi yapan oyuncu, oyunu kaybeder.




E.9.

E.10.

E.11.

E.12.

E.13.

E.14.

If, at the agre ed resumption time:

a. th e player having to reply to the sealed move is present, the envelope is
opened, the sealed move is mad e on the chessboard and his clock is
started.

b. the player having to reply to the sealed move is not present, his clock shall

be started; on his arrival, he may stop his clock and summ on the arbiter;
the envelope is then opened and the sealed move is mad e on the
chessboard; his clock is then restarted.

C. the player who sealed the move is not present, his opponent has the right
to record his reply on the scoresheet, seal his scoresheet in a fresh
envelope, stop his clock and start the absent player& clock instead of
making his reply in the normal mann er; if so, the envelope shall be hand ed
to the arbiter for safekeeping and opened on the absent player& arrival.

Any player who arrives at the chessboard after the default time shall lose the
gam e unless the arbiter decides othe rwise. However, if the sealed move resulted
in the conclusion of the gam e, that conclusion shall still apply.

If the rules of a competition specify that the default time is not zero, th e following
shall apply: If neither player is present initially, the player who has to reply to the
sealed move shall lose all the time that elapses until he arrives, unless the rules of
the comp etition specify or the arbiter decides otherwise.

a. If the envelope containing the sealed move is missing, the gam e shall
continue from the adjourned position, with the clock times recorded at the
time of adjournment. If the time used by each player cannot be re-
estab lished, th e arbiter shall set the clocks. The player who sealed the
move shall make the move he state s he sealed on the chessboard.

b. If it isimpossible to re-estab lish the position, the gam e shall be annulled
and a new game shall be played.

If, upon resumpt ion of the game , either player points out before making his first
move that the time used has been incorrectly indicated on either clock, the error
mu st be corrected. If the error is not then estab lished the gam e shall continue
with out correction unless the arbiter decides oth erwise.

The duration of each resumption session shall be controlled by the arbite rs@
timepiece. The starting time shall be announced in advance.

E.10.

E.11.

E.12.

E.13.

E.14.

Oyunun devam €i-in anlakémé& saatt e:
gizli hamleye cevap verecek oyuncu mevcutsa zarf a-8&, gizli hamle tahta
¢, zrénde yapéd ve saati -al kégéd.

gizli hamleye cevap verecek oyuncu yoksa, yine onun saati -al&t&éda. Bu
oyuncu geldij inde masaya oturmada n saati durdurup hakemi -a j&abilir, zarf
0 zaman a-4d&, gizli hamle taht a ¢ 2rinde yapéd ve tekrar saat - alat&éed.

gizli hamleyi yapan oyuncu yoksa, rakip oyuncu cevap ham lesini taht a

¢ zrende yapma dan notasyon ka jeé&a gizli olarak yazé yeni bir zarfa koyma
hakk éa sahiptir, normal kekilde kendi saatini durdurup gelmeyen rakibinin
saatini -al&t&acak ve rakip oyuncu geldij inde a-énak ¢ 2re zarf é

g yenceye alacak olan hakeme teslim edecektir.

Satran- tahta séa, h kmen yenik say lEna s¢resiiden sonra gelen bir oyuncu
oyuncu, hakem aksi y°nde karar vermedik-e oyunu kaybeder. Bununla birlikte
zarftaki gizli ham le oyunu sona erdiriyorsa, olukan sonu- ge-erlidir.

Ej e yarama kurallarg s&adan farklebir h kmen yenik sayénha s¢resi °ng® m¢kve
oyuncularé hi-biri baklangéta haz& bulunmu yorlarsa, Beyaz(ile oynayan oyuncu)
gelmik old u §i zaman a kadar ge-en s¢reyi, -yar&kma kurallaréile aksi °ng°r¢lmeéyor
ya da hakem buy®°nde bir karar vermiyorsa- kaybeder.

a. Ej & gizli hamlenin bulun d uujzarf kay@sa, oyun ajurne konumunda n
devam edecek, saatler ajurne zaman éa g°re ayarlanacakt&. Oyuncularén
kullanmeéx olduklarése¢reler belli dej ilse, saatler hakem taraféndan
ayarlanacakté. Gizli hamleyi yapm & olan oyuncu, yapm & old u j w bildirdij i
ham leyi taht a ¢ 2rinde yapacakt&

b. Ej e ajurne konumun u dizmek m¢ nk¢n dej ilse, oyun iptal edilir ve yenisi
oynané.

Oyunu n devam éda, oyunculardan birisi ilk hamlesini yapmada n ° nce saatlerdeki
s¢relerin yanla ayarlanm & oldu | uanikaret ederse, hata d ¢ etilmelidir. Hakem aksi
y°nde karar verm edik- e sonradan d ¢ Zte e yap@maz ve oyun devam ettirilir.

Her devam oturumunu n s¢resi hakemin saatiyle kontr ol edilecektir. Ajurnelerin
baklangé saati °nceden ilan edilecektir.




Appendix F. Chess960 Rules

F.1

F.2

F.3

Before a Chess960 game a starting position is rand omly set up, subject to certain
rules. After this, the game is played in the same way as standa rd chess. In
particular, pieces and pawns have their normal moves, and each player's objective
is to checkmat e the opponent's king.

Starting -po sition requirements

The starting position for Chess960 mu st meet certain rules. White pawns are
placed on the second rank as in regular chess. All remaining white pieces are
placed randomly on the first rank, but with the following restrictions:

a. the king is placed somewhere between the two rooks, and
b. the bishops are placed on opposite-coloured squares, and
c. the black pieces are placed opposite the white pieces.

The starting position can be generated before the gam e either by a comput er
program or using dice, coin, cards, etc.

Che ss960 castling rul es

a. Chess960 allows each player to castle once per gam e, a move by
potentially both the king and rook in a single move. However, a few
interpretat ions of standa rd chess rules are needed for castling, because the
stand ard rules presume initial locations of the rook and king that are often
not applicable in Chess960.

b. How to castle
In Chess960, depending on the pre-castling position of the castling king
and rook, the castling man oeuvre is performed by one of the se four

m eth ods:

1. double-move castling: by making a move with the king and a move
with the rook, or

2. transposition castling: by transposing th e position of the king and
the rook, or

3. king-move-only castling: by making only a move with the king, or

4. rook-move-only castling: by making only a move with the rook.

Recomm endat ions

1. When castling on a physical board with a hum an player, it is recommend ed
that the king be moved outside the playing surface next to his final position,
the rook then be moved from its starting position to its final position, and
then the king be placed on his final square.

2. After castling, the rook and king's final positions should be exactly the
same positions as they would be in stan dard chess.

Ek F. Satran-960 Kurallar é

F.1

F.2

F.3

Satran-960, baklangé pozisyonunu n kimi kurallar aracdg éile rastlanté&al olarak
dizildi] i bir oyundu r. Bunun ardédan, oyun, geleneksel satran-la aynébi-imde
oynané&. Ayrentdand@éédlsa, taklar ve piyonlar bilindij i gibi hareket eder, ve her iki
oyuncunun da amacé rakiplerinin kah@émat etmektir.

Baklangé& konu muna ilikkin kur allar

Satran-960 @ baklangé konumun u dizerken bazékokullaré yerine getirilmesi
gerekir. Beyaz piyonlar, geleneksel satran-taki gibi ikinci yataya dizilirler. Geri kalan
t m beyaz taklar ise, aka j&@a yer alan sé @lamalar hari-, birinci yataya gelikig ¢
olarak dizilirler:

a. kah iki k ale arasenda bir yere konur, ve
b. filler aksi renkli karelere yerle kirilir, ve
C. siyah taklar beyazlarén tam kark&ea aynék &ilde konur.

Baklangé konumu , bir bilgisayar yazéa@néile, zar ya da para atédrak, kart - ekilerek
ya da benzeri bir yol kullangarak oyund an °nce elde edilir.

Satran-960 rok kurallaré

a. Bir Satran-960 oyunund a her oyuncu, bir kez, kah ve kalenin ortak ham lesi
olarak rok yapab ilir. Bunu nla birlikte, satran-96 0@a kah ve kalenin baklangé
konum larésé&l&la geleneksel satran -tan farkléolduj u nad, bir ka- uyarlama
yapm aya ihtiya- duyulur.

b. Rokun yapénhasée
Satran-960 @a kah ve kalenin rok °ncesi konum laré abaj | élarak, rok
ham lesi aka jedaki d° t y°ntemden biri kullan@arak ger-ekle kirilir:

1. -ift hamle roku: Bir ham lede kah ve kalenin hareket ettirilmesidir,
ya da
2. yerde] iktirme roku: kah ve bir kalenin yerlerinin dej iktirilmesidir,
ya da
3. kah roku: Yaln&ca kahe hareket etmesiyle yapéd, ya da
4, kale roku: Yalne&ca kalenin hareket etmesiyle yapéed.
Tavsiyeler
1. Rok yapédaken kahé °nce gidece]j i karenin yan @daki taht a dédaki yere

konma sé kalenin baklangé pozisyonunda n son konumun a hareket ettirilmesi
ve bunu n ardéhdan kahé nihai karesine yerle kirilmesi tavsiye edilir (hamle
icra edilirken) .

2. Roktan sonra, kah ve kalenin nihai konumu , geleneksel satran - taki
konumlaré lat ¢ myle aynéolmalaé.




Clarification

Thus, after c-side castling (notat ed as 0-0-0 and known as que en-side castling in
orthodox chess), the king is on the c-squar e (cl for white and ¢8 for black) and
the rook is on the d-square (d1 for white and d8 for black). After g-side castling
(notat ed as 0-0 and known as king-side castling in orthodox chess), the king is on
the g-squar e (g1 for white and g8 for black) and the rook is on the f-square (f1
for white and f8 for black).

Notes
1.

2.

8.

To avoid any misund erstan ding, it may be useful to state "I am about to
castle" before castling.

In some starting positions, the king or rook (but not both) does not move
during castling.

In some starting positions, castling can take place as early as the first
move.

All the squares between th e king's initial and final squares (including the
final square) and all the squares between the rook's initial and final
squares (including the final square) must be vacant except for the king and
castling rook.

In some starting positions, some square s can stay filled during castling that
would have to be vacant in standa rd chess. For examp le, after c-side
castling 0-0-0, it is possible to have a, b, and/ or e still filled, and after g-
side castling (0-0), it is possible to have e and/ or hfilled.

A-&lama

B°ylece, c-kanad éroktan (geleneksel satran-ta B¢y¢k Rok olarak bilinen ve 0-0
simg esiyle g° serilen)sonra kah, c-karesind e(Beyaz i-in cl, siyah i-in ¢8) ve kale
d-karesinde (beyaz i-in d1, siyah i-in d8) olacakt&. G-kanad éroktan(g eleneksel

satran-

ta K & ¢k Rok olarak bilinen ve 0-0 simgesiyle g° s$erilen) sonra kah,

g-karesinde (Beyaz i-in g1, siyah i-in g8) ve kale f-karesinde (beyaz i-in f1, siyah
i-in f8) olacakté.

Notlar
1.

2.

3.

Yanl& anlamalaré fn ¢ @ge mek i-in roktan °nce ok yapé&orum 6
bildiriminde bulunma k yararléolabilir.

Bazébaklangé konum larénda, kah ya da kale(fakat ikisi birden dej il) rok
s@aseada hareket etm ez.

Bazebaklangé konum larénda, rok ilk hamle olacak kadar erken

ger-ekle k k&lir.

k a @ rve kalenin, baklangé ve bitik kareleri araséndaki t m kareler(nihai
kareler de dahil) bok olmal d&-kah ve rok yapéan kale hari-.
Bazebaklangé konum larénda, geleneksel satran-ta bok olmaségereken
kareler dolu olarak kalabilir. ¥ m e in, c-kanadéroktan sonra(0-0-0) a, b
ve/veya e kareleri dolu; g-kanadéroktan(O -0) sonra da e ve/veya h dolu
kalabilir.




Appendix G. Quickplay Finishes

G.1

G.2

G.3.

G.4

G.5

A @uickplay finishdis the phase of a gam e when all the remaining moves must be
completed in a finite time.

Before the start of an event it shall be announced whether this Appendix shall
apply or not.

This Appendix shall only apply to standa rd play and rapidplay gam es with out
increment and not to blitz gam es.

If the player having the move has less than two minutes left on his clock, he may
request that a time delay or cumu lative time of an extra five seconds be
introduced for both players, if possible. This constitut es the offer of a draw. If
refused, and the arbiter agrees to the request, the clocks shall then be set with
the extra time; the opponent shall be awarded two extra minut es and the game
shall continue.

If Article G.4 does not apply and the player having the move has less than two
minutes left on his clock, he may claim a draw before his flag falls. He shall

summ on the arbiter and may stop the chessclock (see Article 6.12 b). He may
claim on the basis that his opponent cannot win by normal means, and/ or that his
opponent has been making no effort to win by normal means

a. If the arbiter agrees that the opponent cannot win by normal means, or
that the opponent has been making no effort to win the gam e by normal
means, he shall declare the game drawn. Othe rwise he shall postpone his
decision or reject the claim.

b. If the arbiter postpones his decision, the opponent may be awarded two
extra minut es and th e gam e shall continue, if possible, in the presence of
an arbiter. The arbiter shall declare the final result later in the gam e or as
soon as possible after the flag of either player has fallen. He shall declare
the gam e drawn if he agrees that the opponent of the player whose flag
has fallen cannot win by normal means, or that he was not making
sufficient att empt s to win by normal means.

c. If the arbiter has rejected the claim, the opponent shall be awarded two
extra minut es.

Ek G. H él@yun Bitikleri

G.1

G.2

G.3.

G.4

G.5

Heléoyun Bitikig t g ya da kalan ham lelerin sen&l Bir zamand a tamam lanma séé
gerektiren, oyunun bir akama salé&.

Yar&man é baklamasedan °nce bu Ekdn uygulané uygulanma yaca jé
duyurulmalaé.

Bu ek, sadece ilave s¢ e verilmeyen(eklemeli ya da ertelemeli) standa rt ve h&l €&
satran- oyunlaréa uygulanea, y lel@én oyunlaréa uygulanm az.

Hamlede olan oyuncunun saatinde iki dakikadan az zaman é kalmé&ken, bu oyuncu,
her iki oyuncu i-in de ge-erli olacak bek saniyelik ek s¢ e(ham lebakéa eklemeli ya
da ertelemeli olarak) isteyebilir ( m¢ kRy,nse). Saatler s®z¢ edilen ek s¢ eyi verecek
kKekilde ayarlané&; rakip oyuncu ilave iki dakika ile °d dlendirilir ve oyun devam eder.

k ayet Madde G.4 uygulanm &or ve ham lede olan oyuncunun saatinde iki dakikadan
az zaman ekalm& s, bayra jed gkmeden °nce berabere savénda bulunabilir. Hakemi
-a j@acak ve saati durdurabilecektir. (bkz. Madde 6.12.b) Oyuncu, oyunun normal
yollarla kazandamayaca jéya da rakibinin normal yollarla oyunu kazanma k i-in -aba
harcamad § étemelinde bir sav °ne s¢rebilir.

a. Ej e hakem rakibin oyunu normal yollarla kazanmak i-in -aba
g°stermedij ini veya oyunun normal yollarla kazan dam ayaca jenéonaylarsa,
berabere ilan edecektir. Yoksa kararenéerteleyecek veya sav @&eddedecektir.

b. Ej e hakem karar@éertelemik s,eakibe iki dakika zama n ekleyebilir ve oyun
olanakl ise bir hakem g°zetiminde devam edecektir. Hakem oyunu n nihai
sonucunu daha sonra ya da bayraklardan biri d gt kten sonra olabildij ince
-abuk ilan edecektir. Hakem, oyunun normal yollardan kazand@mayaca jéa
veya rakibinin kazanma k i-in yeterli -aba g° sermedij ine karar verirse
berabere ilan edecektir.

C. Ej e hakem sav @eddetmik s,gakibe iki dakika s¢re ekleyecektir.




G.6 The following shall apply when the comp etition is not supervised by an arbiter:

a.

A player may claim a draw when he has less than two minut es left on his

clock and before his flag falls. This concludes the game .

He may claim on the basis:

Q) that his opponent cannot win by normal means, and/ or

(2) that his opponent has been making no effort to win by normal
means.

In (1) the player must write down the final position and his opponent mu st
verify it.

In (2) the player must write down the final position and submit an up-
to-date scoresheet. The opponent shall verify both the scoresheet and the
final position.

The claim shall be referred to the designat ed arbiter.

G.6 Yar&ma bir hakem taraféndan y°netilmiyorsa aka j&akiler uygulané:

a.

Saatinde iki dakikadan az bir zama nékalan bir oyuncu, bayra jéd xkmed en

°nce berabere sav éleri s¢rebilir. Bu, oyunu sonlandé&e.

Oyuncunun sav &u temellere dayanab ilir:

1) rakibin normal yollarla kazanama yaca jé ve/veya

2) rakip oyuncunun oyunu normal yollarla kazanmak i-in gayret
g°sterm edij i.

(1) @a oyuncu son konumu yazmal & rakibi de do J ulama l&é&.

(2) @e ise oyuncu son konum u yazmal ¥ son konum a dek tutu Imuk ve oyun
kesilmeden °nce tamam lanmé& olan notasyon ka jaééteslim etm elidir. Rakip
hem son konumu , hem de notasyon ka j@@éédoj rulam al de .

Sav, g°revlendirilen bir hakeme iletilecektir.




Glossary of terms in the Laws of Chess
The numbe r after the term refers to the first time it appears in the Laws.

adjourn: 8.1. Instead of playing the gam e in one session it is temporarily halted and then
continued at a later time.

algebraic notation: 8.1. Recording the moves using a-h and 1-8 on the 8x8 board.
analyse: 11.3. Where one or more players make moves on a board to try to determine
what is the best continuation.

appeal: 11.10. Normally a player has the right to appeal against a decision of the arbiter
or organiser.

arbiter: Preface. The person(s) responsible for ensuring that the rules of a comp etition
are followed.

arbiterd discretion: There are appr oximat ely 39 instan ces in the Laws where the arbiter
mu st use his judg ement.

assistant: 8.1. A person who may help the smooth running of the competition in various
ways.

att ack: 3.1. A piece is said to atta ck an opponent & piece if the player& piece can make a
captu re on that square.

black: 2.1. 1. There are 16 dark-coloured pieces and 32 squar es called black. Or 2. When
capitalised, this also refers to the player of the black pieces.

blitz: B. A game where each player $thinking time is 10 minut es or less.

bo ard: 2.4. Short for chessboard.

Bronstein mode: 6.3b. See delay mode.

capture: 3.1. Where a piece is moved from its square to a square occupied by an
opponent& piece, the latter is removed from the board. See also 3.7d. In notation x.
castling: 3.8b. A move of the king towards a rook. See the article. In notation 0-0
kingside castling, 0-0-0 queenside castling.

cellph one: See mobile phone.

chec k: 3.9. Where a king is atta cked by one or more of the opponent& pieces. In notation
+.

chec kmate: 1.2. Where the king is atta cked and cannot parry the threat. In notation ++
or #.

che ssboard: 1.1. The 8x8 grid asin 2.1.

che ssclock: 6.1. A clock with two time displays connected to each other.

che ss set: The 32 pieces on the chessboard.

Che ss960: A variant of chess where the back-row pieces are set up in one of the 960
distinguishable possible positions

claim: 6.8. The player may make a claim to the arbiter under various circum stan ces.
clock: 6.1. One of the two time displays.

completed move: 6.2a. Where a player has made his move and then pressed his clock.
contiguous area: 12.8. An area touching but not actually part of the playing venue. For
examp le, the area set aside for spectators.

FIDE Satran -Kurallaré@nda ge - e rerimler s°zl¢ | ¢
Terimlerin arkaséhdan gelen numa ra, terimin Kuralla rdéilk ortaya - &tg§ émadd eyi g° serir.

adjourn(ertelenmik oyun): 8.1. Bir oturumd a tamam lanma y&, ge ici olarak ara verilen ve
sonraki bir zamand a devam eden oyunlar i-in kullan k&.

algeabric notation (cebrik notasyon): 8.1. Sekize sekizlik bir tahtad a a@an h&e kadar
olan harfleri ve bir den sekiz@ kadar olan say l@rékullanarak ger-ekle kirilen hamle yazeané
analyse(analiz): 11.3. Bir ya da fazla oyuncunun bir taht a ¢ 2rinde hamleler yaparak en
iyi devam yolunu bulmaya -al kénalaré

appeal(itiraz): 11.10. Normal olarak bir oyuncunun, hakemin ya da organizat® gn vermik
old u i karara itiraz hakk &arde.

arbiter(hakem): ¥ns®z. Bir yar&kman & kurallara uygun olarak ger-eklektirimesinden
sorum lu kiki(ler).

arbiterd discretion (hakemin takdiri): Kurallar & 39 yerinde hakemin de] elendirmesini
kullanma ségerektij ine dej inilmiktir.

assistant(yardéncd: 8.1. Bir yar&man & ak&éeé- ekitli yollarla kolaylakt&an Kkiki.

att ack(tehdit) : Oyuncunun také bir karedeki rakip takéalabiliyorsa; o take, o rakip take
tehdit altenda tuttu j u s®ylenir.

black(siyah): 2.1. 1. Renkleri koyu olan 16 taka ve 32 kareye siyah denir. Yada 2. B¢yék
harfle bakladg enda siyah taklarla oynayan oyuncuyu g° $erir.

blitz (yéd&éam) : B. Oyuncu bakéa verilen d k¢nme s¢resinin on dakika ve alténda old u {i
oyunt gg.

bo ard(tahta) : 2.4. Satran - Tahta s@hé ké&a s Yleniki.

Bronstein mode: 6.3b. Bakéé zelay.

capture(tak alma): 3.1. Bir také rakip bir také mulunduj ukareye giderek o rakip také
taht a d&xéna -&armasé Ayr&a 3.7.d§e baken&. Hamle yazémenda: x.

castling(rok): 3.8.b. kahé rkalelerinden birine doj ru yapm & old u §i hareket. Yazenda 0-0
k¢- ¢k rok(kah tarafena), 0-0-0 b ¢k rok(vezir tarafena) .

cellph one: Cep telefonu.

chec k(kah -ekilmesi): 3.9. k a & bir ya da fazla rakip také tehdidi altéhda olmasé Yazénd a
+ ile g° serilir.

chec kmate(mat) : 1.2. Tehdit altéhdaki kahé bu durumda n kurtaréadmamasé Yazand a ++
ya da # ile g° serilir.

che ssboard(satran- tahtasd: 1.1. Madde 2.1dle tarif edilen sekiz -arpésekiz kareden
olukan alan.

che ssclock(satran- saati): 6.1. Birbiriyle ilikkilendirilmik -ift g° $ergeli saat.

che ss set(satran- taklar@: Satran- tahta sendaki otu ziki tak.

Che ss960(satran-960) : Son s@adaki taklare farkle960 k &ilde yerle kirilebildij i bir
satran- t¢re.

claim (sav/ta lep): 6.8. Oyuncunun kimi fark | ke killarda hakeme bir sav sunma sé, bir
talepde bulunma s&é °n¢ a- &té.

clock(saat) : 6. 1 ift¢zaman g° s$ergesinden birisi.

completed move(tamam lanmé&hamle): 6.2a. Oyuncunun ham lesini yapmaséve ardéndan
saatine basmaseé

con tiguous area(komku alan): 12.8. Oyun sahaséa bitikik ancak tam anlaméla onun
par aséolmayan b°lge. ¥ mej in, seyirciler i-in d¢zenlenmik alanlar.




cumulative (Fischer) mode: Where a player receives an extra amount of time (often 30
seconds) prior to each move.

de ad position: 5.2b. Where neither player can mat e the opponent& king with any series
of legal moves.

def ault time: 6.7. The specified time a player may be late without being forfeited.

delay (Bronstein) mode: 6.3b. Both players receive an allotted dnain thinki ng time 6
Eachplayer also receives a dixed extra timedwith every move. The countd own of the main
thinking time only commences after the fixed extra time has expired. Provided th e player
presses his clock before the expiration of the fixed extra time, the main thinking time does
not chang e, irrespective of the proportion of the fixed extra time used.

demonstration board: 6.13. A display of the position on the board where the pieces are
moved by hand .

diagonal: 2.4. A straight line of squar es of the same colour, running from one edge of the
board to an adja cent edge.

disability: 6.2e. A condition, such as a physical or mental handicap, that results in partial
or comp lete loss of a person's ability to perform certain chess activities.

draw: 5.2. Where the game is concluded with neither side winning.

draw off er: 9.1.b. Where a player may offer a draw to the opponent. This is indicated on
the scoresheet with the symbol (=).

en passant: 3.7d. See that article for an explanation. In notation e.p.

exchange: 1. 3.7e. Where a pawn is promoted. Or 2.Where a player captu res a piece of
the same value as his own and this piece is recaptured. Or 3. Where one player has lost a
rook and the other has lost a bishop or knight.

explanation: 11.9. A player is entitled to have a Law explained.

fair play: 12.2a. Whether justice has been done has sometimes to be considered when an
arbiter finds that the Laws are inad equat e.

file: 2.4. A vertical column of eight squares on the chessboard.

Fischer mode: See cumulative mode.

flag: 6.1. The device that displays when a time period has expired.

flag-fall: 6.1. Where the allotted time of a player has expired.

forfeit: 4.8.1. To lose the right to make a claim or move. Or 2. To lose a game because of
an infringement of the Laws.

handicap: See disability.

| adjust: See j@doube.

illegal: 3.10a. A position or move that is imp ossible because of the Laws of Chess.
impairment: See disability.

increment: 6.1. An amount of time (from 2 to 60 seconds) added from the start before
each move for the player. This can be in either delay or cumu lative mode.

intervene: 12.7. To involve oneself in something that is happ ening in order to affect the
outcome.

jeadoub e: 4.2. Giving notice that the player wishes to adju st a piece, but does not
necessarily intend to move it.

king side: 3.8a. The vertical half of the board on which the king stand s at th e start of the
gam e.

legal move: See Article 3.10a.

cumulative (Fischer) mode (eklemeli sistem): 6.3b. Oyuncunun ham lesini yapté&tan
sonra, ilave zaman almasd&- § wlukla otuz saniye).

def ault time( hkmen kay& s¢resi): 6.7. Oyuncunun h kmen kaybetmeden ge- kalabildij i
belirli s¢re.

delay (Bronstein) mode (ertelemeli sistem): 6.3b. Her iki oyuncuya bir fiana d &¢ n ra
s¢resioverilir. Bunun yanés&a her oyuncu ham le yapt &-a bir fisabit ek s¢reoal réeAna
s¢reden geri sayan, ancak sabit ek s¢ e bittij inde, baklar. Oyuncunu n sabit ek s¢, e

bitm eden saatine basmasédurumund a ana s¢re dej ikmez, sabit ek s¢renin ne kadar&éé n
kullanénh& old u i °nemli dej ildir.

demonstration board(g® serim tahtas@: 6.13. Oynanan oyunlaré m°sterildiji d¢k @
tahta .

diagonal (-apraz): 2.4. Tahtan & bir kenaréndan ona bitikik dij er kenara uzana n aynérenkli
karelerden olukan d &z hat.

disability(engellilik): 6.2e. Kikiyi satran- aktivitelerinin bazéaréeéy¢r¢tmekten ké&men ya
dat ¢ myle al&koyan fiziksel ya da zihinsel kes@l & hali.

draw (berabere): 5.2. Hi-bir taraf kazanamad § éda oyunun sonu-lanm a kekli.

draw off er(be raber e teklifi): 9.1.b. Oyuncunu n rakibine berabere teklifi sunabilme hali.
Notasyon ka jaléda (=) simgesiyle g° serilir.

en passant(ge-erken alma): 3.7.d. A-&lama i-in ilgili madd eye baken&. Yazanda : e.p.
exchange (dej ik tokuk/takas): 1. 3.7.e. Piyonun terfi yoluyla bakka bir tak haline gelmesi.
Yada 2. Oyuncunun rakip bir takéal&ken aynéde] &de olan kendi takéhékaybetme si. 3. Bir
oyuncu kalesini kaybederken dij erinin filya da at kaybetmesi(kalite kaybé& kazan cé fedase
tabirleri de s&lé&la kullanéd).

explanation(a-&lama): 11.9. Oyuncuya bir Kural® ma- &lamasaééisteme hak k t@an éameaté.
fair play(adil oyun): 12.2.a. Hakemce Kurallarat ¢ myde uyulmaseaé rsa jlandég éadil oyun
ortam é

file(dikey): 2.4. Satran- tahta sendaki sekiz karelik d¢k g hatlardan biri.

Fischer mode: Baken& cumu lative mode.

flag(bayrak): 6.1. Bir zaman peryodunu n sona erdij ini g ° teren d ¢ enek.

flag-fall (bayrak d gkmesi): 6.1. Oyuncuya tan @an d &¢ n ra s¢resinin t kenm esi.
forfeit(hak kaybd hkmen): 4.8. 1. Bir savda bulunm a ya da ham le yapm a hakk&é
yitirme. Ya da 2. Kurallaréihlal nedeniyle oyunu kaybetme.

handicap: Baken& disability.

| adjust: Baken& J@adoube .

illegal (ge-ersiz/kurald&8: 3.10.a. Satran- Kurallar@a g° e yapénhaséya da varolmasé
olanaks& konum ya da ham le.

impairment: Baken& disa bility.

increment(ek s¢ B): 6.1. Oyunculara her ham le bakéa °nceden verilen zaman miktarg?2
saniyeden 60 saniyeye kadar). Eklemeli ya da ertelemeli olarak verilebilir.

interve ne(kar&kma/ my¢ d édima): 12.7. Birisinin yakanma kta olan bir s¢, ece etkide
bulunma sé

jéadoube ( d @ltiyorum) : 4.2. Oyuncunun oynama niyeti olmaks&e bir takéd ¢ eltm e

istej ini dile getirmesi.

king side(kah kanad §: 3.8.a. Oyunu n baklang&&da kahé bulunduj u yaréyatay.

legal move(ge-erli hamle): Bakéné Madde 3.10.a.

m ade (yapdmeé&/oynanm & hamle): 1.1. Bir také yeni karesine g°t g¢l¢p elden b&ak BEnasé




made: 1.1. A move is said to have been dnade dwhen th e piece has been moved to its new
square, the hand has quit the piece, and the captured piece, if any, has been removed
from the board.

mate: Abbreviation of checkmate.

minor piece. Bishop or knight.

mobile phone: 11.3b. Cellphone.

monitor: 6.13. An electronic display of the position on the board.

move: 1.1.1. 40 movesin 90 minutes, refersto 40 moves by each player. Or 2. having
the move refers to the playe rsdight to play next. Or 3. White $best move refersto the
single move by W hite.

move -counter: 6.10b. A device on a chessclock which may be used to record the numb er
of times the clock has been pressed by each player.

normal means: G.5. Playing in a positive mann er to try to win; or, having a position such
that there is a realistic chance of winning the game other than just flag-fall.

organiser. 8.3. The person responsible for the venue, date s, prize money, invitations,
format of the competition and so on.

ove r-the-board: Introduction. The Laws cover only this type of chess, not internet, nor
correspondence, and so on.

penalties: 12.3. The arbiter may apply penalties as listed in 12.9 in ascending order of
severity.

piece: 2. 1. One of the 32 figurines on the board. Or 2. A queen, rook, bishop or knight .
playing area: 11.2. The place where the game s of a competition are played.

playing venue: 11.2. The only place to which the players have access during play.
points: 10. Normally a player scores 1 point for a win, I point for a draw, 0 for a loss. An
alternative is 3 for a win, 1 for a draw, O for a loss.

press the clock: 6.2a. The act of pushing the butt on or lever on a chess clock which
stops the player& clock and starts that of his opponent.

promotion: 3.7e. Where a pawn reaches the eighth rank and is replaced by a new queen,
rook, bishop or knight of the same colour.

que en: Asin queen a pawn, meaning to promote a pawn to a queen.

gue enside: 3.8a. The vertical half of the board on which the queen stands at the start of
the game .

quickplay finish: G. The last part of a game where a player mu st complete an unlimited
numb er of moves in a finite time.

rank: 2.4. A horizontal row of eight squares on the chessboard.

rapidplay: A. A game where each player $thinking time is more than 10 minutes, but less
than 60.

repe tition: 5.2.d. 1. A player may claim a draw if the same position occurs thr ee times. 2.
A gam e is drawn if the same position occurs five tim es.

resigns: 5.1b. Where a player gives up, rather than play on until mat ed.

rest rooms: 11.2. Toilets, also the room set aside in World Champ ionships where the
players can relax. o

result: 8.7. Usually the result is 1-0, 0-1 or I -l . In exceptional circumstan ces both
players may lose (Article 11.8), or one score | and the other 0. For unplayed gam es the
scores are indicated by + /- (White wins by forfeit), -/+ (Black wins by forfeit), -/- (Both
players lose by forfeit) .

ve/veya bu k arede bulunan rakip také tahtad an - é&ardmaséile hamle 6 gp@m&dolur.
Mate(mat) : k a fmat é(checkmat e) késaltma sé

minor piece(hafif tak): Filya da at.

mobile phone: 11.3.b. Bak&é zellphone.

monitor(ekran): 6.13. Tahtada ki konum u g° s$eren elektronik cihaz.

move (ham le): 1.1. 1. 90 dakikada 40 ham le s®yleyiki, her iki oyuncunun 40 hamle
yapma ségerektij i anlaména gelir. Ya da 2. hamlede olmak, ham le yapm a hak ke s&dasené
o oyuncudaold uj aikaret eder. Ya da 3. Beyazeé ren iyi ham lesi, beyaz taklarla oynayan
oyuncunu n bakka anlam| Bir hamlesinin bulunmad§ éég°® serir.

move -coun ter(ham le sayacd: 6.10.b. Oyuncularé satran- saatine ka- kez basmé&
olduklarenékaydeden d ¢ enek.

normal means(normal olarak): G.5. Olumlu bir tutum la kazan- i-in -aba harcamak; ya
da, rakibin bayra j@é m xkmesini umma né ftesinde, taht a ¢ 2rinde kazanm a kanséi- e n e
anlam!| gir konum a sahip olmak.

organiser( d @nrleyici): 8.3. Bir yar&man & genel format é@xdan, yar&ma alané tarihler,

°d dler, davetler ve benzeri konulardan sorum lu Kiki.

ove r-the-board(taht a ¢ 2rindeki): Girik. Bu kurallar yaln&ca tahta ¢zerinde oynanan
satran- oyunlaréi-in d gzenlenmiktir; internet, yazakmal & benzeri alt t¢ ter kapsam
d&ala.

pe nalties(cezalar): 12.3. Hakem Madde 12.9@la listelenmik cezalaréaj &l§ eartan bir
bi-imd e uygulayabilir.

piece (tak): 2. 1. Tahtadaki otuziki fig gden biri. Ya da 2. Vezir, kale, at ve filin ortak adé
playing area(oyun sahas8: 11.2. Bir yar&man é royunlaréé rmynand § éyer.

playing venue (oyun salonu/b °lgesi): 11.2. Oyun s@aséda sadece oyunculare
girebildikleri alan.

points(puan lar): 10. Normalde bir oyuncu kazan- i-in bir, beraber e i-in yarén, kay@ i-in
sd& puan al&. Bir se-enek de kazanca 3, berabereye 1, kayéda 0@é.

press the clock(saate basmak): 6.2.a Oyuncunun bir buton ya da kola basarak kendi
saatini durdurup rakibinin saatini - al&t&maséeylemi.

promotion(terfi): 3.7.e. Sonun cu yataya ulakan bir piyonun kendisiyle aynérenkte vezir,
kale, fil veya at ile dej iktirilmesi.

gue en(vezir): Piyonun vezir olmasédendij inde o piyonun vezire terfi ettirildij i anlakéd.
que enside (vezir kanad g 3.8.a. Oyunu n baklang &&éda vezirin bulund uj u yaréyatay.
quickplay finish(h&léyun bitiki): G. Oyuncunu n séngsé sayaa hamleyi sané&l Bir

zamand a yapma k durumund a old u §i oyunun (oyunt g¢ n @) son akamasé

rank(yatay): 2.4. Satran- tahta sendaki sekiz karelik ufki hatlardan biri.

rapidplay(hé&l €atran-): A. Oyuncu bakéa verilen d &¢ n ra s¢ esinin on dakikadan - &,
altmé& dakikadan az oldu ju oyun.

repe tition (te krar): 5.2.d. 1. Bir oyuncu ¢- kez aynékonum olukt u j danberabere savéanda
bulunabilir. 2. Aynépozisyon bek kez olukursa oyun beraberedir.

resigns(terk): 5.1.b. Oyuncunun mat oluncaya kadar oynam ak yerine oyunu b&akmaseé
rest rooms(tu valetler): 11.2. Tuvaletler, aynézamand a D¢, rya k a miyonasénda
oyuncularé dinlenmesii-in d ¢ enlenmik odalar.

result(sonu-): 8.7. Genellikle sonu-lar 1-0, 0-1, I -1 bi-imindedir. Bazeéistisnai ko killarda
her iki oyuncu da kaybedebilir(Madde 11.8), ya da biri | iken dij eri 0@&. Oynanmam &
oyunlar +/-(Beyaz h &men kazanm &), -/+ (Siyah h kmen kazanm &) ya da -/- (iki oyuncu
da h kmen kaybetmik) bi-iminde g° serilir.




rules of the competition: 6.7a. At various points in the Laws ther e are options. The
competition rules mu st stat e which have been chosen.

sealed move: E.Where a game is adjourned the player seals his next move in an
envelope.

scoresheet: 8.1. A paper sheet with spaces for writing the moves. This can also be
electronic.

screen: 6.13. An electronic display of the position on the board.

spec tators: 11.4. People other than arbiters or players viewing the gam es. This includes
players

after their game s have been concluded.

standard play: G3. A game where each player& thinking time is at least 60 minut es.
stalemate: 5.2a. Where the player has no legal move and his king is not in check.
square of promotion: 3.7e. The squar e a pawn lands on when it reached the eighth
rank.

supervise: 12.2e. Inspect or control.

time control: 1. The regu lation about the time the player is allotted. For examp le, 40
moves in 90 minutes, all the moves in 30 minutes, plus 30 seconds cumu latively from
move 1. Or 2. A player is said do have reached the time contr olg if, for examp le he has
completed the 40 movesin less than 90 minutes.

time period: 8.6. A part of the game where the players must complete a numb er of
moves or all the moves in a certain time.

touch move: 4.3. If a player touches a piece with the intention of moving it, he is obliged
to move it.

vertical: 2.4. The 8th rank is often thought as the highest area on a chessboard. Thus
each file is referred to as &erticalé

white: 2.2. 1. There are 16 light-coloured pieces and 32 squar es called white. Or 2. When
capitalised, this also refers to the player of the white pieces.

zero tolerance : (6.7b). Where a player must arrive at the chessboard before the start of
th e session.

50-move rule: 5.2e. A player may claim a draw if the last 50 moves have been
comp leted by each player without the movement of any pawn and without any captur e.
75-move rule: 9.6b. The game is drawn if the last 75 moves have been completed by
each player without the movement of any pawn and with out any captu re.

rules of the competition(yar&kma kurallar@y®nerge): 6.7. Kurallar pek -ok noktad a
se-enekler i-erir. Yo nerg e bunlardan hangilerinin se-ilmik old u finu bildirmelidir.

sealed move (gizli hamle): E. Ertelenen oyunlarda oyuncu sonraki ham lesini bir zarf i-inde
saklar.

scoresheet(notasyon ka ja@d: 8.1. Hamleleri yazmak i-in uygun k &ilde d ¢ enlenmik

ka j&; elektronik de olabilir.

screen (ekran): 6.13. Tahtada ki konum u g° $er en elekronik cihaz.

spec tators(seyirciler): 11.4. Hakem ve oyuncularé d&éda kalan kikiler. Bu tan @na
oyunun u bitirmik oyuncular da dahildir.

standart play(standa rt oyun): G3. Oyuncu bakéa en az 60 dakika d &¢ n ras¢ esi verilen
oyun.

stalemate(pat) : 5.2.a. k a étehdit altéhnda olmayan bir oyuncunu n yapab ilecej i ge erli bir
ham le olmama séhali.

square of promotion (terfi karesi): 3.7.e. Son s&aya ulakt§ énda piyonun terfi ettij i kare.
sup ervise(idare): 12.2.e Kontrol ve denetim.

time control(zama n kontrol¢, ) 1. Oyuncuya tahsis edilen zaman a ilikkin d ¢ enleme.

¥ mej in, 40 hamle i-in 90 dakika, geri kalan t¢m hamleler i-in 30 dakika ve ilk hamleden
baklayarak, ham le bakéa 30 saniye ekleme. Yada 2. ¥ mejin, oyuncunun 40 ham leyi 90
dakikadan az bir zamand a tamam lad§ ebir durumd a i aman kontrol¢ rg, ge tio denir.
time period (zama n periyodu) : 8.6. Oyuncularé melirli bir zam anda belirli say&a

ham leyi(ya da t g ham leleri) yapma k durumund a olduklaréoyunu n bir akama sé

touch move (dokunulan tak): 4.3. Oyuncu bir taka oynama k niyetiyle dokunmu k & onu
oynamakla y¢ke me d g,

vertical( dk g): 2.4. Baken& fil e.

white(beyaz): 2.2. 1. A-& renkli 16 tak ve 32 kareye beyaz denir. Ya da 2. B¢y¢k harfle
bakladg enda a- & renkli taklarla oynayan oyuncuyu g° s$erir.

zero tolerance (sd& dakika): 6.7.b. Oyuncunun satran- tahta s€ba a tur baklamada n
°nce gelme zorunluluj u.

50 -move rule(elli hamle kural@: 5.2.e. Oyuncu, son elli hamlenin hi-bir tak alexmada n ve
hi-bir piyon s¢r¢élmeden tamam lanmé& olduj una dayanarak beraber e savénda bulunabilir.
75-move rule(yetmikbek hamle kurald: 9.6.b. Son 75 ham le i-inde hi-bir oyuncu piyon
s¢rmemik ve tak almam & ise oyun beraberedir.







