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INT RODUCTI ON  

 

FIDE Laws of C hess cov er over- th e-board play.  
 

The Laws of Chess have two  parts:  1. B asic Rules of Play and 2. Compet it ion Rules. 
 

The Eng lish text  is th e auth ent ic vers ion of th e Laws of Chess (which was adopted at  th e 
84t h FIDE Congr ess at  Tall inn (Estonia)  com ing int o for ce on 1 July 2014 . 

 

In the se Laws th e words óheô, óhimô, and óhisô shall be considered to includ e ósheô and óherô. 

GĶRĶķ 
 

FIDE Sat ran­ Kurall arē, taht a ¿zer ind eki  sat ran­ oyunun u kapsar .  
 

Sat ran­  Kurall arē  iki  bºl¿mden  oluĸmuĸtu r:  1.  Tem el  Oyun  Kurallarē  ve  2.  Yarēĸm a 
Kurallarē. 
 

Ekim  2013 ôde, Tallinn -Estoniaôda yapēlan 84 . FIDE Kongr esiônd e kabu l edilm iĸtir ve  1 
Temmu z 2014 ôde y¿r¿rl¿ĵe girecekt ir. ņng il izce m et in asēldēr. 

 

 
 

PREFACE 
 

The Laws of Chess cann ot  cover all possible situat ions tha t  ma y arise during a gam e, nor 
can th ey regu lat e all adm inist rat ive  qu est ions. Where cases ar e not pr ecisely regu lat ed by 
an Art icleof th e Laws, it  should be possible to reach a corr ect  decision by stud ying 
ana logous situa t ions which are regu lat ed in th e Laws. The Laws assum e tha t  arbiters have 
th e necessar y com petence, soun d judg em ent  and absolut e obje ct ivit y.  Too deta il ed a rule 
m ight  deprive  th e arbiter of his freedom  of judg em ent  and thu s prevent  him  fro m  find ing a 
solut ion to a pro blem  dictat ed by f airness, logic and special factors . FIDE appeals t o all 
chess players and federat ions to accept  th is view.  

¥NS¥Z 
 
FIDE Sat ran­ Kurall arē, oyun sērasēnd a ­ēkabilecek b¿t¿n du rum larē kapsayamaz , her t¿rl¿ 
du rum u da bir kurala baĵlayamaz . FIDE Sat ran­ Kurallarē i­ind e ta m  olarak yer alma yan 
bir du rumla karĸēlaĸēldēĵēnda, i lke  olarak bu rada karĸēmēza ­ēkan eĸdeĵer du rum larē gºz 
ºn¿ne alarak doĵru bir  yargēya  varab ilm ek gerekir. FIDE Satran ­ Kurallarē, hakem ler in, 
yete rli ,  adil  ve  ta m  olarak ta rafsēz oldu klarēnē vars ayar. ¢ok detaylē kurallar hakem in  ºzg¿r 
bi­imd e karar verm eler ini kēsētlar ve  ºzel  durum lardan kaynaklanan sor un lara ­ºz¿m 
bu lma sēnē ºnleyebilir . FIDE t¿m  oyun cu ve  federasyonlarē bu bakēĸ a­ēsēnē benim sem eye 
davet  eder.  

 

A necessary cond it ion for a gam e t o be rated by FIDE is tha t  it  sha ll  be played accor ding to 
th e FIDE  Laws of Chess. 

 

I t  is recom m end ed tha t  com pet it ive  gam es not rat ed by FIDE be played according to th e 
FIDE Laws of C hess. 

 

Mem ber federat ions ma y ask FIDE to give  a ruling on matte rs relat ing to th e Laws of 
Chess. 

FIDE Der ecelend irm esiône dah il  olacak bir oyunu n FIDE Sat ran­ Kurall arēôna uygu n olarak 
oynanm ēĸ olma sē arana n bir koĸuldu r.  
 

 
FIDE Der ecelend irm esi harici yarēĸm alarēn oyun larēnēn da FIDE Sat ran­ Kurallarēôna uygun 
olarak oynanma sē ta vsiye  edil ir . 

 
¦ye  feder asyonlar,  Sat ran­  Kurall arēôna  il iĸkin  konularda  karar  verme si  i­in  FIDEôye 
baĸvurab ilirler . 



 
 

 
 

 
 

 
 

 
 

 
 

 
 

 
 

 
 

 
 

 
 

 
 

 

BA SI C RULES OF PLAY  
 

Article 1: The nature and objectives of the game of chess 

OYUNUN TEM EL  K URALLA RI  
 

Madde 1: Satran­ oyununun doĵasē ve ama­larē 
 

 

1.1  
 

The gam e of chess is played between two opponent s who m ove their pieces on a 
squa re board call ed a óchessboardô. The player with th e light -coloured pieces 
(White)  ma kes the firs t  m ove, th en the players m ove alternat ely,  with th e player 
with th e dark-colour ed pieces (Black)  ma king th e next  m ove. A player is said to 
óhave  the m oveô when his opponentôs m ove  has been ómade ô. 

1.1  Sat ran­ oyunu , kare ĸeklind eki  bir ósat ran­ t ahta sēô ¿zer ind e, iki  rakibin taĸlarē 
sērayla hareket  ett irm esi ile oynanēr. A­ēk renkli taĸlarla( Beyaz)  oynayan oyun cu il k 
ham leyi  yapa r, koyu  renkli  taĸlarla (Siyah) oynayan oyun cunu n sonraki  hamleyi 
yapma sēnēn ardēnd an, oyun cular k arĸēlēklē olarak sērayla ham le yapma ya  devam 
ederler . Rakibi hamlesini yapmēĸ olan ta raf óhamledeôdir. 

 

1.2  
 

The obj ect ive  of each player is to place the opp onentôs king óund er att ackô in such a 
way tha t  th e opp onent  has no lega l m ove. The player who achieves th is goal is said 
to have  ócheckmat edô th e opponentôs king and to have  won th e gam e. Leaving oneôs 
own  king und er atta ck, exposing oneôs own  king to atta ck and also ôcaptu ringô th e 
opponentôs king are not allowed. The opponent  whose king has been checkma ted 

1.2  Her iki  ta rafēn da ama cē, rakip ĸahē, ge­erli  bir  ham leyle ºnlenem eyecek bi­imd e 
ótehd it  altēndaô tutma ktēr. Bun u baĸaran ta raf rakibini( rakibinin  ĸahēnē) ómat ô yapm ēĸ 
deme kt ir ve  oyun u kazanēr. Oyun cunun , ĸahēnē tehdit  altēnd a bērakma sēna, t ehd it 
altēna sokacak ham le yapma sēna ve  rakibinin  ĸahēnē óalmaôsēna izin  ver ilm ez. ķahē 
ma t  olan ta raf oyun u kaybeder. 

 has lost  th e gam e.  

1.3  
 

Hi­ bir oyun cunu n ma t  yapm a olanaĵēnēn kalmadēĵē bir konumda , oyun beraberedir  
1.3  I f th e posit ion is such tha t  neith er player can possibly checkmat e th e opponentôs  (Madd e 5.2 bôye bakēnēz) . 

 king , th e gam e is drawn  (see Art icle 5.2  b) .   
 

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

Madde 2: Satran­ tahtasēndaki taĸlarēn baĸlangē­ konumlarē 
 

2.1  The chessboard is com posed of an 8 x 8 grid of 64 equa l squa res alternat ely li ght  
(th e ówhiteô squar es)  an d dark (th e óblackô squ ares) . 

2.1  Sat ran­ tahta sē, ­izgili  64 (8 x8)  eĸit  kareden oluĸur ve kareler i sērayla a­ēk(b eyaz 

kareler )  ve koyu  (siyah kare ler )  renktedir. 

 
The chessboard is placed between th e pl ayers in such a way tha t  th e near corner   Sat ran­ tahta sē, iki rakip arasēna beyaz renkli  kºĸe karesi saĵ tara fta olacak ĸeki lde 

 
squa re to the r igh t  of the player is white. 

 yerleĸt ir il ir . 

2.2  At  th e beginning of th e gam e White has 16 light -coloured pieces (th e ówhiteô 
pieces) ;  Black has 16 dark-coloured pieces (th e óblackô pieces) . 2.2  

 

Oyunu n baĸlangēcēnd a Beyaz 16 a­ēk renkli  taĸa (óbeyazô taĸlar) , Siyah 16 koyu 
renkli taĸa sah ipt ir (ósiyahô taĸlar) . 

These pieces are as follows:  
 

A white king usually indicat ed by th e symb ol                       K 

A white que en usua lly indicat ed by th e symb ol                    Q 

Two  white rooks usua lly indicat ed by th e sym bol                 R 

Two  white bishops usua lly indicat ed by the  symb ol              B 

Two  white knights usua lly indicat ed by the symb ol              N 

Eigh t  white pawns usua lly indicat ed by the symb ol 

 

Bu taĸlar aĸaĵēda gºster ilm iĸtir:  
 

Bir beyaz ĸah;  genellikle                     ķ  simg esiyle gºster ilir . 

Bir beyaz vezir;  genellikle                   V  simg esiyle gºster ilir . 

ņki  beyaz kale;  genellikle                    K   simg esiyle gºster ilir . 

ņki  beyaz fi l;  genell ikle                        B  simg esiyle gºster ilir. 

ņki  beyaz at ;  genell ikle                        A  simg esiyle gºster ilir . 

Sekiz beyaz piyon;  genellikle                simg esiyle gºster ilir . 



 
 

 
 

 
 

 
 

 
 

 
 

 
 

 
 

 
 

 
 

 
 

 
 

 
 

 
 

 
 

 
 

A black king usually  indicat ed by th e sym bol                        K Bir siyah ĸah;  gen ell ikle                  ķ   simg esiyle gºster ilir . 
 

A black queen usually indicat ed by th e sym bol                     Q Bir siyah vezir;  genellikle                V    simg esiyle gºster ilir . 
 

Two  black rooks usua lly indicat ed by th e sym bol                  R ņki  siyah kale;  gen ell ikle                  K    simg esiyle gºste ril ir . 
 

Two  black bishops usua lly indicat ed by th e sym bol               B ņki  siyah fi l;  genell ikle                      B   simg esiyle gºster ilir . 
 

Two  black knight s usua lly indicat ed by th e sym bol                N ņki  siyah at ;  genell ikle                      A   simg esiyle gºste rilir . 
 

Eigh t  black pawns usua lly indicat ed by th e sym bol Sekiz siyah piyon;  genellikle             simg esiyle gºste rilir . 
 

Staunt on Pieces Staunt on Taĸlarē 
 
 
 
 
 

p    Q   K    B    N   R 
 

2.3     The init ial posit ion of th e pieces on th e chessboard is as foll ows:  

 

p   V   ķ   F     A   K 

 
2.3     Sat ran­ tahta sē ¿zer ind eki  taĸlarēn baĸlangē­ konum larē aĸaĵēdaki gibidir:  

 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

2.4    The eigh t  vert ical column s of squar es are call ed ófilesô. The eigh t  hor izonta l ro ws of 
squ ares are call ed óranksô. A st raigh t  line of squar es of th e sam e colour,  runn ing 
fro m  one edg e of th e board t o an adja cent  edg e, is called a ódiagona lô. 

2.4    Sekiz dik karenin oluĸtu rduĵu s¿tunlara ódikeyôler , sekiz ufki  karen in  oluĸtu rduĵu 
satērlara óyat ayôlar,  tahtan ēn bir kena rēndan bit iĸik diĵer bir kenarēna uzanan , aynē 
renkli kare lerden oluĸan d¿zg¿n hatt a ise ó­aprazô denir. 



 
 

 
 

 
 

 
 

Article 3: The moves of the pieces Madde 3: Taĸlarēn hareketl eri  
 

3.1    I t  is not  perm itt ed to m ove a piece to a square occup ied by a piece of th e sam e 
colour. If  a piece m oves to a squar e occupied by an opponentôs piece th e latt er  is 
capt ured and rem oved fro m  th e chessboard as part  of th e sam e m ove. A piece is 
said to atta ck an opponentôs piece if th e piece could ma ke  a cap ture on tha t  squar e 
according to Art icles 3.2  to 3.8. 

 
A piece is considered t o atta ck a squ are even if th is piece is const rained from 
m oving to tha t  squa re because it  would then leave  or place th e king of it s own 
colour unde r att ack.  

 

3.2    The bishop ma y m ove to any squ are along a diagonal on which it  stand s. 

3.1    Hi­ bir taĸ aynē re nkte baĸka  bir taĸēn bulunduĵu bir kareye  gidem ez. Eĵer bir taĸ 

rakip bir taĸēn olduĵu kareye  giderse, aynē hamlen in bir par­asē olarak rakip taĸē 

almēĸ olur ve  alēnan taĸ sat ran­ tahta sē dēĸēna ­ēkarēlēr. Bir taĸ, 3.2ôden 3.8ôe kada r 

olan Madd eler yo luyla, bir taĸē alabiliy orsa, bu , o kare de bu luna n rakip taĸē tehd it 

altēnd a tuttu ĵu an lamēna gelir. 

 
Bir taĸ, kend i ĸahēnē tehd it  altēna sokacaĵē ya  da tehd it  altēnda bērakacaĵē i­in 

bu lundu ĵu kareden ayrēlamēyor olsa bile, gidebileceĵi bir kareyi(kareler i)  tehd it 

altēnd a tuttu ĵu kabu l edil ir . 
 
3.2    Fil,  bu lundu ĵu karenin ­aprazlarē ¿zer indeki herhang i bir kareye gidebil ir . 

 

 
 
 
 
 
 
 
 
 
 
 
 
 

3.3   The rook ma y m ove  t o any squar e along th e file or th e ran k on which it  stand s. 
 

3.3   Kale, bu lunduĵu karenin dikey ve  yata ylarē ¿zer indeki  herhang i bir kar eye gidebil ir . 
 

 
 
 
 
 
 
 
 
 
 
 
 
 

3.4     The que en ma y m ove  to an y squar e along th e fi le, th e rank or a diagona l on which 
it  stand s. 

 

3.4     Vezir, bu lunduĵu karenin  dikey,  yata y ve ­aprazlarē ¿zer ind eki  herhan gi bir kareye 
gidebil ir . 



 
 

 
 

 
 

 
 

 
 

 
 

3.7  a. Piyon bu lundu ĵu dikeyde hem en ºn¿ndeki  kareye  (b u karenin boĸ olma sē 
  koĸuluyla)  doĵru il er leyebil ir , ya da 
 b. ilk hareket ind e piyon, 3.7.aôda belirt ildiĵi gibi bir kar e il er leyebil ir  veya  
  istenirse bulundu ĵu dikeyde ºn¿nd eki  her iki k arenin de boĸ olma sē koĸulu 
  il e iki k are iler leyebil ir , ya  da 
 c. piyon, bit iĸik dikeyde, bir ºn ­apraz ē ¿zer inde bulunan rakip taĸē alarak bu 
  kareye gidebil ir . 

 

 
 
 
 
 
 
 
 
 
 
 

3.5     When ma king th ese m oves, th e bishop, rook or quee n m ay not m ove over any 
int ervening pieces. 

 
3.6     The knigh t  ma y m ove to one of the squ ares nea res t  to tha t  on which it  stand s bu t 

not on th e sam e rank, fi le or diagona l.  

 

3.5     Fil,  kale veya  vezir a­ēkl ana n bu hareket ler i yapa rken, ham le yollarē ¿zerind e 
bu luna n bir taĸēn ¿zer ind en at layama zlar. 

 
3.6     At , aynē yata y,  dikey ya da ­apraz ¿zer ind e olm ama k koĸulu ile bulund uĵu kareye 

en yakēn karelerden bir ine gidebil ir . 
 
 
 
 
 
 
 
 
 
 
 

 
3.7  a. The pawn  m ay m ove forward to th e squar e im m ediat ely in fro nt  of it  on th e 

  sam e fil e, pro vided tha t  th is squa re is unoccup ied, or  
 b. on its firs t  m ove th e pawn  ma y m ove as in 3.7.a or alternat ively it  ma y 
  advance two squa res along th e sam e fi le, pr ovided th at  both squares are 
  un occup ied, or  
 c. th e pawn  ma y m ove to a squar e occup ied by an opponentôs piece 
  diagona lly in fro nt  of it  on an adja cent  fi le, captu ring tha t  piece. 



 
 

 
 

 
 

 
 

d.     A pawn  occup ying a squa re on the sam e rank as and on an adja cent  fil e to an 
opp onentôs pawn  which has ju st  advanced two squar es in one m ove  from  its 
original square ma y captu re th is opp onentôs pawn  as th oug h th e latt er had 
been m oved only one squar e. This captu re is only legal on th e m ove  following 
th is advance and is called an óen passant ô captu re. 

d.    Bir piyon, kend i bu lunduĵu kareye  bit iĸik dikeylerden bir ind e ve  kendi siyle 
aynē yata yda bu luna n bir rakip piyonu , bu rakip piyonu n bulunduĵu yere, 
hem en, baĸlangē­ konumunda n bir ham lede iki k are il er leyerek gelm iĸ olma sē 
koĸuluyla, alabil ir . Bu alēĸ bi­imi, sadece sºz¿ edilen piyon s¿r¿ĸ¿n¿ izleyen 
ham le i­in ge­erlidir ve  óge­erken almaô (en passant )  olarak ad landērēlēr. 

 
 
 
 
 
 
 
 
 
 
 
 
 

e.      When a player, having th e m ove, plays  a pawn  to th e ran k fur the st  from  its 
sta rt ing posit ion, he mu st  exchang e tha t  pawn  as part  of th e sam e m ove for  a 
new que en, rook, bishop or knigh t  of th e sam e colour on th e int end ed squ are 
of arr ival. This is called th e squar e of ópr om ot ionô. The player's choice is not 
rest r icted to pieces tha t  have  been captu red previously.  This exchange of a 
pawn  for anoth er piece is call ed pro m ot ion, and th e effect  of th e new piece is 
imm ediat e.  

e.    Ham lede olan bir oyun cu, piyonlarēnda n birini kendi baĸlangē­ konumunda n en 
uza k yata ya  oynarsa;  bu piyonu , aynē hamlenin  bir par­asē olarak,  oynama ya 
niyet lendiĵi varēĸ karesind e, aynē renkte , yeni bir vezir, kale, fi l ya  da at  ile, 
deĵiĸt irm elidir. Bu varēĸ karesi óterfiô karesi olarak ad landērēlēr. Oyun cunu n terc ihi 
dah a ºnce taht a dēĸēna ­ēkarēlmēĸ olan taĸlarla sēnērlē deĵildir. Piyonu n bu ĸekilde 
baĸka  bir taĸla deĵiĸtirilm esine terfi  denir  ve  yeni taĸ tahta ya  konar konma z 
etk in ha le ge­er . 

 

3.8   There ar e two different  ways of m oving th e king :  3.8   ķahē hare ket  ett irm enin iki f arklē yolu  var dēr:  
 

a.     by m oving to an adj oining squa re a.     bit iĸik bir kareye giderek 
 
 
 
 
 
 
 
 
 
 
 
 

 
b.    by ócast li ngô. This is a m ove of th e king an d either rook of th e sam e colour along 

the playerôs firs t  rank,  count ing as a single m ove of th e king and execut ed as 
foll ows:  th e king is t ran sferred fro m  its or igina l squa re two  squar es towards th e 
rook on it s original squa re , th en tha t  rook is t ransferr ed to th e squa re th e king 
has ju st  crossed. 

b.    óro kô yapa rak. Bir  ĸah ham lesi olarak kabu l edilen ve  aynē renkteki  ĸah ile 
kalenin oyun cunu n ilk yatayē boyun ca ger­ekleĸt ird ikler i bir hamledir ve  ĸºyle 
yapēlēr:  ĸah, baĸlangē­ kar esind en, yine baĸlangē­ karesind e bu luna n kaleye 
doĵru iki k are il er ler , ardēnda n kale, ĸahēn en son ge­m iĸ olduĵu kareye konu r.  



 
 

 
 

 
 

 
 

 
 

 
 

 
 

 
 

 
 
 
 
 
 
 
 
 

 
Before wh it e kingside castli ng      Afte r wh it e kingside castl ing 

Before black  queenside castli ng    Afte r black  queenside castli ng 
Beyaz k¿­¿k roktan ºnce               Beyaz k¿­¿k roktan sonra  

Siyah b¿y¿k roktan ºnce               Siyah  b¿y¿k r oktan sonra 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Before whit e queenside castli ng     Afte r whit e queenside cast ling 

Before black  kingside cast ling        Afte r black  kingside castli ng 

Beyaz b¿y¿k roktan ºnce              Beyaz b¿y¿k roktan s onra  

Siyah k¿­¿k roktan ºnce               Siyah  k¿­¿k roktan sonra  

 
 

(1 )  The r igh t  t o cast le has been lost :  
[a ]    if th e king has already m oved, or  
[b ]    with a rook that  has already m oved. 

 

(2 )  Cast li ng is prevent ed temp oraril y:  
[a ]    if th e squar e on which th e king stan ds, or the squ are which it  mu st 

cross, or th e squa re which it  is to occupy,  is atta cked by one or m ore of 
th e opponent 's pieces, or 

[b ]    if th ere is any piece between th e king an d th e rook with which cast ling 
is to be effected. 

 
3.9     The king is said to be 'in check'  if i t  is at tacked by one or m ore of th e opp onent 's 

pieces , even if such pieces are constra ined from  mo ving to th e squar e occup ied by 
th e king because th ey would th en leave  or place their own  king in check. No piece 
can be m oved tha t  will  eith er expose the king of the sam e colour t o check or leave 
tha t  king in check.  

(1 )  Rok yapm a hakkē (aĸaĵēdaki hallerde)  kaybedilm iĸtir: 
[a ]  ĸah dah a ºnce oynam ēĸsa, ya  da 
[b ]  rok yapēlacak kale dah a ºnce oynam ēĸsa. 

 

(2 )  Rok yapma k ge­ici olarak (aĸaĵēdaki  hallerde)  engell enmiĸtir:  
[a ]  ĸahēn bulunduĵu, rok yaparken ge­eceĵi veya  rok yapt ēĵēnd a gideceĵi 

kare ler rakip taĸlarca iĸgal edilm iĸ ya  da tehd it  edil iyor ise, ya  da 
[b ]  ĸah ve kale arasēnd a ro ku  et kil eyecek herhang i bir taĸ varsa. 

 
3.9      ķahēn, bir ya  da dah a fazla rakip taĸēn tehdidi altēnd a olma sē, kend isine óĸah ­ekil -  

diĵiô anlamēna gelir ve  bu ;  ĸah ­eken ra kip taĸlarēn, kend i ĸahlarēnē tehdit  altēnd a 
bērakacaklarē (ya  da sokacaklarē)  i­in bu lundu klarē kare lerden ayrēlama dēklarē hal-  
lerde dah i ge­er li dir. Hi­ bir taĸ kend i ĸahēnē tehd it  altēna sokacak veya  t ehd it 
altēnd a bērakacak bir hareket i ger­ekleĸti rem ez. 



 

 

3.10 
 

a. 
 

A m ove is lega l when all  th e relevan t  requirement s of Art icles 3.1  ï 3.9  
 

3.10 
 

a. 
 

3.1ôden 3.9ôa kadar sēra lana n Madd eler in ilgili  t¿m  koĸullarēnē karĸēlayan bir 
  have been fulfil led.   ham le, óge­er liô(lega l)dir. 
 b. A m ove is illegal when it  fails to m eet  the relevant  requ irem ent s of Art icles  b. 3.1ôden 3.9ôa kada r sēralana n Madd eler in  ilgili  koĸullarēnē karĸēlayama yan 
  3.1 ï3.9    bir ham le, óge­ers izô( il legal)dir. 
 c. A posit ion is il legal when it  cann ot  have  been reached by any ser ies of legal  c. Ge­erli  ( lega l)  bir hamleler dizisiyle ulaĸēlama yan bir konum , ge­ersiz 
  m oves.   ( il lega l)dir. 

 

Article 4: The act of moving pieces Madde 4: Taĸlarēn hareket ett irilmesi 
 

4.1  Each m ove mu st  be m ade with one han d only.  4.1  Her (b ir)  ham le yalnēzca tek el i le yapēlm alēdēr. 

4.2  Provided tha t  he firs t  expresses his int ent ion ( for examp le by saying ñjôadoub eò or 
ñI  adju stò) , only th e player having th e m ove ma y adju st  one or m ore pieces on th eir 
squ ares. 

4.2  ¥nceden niyet ini belli  etm ek koĸulu ile (ºrneĵin, ód¿zelt iyor umô -  ójôadoub eô ya da 
óI  adju stô -  diyerek)  yalnēzca ham lede olan bir oyun cu, kare ler ind eki  bir ya  da daha 
fazla taĸē d¿zeltebil ir . 

4.3  
 

Except  as pr ovided in Art icle 4.2, if th e player having th e m ove  touches on 
th e chessboard, with the int ent ion of m oving or captu ring :  

4.3  
 

Madd e 4.2.ôde a­ēklanan du rum  dēĸēnda , ham ledeki  oyun cu oynam a ya da alm a 
niyet iyle, sat ran­ tahta sēnda ki:  

a.       one or m ore of his own  pieces , he mu st  m ove  the firs t  piece touched that  
can be m oved 

b.       one or m ore of his opponentôs pieces, he mu st  captu re th e firs t  piece 
touched tha t  can be captu red 

c.       one piece of each colour, he mu st  captu re th e opp onentôs piece with his 
piece or, if th is is ill ega l, m ove or captur e the firs t  piece touched that  can be 
m oved or captu red. If  it  is un clear whether the playerôs own  piece or his 
opponentôs was touched firs t , th e playerôs own piece sha ll be considered to 
have been touched before his opponentôs. 

a.    bir veya  birden fazla kend i taĸēna dokunmu ĸsa, oynayabileceĵi ilk dokunduĵu 
taĸē oynama lē, 

b.    bir veya  birden fazla rakip taĸa dokunmu ĸsa, alab ileceĵi ilk dokunduĵu rakip 
taĸē alm alēdēr, 

c.     hem  kend i,  hem  de rakip taĸa dokunmu ĸsa, kend i taĸēyla rakip taĸē alm alē, 
eĵer bu ge­ersiz bir ham le ise, oynana bilecek ya  da alēnabilecek il k 
dokunduĵu taĸē oynama lē ya  da alma lēdēr. Hang isine ºnce dokunduĵu belli 
deĵilse oyun cunu n ºncelikle( rakibin taĸēnda n ºnce)  kend i taĸēna dokunduĵu 
kabu l edili r . 

 

4.4     I f a  player having th e m ove:  
a.       touches his king and a roo k he mu st  cast le on tha t  side if it  is lega l to do so 
b.       deliberat ely touches a rook and th en his king he is not  all owed to cast le on 

tha t  side on tha t  m ove and the situa t ion sha ll  be governed by Art icle 4.3.a  
c.       intend ing to cast le, t ouches th e king and th en a rook, bu t  cast ling with this 

rook is illega l, th e player mu st  m ake  anoth er lega l m ove  with his king (which 
ma y include cast ling with th e oth er rook) .  I f th e king has no lega l m ove, th e 
player is free t o ma ke any legal m ove. 

d.       pro m ote s a pawn, th e choice of th e piece is fina lised when th e piece has 
touched the squar e of pr om ot ion . 

 
4.5     I f none of th e pieces touched in accordan ce with Art icle 4.3  or Art icle 4.4  can be 

m oved or captur ed, th e player m ay m ake any lega l m ove. 
 

4.6     The act  of pr om ot ion ma y be perfor m ed in various ways:  
1.       th e pawn  does not  have to be placed on th e square of ar r ival, 
2.       re m oving th e pawn  and putt ing th e new piece on th e squar e of prom ot ion 

ma y occur in any or der.  

4.4     Eĵer ham lede olan bir oyun cu:  
a.       ĸahēna ve  kaleler ind en birine dokunu rsa, bu kalen in  olduĵu ta rafa  rok 

yapma lēdēr(bunu n ge­erli bir ham le olma sē koĸuluyla)  
b.       bilere k kaleler ind en bir ine ve sonra ĸahēna dokunu rsa, bu ham lede bu y ºne 

ro k yapm asēna izin ver ilm ez ve  m add e 4.3.a  uygu lanēr 
c.       ro k yapma k ama cēyla, ĸahēna ve  kalelerind en bir ine dokunu rsa, am a bu 

kaleyle yapēlacak ro k ge­ers iz(b ir ham le)  ise, oyun cu, ĸahēyla ge­erli  bir 
ham le yapma k (bun a ºte ki  kaleyle  rok yapm ak da dah il dir)  zor undad ēr. Eĵer 
ĸahēn ge­er li bir ham lesi yoksa oyun cu, ge­erli herhan gi bir hamleyi  yapma k-  
ta serbest t ir . 

d.       piyonun u ter fi  ett iriyor ise, taĸ se­im i, taĸēn ter fi kares ine dokunma sē ile 
kesinlik kazanēr. 

 
4.5     Dokunu lan taĸlarēn hi­biri, Madd e 4.3 ya  da Madde 4.4 k apsamēnca, oynanam ēyor 

ya da alēnamēyor ise oyun cu, ge­erli  herh ang i bir hamleyi  yapma kta serbestt ir . 
 

4.6      Terfi  eylem i fark lē ĸekill erde ger­ekleĸt ir ilebil ir :  
1.      piyonu n ter fi( varēĸ) karesine yerleĸt irilm esi zor un lu  deĵildir, 
2.      piyonu n ­ēkarēlēp yeni taĸēn ter fi( varēĸ) karesine konu lma sē, her hang i bir 

sērayla ger­ekleĸebil ir . 



5.1  a. Oyun , rakibini, ma t  yapa n oyun cu ta rafēnd an kazanēlēr. Mat  konumun u 
  yarata n ham len in, Madd e 3 ve Madd eler 4.2-4.7  ye uygun bir hamle olm asē 
  du rumunda , oyun derha l sona erer. 
 b. Oyun , rakibi terk ett iĵini bildiren oyun cu ta rafēndan kazanēlēr. Oyun derha l 
  sona erer. 
 

I f an opponentôs piece stand s on th e square of pr om ot ion, it  mu st  be captur ed. Terfi( varēĸ) kar esind e rakip bir taĸ varsa, alēnm alēdēr. 
 

 
4.7     When, as a lega l m ove or part  of a lega l m ove, a piece has been released on a 

squ are, it  cann ot  be m oved to anothe r square on th is m ove. The m ove is 
considered to have  been mad e in th e case of:  
a.       a captur e, when th e captu red piece has been rem oved fro m  th e chess board 

and th e player,  having placed his own  piece on it s new square , has re leased 
th is captu ring piece from  his hand . 

b.       cast ling , when th e player' s han d has released the rook on th e squar e 
pr eviously crossed by th e king . When th e player has re leased the king fro m 
his hand , th e m ove is not y et m ade, bu t  th e player no long er has th e r igh t  to 
ma ke any m ove othe r tha n cast ling on tha t  side, if th is is lega l. I f cast ling on 
th is side is il lega l, th e player mu st  ma ke  anothe r lega l m ove with his king 
(which ma y includ e cast ling with th e othe r rook) . I f the k ing has no legal 
m ove, th e player is fre e to ma ke an y lega l m ove. 

c.       pro m ot ion, when th e player' s han d has re leased th e new piece on th e squa re 
of pro m ot ion and th e pawn  has been rem oved fro m  th e board. 

4.7     Bir taĸ, kurall ara uygu n bir  hamle ya  da ham lenin  par­asē olarak bir kareye  bērakēl-  
dēĵēnda , o ham lede baĸka  bir kareye  oynatēlamaz . ķu hallerde, ham len in yapēlmēĸ 
olduĵu kabul edil ir :  
a.       taĸ alēnērken, alēnan taĸ sat ran­ tahta sēnda n ayrēldēĵēnd a ve  oyun cu, ra kip 

taĸē almēĸ olan kend i taĸēnē, yeni karesine yerleĸt irip elinden bēraktēĵēnd a 
(ham le yapēlmēĸtēr) . 

b.       ro k yapēlērken, oyun cu kaleyi  ĸahēn en son ge­miĸ olduĵu kareye  bēraktēĵēnda 
(ham le yapēlmēĸtēr) . Oyun cu ĸahē elind en bēraktēĵē anda , ham le hen¿z yapēl-  
mam ēĸtēr am a bu yºnde ge­er li bir  rok yapm a olanaĵē varsa oyun cunu n 
baĸka  bir ham le yapm a hakkē kalmam ēĸtēr. Bu kaleyle rok yapma k ge­ers iz 
(b ir ham le)  ise, oyun cu, ĸahēyla  ge­er li baĸka  bir ham le yapma k (bun a ºte ki 
kaleyle rok yapma k da dah ildir)  zor undad ēr. Eĵer ĸahēn ge­er li bir ham lesi 
yoksa oyuncu, ge­erli  herhang i bir  ham leyi  yapa bil ir . 

c.       piyon ter fi  ederken, oyuncu yeni taĸē (t er fi  karesind e)  elind en bēraktēĵēnda 
ve piyon t ahtada n ayrēldēĵēnda (ham le yapēlmēĸtēr) . 

 

 
4.8     A player for feits his r ight  to claim  against  his opponentôs violat ion of Arti cles 

4.1 ï 4.7 once th e player touches a piece with th e intent ion of m oving or 
capt uring it . 

 
4.9     I f a  player is unab le to m ove th e pieces, an assistant ,  who sha ll  be 

acceptab le to th e arbiter , m ay be provided by th e player to perfor m  th is 
operat ion. 

 

Article 5: The completion of the game 

4.8     Oyun cu oynama k ya  da alma k niyet iyle bir taĸa dokunduĵunda, rakibinin  Madd eler 
4.1-4.7  kapsamēna giren ihlallerine it ira z etm e hakkēnē yit irir . 

 
 
4.9     Bir oyun cu taĸlarē hareket  ett irebil ecek du rum da deĵil se, bu iĸlem  i­in, hakem ce 

kabu l edil ebilecek bir yardēm cē, oyun cu tarafēnda n saĵlana bil ir . 
 
 
Madde 5: Oyunun sonu­lanmasē 

 

5.1  a. The gam e is won by th e player who has checkm at ed his opp onentôs king . 
  This imm ediat ely end s the gam e, provided tha t  th e m ove pro ducing th e 
  checkmat e posit ion was in accordan ce with Art icle 3 and Art icles 4.2  ï 4.7. 
 b. The gam e is won by th e player whose opponent  dec lares he resign s. This 
  imm ediat ely end s th e gam e. 

 

 
5.2     a.       The gam e is drawn  when th e player t o m ove has no lega l m ove and his 

king is not  in check.  The gam e is said to end in óstalemat eô. This 
imm ediat ely end s th e gam e, pr ovided tha t  th e m ove  pr odu cing the 
sta lemat e posit ion was in accordan ce with Art icle 3 and Art icles 4.2  ï 4.7. 

b.       The gam e is drawn  when a posit ion has arisen in  which neith er player can 
checkmat e the opponentôs king with any ser ies of lega l m oves. The gam e is 
said to end in a ódead posit ionô. This imm ediat ely end s th e gam e, provided 
tha t  th e m ove produ cing th e posit ion was in accordan ce with Art icle 3 and 
Art icles 4.2  ï 4.7. 

5.2     a.       ķahē tehdit  altēnd a olm ayan ham ledeki  bir oyun cunun , yapab ileceĵi ge­er li 
bir ham le yoksa, oyun berabere olur. Bu du rumd a oyun ópatô olarak bitm iĸ 
olur. Pat  konumun u yarata n ham lenin Madd e 3 ve Maddeler 4.2-4.7  ye 
uygu n bir  ham le olma sē durumun da, oyun derha l sona erer.  

b.       Hi­bir oyun cunu n ge­erli herhan gi bir hamleler dizisiyle rakip ĸahē ma t 
edem eyeceĵi bir konu m  oluĸtuĵunda, oyun ber abere sonu­lanēr. Oyun , óºl¿ 
konum ô il e bitm iĸ olur. Bu konum u yaratan ham len in Madd e 3 ve Maddeler 
4.2-4.7  ye uygu n bir ham le olma sē du rumu nda, oyun derha l sona erer.  



 

 
c.        The gam e is drawn  up on agre em ent  between th e two  player s during th e 

gam e. This imm ediat ely end s th e gam e. 
d.        The gam e ma y be drawn  if an ident ical posit ion is about  t o app ear or has 

appeared on th e chessboard at  least  thr ee t im es (see Art icle 9.2) .  
e.       The gam e m ay be drawn  if each player has ma de at  least  th e last  50 m oves 

with out  th e m ovem ent  of any pawn  and with out  any captu re (see Art icle 9.3) .  

c.        ņki  ta raf oy un sērasēnd a aralarēnda anlaĸērlarsa oyun berabere biter . Oyun 
derha l sona erer.  

d.       ¥zdeĸ bir ko numun , sat ran­ tahta sē ¿zer ind e, en az ¿­ kez oluĸma sē ya da 
oluĸma k ¿zere olma sē halind e, oyun ber abere olarak sonu­landērēlabil ir  (Madd e 
9.2.ôye bakēnēz) . 

e.       Her iki oyun cu, asgari son 50 ham leyi, hi­bir taĸē almada n ve hi­bir piyonu 
s¿rm eden yapm ēĸlar ise oyun berabere olarak sonu­landērēlabil ir  (Madd e 9.3ôe 
bakēnēz) . 

 
 

COM PETI TI ON  RULES 
 

Article 6: The chessclock 
 

6.1      óChessclockô m eans a clock with two  t im e displays, conne cted to each oth er in 
such away tha t  only one of the m  can run at  one t im e. 
óClockô in th e Laws of Chess m ean s one of th e t wo  t im e displays. 
Each t im e display has a óflagô. 
óFlag- fallô m ean s th e expirat ion of th e all ott ed t im e for  a player.  

 
6.2    a.       During th e gam e each pl ayer , having ma de his m ove on th e chessboard , 

sha ll stop his own  clock and start  his opponentôs clock (tha t  is t o say,  he 
sha ll pres s his clock) . This ñcomp letesò the m ove. 
A m ove is also comp leted if:  

(1 )    th e m ove end s th e gam e ( see Art icles 5.1.a, 5.2.a, 5.2.b, 5.2.c,  9.6a , 
9.6b and 9.7) , or 

(2 )    th e player has ma de his next  m ove, in case his pre vious m ove was not 
com pleted. 

A player m ust  be all owed to stop h is clock afte r  m aking his m ove, even afte r  
th e opp onent  has ma de his next  move. The t im e between ma king th e m ove 
on the chessboard and pressing the clock is regarded as part  of th e t ime  
allott ed to th e player .  

b.     A player m ust  press his clock with th e sam e han d with which he ma de his 
m ove. I t  is forbidden for  a player t o keep his fing er on th e clock or t o óhoverô 
over it . 

c.     The players mu st  hand le th e chessclock pr oper ly.  I t  is for bi dden to press it 
forcibly,  t o pick it  up , t o press the clock before m oving or t o knock it  over.  
Impr oper clock hand ling sha ll be pena lised in accor dance with Art icle 12 .9. 

d.       Only th e pl ayer whose clock is runn ing is allowed to adju st  th e pieces. 
e.       I f a  player is una ble to use th e clock,  an assistant ,  who m ust  be acceptab le 

to the arbiter , ma y be provided by th e player t o perform  t his oper at ion. His 
clock sha ll be adju sted by th e arbiter  in an equ ita ble way.  This adju stm ent  of 
th e clock sha ll  not  apply to th e clock of a player with a disabili t y.  

 
6.3    a.     When using a chessclock,  each player mu st  comp lete a m inimum  numb er of 

m oves or all m oves in an allott ed per iod of t im e and/ or m ay be allocat ed an 
add it ional am oun t  of t im e with each m ove. All th ese mu st  be specified in 

YARI ķM A K URAL LAR I  
 

Madde 6: Satran­ saati 
 
6.1      óSat ran­ Saat iô, aynē anda sade ce bir i ­alēĸabilecek ĸekil de birbirine bir m ekan izm a 

il e baĵlanmēĸ iki gºstergeli bir saatt ir.  
Sat ran­ Kurall arē i­ind e óSaat ô bu iki gºstergeden bir i anlamēna gelir. 
Her zama n gºster gesi bir óbayraĵaô sah ipt ir. 
óBayrak d¿ĸme siô ise oyun cuya  tan ēnan zaman ēn bitm esi anlamēna geli r. 

 
6.2    a.       Oyun sērasēnd a sat ran­ t ahta sē ¿zer ind e hamlesini yapa n her (b ir)  oyun cu, 

kend i saat ini durdu racak ve  rakibinin  saat ini ­alēĸtēracaktēr ( yan i, saat ine 
basacaktēr) . Bu ham leyi  ñtamam larò. 
Bir ham le ĸu du rum larda da tam am lanmēĸtēr:  

(1 )    haml e oyun u sonlandērēyorsa (Madd eler 5.1.a, 5.2.a, 5.2.b, 5.2.c ve 
9.6) , ya  da 

(2 )    ºnceki  ham lesi tama mlanmadēĵē halde, oyun cu sonraki  ham lesini 
yapmēĸsa. 

Bir oyun cunu n hamlesini yaptēktan sonra saat ini du rdu rma sēna , - rakibi kend i 
sonraki  ham lesini yapmēĸ olsa bile-  izin  ver ilm elidir. Oyuncunu n taht a 
¿zer ind e ham le yapma sēyla, saat e basma sē arasēnd a ge­en s¿re oyun cuya  
ver il en s¿renin bir par­asē sayēlēr. 

b.      Oyun cu, saat e ham lesini yaptēĵē elle  basmalēdēr. Saat  tuĸunu n ¿zer ind e 
parm ak bekletm ek,  ya  da eli saatin  ¿zer ind e askēda tutma k,  yasaktēr. 

c.     Oyun cular sat ran­ saat ine ºl­¿l¿ davranma lēdērlar. Saat e kuvv et li basma k,  
ele alma k,  ham le yapma dan ºnce basma k ya da devirm ek yasaktēr. Saat i 
uygu n kullanma yan oyun cular Madde 12 .9ôa gºre cezalandērēlērlar. 

d.     Yalnēzca saat i ­alēĸma kta olan oyun cunu n taĸlarē d¿zeltm esine izin ver ilir . 
e.     Eĵer bir oyun cu saat i kullana bilecek du rumd a deĵil se, bu iĸlem  i­in hakem 

ta rafēnda n kabu l edilebilecek bi r  yardēm cē oyun cu ta rafēnd an saĵlana bil ir. 
Saat i hakem  ta rafēnda n ad il  bi­im de ayarlana caktēr. Bu saat  ayarlama sē 
engelli  bir oyun cunu n saat i ¿zerinden uygu lanma yacaktēr. 

 
 
6.3    a.        Sat ran­ saat i kullanēlērken, her bir oyun cu, kend isine ver ilen zama n 

per iyodund a -ve/ veya  ham le baĸēna verilen ek s¿re i­inde-  beli rli  asgari 
sayēda ham leyi  - ya  da t¿m  ham leler i-  tama mlama k du rumunda dēr. T¿m  bu 



advance. 
 

b.     T he t im e saved by a  player du ring one per iod is add ed to h is t im e available 
for  th e next  per iod, where app licable. 
In th e t im e-delay m ode both players receive  an all ott ed óma in thinking t imeô. 
Each player also receives a ófixed ext ra t im eô with every m ove. The countd own  
of th e ma in th inki ng t ime only com m ences afte r  th e fixed ext ra t im e has 
expired. Provided th e player pr esses his clock befo re th e expirat ion of th e 
fixed ext ra t im e, th e ma in thinking t im e does not  chan ge, irrespect ive  of the 
pro port ion of th e fixed ext ra t ime used. 

 

6.4     Im m ediat ely after a flag falls, th e re qu irem ents of Art icle 6.3  a. mu st  be checked. 
 

6.5     Before th e start  of th e gam e th e arbiter  sha ll  decide where th e chessclock is placed. 
 

6.6     At  th e t im e dete rm ined for th e sta rt  of the gam e Whiteôs clock is started . 
 

6.7     a.    The rules of a  com pet it ion sha ll  specify in advance a defau lt  t im e. Any player 
who arr ives at  th e chessboard aft er  th e defau lt  t im e sha ll  lose the gam e 
un less th e arbiter decides otherwise. 

b.     I f the rules of a  comp et it ion specify  tha t  th e defau lt  t im e is not  zero and if 
neith er player is pr esent  init ial ly,  White sha ll  lose all th e t im e tha t  elapses 
unt il  he ar r iv es,un less th e rules of t he comp et it ion specify  or th e arbiter 
decides otherwise. 

 
6.8     A flag is considere d t o have  fallen when th e arbiter observes th e fact  or when eith er 

player has ma de a valid claim  to tha t  eff ect .  
 

6.9     Except  where one of Arti cles 5.1.a, 5.1.b, 5.2.a, 5.2.b, 5.2.c app lies, if a player 
does not comp let e th e prescribed numbe r of  m oves in th e all ott ed t im e, th e gam e 
is lost  by tha t  player. However, the gam e is drawn  if th e posit ion is such tha t  th e 
opponent  cann ot  checkmat e th e playerôs king by an y possible series of lega l moves. 

faktºrler ºnceden beli rlenm elidir. 
b.     Oyun cunu n bir zama n dil im ind en artt ērmēĸ olduĵu s¿re, sonraki dil imd eki 

zaman ēna (yeri gelince)  eklenir. 
Ertelem eli  temp oda, her bir oyun cuya  óesas d¿ĸ¿nme s¿resiônin yanē sēra 
her bir ham le i­in ósabit  bir ek s¿reô verilir . Esas d¿ĸ¿nme s¿resi, ancak ek 
d¿ĸ¿nme s¿res i bit t iĵind e ger i sayma ya  baĸlar.  Ek s¿re bitm eden saat e 
basm asē ha linde oyun cunu n esas d¿ĸ¿nme s¿resi deĵiĸm ez, ek s¿renin ne 
kadarēnēn kullanēldēĵē ºnem li  deĵildir. 

 
 
6.4     Bayraklardan bir i d¿ĸer d¿ĸm ez Madde 6.3.aô daki  koĸullar gºzden ge­irilm elidir. 
 

6.5     Oyun baĸlama dan ºnce, hakem , saat in nereye konacaĵēna karar ver ir. 
 

6.6     Oyunu n baĸlangēcē i­in belirt ilen saatt e, Beyazôlarēn saat i ­alēĸtērēlēr. 
 

6.7     a.    Yarēĸm a kurall arē yoluyla, ºnceden, bir h¿kme n yenik sayēlm a s¿resi belirlenir. 
Sat ran­ ta hta sēna, h¿km en yenik sayēlm a s¿res iônd en sonr a gelen bir oyun cu, 
hakem  aksi yºnde karar verm edik­e oyun u kaybeder. 

b.    Eĵer yarēĸm a kurall arē, sēfērdan farklē bir h¿km en yenik sayēlm a s¿res i ºngºr-  
m¿ĸ ve oyuncularēn hi­biri baĸlangē­ta hazēr bulunmu yor larsa, Beyaz ( il e oy-  
nayan oyuncu)  gelm iĸ olduĵu zam ana kada r ge­en s¿reyi, - yarēĸm a kurall arē 
il e aksi ºngºr¿lm¿yor ya  da hakem  bu yºnd e bir karar verm iyors a-  kaybeder.  

 
6.8     Hakem in gºrme si, ya  da, oyun culardan birinin, bu olgu ya  yºneli k ge­erli  savē 

¿zerine bayrak d¿ĸm¿ĸ olarak kabu l edili r. 
 
6.9     Madd e 5.1.a, 5.1.b, 5.2.a, 5.2.b, 5.2.cô nin kapsamēnda ki du rum lar dēĸēnda , bir 

oyun cu, kend isine ver il en zama n i­ind e ºngºr¿len sayēda ham leyi  tama mlamaz sa, 
oyun u kaybeder. Bunu nla birlikte, rakip oyun cunun , bu oyun cuyu, ge­erli  herhang i 
bir olasē hamleler dizisi ile ma t  edeme yeceĵi bir konum a ulaĸēlmēĸsa oyun berabe re 
olur. 

 

 
6.10  a.     Every indicat ion given by th e chessclock is considered t o be conclusive  in th e 

absence of any evident  defect . A chessclock with an evident  defect  sha ll  be 
replaced by th e arbiter , who sha ll  use his best  judg em ent  when dete rm ining 
th e t im es to be shown  on th e replacem ent  chessclock. 

b.    If  du ring a gam e it  is foun d tha t  the sett ing of eith er or both clocks is incor rect , 
eith er player or the arbiter  sha ll stop th e chessclock imm edi at ely.  The arbiter 
sha ll  install  th e correct  sett ing and adju st  th e t im es and m ove-counte r,  if 
necessary . He sha ll use his best  j udg em ent  when deter m ining th e clock 
sett ing s.  

 
6.11  If  both flags have  fallen and it  is imp ossible to estab lish which flag fell firs t  th en:  

a.     th e gam e shall  cont inu e if this occur s in any per iod of th e gam e except  th e last  
per iod. 

b.    the gam e is drawn  if th is occur s in th e period of a  gam e in which all rema ining 
m oves m ust  be comp leted. 

6.10   a.    Gºr¿n¿r bir  kusur olmad ēk­a sat ran­ saat inin  gºste rgeler ind eki  deĵerler 
esas alēnēr. Kusurlu olduĵu a­ēĵa ­ēkan bir  sat ran­ saat i, hakem  tara fēnda n 
yedeĵi ile deĵiĸt iril ir  ve  yine hakem  ta rafēndan , en doĵru deĵerlend irm eyle 
gºstergelerind eki zama nlar ayarlanēr. 

b.     Oyun sērasēnd a saat lerden bir i ya  da her ikisinin  de kurulumunu n doĵru 
olmad ēĵē anlaĸēlērsa oyun cu ya da hakem  derha l sat ran­ saat ini durdu racaktēr. 
Hakem  doĵru kurulum u saĵlayacak,  zaman larē ve  gerekiyorsa ham le sayacēnē 
da ayarlayacaktēr. Hakem , saat  kuru lumund a en doĵru deĵer lend irm esini 
kullana caktēr. 

 
6.11    Her iki bayrak da d¿ĸm¿ĸ ve hang isinin  dah a ºnce d¿ĸt¿ĵ¿n¿ saptama k olanaklē 

deĵilse:  
a.    bu du rum , oyunu n son per iyodu dēĸēnda ki herhang i bir zama n bºl¿m¿nde 

olursa, oyun devam  eder. 
b.     bu du rum , kalan t¿m  hamleler in tamam lanma sē ger eken zama n bºl¿m¿nde 

olursa, oyun ber abere olur.  



 

 

6.12 
 

a. 
 

I f th e gam e needs to be int err upt ed, the arbiter  sha ll  stop th e chessclock.  
 

6.12 
 

a. 
 

Oyunu n kesint iye  uĵratēlma sē gere km iĸ ise, hakem  sat ran­ saat ini 
6.12 b. A player ma y stop th e chessclock only in orde r t o seek th e arbiterôs   durdu racaktēr. 

  assistan ce, for examp le when prom ot ion has ta ken place and th e piece  b. Bir oyun cu yalnēzca hakem in yardēmēna iht iya­ du yduĵunda sat ran­ saat ini 
  requ ired is not  available.   durdu rab ilir ;  ºrneĵin, piyon ter fisinin  sºz konu su olduĵu bir du rumda , 
 c. The arbiter sha ll decide when th e gam e resta rts.   gereken t aĸ me vcut  olma yabil ir. 
 d. If  a player stops th e chessclock in or der t o seek th e arbiterôs assistan ce, th e  c. Oyunu n ne zama n te krar baĸlayacaĵēna hakem  karar verir. 
  arbiter shall  determ ine whethe r t he player had any vali d reason for  doing so.  d. Oyun culardan bir i, hakem in yardēmēnē isteme k i­in sat ran­ saat ini du rdu r-  
  I f th e player had no valid reason for stopp ing th e chessclock,  the player sha ll   m uĸ ise, hakem , bunu n gerek­esinin  haklēlēĵēnē irdeleyecekt ir. Eĵer  
  be pena li sed in accordan ce with Art icle 12 .9.   oyun cunu n sat ran­ saat ini du rdurma k i­in haklē bir gerek­esi yoksa, oyun cu, 
     Madd e 12.9ôa gºre cezalandērēlacaktēr. 
6.13   Screens, m onitors , or dem onst rat ion boards showing th e current  posit ion on th e 

chessboard, the m oves and th e numb er of m ov es ma de/ comp leted, and clocks  
which also show th e numb er of m oves, are all owed in th e playi ng hall. However, 
th e player m ay not  m ake a claim  re lying on ly on inf or mat ion shown  in this 
mann er . 

 

Article 7: Irr egularities 
 

7.1     I f an irre gu larit y occurs and the pieces have  to be res tored to a previous posit ion, 
th e arbiter sha ll  use his best  judg em ent  t o dete rm ine th e t im es to be shown  on 
th e chessclock.  This includ es th e r igh t  not  to chang e th e clock t im es. He shall 
also, if necessary, adju st  th e clockôs m ove-count er.  

 
7.2     a.       I f du ring a gam e it  is foun d tha t  th e init ial posit ion of th e pieces was 

incorrect ,  th e gam e sha ll be cancell ed and a new gam e sha ll  be played. 
b.       I f du ring a gam e it  is foun d tha t  th e chessboard has been placed cont rary 

to Art icle 2.1, the gam e sha ll cont inu e bu t  th e posit ion reached mu st  be 
t ransferred to a correct ly placed chessboard. 

 
7.3     I f a  gam e has begu n with colours reversed th en it  shall  cont inu e, un less th e arbiter 

rules othe rwise. 
 

7.4     I f a player displaces one or m ore pieces, he sha ll  re -estab li sh the correct  posit ion 
in his own  t im e. I f necessary,  eith er th e player or  his opponent  sha ll  stop th e 
chessclock and ask for t he arbiterôs assistan ce. The arbiter ma y pena li se th e player 
who displaced th e pieces. 

 
6.13    Yarēĸm a salonunda , sat ran­ tahta sēnda ki  g¿ncel  konumu , ham leler i, ve  ka­ 

ham lenin yapēlēp/tamam landēĵēnē, saat ler il e hamle sayēlarēnē gºsteren ekran , 
m onitºr ve gºster im  pan olarēnēn kullanēmēna izin  ver ilir . Ancak,  oyun cular yalnēzca 
bun lardaki  bilgilere dayana rak herhang i bir sav il er i s¿rem ezler .  

 
Madde 7: Kuraldēĸē durumlar 
 
7.1      Bir kuraldēĸēlēk oluĸursa, taĸlarēn ºnceki  konum larēna dºn¿lm eli, hakem  en doĵru 

deĵerlend irm esini kullana rak sat ran­ saat inin gºsterdiĵi zama nlarē belirlem elidir. 
Bun a saat teki  zaman larē deĵiĸtirm em e hakkē da dah ildir. ņlavete n hakem , gerekiyor 
ise saat in hamle sayacēnē da ayarlayacaktēr. 

 
7.2     a.       Bir oyun sērasēnda , taĸlarēn baĸlangē­ konum u yan lēĸ dizilm iĸ olarak oyuna 

baĸlandēĵē fark edilirse , oyun ipt al edil ecek ve yeni bir oyun oynat ēlacaktēr. 
b.       Bir  oyun sērasēnda , satran ­ tahta sēnēn Madd e 2.1ôe gºre ters yerleĸt ir ildiĵi 

fark edilirse, o anda ki  konu m  doĵru yer leĸt ir ilm iĸ bir tah taya  aktarēlacak ve 
oyun devam  ett ir ilecekt ir. 

 
7.3     Oyun cular ters re nklerde oyun a baĸlamēĸlarsa, hakem in aksi yºnd e bir  kararē 

olma dēk­a, oyun devam  eder .  
 
7.4     Eĵer bir  oyun cu, bir ya da birden fazla taĸē devi r ir , yer ler ini bozarsa bun larē kend i 

zaman ē i­ind e doĵru yer ler ine koyacaktēr. Gerekiyorsa, oyun cu ya da rakibi, sat ran­ 
saat ini du rdu racak ve hakemd en yardēm  isteyecekt ir. Hakem , taĸlarē bozan oyun cu-  
ya ceza verebilir . 

 

7.5  a. I f du ring a gam e it  is foun d tha t  an il legal m ove  has been comp leted, th e 
 

7.5  
 

a. 
 

Oyun sērasēnd a ge­ersiz bir hamlenin  tamam lanmēĸ olduĵu belirlenirse , 
  posit ion imm ediately before th e ir regu lar it y shall  be reinstat ed. If  th e   konum , kuraldēĸēlēĵēn hem en ºncesine get ir il ir . Kuraldēĸēlēĵēn hem en ºncesi 
  posit ion imm ediately before th e ir regu lar it y cann ot  be determ ined, th e   belir lenem iyors a, oyun , beli rlenebilen son kuraldēĸē ºncesi konumda n devam  
  gam e sha ll cont inu e from  th e last  ident ifiable posit ion prior t o the   eder. Madde 4.3 ve  4.7ôe gºre, ge­ers iz ham le yer ine baĸka  bir ham le 
  irregu larit y.  Art icles 4.3  and 4.7  app ly to th e m ove  replacing th e il legal   yapēlēr. Ardēndan oyun bu d¿zelt ilm iĸ konumda n devam  eder . 
  m ove. The gam e sha ll  th en cont inu e from  th is re instat ed posit ion.   Bir oyun cu, piyonun u en uza k yata ya  s¿rer, saat ine basar ,  fakat  piyonu yeni 
  I f th e player has m oved a pawn  to th e furth est  distan t  ran k,  pr essed the   bir taĸ il e deĵiĸtirm ezse, haml e ge­ersizdir. Piyon kend isiy le aynē renkte bir 
  clock,  bu t  not rep laced th e pawn  with a new piece, th e m ove is i llegal. The   vezir ile deĵiĸt iril ir . 
  pawn  sha ll  be rep laced by a que en of the sam e colour as th e pawn.    



b.        After the act ion ta ken und er Art icle 7.5.a, for th e firs t  comp leted illega l 
m ove by a player th e arbiter sha ll give  two  m inut es ext ra t im e t o his 
opponent ;  fo r  th e second comp leted illegal m ove  by th e sam e pl ayer th e 
arbiter sha ll declare th e gam e lost  by this player . However, th e gam e is 
dra wn  if th e posit ion is such tha t  th e opponent  cann ot  checkma t e th e 
playerôs king by any possible series of lega l m oves. 

 
7.6     I f ,  du ring a gam e, it  is foun d tha t  an y piece has been displaced f rom  its correct 

squa re the posit ion before th e irregu larit y sha ll  be  re instat ed. I f  th e posit ion 
imm ediat ely before th e irre gu larit y cannot  be determ ined, th e gam e sha ll  cont inu e 
from  th e last  ident ifiable posit ion prior to th e irre gu larit y. T he gam e sha ll th en 
cont inu e fro m  th is re instat ed posit ion. 

 

Article 8: The recording of the moves 
 

8.1     a.       In th e course of play each player is requi red to record his own  m oves and 

th ose of his opponent  in th e correct  mann er , m ove  afte r m ove, as clearly 

and legibly as possible, in  th e algebraic notat ion (App endix C) , on th e 

óscoresheetô pre scr ibed for the com pet it ion. I t  is for bidden to write th e 
m oves in advance, un less the player is claim ing a draw accor ding to Art icle 

9.2, or  9.3  or ad j ourning a gam e according to App end ix E.1 a. 

b.       The scoresheet  sha ll  be used only for recor ding  th e m oves, th e t im es of th e 

clocks, off ers of a  draw,  matte rs relat ing to a claim  and oth er relevan t  

data . 

c.       A player ma y reply to his opponentôs m ove  befo re recor ding it , if he so 
wishes. He mu st  record his previous m ov e before ma king anothe r.  

d.       Both players mu st  record th e offer  of a  dra w on th e scoresheet  with a 

symb ol (= ) .  

e.       I f a  player is unab le to keep score, an assist ant , who m ust  be accepta bl e to 

th e arbiter , ma y be pr ovided by the player t o write th e m oves. His clock 
sha ll be adju sted by th e arbiter in an equ ita ble way.  This adju stm ent  of th e 

clock sha ll not  app ly to a player with a disab il ity.  
 

8.2     The scoresheet  sha ll  be visible to th e arbiter thr ough out  th e gam e. 
 

8.3     The scoresheets ar e th e pro perty of th e organi ser of th e com pet it ion. 
 

8.4     I f a  player has less tha n five  m inut es left  on his clock at  som e stag e in a per iod 

and does not  have add it ional t im e of 30 second s or m ore added with each m ove, 

th en for th e rem aind er of th e period he is not obliged to me et  th e re qu irem ent s of 

Art icle 8.1. 

b.        Madd e 7.5.a'ya  gºre gerekli  uygulam a yapēldēktan sonra, oyun cu ta rafēnda n 
tamam lana n ilk ge­ers iz ham le i­in, hakem , rakip oyun cuya  iki dakika  ek 
s¿re verecekt ir;  aynē oyun cunu n ik inci kez ge­ers iz bir ham leyi  tama mlama sē 
halind e, oyun bu oyun cu i­in hakem  ta rafēnda n kayēp ilan edilecekt ir. 
Bunu nla birlikte, rakip oyun cunun, bu oyun cuyu  ge­erli  her hang i bir olasē 
ham leler dizisi ile ma t  edem eyeceĵi bir  konum a ulaĸēlmēĸsa oyun berabe re 
olur. 

 

7.6       Eĵer oyun sērasēnd a herhang i bir taĸēn doĵru karesind en kaydēĵē belirlenirse , 
konu m  kuraldēĸē du rumu n hem en ºncesine get ir ilecekt ir. Kuraldēĸē du rumu n hem en 
ºncesi beli rlenem iyors a, oyun , beli rlenebilen son kuraldēĸē ºncesi konumda n de-  
vam  edecekt ir. Ardēndan , oyun bu d¿zelt ilm iĸ konumda n devam  eder .  

 

Madde 8: Hamlelerin kaydedilmesi 
 
8.1     a.       Oyun boyun ca her oyun cu kend i ham leler ini ve  rakibinin hamleler ini, cebir-  

sel nota syonla (b kz. Ek-C) haml e ham le ve  olana klē olduĵun ca a­ēk ve  oku-  
naklē olarak yarēĸma ya  ait  ónotasyon kaĵēdēôna yazacaklardēr. Oyun cunun , 
Madde 9.2, ya  da 9.3ôe gºre berabere savēnd a bulun duĵu ha ller -ya  da Ek E.1 
a.ôya  gºre ertelenen oyun lar-dēĸēnda, ham leler in ºnceden yazēlma sē yasaktēr. 

 
b.       Nota syon kaĵēdē, yalnēzca, ham leler i yazma k,  saat lerdeki  zaman lar, berab ere 

te kli fler i, bir sava  iliĸkin konular ve diĵer am aca uygu n veriler i kaydetme k 
i­in kullanēlacaktēr. 

 

c.       Oyun cu dil erse , rakibinin  ham lesine kaydetm eden ºnce yanēt   verebilir . 
Yenisini yapmada n ºnce, ºncekini kaydetm ek zorundad ēr. 

 
d.       Her iki oyun cu da berabere tekli fini nota syon kaĵēdēna (=)  simg esiyle 

kaydetm eli dir. 
 

e.       Bir oyun cu ham leler i yazab ilecek du rumd a deĵilse, bu  iĸlem  i­in hakem ce 
kabu l edilebilecek bir yardēm cē oyun cu ta rafēnda n saĵlanabil ir . Saat i hakem 
ta rafēnda n ad il  bi­imd e ayarlana caktēr. Bu saat  ayarlama sē eng elli  oyun cunu n 
saat i ¿zer ind en uygu lanma yacaktēr. 

 
8.2     Nota syon kaĵēdē, oyun boyun ca hakem  tarafēnda n gºr¿lebil ir  du rumd a bu luna caktēr. 
 

8.3     Nota syon kaĵētlarē yarēĸmayē d¿zenleyenin ma lēdēr. 
 
8.4      Bir oyun cunu n oyunu n herhang i bir per iyodund a beĸ dakikadan az zaman ē kalmēĸ 

ve ham le baĸēna 30 san iye  ya da ¿zeri ek zaman a sah ip deĵilse bu per iyodu n geri 
kalanē i­in  Madd e 8.1ôin ger ekler ini yerine get irme k zorund a deĵildir. 



9.1  a. Oyun cularēn, bir oyunu n t¿m¿ boyun ca, ya  da belli  sayēda hamleyi  ger­ek-  
  leĸt irm eden, an laĸm a yoluyla (hakem in rēzasē olma ksēzēn)  berabere yapama -  
  yacaklarēnē, yarēĸm a kurall arē aracēlēĵēyla h¿km e baĵlama k m¿mk¿nd¿r. 
 b. Bunu nla birlikte, yarēĸman ēn yºnergesi oyun cularēn anlaĸarak berabere yap-  
  m asēna izin  veriyors a aĸaĵēdakiler uygu lanēr:  

 

 

8.5  a. I f neith er player keeps score unde r Art icle 8.4, th e arbiter or an assistan t 

should t ry to be present  and keep score. In th is case, imm ediat ely after a 
8.5  a. Madd e 8.4 uyarēnca oyun culardan hi­biri hamleler ini kaydetm iyor larsa;  

hakem  ya da bir  yardēm cē, or ada bu lunu p hamleler i kaydetme ye  ­alēĸm alēdēr. 

  

 
b. 

flag has fall en the arbit er sha ll stop the chessclock. Then both pl ayer s sha ll  

updat e their  scoresheets, using th e arbit erôs or th e opp onentôs scoresheet .  

I f only one player has not  kept  score und er Art icle 8.4, he mu st ,  as soon as 

  Bºyle bir du rumda , bayra klardan biri d¿ĸer d¿ĸm ez hakem , sat ran­ saat ini 

du rdu racaktēr. Ardēnda n oyun cular, hakem in ya  da rakipler inin kaĵēdēnē 

kullana rak nota syon kaĵētlarēnē g¿ncell em elidirler . 

 
 

 
 
 

c. 

eith er flag has fallen, updat e his scoresheet  comp letely before m oving a 

piece on the chessboard. Provided it  is tha t  playerôs m ove, he m ay use his 

opponentôs scoresheet , bu t  mu st  re tu rn it  before m aking a m ove. 

I f no comp lete scoresheet  is avail able, th e pla yers mu st  reconst ruct  the 

 b. 8.4ô e uyarēnca ham leler i kaydetme si gerekm eyen sadece bir t ara f ise;  

bayrak d¿ĸer d¿ĸm ez ham le yapm adan ºnce nota syon kaĵēdēnē g¿ncellem e-  

li dir. Sēra kend ind e olma k koĸulu ile rakibinin kaĵēdēnē kullanab il ir , am a ham -  

le yapma dan ºnce rakibinin kaĵēdēnē ger i verm eli dir. 

  gam e on a second chessboard unde r th e contr ol of th e arbiter  or an 

assistant .  He shall  firs t  recor d the act ua l gam e posit ion, clock t im es, whose 

clock was runn ing and th e numb er of m oves ma de/ comp leted, if th is 

infor mat ion is available, before reconst ruct ion ta kes place. 

 c. Eksiksiz bir nota syon kaĵēdē m evcut  deĵilse, ikinci bir taht a ¿zer ind e oyun -  

cular, hakem  veya  bir  yardēm cē eĸliĵind e oyun u yeniden oluĸtu rma lēdērlar. 

Bu iĸlem e baĸlanmada n hakem  ya da yardēm cēsē, ºnceli kle m evcut  konumu , 

saat lerdeki s¿re ler i ve  eĵer bili niyorsa ka­ ham le yapēlmēĸ olduĵunu kayēt  
 
8.6  

 
I f 

 
th e  scoresheets cann ot  be  bro ugh t  up  t o  dat e  showing tha t  a  player has 

  edecekt ir. 

overstepped th e allott ed t im e, th e next  m ove mad e sha ll be considered as th e firs t  

of th e following t im e per iod, un less th ere is evidence tha t  m ore m oves have been 

mad e or comp leted. 

8.6     Nota syon kaĵētlarē tam am lana mēyor ve  bºylelikle oyun cunu n s¿resini aĸtēĵē gºster i-  

lem iyors a, bir  sonraki  ham le, bir sonraki  zama n kontr ol¿n¿n ilk ham lesi (dah a ­ok 

ham le yapēldēĵēnē ya  da tamam landēĵēnē gºster en bir kanēt  olma dēk­a)  sayēlēr. 
 

8.7     At  th e conclusion of the gam e both players shall  sign both scoresheets, indicat ing 

th e result  of th e gam e. Even if incorr ect , th is result  shall  stand , unless th e arbiter 

decides othe rwise. 

8.7     Oyun sonu­landēĵēnda , oyun cular sonu cun gºsteril diĵi her iki nota syon kaĵēdēnē da 

imza layacaklardēr. ņmza lanm ēĸ sonu­lar yanlēĸ yazēlmēĸ olsa bile, hakem  baĸka  bir 

karar verm edik­e ge­er li sayēlacaklardēr. 
 
 

Article 9: The drawn game 
 

9.1     a.       The rules of a  com pet it ion ma y specify  tha t  players cann ot  agre e to a draw, 

wheth er in less tha n a specified numb er of m oves or at  all ,  wi th out  th e 

consent  of th e arbiter .  

b.       However, if th e rules of a  com pet it ion allow a dra w agr eem ent  th e 
foll owing shall  apply:  

(1 )     A player wishing to offer  a draw sha ll  do so afte r  having mad e a m ove 

on th e chessboard and before pressing his clock.  An offer  at  any othe r 
t im e du ring play is st ill  valid  bu t  Art icle 11 .5  mu st  be considered. No 

cond it ions can be at tached to th e of fer. In both cases th e offer  cann ot 

be withd rawn  and re m ains valid un t il  the opponent  accept s it , reje cts 

it  orally,  reject s it  by touching a piece with th e int ent ion of m oving or 
captu ring it , or th e gam e is conclud ed in som e othe r way. 

(2 )     The offer  of a draw sha ll  be noted by each player on his scoresheet  

with th e sym bol (= ) .  

(3 )     A claim  of a draw unde r Art icle 9.2  or 9.3 sha ll  be considered to be 

an offer  of a draw.  

 

Madde 9 : Oyunun berabere olmasē 
 

 
 
 
 
 
 

(1 )      Ham lesini taht a ¿zer inde yapm ēĸ bir oyun cu, dilerse , saat ine basma -  
dan ºnce beraber e tekli f edebil ir . Oyun sērasēnd a olma k koĸuluyla, 
t ekl ifin yapēldēĵē zaman , tekli fin ge­erlil iĵini etki lem ez,  fakat  Madde 
11.5  de gºz ºn¿ne alēnm alēdēr. Berabere tekli fine ek olarak herhang i 
bir koĸul ºne s¿r¿lem ez. Her iki du rumd a da beraber li k tekl ifi ger i 
­eki lem ez ve  rakip kabu l edene, sºzl¿ olarak re ddedene, oynama k 
veya  alma k niyet iyle bir taĸa dokunan a kada r ge­erlidir, ya  da oyun 
baĸka  bir yolla sonu­landērēlēr. 

(2 )     Ber abere tekli fi her iki oyun cu ta rafēnda n da nota syon kaĵēdēna (=)  
simg esiyle not  edili r . 

(3 )      Madd e 9.2  ya da 9.3  gºre il er i s¿r¿len beraber e savlarē aynē zaman -  
da bir ber abere tekl ifi olarak kabu l edil irler . 



9.2     The gam e is drawn, up on a correct  claim  by a player having th e m ove, when th e 

sam e posit ion for at  least  th e th ird t im e (n ot  necessarily by a repet it ion of m oves) : 

a.        is about  t o appear , if he firs t  writes his m ove, which cann ot  be changed , 
on his scoresheet  and declares to th e arb iter  his int ent ion to ma ke  th is 
m ove, or  

b.       has ju st  app eare d, and th e player claiming th e draw has th e m ove. 

Posit ions are considere d the sam e if and only if th e sam e player has th e 

m ove, pieces of th e sam e kind and colour occup y th e sam e squ ares and 

th e possible m oves of all th e pieces of both players are th e same . Thu s 

posit ions ar e not th e sam e if:  

(1 )     at  th e start  of th e sequence a pawn  could have been captu red en 

passant .  

(2 )     a king or rook had cast ling right s, bu t  for feited these after  m oving . 

The cast ling rights are lost  only afte r th e king or rook is m oved. 

9.2     Ham lede olan oyun cunu n ge­er li savē ¿zer ine, aynē konu m  en az ¿­ kez (p eĸ peĸe 

olma sē gere km ez) :  

a.       oluĸma k ¿zere ise, deĵiĸt irilem eyecek bu ham lesini ºnce notasyon kaĵēdēna 
yazmēĸ ve hakem e bu ham leyi  yapma k niyet ind e olduĵunu bildirm iĸ, ya  da 

b.       (o anda )  oluĸmuĸ ise ve ham lede olan oyun cu berabere savēnd a bu lun uyorsa 

oyun berab ere olur.  
Konum lar yalnēzca, hepsind e aynē oyun cu ham ledeyse, aynē cins ve  renkteki 

taĸlar aynē kare lerde duruyorsa ve  her iki oyun cunu n da taĸlarēnēn olana klē 

olan t¿m  ham leler i aynen varsa, aynē sayēlēr. 

ķu t¿r ko nu mlar aynē deĵildir:  

(1 )     serinin baĸlangēcēnd a bir piyon ge­erken alēnabil iyorsa. 

(2 )     ro k hakkē olan bir ĸah ya  da kale, har eket  ett ikl er i i­in  bu haklarēnē 
kaybetm iĸlers e. Yalnēzca hareket  ger­ekleĸt ikten sonra, bir ĸah ya  da 

kale, rok haklarēnē kaybetm iĸ sayēlēr. 
 

9.3     The gam e is drawn, up on a correct  claim  by a player having th e m ove, if:  

a.       he writes his m ove, which cann ot  be chan ged, on his scoresheet  and 
declares to th e arbiter his intent ion to ma ke  th is m ove which will  res ult  in 

th e last  50 m oves by each player having been mad e with out  th e m ovem ent 

of any pawn  and with out  any captu re , or  

b.       th e last  50 m oves by each player have been com pleted with out  th e 
m ovem ent  of any pawn  and with out  any captu re. 

 
9.4     I f th e player touches a piece as in Art icle 4.3, he loses th e r igh t  t o claim  a draw 

unde r Art icle 9.2 or 9.3 on tha t  m ove. 
 

9.5     I f a  player claim s a draw und er Art icle 9.2  or 9.3,  he or th e arbiter  shall  stop th e 

chessclock (see Art icle 6.12 a or 6.12b) .  He is not  all owed to withd raw his claim . 

a.       I f th e claim  is foun d to be corr ect ,  th e gam e is imm ediat ely drawn. 

b.       I f th e claim  is foun d to be incorrect ,  th e arb iter sha ll  add two  m inut es to 
th e opponentôs rema ining thinki ng t im e. Then th e gam e sha ll cont inu e. If  

th e claim  was based on an int end ed m ov e, th is m ove m ust  be m ade in 
accordan ce with Art icles 3 and 4. 

 
9.6     I f one or both of th e following occur( s)  th en th e gam e is drawn:  

a.       th e sam e posit ion has app eared, as in 9.2b , for at  least  five  consecut ive 

alternat e m oves by each player .  

b.       any consecut ive  series of 75 m oves have been comp leted by each player 

with out  th e m ov em ent  of any pawn  and without  any captu re . If th e last 
m ove resulted in  checkmate , tha t  sha ll take  precedence. 

9.3     Ham lede olan oyun cu, ĸayet :  

a.       nota syon kaĵēdēna yazdēĵē ve  hakem e yapm aya  ni yet lendiĵi bildirdiĵi 
deĵiĸtirilem eyecek bu ham lesi ile her iki oyun cunu n yapm ēĸ olduĵu son elli 

ham le i­inde, hi­bir taĸēn alēnma mēĸ ve  hi­bir piyonu n hareket  etm em iĸ 

olduĵunu , ya  da 

b.       her iki oyun cunu n tamam lamēĸ olduĵu son 50 ham le i­ind e, hi­bir taĸēn 
alēnma mēĸ ve  hi­bir piyonu n hareket  etm em iĸ olduĵunu, 

ge­er li bir sav olarak ºne s¿r¿yorsa oyun berabe re olur.  
 
9.4     Bir oyun cu, Madde 4.3ôde belirt ilen bi­imd e bir taĸa dokunu rsa, o ham lede Madde 

9.2 ya  da 9.3ôe gºre ber abere savēnd a bu lunm a hakkēnē yit irir . 

 
9.5     Bir oyun cu, Madde 9.2  ya  da 9.3ôe gºre berabe re savēnd a bu lunu yors a, kend isi veya 

hakem  sat ran­ saat ini durdu racaktēr (b kz. Madd e 6.12 a ya da 6.12b ) .  Savēnē ger i 

­ekm esine izin  ver ilm ez. 

a.       Sav doĵru ise, oyun derha l ber abere bit er .  

b.       Sav yan lēĸsa, hakem  rakibin s¿res ine iki dakika  ekler.  Ardēnda n oyun devam 

edecekt ir.  Sav,  niyet lenilen ham le ¿zer ine kurulu ise, bu ham le Madd eler 3 

ve 4.ôe uygu n olarak yapēlm alēdēr. 

 
9.6     Aĸaĵēdaki hallerden biri ya  da her ikisi birden m eydan a gelirse oyun berab eredir:  

a.       9.2bôdeki  gibi aynē konum , her iki oyun cunun , karĸēlēklē ve  ardēĸēk hamleler i 

il e en az beĸ kez oluĸmuĸ ise. 

b.       her iki oyun cu ardēĸēk 75 ham lelik herhan gi bir seriyi, hi­bir taĸē alma dan ve 

hi­bir piyonu hare ket  ett irm eden tamam lamēĸlar ise. Son ham le ile ma t 

yapēlmēĸ ise, ma t  ge­er lidir. 



 a. 

b. 
bir oyun cu, oyun saha sēnē terkedebilir . 

ham lede olan bir oyun cu, oyun salonunda n ayrēlabil ir . 
c. oyun cu ya da hakem  olma yan bir kiĸi, oyun salonun a (oyun larēn oynand ēĵē 

alan)  giriĸ hakkē edinebil ir . 
 

11 .3  
 

a. 
 

Oyun s¿resince oyun cularēn not  tutm alarē, bilgi veya  ºner i kaynaklarēna 
  

 
b. 

baĸvurma larē, ya  da (he rhang i bir)oyun u baĸka  bir taht a ¿zer ind e incele-  

m eler i yasaktēr. 

Bir oyun sērasēnda, bir oyuncunun oyun sahasēnda cep telefonu, elektronik 
 

 
 
 
 
 
 
 
 
 
 

 

haberleĸme aracē veya satran­ hamleleri ºnerebilecek her hangi bir cihaz 
bulundurmasē yasaktēr. Bununla birlikte, Yarēĸma kurullarē bu t¿rden  
cihazlarēn t¿m¿yle kapalē olduĵu s¿rece oyuncunun ­antasēnda 
bulundu rmasēna izin verilebilir. Bir oyuncunun hakemin izni olmaksēzēn bu 
t¿rden cihazlarē i­inde bulundurduĵu bir ­anta taĸēmasē yasaktēr. Bu t¿rden bir 

cihazē oyun sahasēnda ¿zerinde bulundurduĵu belirgin/aĸikar ise sºz 

konusu oyuncu oyunu kaybedecektir. Raki bi kazanacaktēr. 

Yarēĸma kurallarē daha hafif baĸka kurallar belirleyebilir. Hakem oyuncudan 
ºzel bir yerde elbiselerinin, ­antasēnēn veya diĵer kiĸisel eĸyalarēnēn kontrol  

edilmesini talep edebilir. Hakem ya da hakem tarafēndan yetkilendirilmiĸ bir 

kiĸi oyuncuyu kontrol edecek ve oyuncu ile aynē cinsiyette olacaktēr. Eĵer bir 

                        oyuncu  bu yaptērēmlar i­in iĸbirliĵi yapmayē reddederse, hakem Madde 12.9         

                     uyarēnca gerekli ºnlemleri alacaktēr. 
              c.      Sigara i­m ek,  ancak oyun saha sēnēn hakem  tar afēnda n belirlenen bºl¿m¿nde   

                    olana klēdēr. 

 

9.7     The gam e is drawn  when a posit ion is reached fro m  which a checkmat e cann ot 

occur by any possible ser ies of lega l m oves. This imm ediat ely end s th e gam e, 

pro vided tha t  th e m ove pro du cing this posit ion was in accordan ce with Art icle 3 

and Art icles 4.2  ï 4.7. 
 

Article 10: Points 
 

10 .1   Unless th e rules of a comp et it ion specify  othe rwise, a player who wins his gam e, 
or wins by forfeit , score s one point  (1 ) , a player who loses his gam e, or forfeits, 
scores no point s (0) , an d a player who draws  his gam e scores a ha lf point  (İ) . 

 

Article 11: The conduct of the players 
 

11 .1   The players sha ll  ta ke  no act ion tha t  will  bring the gam e of chess int o disre put e. 
 

11 .2   The óplaying venu eô is defined as th e óplaying areaô, rest  room s, t oilets, refreshm ent 

area, area set  aside for  sm oking and other places as designat ed by th e arbiter . The 

playing area is defined as the place where th e gam es of comp eti t ion are played. 

Only with th e perm ission of th e arbiter can 

a.      a player leave th e playi ng venu e. 

b.      th e player having th e m ove be all owed to leave th e playi ng area. 

c.      A person who is neith er a player nor arbit er be allowed access t o th e 

playing area. 

9.7     Olasē herhan gi bir  ge­er li hamleler dizisiyle ma t  yapēlama yacak bir konum a ulaĸēl- 
dēĵēnda , oyun ber abe re olur. Bu k onum a yola­an ham lenin, Madd e 3 ve Madd eler 
4.2-4.7ôe uygu n olma sē halind e, oyun derha l sona erer.  

 
 

Madde 10: Puanlar 
 
10 .1   Yarēĸm a kurallarē ile aksi belir lenm edik­e, oyun u kazana n (h¿km en kazan­ da dah il) 

oyun cu bir (1 )  puan alēr, kaybeden oyun cu (h¿km en kayēp da dah il)  pua n alama z 
(0 )  ve  oyun u berabe re olan oyun cu yarēm  (1/2 )  pua n alēr. 

 
Madde 11: Oyuncularēn yºnetilmesi 
 
11 .1   Oyun cular sat ran­ oyunu n it ibarēnē zedeleyecek  davranēĸlarda bulunam azlar.  

 
11 .2   óOyun saha sēô;  óoyun salonuô, tu valet ler , dinlenm e odalarē, oyun cularēn tem iz hava 

alma k i­in ­ēktēkl arē yer ler , sigara i­me yer ler i ve  hakem in belirlediĵi diĵer 

bºlgeler olarak tanēmlanēr. Oyun salonu , bir yarēĸman ēn oyunlarēnēn oynand ēĵē yer 

olarak tan ēmlanēr. 

Yalnēzca hakem in  izni ile:  

 
 
 
 
               c.     Sm oking is perm itt ed only in th e sect ion of the venu e designat ed by  
                     the arbiter .

 

                  11 .3  a. During play th e players are forbidden to use any note s, sources of infor-  

mat ion or advice, or ana lyse any gam e on anothe r 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 allow such devices to be stored in a playerôs bag, as long as the device 
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  

 
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  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 12.9.   
 
 

 



11 .4   Player s who have finished th eir gam es shall  be considered to be spectator s. 

 

11 .5   I t  is for bidden to dist ract  or ann oy the opponent  in any mann er what soever. This 

includ es un reasonab le claim s, un reasonab le offers of a draw or th e int ro du ct ion of 

a source of noise int o th e playing area. 

 

11 .4   Oyunun u bit irm iĸ oyun cular seyirc i sayēlērlar.  

 

11 .5   Hang i yolla olursa olsun rakibin dikk at ini daĵētmak ya  da rahat sēz etme k yasaktēr. 

Bun a mant ēksēz sav ve berabere tekli fler ind e bu lunma k ya  da oyun saha sēna 

g¿r¿lt¿ye  yol a­acak ĸeyler get irme k de dahildir. 

 

11 .6   Infract ion of any part  of Art icles 11 .1  ï 11 .5 shall  lead to pena lt ies in accordan ce 

with Art icle 12 .9. 

11 .6   11 .1-11 .5  Madd elerinin herhang i bir kēsmēnēn ihlali  Madd e 12 .9ôa gºre 

cezalandērēlacaktēr. 
 

11 .7   Persistent  refusal by a player to comp ly with the Laws  of Chess sha ll be pena lised 

by loss of the gam e. The arbiter sha ll decide the score of th e opponent . 

11 .7   Sat ran­ Kurall arēôna uymayē ina t la reddeden oyun cu, oyun kaybē ile cezalandērēlēr. 
Rakibinin  pua nē hakem  tarafēnda n belirlenir. 

 

11 .8   I f both players are foun d gu il t y accor ding to Arti cle 11 .7, th e gam e sha ll be 

declared lost  by both players . 

 
11 .9   A player sha ll have  th e r igh t  t o re que st  from  th e arbiter an explana t ion of part icular 

point s in th e Laws of Chess. 

 
11 .10 Unless th e rules of th e comp et it ion specify  other wise, a player ma y app eal aga inst 

any decision of the arbiter , even if th e player has sign ed th e scoresheet  

(see Art icle 8.7) .  
 

Article 12: The role of the Arbiter (see Preface) 
 

12 .1   The arbiter sha ll see th at  th e Laws of Chess are st r ict ly observed. 
 

12 .2   The arbiter sha ll 

a)       ensur e fair play.  

b)      act  in th e best  int er est  of th e comp et it ion. 

c)       ensur e tha t  a good playing enviro nm ent  is ma int ained. 

d)      ensur e tha t  th e players are not  distu rbed. 

e)       sup ervise th e pro gress of th e comp et it ion. 

f)       ta ke  special m easur es in  th e int eres ts of disabled players and th ose who 
need m edical at tent ion. 

 
12 .3   The arbiter sha ll observe th e game s, especially when th e players are shor t  of 

t im e, enforce decisions he has ma de, and imp ose pena lt ies on players where 

app ro priat e. 

 
12 .4   The arbiter ma y app oint  assistant s t o observe  gam es, for  examp le when several 

players are short  of t im e.  

 

12 .5   The arbiter ma y award eith er or both players add it ional t im e in  th e event  of 

exte rna l distu rban ce of th e game . 

11 .8    Her iki oyun cu da Madde 11 .7ôye gºre su­lu bu lunu rsa oyun her ikisi i­ind e kayēp 
il an edil ir . 

 
11 .9    Oyun cu hakemd en Satran ­ Kurallarēônēn belirli  bir nokta sēnēn a­ēklanma sēnē istem e 

hakkēna sah ipt ir. 
 
11 .10  Yarēĸm a Kurall arē ile aksi ºngºr¿lm¿yors a, bir oyuncu, notasyon kaĵēdēnē imz alamēĸ 

olsa bile, hakemi n verm iĸ olduĵu bir karara it iraz edebil ir  (ba kēnēz Madd e 8.7) .  
 

 
Madde 12: Hakemin rol¿ (bakēnēz ¥nsºz) 
 
12 .1   Hakem , Sat ran­ Kurall arēôna sēkēca uyulma sēnē saĵlayacaktēr. 
 
12 .2  Hakem  aĸaĵēdakil er in ger­ekleĸme sini saĵlar:  

a)       oyun larēn adil  ĸeki lde oynanma sēnē saĵlar. 

b)       yarēĸm a ile en iyi ĸeki lde il gilen ir. 

c)       iyi bir oyun or tam ēnē ve  bunu n s¿rekliliĵini saĵlar. 

d)       oyun cularēn rahat sēz edilm em eler ini saĵlar. 

e)       yarēĸm a s¿recinin iler leyiĸini yºnet ir. 

f)        eng elli  ve  tēbbi bakēm a iht iyacē olan oyun cular i­in  gereken tedb ir ler i alēr. 
 

 
 

12 .3   Hakem , ºzellikle oyun cular zama n sēkēĸēklēĵē i­indeyken, oyun larē gºzleyecek,  verdiĵi 
kararlarē uygulayacak ve uygu n davran m ayan oyun culara ceza verecekt ir. 

 
12 .4   Hakem  oyun larē gºzlem ek i­in yardēm cēlar ata yabil ir ;  ºrneĵin, bir ka­ oyun cu zama n 

sēkēĸma sēnd a iken. 
 
12 .5   Dēĸ kaynaklē bir rahat sēz edilm e olduĵunda , hakem  bir ya  da her iki ta rafa  birden ek 

s¿re verebilir . 



 
12 .6  

 
The arbiter mu st  not intervene in a gam e except  in cases descr ibed by t he Laws of 

Chess. He sha ll not  indicat e th e numb er of m oves comp leted, except  in app lying 

 
12 .6  

 
Hakem , Sat ran­ Kurall arēônd a belirt ilen du rum lar dēĸēnd a oyun a m¿dahale 

etm em elidir. Oyun culardan en az birinin bayraĵēnēn d¿ĸm eden, Madde 8.5'in 
 Art icle 8.5  when at  least  one flag has fall en. The arbiter sha ll re frain from   uygu lanma sē dēĸēnda , tamam lana n hamle sayēsēnē bildirm em elidir. Hakem  oyun cuya  

 infor m ing a player tha t  his opponent  has comp leted a m ove  or tha t  th e player has  rakibinin hamlesini tama mladēĵēnē veya  saat e basmad ēĵēnē bildirm ekten ka­ēnma lēdēr. 

 not  pr essed his clock.   
 

12 .7  
 

I f some one observes an irre gu larit y,  he ma y in for m  only th e arbiter. Players in 
 

12 .7  
 

Eĵer, bir isi, bir kural dēĸēlēĵa ta nēk olursa yalnēzca hakem i bunda n hab erda r edebilir . 
 oth er game s are not  t o speak about  or othe rwise inter fere in a gam e. Spectat ors  Baĸka  m asalardaki  oyun cular, oyun( lar)  hakkēnd a konuĸmama lē ve  m¿dahil 

 are not  all owed to int er fere in a gam e. The arbit er  ma y expel offende rs from  th e  olmama lēdēr. Seyirc il er in oyun a karēĸma sēna izin  ver ilm ez. Hakem , kabahat li  

 playing venu e.  davranan larē oyun saha sēnda n uza klaĸtērabil ir . 

12 .8  
 

Unless auth or ised by the arbiter, it  is for bidden for an ybody to use a m obile ph one 
or any kind of commun icat ion device in th e playing venu e or any cont iguous area 
designat ed by th e arbiter. 

 

12 .8  
 

Hakem  tara fēnda n izin ver ilm edik­e, hakem ce tayin edilm iĸ oyun saha sē ve  ona 

bit iĸik alanlarda hi­ kim se cep t elefonu ya da he rhang i bir ilet iĸim  aracē kullanamaz . 

12 .9  Opt ions available to th e arbiter concerning pena lt ies:  
 

12 .9  
 

Hakem in verebileceĵi ceza se­enekler i ĸun lardēr:  
 a.       warning  a.       uyarē 
 b.       incre asing th e re ma ining t im e of th e opponent   b.       rakip oyun cunu n kalan s¿resini artt ērma k  

 c.       redu cing th e rema ining t im e of th e offend ing player   c.       kabahat li  oyun cunu n kalan s¿resini azaltma k  

 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

d.       incre asing th e point s scored in th e gam e by the opponent  to the ma ximu m 

available for tha t  gam e 

e.       re du cing th e point s scored in th e gam e by th e off end ing person 

f.        declaring th e gam e to be lost  by the offend ing player (th e arbiter sha ll also 
decide th e opponentôs score)  

g.       a fine ann oun ced in advance 

h.       expu lsion fro m  th e com pet it ion. 

d.       rakibin  o oyunda n alacaĵē pua nē ta m  pu ana kadar artt ērma k 
e.       kabahat li  oyun cunu n oyunda n aldēĵē puanē azaltma k 
f.        oyun u kabahat li  ta raf i­in  kayēp ilan etm ek ( rakibinin  pua nēnē da hakem  

belir leyecekt ir)  
g.       ºnceden du yurulmuĸ bir  pa ra cezasēnē uygulam ak 
h.       yarēĸmada n ­ēkarma k.  



APPENDICES 
 

Appendix A. Rapidplay 

EKLER 
 

Ek A. Hēzlē satran­ 
 

A.1  A óRapidplayô gam e is one where eith er all th e m oves m ust  be comp leted in a fixed 
t im e of m ore tha n 10 mi nut es bu t  less tha n 60 m inu tes for each player;  or th e 
t im e allott ed plus 60 t im es any incre m ent  is of m ore tha n 10 m inut es bu t  less 
tha n 60 m inut es for  each player . 

A.1  óHēzlē Sat ran­ô, oyunu n t¿m  ham leler inin tama m lanm asē i­in  oyun cu baĸēna sab it 
s¿re il e, 60 dakik ada n az, am a 10 dakikadan ­ok zama n d¿ĸen;  ya  da , tah sis 
edil en sab it  s¿reye, ilave  s¿renin 60 katē eklend iĵind e, her bir oyun cu i­in 60 
dakikada n az, am a 10 dakikada n ­ok,  zam an verildiĵi bir oyundu r. 

A.2  Players do not  need to recor d the m oves. A.2  Oyun cularēn hamleler ini kaydetm eler i gerekli deĵildir. 

A.3  The Comp et it ion Rules sha ll  apply if 
a.       one arbiter supervises at  m ost  thre e gam es and 
b.       each gam e is recorded by th e arbiter or his assistan t  and , if possible, by 

electr onic m eans. 

A.3  Aĸaĵēdaki hallerde Yarēĸm a Kurallarē uygulanēr:  
a.       bir hakem  en fazla ¿­ oyun u yºnet iyorsa ve 
b.       her oyun hakem  ya da yardēm cēsē ta rafēnd an, ve  eĵer m¿mk¿nse, 

elekt ro nik olarak da k aydedil iyor sa. 

A.4  Oth erwise th e foll owi ng app ly:  
a.       Fro m  the init ial posit ion, once ten m oves have been comp leted by each 

player,  
(1 )     no chang e can be ma de to th e clock sett ing , unless th e schedu le of 

th e event  would be adversely affected. 
(2 )     no claim  can be mad e regarding incorr ect  set -up or orientat ion of 

th e chessboard. In case of incorr ect  king placem ent ,  cast l ing is not  
all owed. In case of incorr ect  rook placem ent , cast ling with this rook is 
not allowed. 

A.4  Aksi ha lde aĸaĵēdaki ler uygu lanēr:  
a.       Baĸlangē­ pozisyonund an it ibaren her iki oyun cu da onun cu ham leyi  

tamam ladēkta n sonra, 
(1 )     saat  kurulumund a bir deĵiĸiklik yapēlamaz , yarēĸm a ta kv im ini 

olum suz etkil eyen ha ller bunu n ist isnasēdēr. 
(2 )     taĸlarēn yan lēĸ dizil iĸine ya  da tahtan ēn yan lēĸ konu mlandērēlma sēna 

iliĸkin bir savda bu lun ulamaz. ķahēn yanlēĸ yer leĸt irildiĵi hallerde, roka  
izin  verilm ez. Kalenin yan lēĸ yerleĸt irildiĵi hallerde, o kaleyle rok 
yapēlamaz . 

b.       An il legal m ove  is comp leted once th e player has pressed his clock.  I f t he 
arbiter observes this he sha ll declare the gam e lost  by th e player, provided 
th e opponent  has not  ma de his next  m ove. I f th e arbiter  does not 
int ervene, th e opponent  is ent it led to claim  a win, provided th e opponent  
has not  ma de his next  m ove. 

However, th e gam e is drawn  if th e posit ion is such tha t  th e opponent 
cannot  checkma t e th e playerôs king by any possible series of legal m oves. 
I f th e opponent  does not claim  and the arbiter does not  int ervene, th e 
illegal m ove  sha ll  stan d and th e gam e shall  cont inu e. Once th e opponent 
has mad e his next  m ove, an illegal m ove  cann ot  be corrected unless th is is 
agreed by th e players with out  int ervent ion of th e arbiter .  

c.       To claim  a win on t im e, th e claima nt  mu st  stop th e chessclock and not ify 
th e arbiter . For t he claim  to be successful, th e claiman t  mu st  have  t im e 
rema ining on his own  clock aft er  the chessclock has been stopped. 
However, th e gam e is drawn  if th e posit ion is such tha t  th e opp onent 
cannot  checkma t e th e playerôs king by any possible series of legal m oves. 

d.       I f th e arbiter  observes both king s are in check,  or a pawn  on th e ran k 
furth est  from  its sta rt ing posit ion, he shall  wait  un t il  th e next  m ove  is 
comp leted. Then, if th e il legal posit ion is st ill  on th e board, he shall  declare 
th e gam e drawn. 

b.       Ge­ers iz bir ham le, oyuncunu n saat ine basma sē ile tamam lanēr. Bun u 
gºzlem leyen hakem , eĵer rakip oyun cu kend i sonraki  ham lesini yapma mēĸsa, 
oyun u bu oyun cu(g e­ers iz ham leyi tama mlayan )  i­in  kayēp ilan edecekt ir. 
Hakem  m¿dahil  olma mēĸsa, rakip oyun cu, kend i sonraki  ham lesini yapmam ēĸ 
olma sē koĸuluyla, kazan­ savēnda bu lunm a hakkēnē elde eder . Bunun la 
birlikte, rakip oyun cunun , bu oyun cuyu  ge­erli  herhang i bir  olasē ham leler 
dizisi ile ma t  edem eyeceĵi bir konu m  oluĸmuĸsa oyun berabe re olur. Eĵer 
rakip bir savda bu lunma mēĸ ve  hakem  m¿dahil olma mēĸsa, ge­ers iz ham le 
kalacak ve oyun devam  edecekt ir. Rakip kend i sonraki  ham lesini yapmēĸsa, 
ge­ersiz bir hamle, her iki oyuncunu n da -hakem in m¿dahalesi olmadan -  
aralarēnd a an laĸtēklarē haller dēĸēnda, d¿zelt ilemez. 

c.       Zamanda n kazan­ savēnē iler i s¿rebilm ek i­in, savē iler i s¿ren tara f sat ran­ 
saat ini dur du rma lē ve  hakem i hab er dar etm eli dir. Bu savēn kabu l edilm esi i­in 
sat ran­ saat i du rdu ru ldu kta n sonra sav sah ibinin kendi saat inde zaman ē 
kalmēĸ olma lēdēr. Bunu nla birlikte, rakip oyun cunun , bu oyun cuyu  ge­erli 
herhang i bir olasē hamleler dizisi ile ma t  edem eyeceĵi bir konu m  oluĸmuĸsa 
oyun berabere olur.  

d.       Hakem , her iki ĸahēn da tehd it  altēnd a olduĵunu ya  da baĸlangē­ pozisyonun -  
dan en uza k yata yda bir  piyon olduĵunu gºr¿rse, sonraki  ham le tamam lanēn- 
caya  kada r bekleyecekt ir. Ardēndan , ge­ers iz konu m  ha la taht a ¿zer ind e ise, 
oyun u berab ere il an edecekt ir. 



A.5     The Rules for  a com pet it ion shall  specify  whet her Art icle A.3  or Art icle A.4  sha ll 
app ly for th e ent ire event .  

A.5      Yarēĸm a yºnergesind e, o yarēĸm a boyun ca Madde A.3 ya  da A.4ôden hang isinin 
uygu lana caĵē belirt ilm iĸ olacaktēr. 

 
 
 

Appendix B. Blitz Ek B. Yēldērēm 
 

B.1  A óblitzô gam eô is one where all th e m oves mu st  be comp leted in a fixed t im e of 10 B.1  óYēldērēmô, oyunu n t¿m  ham ler inin  tamam lama sē i­in oyun cu baĸēna sab it  s¿re il e, 10 
 m inut es or less for  each player ;  or  th e all ott ed t im e plus 60 t im es an y incre m ent   dakika  ve  altēnda zama n d¿ĸen;  ya da , tahsis edilen sab it  s¿reye, il ave  s¿renin 60 
 is 10 m inut es or less.  katē eklend iĵinde, her bir oyun cu i­in 10 dakika  ya  da altēnd a zama n ver ildiĵi, bir 
   oyundu r. 
B.2  The pena lt ies m ent ioned in Art icles 7 and 9 of t he Comp et it ion Rules sha ll  be one   
 m inut e instead of two m inut es. B.2  Yarēĸm a Kurallarēônēn 7. ve  9. Maddeler ind e sºz¿ edil en iki dakikalēk cezalar bir 
   dakika  olarak uygu lanēr. 
B.3  The Comp et it ion Rules sha ll  apply if   
 a.       one arbiter supervises one gam e and B.3  Aĸaĵēdaki hallerde Yarēĸm a Kurallarē uygulanēr:  
 b.       each gam e is recorded by th e arbiter or his assistan t  and , if possible, by  a.       bir  oyun u bir hakem  yºnet iyors a ve  
 electr onic m eans.  b.       her bir oyun hakem  ya da yardēm cēsē ta rafēnda n, ve eĵer m¿mk¿nse, 
   elekt ro nik olarak da k aydedil iyor sa. 
B.4  Oth erwise, play sha ll be governed by the Rapidplay Laws  as in Art icle A.4.   
  B.4  Aksi ha lde, Ek A.4ôdeki  Hēzlē Sat ran­ Kurallarē uygu lanēr. 
B.5  The Rules for  a com pet it ion shall  specify  whet her Art icle B.3  or Art icle.B.4  sha ll   
 app ly for  th e ent ire event . B.5  Yarēĸm a yºnergesind e, o yarēĸm a boyun ca Madde B.3 ya  da B. 4ôden hang isinin  
   uygu lana caĵē belirt ilm iĸ olacaktēr. 



 
 

 
 

Appendix C. Algebraic notation Ek C. Cebrik notasyon 
 

FIDE recogn ises for  it s own  tournam ent s and mat ches only one syste m  of notat ion, th e 
Algebraic System , and recomm end s th e use of th is unifor m  chess notat ion also for chess 
literatu re and per iodicals. Scoresheets using a notat ion system  othe r t han algebraic ma y 
not  be used as evidence in cases where norma lly  th e scoresheet  of a  player is used for 
tha t  pu rpose. An arbiter  who observes tha t  a player is using a notat ion system  oth er tha n 
th e algebraic should warn th e player of th is requirem ent .  

 

Description of the Algebraic System 

FIDE kend i tu rnu va  ve  karĸēlaĸm alarēnd a yalnēzca Cebirsel Sistem i ge­er li  kabul eder ve 
sat ranca iliĸkin  t¿m  yayēnlarda bu nota syon sistem inin kullanēlma sēnē tavsiye  eder.  Cebirsel 
sistem  dēĸēnda ki  sistem ler le tutu lan nota syon kaĵētlarē ge­erli  deĵildirler ve kanēt 
oluĸtu rmaz lar. Hakem , cebirse l sistemd en baĸka bir  nota syon sistem i kullanan oyun cularē, 
bu gerekliliĵi yer ine get irm eler i i­in  uyarma lēdēr. 
 
 

Cebrik Sistemin tanēmē 
 

C.1  
 

C.2  

In th is descr ipt ion, ópieceô m ean s a piece other t han a pawn. 
 

Each piece is indicat ed by an abbr eviat ion. In t he Eng li sh languag e it  is th e firs t  

C.1  
 

C.2  

Burada , ótaĸô sºzc¿ĵ¿, pi yonda n farklē bir fig¿r¿ an latēr. 
 

Her taĸ, bir kēsaltm a ile gºste rilir ;  ingili zcedeki  adēnēn ilk b¿y¿k harfi  ile. ¥rnek:  
 lett er , a cap ital lett er , of it s nam e. Examp le:  K= king , Q= qu een, R= rook,  

B= bishop, N=k night . (N is used for  a knight , in order to avoid amb iguity.)  
 K=k ing( ĸah) , Q= qu een( vezir) , R= rook(kale),  B= bishop( fi l) , N=k night(at) . (King-  

Knigh t  karēĸēklēĵēnē ºnlem ek i­in atēn kēsaltma sē N kabu l edil ir .)  

C.3 
 
 
 

 
C.4  
 
 

C.5  
 
 

C.6  
 
 
 

 
C.7  

 

For the abbr eviat ion of t he nam e of th e pieces, each player is fre e to use th e 
nam e which is comm only used in his count ry.  Examp les:  F =  fou (Fr ench for 
bishop) , L =  loper (Dut ch for bishop) .  In print ed per iodicals, th e use of f igu rines 
recom m end ed. 

 
Pawns are not  indicat ed by th eir  firs t  lette r, bu t ar e recogn ised by the absence of 
such a lett er. Examp les:  th e m oves are writt en e5, d4 , a5 , not  pe5, Pd4, pa5 . 

 
The eigh t  fi les ( fro m  left to r igh t  for  White and fro m  righ t  to left  for  Black)  ar e 
indicat ed by th e sma ll lette rs , a, b, c, d, e, f,  g and h, respect ively.  

 
The eigh t  ranks ( from  bott om  t o top f or White and fro m  top t o bott om  for Black) 
are numb ered 1, 2, 3, 4, 5, 6, 7, 8, respect ively. Consequent ly,  in  th e init ial 
posit ion th e white pieces and pawns are placed on th e firs t  and second ranks;  th e 
black pieces and pawns on th e eight h and seventh ran ks. 

 
As a consequ ence of the previous rules, each of th e sixty- four squar es is 
invariably indicat ed by a  un ique comb inat ion of a lett er  and a numb er. 

C.3  
 
 

 
C.4  

 
 

C.5  
 
 

C.6  
 
 
 

 
C.7  

 

Taĸlarēn adēnēn kēsaltm asē olarak,  her oyun cu kend i ¿lkesind e yaygēn olan adēn ilk 
harfini kullanm akta serbestt ir . ¥rnek:  F =  fou (Fransēzca fi l) , L =  loper ( Holl and a 
dilinde fi l) . Basēlē yayēnlarda, taĸ isim ler i yerine fig¿rler kull anēlmasē ºner ilir . 

 
Piyonlar ilk harfler iyle gºste rilm ez, am a kendil erini gºsteren bir harf olmama sē ile 
ayērt  edil irler . ¥rn ekler :  ham leler e5, d4 , a5 olarak yazēlēr-pe5, Pd4, pa5 deĵil . 

 

Sekiz dikey (Beyazēn solunda n saĵēna doĵru ve Siyahēn saĵēnda n solun a doĵru)  
sērasēyla a, b, c, d, e, f,  g, h, k ¿­¿k harfler iyle gºster ilir . 

 

Sekiz yata y (Beyaz i­in aĸaĵēdan yukarēya, Siyah i­in yukarēdan aĸaĵēya)  sērasēyla 
1, 2, 3, 4, 5, 6, 7, 8 ra kam larēyla numa ralanēr. Dolayēsēyla, baĸlangē­ konumund a 
beyaz taĸlar ve pi yon lar bir inci ve  ikinci yata ylara;  siyah taĸlar ve  piyonlar sekizinci 
ve yedinci yata yl ara dizil ir . 

 
¥nceki  kurallarēn sonu cu olarak,  64 k arenin her bir i,  bir harf ve rakam la deĵiĸm ez 
olarak adr eslenir. 



 

 

C.8  
 

Each m ove of a piece is indicat ed by a)  th e abbr eviat ion of th e nam e of th e piece 
in qu est ion and b)  th e squa re of arr ival. There is no hyphen between a)  and b) . 
Examp les:  Be5, Nf3, Rd1. In th e case of pawns, only th e squ are of arr ival is 
indicat ed. Examp les:  e5, d4, a5 . 

 

C.8  
 

Her bir  ham le (a )  il gili  taĸēn isminin kēsaltma sē ve  (b )  varēĸ karesinin adresi ile 
gºste rilir . (a )  ile (b )  arasēnd a herhang i bir  ĸekilde ayērm a olmaz . ¥rnekler :  Fe5, Af3, 
Kd1 . Piyonlarda, sadece varēĸ karesi belir t il ir . ¥rnekler:  e5, d4 , a5 

C.9  
 

 
 
 
 
 
 
 

C.10 

 

When a piece ma kes a captu re , an x m ay be inserted between a)  th e abbreviat ion 
of th e nam e of th e piece in qu est ion and b)  th e squar e of arr ival. Exam ples:  Bxe5, 
Nxf 3, Rxd1 , see also C10. 
When a pawn  m akes a captu re, th e fi le of departu re mu st  be indicat ed, th en an x 
ma y be inser ted, th en the squar e of ar r ival. Exam ples:  dxe5, gxf 3, axb5 . In th e 
case of an óen passant ô captu re, óe.p.ô m ay be append ed to th e notat ion. Examp le:  
exd6 e.p. 

 
I f two  ident ical pieces can m ove to th e sam e square , th e piece tha t  is m oved is 
indicat ed as foll ows:  

C.9  
 
 
 
 
 

 
C.10 

 

Taĸ alēndēĵēnda , (a )  ilgili  taĸēn ism inin kēsaltma sē ile (b )  varēĸ kar esi arasēna ­arpē 
iĸaret i( x)  konu labil ir . ¥rnekler :  Fxe5, Axf3, Kxd1 , ayrēca C10ôa da bakēnēz. Bir piyon, 
bir taĸē aldēĵēnda , kalktēĵē dikey gºste rilmelidir, sonra ­arpē iĸare t i,  ve sonra varēĸ 
karesi. ¥rnekler :  dxe5, gxf 3, axb5. ôge­er ken alma ' du rumunda , varēĸ kare si olarak 
piyonu n alēĸēn ardēndan yer leĸt iĵi kare gºste rilir  ve  sonun a 'e.p.'  eklenebilir . ¥rnek: 
exd6 e.p. 

 
Birbirinin  aynē iki taĸ, aynē kareye  gidebil iyors a, giden taĸ aĸaĵēdaki  ĸeki lde 
gºste rilir :  
1.       Her iki taĸ da aynē yata ydaysa:  (a )  taĸēn ism in in  kēsaltma sē, (b )  kalktēĵē 

1.       I f both pieces are on the sam e rank:  by a)  th e abb reviat ion of th e nam e of 
th e piece, b)  th e fi le of departur e, and c)  th e squ are of ar r ival.  

2.       I f both pieces are on the sam e fi le:  by a)  th e abb re viat ion of th e nam e of 
th e piece, b)  th e rank of th e squar e of departur e, and c)  th e squa re of 
arr ival. 

I f th e pieces are on diff erent  ranks and fil es,  m eth od 1 is pr eferred. 
 

Examp les:  
a.       There are two  knight s, on th e squa res g1 and e1, and one of th em  m ov es 

to th e squar e f3:  eith er Ngf3  or Nef3, as th e case m ay be. 
b.       There are two  knight s, on th e squa res g5 and g1 , and one of th em  m ov es 

to th e squar e f3:  eith er N5f3  or N1f3, as th e case m ay be. 
c.       There are two  knight s, on th e squa res h2 and d4, and one of th em  m oves 

to th e squar e f3:  eith er Nhf3  or Ndf3, as th e case m ay be. 
d.       I f a  captu re ta kes place on th e squa re f3, th e notat ion of th e pr evious 

examp les is st i ll  app licable, bu t  an x m ay be inserted:  1)  eith er Ngxf3  or 
Nexf3, 2)  eith er N5xf3  or N1xf3, 3)  either Nhxf3  or Ndxf 3, as the case ma y 
be. 

dikey,  (c) v arēĸ kare si ile gºster ilir . 
2.       Her iki taĸ da aynē dikeydeyse:  (a )  taĸēn ism in in kēsaltma sē, (b )  kalktēĵē 

yat ay,  (c) v arēĸ karesi ile gºste rili r . 
Taĸlar farklē yata y ve  dikeyde iseler , (1 )  yol tercih edil ir . 
 

¥rnekler :  
a.       ņki  at  g1 ve e1 kar eler inde bu lunu yor ve  bir isi f3  kar esine gidiyor :  hang isi 

gidiyors a, Agf3  veya  Aef3  ĸeklinde gºste rilir . 
b.       ņki  at  g5 ve g1 k ar eler ind e bu lunu yor ve  bir isi f3  kar esine gidiyor :  hang isi 

gidiyors a, A5f3  veya  A1f3  ĸeklinde gºste rilir . 
c.       ņki  at  h2 ve d4 k ar eler ind e bu lunu yor ve  bir isi f3  kar esine gidiyor :  hang isi 

gidiyors a, Ahf3  veya  Adf3  ĸeklinde gºste rilir . 
d.       Eĵer f3  karesind e taĸ alēmē sºz konu suysa, ºnceki  ºrneklerdeki  yazēm  ha la 

ge­er li dir, ancak bir  ­arpē iĸare t i eklenebil ir :  (1 )  Agxf3  veya Aexf 3, (2 )  A5xf3  
veya  A1xf3, (3 )  Ahxf3  veya Adxf3 

 

C.11   In th e case of th e pro m ot ion of a pawn, th e actua l pawn  m ove  is indicat ed, 
foll owed imm ediat ely by th e abbr eviat ion of th e new piece. Examp les:  d8Q,  exf 8N,  
b1 B, g1R . 

C.12   The offer  of a draw sha ll  be m arked as (= ) . 

C.13   Abb reviat ions 
0-0 =  cast ling with roo k h1 or rook h8 ( king side cast li ng)  
0-0-0 =  cast li ng with roo k a1 or rook a8 (qu eenside cast ling )  
x = captu res 
+  =  check 
++  or # = checkmat e 
e.p. =  capt ures óen passant ô 
The last  four are opt iona l. 

C.11   Piyonu n ter fi  etme si ha lind e, ºnce piyonu n ham lesi yazēlēr, bunu n hem en yanēna 
yeni taĸēn ilk harfi  eklen ir. ¥rnek:  d8 V, exf 8A, b1F, g1K . 

C.12   Berabere tekli fi (=)  ile gºste ril ecekt ir. 

C.13   Kēsaltm alar 
0-0    =  h1 veya  h8 k ar esind eki  kaleyle yapēlan ro k ( k¿­¿k rok)  
0-0-0 =  a1 veya  a8 karesind eki  kaleyle yapēlan ro k (b¿y¿k rok)  
X       =  taĸ alēmē 
+      =  ĸah tehd idi 
+ +  veya  #  = m at  
e.p.           =  ge­erken alm a óen passantô 
Son dºrt  kēsaltman ēn kullanēmē isteĵe baĵlēdēr. 



Samp le gam e:  
1.e4 e5 2. Nf3 Nf6 3. d4 exd4 4. e5 Ne4 5. Qxd4 d5 6. exd6 e.p. Nxd6 7. Bg5 Nc6 
8.Qe3+  Be7 9. N bd2 0- 0 10 . 0-0-0 Re8 11 . Kb1 (=)  
Or:  1. e4 e5 2. Nf3 Nf6 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. Kb1 (= )  

¥rnek Oyun :  
1. e4 e5 2. Af3 Af6  3. d4 exd4 4. e5 Ae4 5. Vxd4 d5 6. exd6 e.p. Axd6 7. Fg5 Ac6 
8. Ve3+  Fe7 9. Abd 2 0-0 10 . 0-0-0 Ke8 11. ķb1(=)  
Ya da:  1. e4 e5 2. Af3  Af6 3. d4 ed4 4. e5 Ae4 5. Vd4 d5 6. ed6 Ad6 7. Fg5 Ac6 8. 
Ve3 Fe7 9. Abd 2 0-0 10 . 0-0-0 Ke8 11 . ķb1( =)  



Appendix D. Rules for play with blind and visuall y disabled players Ek D. Gºrme engelli oyuncular i­in kurall ar 
 

D.1  The or gan iser,  aft er consult ing th e arbiter , sha ll  have  the power to adapt  th e D.1  Turnu va  d¿zenleyiciler i, hakem e danēĸtēkta n sonra aĸaĵēdaki  kurallarē yerel 
 foll owing ru les according to local circum stan ces. In comp et it ive  chess between  ĸart lara gºre uyarlama ya  yetkilidirler. Norma l gºren ve gºrm e eng elli  oyun cular  
 sight ed and visually disab led ( lega lly blind )  players eith er player ma y deman d th e  (hu kuken kºr)  ara sēnd a yapēlan karĸēlaĸm alarda, oyun culardan biri, iki ayrē sat ran­ 
 use of two boards, the sighted player using a norm al board, th e visua lly d isab led   tahta sē kullanēlmasē istem ind e buluna bil ir. Gºren oyun cu i­in nor ma l sat ran­ 
 player using one specially const ructed. This board mu st  m eet  th e foll owing  tahta sē, gºrm e eng elli  oyun cu i­in ise ºzel yapēlmēĸ tahta . Bu ºzel sat ran­ taht asē, 
 requ irem ent s:   aĸaĵēdaki koĸullara uygu n olma lēdēr:  

 

a.       m easur e at  least  20 cm  by 20 cm , 
b.       have  th e black squar es sligh t ly raised, 
c.       have  a securing aper tur e in each squ are, 
The requ irem ent s for  th e pieces are :  
a.       all are pr ovided with a peg tha t  fit s int o th e securing aper tu re of th e board, 
b.       all are of Staunt on design , th e black pieces being specially ma rked. 

 

a.       en az 20 x20 cm , 
b.       siyah kareler i ha fif y¿kselt ilm iĸ, 
c.       b¿t¿n kare ler i taĸlarē yerleĸt irm ek i­in ºzel yuvalē (d elikli) . 
Taĸlar i­in istenenler ĸun lardēr:  
a.       t¿m¿ tahtada ki  yuvaya  ge­ebilecek ĸeki lde pim li, 
b.       t¿m¿ Staunt on t ipinde ve siyah taĸlarē ºzel iĸaret li  olm alēdēr. 

 

D.2     The foll owing regu lat ions sha ll govern play:  D.2     Oyun aĸaĵēdaki  kurallara gºre yºnet il ir :  
 

1. The m oves sha ll  be ann oun ced clearly,  repeate d by th e opponent  and 1. Ham leler a­ēk ve  net  olarak du yuru lur, rakip tekrar eder ve ham leler onu n 
 execut ed on his chessboard. When pro m otin g a pawn, th e player mu st   tahta sēnd a yapēlēr. Piyon te rfisinde, oyun cu hang i taĸē se­t iĵini bildirm elidir. 
 ann oun ce which piece is chosen. To ma ke th e ann oun cem ent  as clear as  Ham leler in  m¿mk¿n olduĵu kadar a­ēk sºylenme si i­in harf kullanēlan 
 possible, th e use of the foll owing nam es is sugg ested instead of th e  cebirsel sistem  yerine, yata y ve  di keyler i­in  aĸaĵēda yer alan isim lendirm e 
 correspond ing lett ers :   ºnerilir . Dikey sēralar i­in  Alma nca harfler kull anēlma ktadēr:  
 A -  Ann a  A ï Anna , 
 B -  Bell a  B ï Bell a, 
 C -  Cesar   C ï Cesar  
 D -  David  D ï David 
 E -  Eva   E ï Eva  
 F -  Feli x  F ï Felix 
 G -  Gusta v   G ï Gusta v  
 H -  Hector   H ï Hektor  
 Unless the arbiter decides oth erwise, ra nks  from  White t o Black sha ll  be  Hakem  aksi yºnde karar verm edik­e Beyazda n Siyaha yata y sēralar i­in 
 given th e Germa n numbe rs  Alman ca numa ralar kullanēlēr:  
 1 -  eins  1 ï eins 
 2 -  zwei  2 ï zwei 
 3 -  dre i  3 ï drei 
 4 -  vier   4 ï vier 
 5 -  fuenf  5 ï fuenf 
 6 -  sechs  6 ï sechs 
 7 -  sieben  7 ï sieben 
 8 -  acht   8 ï acht  
Cast ling is ann oun ced ñLang e Rochade ò (Germ an for long cast ling )  and ñKurze 
Rochade ò (Germa n for shor t  cast ling) . 
The pieces bear th e nam es:  Koenig, Dame , Turm , Laeufer, Spring er , Bauer .  

B¿y¿k Rok ñLang e Rochad eò ĸeklind e (Alman ca) , K¿­¿k Rok ñKurze 
Rochadeò ĸekl ind e (A lm anca)  ilan edil ir . 
Taĸlar ĸu ĸekilde ad landērēlēr:  Koenig (ķah), Dam e (V ezir) ,  Turm  (Ka le) , 
Laeufer (Fil ) , Spring er (At ) ,  Bauer (Piyon)  



2.       On th e visua lly disabled player' s board a piece sha ll  be considered 
ótouchedô when it  has been ta ken out  of th e securing aper ture. 

2.        Gºrm e eng elli  oyun cunu n tahta sēnda eĵer taĸ yuvasēnda n ­ēkarēldē ise o taĸa 
ódokunu lmuĸô sayēlēr. 

 

3.       A m ove sha ll  be considered óma deô when:  
a.       in the case of a  captur e, th e captur ed piece has been rem oved from 
th e board of th e player whose tu rn it  is to m ove 
b.       a piece has been placed int o a diff ere nt  secur ing aper ture 
c.       th e m ove has been announ ced. 
Only th en sha ll  the opponent 's clock be sta rted. 

3.       ķu ha llerde ham le óyapēlmēĸô olarak deĵer lend ir il ir :  
a.       taĸ alērken, alēnan taĸ ham lede olan oyun cun un tahta sēnda n dēĸarē 

­ēkarēldē ise 
b.       taĸ baĸka  bir  yuvaya  yerleĸt ir ildi ise 
c.       ham le ilan edildi ise, ham le yapēlmēĸ sayēlēr. 
Ancak bunda n sonra rakibin saat i ­alēĸtērēlēr. 

 

4.       As far  as point s 2 and 3 are concerned, th e norma l ru les are valid for t he 
sight ed player .  

4.       Madd e 2 ve  3 sºz konu su olduĵunda, gºren oyuncu i­in nor ma l kurallar 
ge­erli dir. 

 

5.       A specially const ructed chessclock for  the visua lly disab led shall  be 
adm issible. I t  shall  incor por at e th e fol lowing featu res :  
a.       a dial fi tt ed with re inforce d hand s, with every five  m inut es m arked 

by one raised dot , and every 15 m inut es by two  raised dots, and 
b.       a flag which can be easily felt ;  care should be taken tha t  th e flag is 

so arrang ed as to all ow th e player t o feel th e m inut e han d du ring 
th e last  5 m inut es of th e full  hour. 

c.       opt ionally,  a m eans of ann oun cing audibly t o th e visua lly disab led 
player th e numb er of m oves. 

5.       Gºrm e engelli ler i­in ºzel yapēlmēĸ olan saat  kullanēlma sēna izin  ver ilm elidir. 
Bu saat  ĸu ºzellikler i taĸēyacaktēr:  
a.       saat  kadranēnēn yelkovan larē kuvv et lend ir ilm iĸ ( ta kv iyeli)  olup , 5 

dakika  aralēklarda bir  ve  15 dakika  aralēklarda iki  hissedil ir  kaba rtēlē 
nokta ile iĸare t lenmiĸ olmalē, ve  

b.       kolayca hissedil ebilecek bir bayrak d¿zeni. Bayra k,  oyun cunu n 
yelkovanē her saat in son beĸ dakikasēnd a rahat ­a hissedilebileceĵi bir 
ĸekilde yer leĸt irilmiĸ olacaktēr. 

c.       bir se­enek de, ham le sayēsēnē gºrm e eng elli  oyun cuya  sesli olarak 
duyuran bir  d¿zenek olma sēdēr. 

 

6.       The visua lly disabled player mu st  keep score of th e gam e in Brail le or 
longhand , or recor d the m oves on a recording device. 

6.       Gºrm e engelli  oyun cu, ham leler i Braille Sistem i ile veya  norma l yazē ile 
yazma lē veya  teyp  kayēt  cihazēna kaydetm elidir. 

 

7.       A slip of th e tongu e in th e ann oun cem ent  of a m ove mu st  be corrected 
imm ediat ely and before th e clock of th e opp onent  is sta rted. 

7.       Ham le ilanēnd a dil s¿r­m esind en kaynaklana n hata , hem en ve  rakibin saat i 
­alēĸtērēlmada n ºnce d¿zelt ilm elidir . 

 

8.       I f du ring a gam e diff eren t  posit ions should arise on th e two boards, they 
mu st  be correct ed with th e assistan ce of th e arbiter and by consult ing both 
players' gam e scores. I f th e two gam e scores corr espond with each othe r, 
th e player who has writt en th e correct  m ove bu t  mad e th e wrong one mu st 
adju st  his posit ion to corr espond with th e m ove on the gam e scores. When 
th e gam e score s are foun d t o diff er,  th e m oves sha ll  be ret raced to th e 
point  where the t wo  scores agree, and the arbit er sha ll readju st  th e clocks 
accordingly.  

8.       Eĵer oyun sērasēnd a her iki taht a ¿zer inde birbirind en farklē iki ayrē konum 
or ta ya  ­ēkarsa, hakem in yardēmēyl ve  her iki oyun cunu n yazdēklarēna 
baĸvurarak du rum  d¿zelt ilm elidir. Eĵer her iki hamle kaĵēdē da aynē ise, 
doĵru yazmēĸ fakat  yan lēĸ ham le oynam ēĸ olan oyun cu, konumun u hamle 
kaĵēdēna gºre d¿zeltm elidir. Eĵer her iki hamle kaĵēdē da farklē ­ēkarsa, t¿m 
ham leler baĸta n ta kip edilere k her iki hamle kaĵēdēnēn aynē olduĵu son 
ham leye  kada r geli necek ve  hakem  saat ler i bun a gºre ayarlayacaktēr. 

 

9.       The visua lly disabled player sha ll have  th e r igh t  to ma ke use of an 
assistan t  who shall  have  any or all of the foll owi ng du t ies:  
a.       ma king either player's m ove on th e board of the opponent  
b.       ann oun cing the m oves of both players 
c.       keeping th e gam e score of the visua lly disabled player and start ing 

his opponent 's clock (keeping point  3.c  in  m ind)  
d.       infor m ing th e visually disab led player , only at  his reque st ,  of the 

numbe r of m oves comp leted and th e t im e used up by both players 

9.       Gºrm e engelli oyun cu, aĸaĵēdaki gºrevlerden bazēlarēnē veya  hepsini yer ine 
get irecek bir yardēm cēdan yararlanm a hakkēna sah ipt ir:  
a.       her iki oyun cunu n da ham leler ini rakibin tah tasēnd a yapma k 
b.       her iki oyun cunu n da ham leler ini bildirm ek 
c.      gºrm e ºz¿rl¿ oyun cunu n ham leler ini yazma k ve rakibin  saat ini 

­alēĸtērma k (Madd e 3.c'yi  dikk at e alarak) .  
d.       sadece gºrm e ºz¿rl¿ oyun cunu n isteĵi ¿zer ine, oynana n ham le sayēsē 

ve s¿re ler hakkēnd a bilgi verm ek 



e.       claiming the gam e in cases where th e t im e lim it  has been exceeded 
and infor m ing th e arbiter when the sight ed player has touched one 
of his pieces 

 

 
e.       bayrak d¿ĸt¿ĵ¿nde savda bu lunma k ve  nor ma l gºren oyun cu 

herhan gi bir taĸa dokund u ise bu k onud a hakem i bilgilendirm ek 
 

f .       carrying out  th e necessary for ma lit ies in cases where the gam e is 
adj ourned. 

 
10 .     I f th e visually disabled player does not  ma ke use of an assistant ,  th e 

sight ed player m ay ma ke use of one who sha ll carr y out  th e du ti es 
m ent ioned in point s 9.a  and 9.b. 

f.        oyunu n er telenm esi ha linde gerekli iĸlemler i yapma k.  
 
10 .     Eĵer gºrm e engelli  oyun cunu n yardēm cēsē yoksa, o zama n norma l gºren 

oyun cu 9.a ve  9.b'de belirt ilen gºrevler i yer ine get irecek bir yardēm cē i­in 
baĸvuruda bu lunabil ir . 



Appendix E. Adjourned games 
 

E.1.    a.       I f a  gam e is not  finished at  th e end of the t im e prescribed for  play,  th e 
arbiter sha ll requ ire th e player having the m ove to ósealô tha t  m ove. The 
player mu st  write his m ove in unam biguou s notat ion on his scoresheet ,  pu t 
his scoresheet  and tha t  of his opponent  in an envelope, seal th e envelope 
and only th en stop th e chessclock.  Unt il he has stopped th e chessclock the 
player reta ins th e r igh t  to chang e his sealed m ove. I f, aft er being told by 
th e arbiter t o seal his m ove, th e player ma kes a m ove on th e chessboard 
he mu st  write tha t  sam e m ove  on his scores heet  as his sealed m ove. 

 
b.       A player having th e m ove  who adj ourns th e gam e before th e end of the 

playing session sha ll  be considered to have  sealed at  the nom ina l t im e for 
th e end of the session, and his rema ining t im e sha ll  so be record ed. 

 

E.2.    The foll owing shall  be indicat ed up on th e env elope:  
a.       th e nam es of th e players, 
b.       th e posit ion imm ediat ely  befo re th e sealed m ove, 
c.       th e t im e used by each pl ayer ,  
d.       th e nam e of th e player who has sealed th e m ov e, 
e.       th e numb er of th e sealed m ove, 
f.        th e offer of a draw, if th e pr oposal is curren t , 
g.       th e dat e, t im e an d venue of resumpt ion of play. 

 
E.3.    The arbiter sha ll check the accuracy of th e in format ion on th e envelope and is 

responsible for  it s safekeeping . 
 

E.4.    I f a  player pr oposes a draw aft er  his opp onent  has sealed his m ove, th e offer  is 
valid un t il  the opponent  has accepted it  or rejected it  as in Art icle 9.1. 

 
E.5.    Before th e gam e is to be resum ed, th e posit ion imm ediat ely before th e sealed 

m ove sha ll be set  up on th e chessboard, and the tim es used by each player when 
th e gam e was adj ourned sha ll  be indicat ed on th e clocks. 

 
Ek E. Ertelenmiĸ oyunlar 
 
E.1.    a.       Bir oyun o otu rum  ºnceden beli rlenen s¿rede bitm em iĸse, hakem , ham lede 

olan oyun cuda n ógizli  hamleô yapma sēnē isteyecekt ir. Oyuncu ham lesini a­ēk­a 
an laĸēlēr ĸekilde nota syon kaĵēdēna yazacak, kend isinin ve  rakibinin kaĵētlarēnē 
zar fa  koyacak,  zarfē kapata cak ve   bunda n sonra rakibininkini ­alēĸtērmada n 
sat ran­ saat ini durdu racaktēr. Satran ­ saat ini du rdu rana dek oyun cunu n gizli 
ham leyi  deĵiĸt irm e hakkē vardēr. Hakem in gizli  hamle yapēlma sēnē sºylem e-  
sind en sonra, oyun cu ham lesini taht a ¿zer ind e yapar sa bu ham leyi  kaĵēdēna 
gizli  hamle olarak yazma lēdēr. 

 
b.       Ham lede olan oyun cu, oyunu , otu rum  hen¿z sona erm em iĸken ertelerse 

(aju rne ederse) ,  bu , otu rumu n bit im  zaman ēnd a yapēlmēĸ kabu l edil ir  ve  kalan 
zaman ē bun a gºre kaydedilir . 

 

E.2.    Zarfēn ¿zer ind e aĸaĵēdaki ler yazēlacaktēr:  
a.       oyun cularēn adlarē, 
b.       gizli  hamle ºncesi son konum , 
c.       her iki oyun cunu n da kullandēĵē s¿re ler , 
d.       gizli  hamleyi  yapa n oyuncunu n adē, 
e.       gizli  hamlenin  ka­ēncē ham le olduĵu, 
f.        eĵer aju rneden ºnce yapēlmēĸsa, beraber li k teklifi, 
g.       oyunu n devam  edeceĵi g¿n, saat  ve yer.  

 
E.3.    Hakem  zar fēn ¿zer ind eki  bilgiler in  doĵruluĵunu kont ro l edecekt ir ve zarfēn 

kor unma sēnda n sor um ludu r.  
 

E.4.    Eĵer aju rne yapēldēkta n sonra bir  oyun cu bera berlik tekl if ederse, bu teklif Madde 
9. 1ôe gºre ra kip oyun cu kabu l veya  reddedene dek ge­er li dir. 

 
E.5.    Oyun devam  edeceĵi zaman , gizli  hamle ºncesi son konu m  tahta ya  dizilecek ve 

aju rne edil diĵi andaki  s¿re lere gºre saat ler ayarlana caktēr. 
 

E.6.    I f prior  t o th e resumpt ion th e gam e is ag reed dra wn, or if one of th e players 
not ifies th e arbiter tha t  he resign s, th e gam e is conclud ed. 

 
E.7.    The envelope sha ll be opened only when th e player who mu st  re ply to th e sealed 

m ove is pr esent .  

 
E.6.    Oyunu n devamēnda n ºnce berabe rlikte an laĸēlmēĸsa veya bir ta raf hakem e te rk 

ett iĵini bildirirse oyun sonu­lanmēĸ olur. 
 

E.7.    Zarf,  ancak gizli  hamleye  cevap verecek oyun cu m evcut sa a­ēlacaktēr. 
 

E.8.    Except  in th e cases m ent ioned in Art icles 5, 6.9, 9.6  and 9.7, th e gam e is lost  by 
a player whose recording of his sealed m ove:  
a.       is am bigu ous, or  
b.       is recor ded in such a way tha t  it s t rue sign ificance is imp ossible to 

estab li sh, or  
c.       is il lega l. 

 
E.8.    Madd e 5, 6.9 ve  9. 6 ve  9.7, haricind e eĵer gizli  ham le:  
a.       belirs izse, ya  da 

b.       kaydedil diĵi ĸekl iyle, ilgili  konum u elde etm ek m¿mk¿n olmu yors a, ya  da 
c.       ge­ersizse, 
gizli  hamleyi  yapa n oyun cu, oyun u kaybeder. 



E.9.    I f,  at  th e agre ed resum pt ion t im e:  
a.       th e player having to repl y to th e sealed m ove  is present , th e envelope is 

opened, th e sealed m ove  is mad e on th e chessboard and his clock is 
started. 

b.       th e player having to repl y to th e sealed m ove  is not  pr esent , his clock sha ll 
be started;  on his ar r ival, he ma y stop h is clock and summ on the arbiter ;  
th e envelope is t hen opened and th e sealed m ove  is mad e on th e 
chessboard;  his clock is th en restarted. 

c.       th e player who sealed the m ove  is not  pr esent , his opponent  has the r igh t  
to recor d his re ply on th e scoresheet , seal his scoresheet  in a fresh 
envelope, stop his clock and start  th e absent  playerôs clock instea d of 
ma king his reply in the nor ma l mann er ;  if so, th e envelope sha ll  be hand ed 
to th e arbiter for safekeeping and opened on th e absent  playerôs arr ival. 

 
E.10 .  Any player who ar rives at  th e chessboard after th e defau lt  t im e sha ll  lose the 

gam e un less th e arbiter  decides othe rwise. However, if th e sealed m ove  resulted 
in the conclusion of the gam e, tha t  conclusion shall  st ill  apply.  

 
E.11 .  I f th e rules of a com pet it ion specify  tha t  the defau lt  t im e is not  zero , th e foll owing 

sha ll  apply:  I f neith er player is pr esent  init ially,  th e player who has to reply to th e 
sealed m ove  sha ll lose all th e t im e tha t  elapses unt il  he ar r ives, un less th e rules of 
th e comp et it ion specify  or the arbiter decides ot herwise. 

 
E.12 .  a.       I f th e envelope conta ining th e sealed m ove is m issing , th e gam e sha ll 

cont inu e fro m  th e adj ourned posit ion, with th e clock t im es record ed at  th e 
t im e of adj ournm ent .  I f th e t im e used by each player cann ot  be re-  
estab li shed, th e arbiter sha ll set  th e clocks. The player who sealed th e 
m ove sha ll ma ke  th e m ove  he state s he sealed on the chessboard . 

b.       I f it  is imp ossible to re- estab li sh th e posit ion, th e gam e sha ll be ann ulled 
and a new gam e sha ll  be played. 

 
E.13 .  I f, up on resumpt ion of t he game , eith er player point s out  before m aking his firs t 

m ove tha t  th e t im e used has been incorrect ly ind icat ed on eith er clock , th e error 
mu st  be correct ed. If  the error is not  th en estab lished th e gam e sha ll  cont inu e 
with out  cor rect ion un less th e arbiter decides oth erwise. 

 
E.9.    Oyunu n devamē i­in  anlaĸēlmēĸ saatt e:  
a.       gizli  hamleye  cevap verecek oyun cu m evcut sa zarf a­ēlēr, gizli  hamle taht a 

¿zerind e yapēlēr ve  saat i ­alēĸtērēlēr. 
 
b.       gizli  hamleye cevap verecek oyun cu yoksa, yine onu n saat i ­alēĸtērēlēr. Bu 

oyun cu geldiĵinde ma saya  otu rmada n saat i du rdu rup hakem i ­aĵērabil ir, zarf 
o zama n a­ēlēr, gizli  ham le taht a ¿zer inde yapēlēr ve  tekrar saat  ­alēĸtērēlēr. 

 
c.       gizli  hamleyi  yapa n oyuncu yoksa, rakip oyun cu cevap ham lesini taht a 

¿zerind e yapma dan nota syon kaĵēdēna gizli  olarak yazēp yeni bir zarfa  koym a 
hakkēna sah ipt ir, nor ma l ĸeki lde kend i saat ini durdu rup gelm eyen rakibinin 
saat ini ­alēĸtēracak ve ra kip oyun cu geldiĵinde a­ēlma k ¿zer e zarfē 
g¿venceye  alacak olan hakem e te slim  edecekt ir. 

 
E.10 .  Sat ran­ tahta sēna, h¿km en yenik sayēlma s¿resiônd en sonra gelen bir oyun cu 

oyun cu, hakem  aksi yºnd e karar verm edik­e oyun u kaybeder. Bunu nla birlikte 
zar fta ki  gizli  ham le oyun u sona erdir iyorsa, oluĸan sonu­ ge­erlidir. 

 
E.11 .  Eĵer yarēĸm a kurall arē, sēfērdan farklē bir h¿km en yenik sayēlm a s¿res i ºngºrm¿ĸ ve 

oyun cularēn hi­biri baĸlangē­ta hazēr bulunmu yor larsa, Beyaz( ile oynayan oyun cu) 
gelm iĸ olduĵu zaman a kada r ge­en s¿reyi, - yarēĸm a kurall arē ile aksi ºngºr¿lm¿yor 
ya da hakem  bu y ºnd e bir karar verm iyors a-  kaybeder. 

 
E.12 .  a.       Eĵer gizli  hamlenin  bulunduĵu zarf kayēpsa, oyun aju rne konumunda n 

devam  edecek,  saat ler aju rne zaman ēna gºre ayarlana caktēr. Oyun cularēn 
kull anmēĸ oldu klarē s¿re ler belli  deĵilse, saat ler hakem  tara fēnda n 
ayarlana caktēr. Gizli  hamleyi  yapm ēĸ olan oyun cu, yapm ēĸ olduĵunu bildirdiĵi 
ham leyi  taht a ¿zer ind e yapa caktēr 

b.       Eĵer aju rne konumun u dizm ek m¿mk¿n deĵilse, oyun ipt al edil ir  ve  yenisi 
oynanēr. 

 
E.13 .  Oyunu n devamēnda , oyun culardan birisi ilk ham lesini yapmada n ºnce saat lerdeki 

s¿re ler in yan lēĸ ayarlanm ēĸ olduĵuna iĸaret  ederse, hat a d¿zelt ilm elidir. Hakem  aksi 
yºnd e karar verm edik­e, sonrada n d¿zeltm e yapēlma z ve  oyun devam  ett ir il ir . 

 

E.14 .  The  du rat ion  of  each  res umpt ion  session  sha ll  be  cont ro ll ed  by  th e  arbiterôs 
t im epiece. The sta rt ing t im e sha ll  be ann oun ced in advance. 

 
E.14 .  Her devam  otu rumunu n s¿res i hakem in saat iyle kontr ol edilecekt ir. Aju rneler in 

baĸlangē­ saat i ºnceden il an edilecekt ir. 



Appendix F. Chess960 Rules  
Ek F. Satran­960 Kurall arē 

F.1  Before a Chess96 0 gam e a sta rt ing posit ion is rand om ly set  up , subj ect  to certa in  
 rules. After  th is, th e gam e is played in th e sam e way as standa rd chess. In F.1  Sat ran­960 , baĸlangē­ pozisyonunu n kim i kurallar  aracēlēĵē ile rast lan tēsal olarak  
 part icular, pieces and pawns have  th eir  norma l m oves, and each player's obj ect ive   dizildiĵi bir oyundu r. Bunu n ardēndan , oyun , geleneksel sat ran­la aynē bi­imd e 
 is to checkmat e th e opponent 's king .  oynanēr. Ayrēntēlandērēlērsa, taĸlar ve  piyonlar bil indiĵi gibi hareket  eder, ve her iki  
   oyun cunu n da ama cē, rakipler inin ĸahēnē m at  etm ekt ir. 
F.2  St ar t i ng - po si t i o n  r eq u i r em en t s    
 The start ing posit ion for  Chess96 0 mu st  m eet  cer tain rules. White pawns ar e F.2  Baĸlan gē­ k onu m u n a il iĸk in  k ur a l l a r  
 placed on th e second rank as in regu lar chess. All  rema ining white pieces are  Sat ran­960 ôēn baĸlangē­ konumun u dizerken bazē koĸullarēn yer ine get ir ilm esi 
 placed rand om ly on th e f irs t  rank,  but  with th e following res t r ict ions:   gerekir. Beyaz piyonlar,  geleneksel sat ran­ta ki  gibi ikinci yata ya  dizil irler . Ger i kalan 
 a.       th e king is placed som ewhere between th e two  rooks, and  t¿m  beyaz taĸlar ise, aĸaĵēda yer alan sēnērlam alar hari­, birinci yata ya  geliĸig¿zel 
 b.       th e bishops ar e placed on opposite-colour ed squares, and  olarak dizil irler :  
 c.       th e black pieces ar e placed opposite th e white pieces .  a.       ĸah iki k ale arasēnd a bir  yere konu r, ve  
 The start ing posit ion can be gener ated before t he gam e eith er by a comput er   b.       fil ler aksi renkli  kare lere yerleĸt iril ir , ve  
 pro gram  or using dice, coin, cards, etc.  c.       siyah taĸlar beyazlarēn tam  karĸēsēna aynē ĸekilde konu r. 
   Baĸlangē­ konumu , bir  bilgisayar yazēlēmē ile, zar ya  da para atēlarak,  kar t  ­eki lere k 
F.3  Che ss9 6 0  cas t l i ng  r ul es   ya da benzer i bir yol kullanēlarak oyund an ºnce elde edil ir . 
 a.       Chess96 0 allows each player to cast le once per gam e, a m ove  by    
 potent ially both th e king and rook in a sing le m ove. However, a few  F.3  Sat r an­960  r ok  k u r a ll arē 
 int erpr etat ions of standa rd chess rules ar e needed for cast li ng , becau se th e  a.       Bir Sat ran­96 0 oyunund a her oyun cu, bir kez, ĸah ve  kalenin or ta k ham lesi 
 stand ard rules presum e init ial locat ions of th e rook and king tha t  ar e often  olarak rok yapab il ir . Bunu nla birlikte, sat ran­96 0ôda ĸah ve kalenin baĸlangē­ 
 not app licable in Chess96 0.  konum larē sēklēkla geleneksel satran ­ta n farklē olduĵundan, bir ka­ uyarlam a 
   yapm aya  iht iya­ du yulur. 
 b.       How to cast le   
 In Chess960 , depend ing on th e pre-cast li ng posit ion of th e cast ling ki ng  b.       Roku n yapēlma sē 
 and rook,  th e cast ling man oeuvre is perfor m ed by one of the se four   Sat ran­960 ôda ĸah ve kalen in ro k ºncesi konum larēna baĵlē olarak,  rok  
 m eth ods:   ham lesi aĸaĵēdaki dºrt  yºnt em den biri kullanēlarak ger­ekleĸt iril ir :  
 1.       doub le-m ove  cast li ng:  by ma king a m ove with the king and a m ove  1.       ­ift  hamle roku:  Bir ham lede ĸah ve kalenin  hareket  ett ir ilm esidir, 
 with th e rook,  or   ya  da 
 2.       t ransposit ion cast ling :  by t ransposing th e posit ion of th e king an d  2.       yerdeĵiĸt irm e roku:  ĸah ve  bir kalenin  yer lerinin deĵiĸt irilm esidir, 
 th e rook,  or   ya da 
 3.       king -m ove-only cast ling:  by ma king only a m ove with th e king , or   3.       ĸah roku:  Yalnēzca ĸahēn hareket  etm esiy le yapēlēr, ya  da 
 4.       rook-m ove-only cast l ing:  by ma king only a m ove with th e rook.  4.       kale roku:  Yalnēzca kalenin  hareket  etm esiyle yapēlēr. 

 

Recomm endat ions 
1.       When cast ling on a ph ysical board with a hum an player , it  is recom m end ed 

tha t  th e king be m oved out side th e playing surface next  t o his fi na l posit ion, 
th e rook then be m oved from  its sta r t ing posit ion to it s fi na l posit ion, and 
th en th e k ing be placed on his fina l squa re . 

2.       After cast ling , th e rook and king 's final posit ions should be exact ly th e 
sam e posit ions as th ey would be in stan dard chess. 

 

 
Tavsi yeler  
1.       Rok yapēlērken ĸahēn ºnce gideceĵi kar enin yanēndaki  taht a dēĸēnda ki yere 

konma sē, kalen in baĸlangē­ pozisyonunda n son konumun a hareket  ett ir ilm esi 
ve bunu n ardēnda n ĸahēn nihai kares ine yer leĸt ir ilm esi ta vsiye  edilir  (ha mle 
icra edilirken) .  

2.       Rokta n sonra, ĸah ve  kalen in nihai konumu , geleneksel satran ­ta ki  
konum larēyla t¿m¿yle aynē olm alēdēr. 



Clarifi cat ion  
Thu s, aft er  c-side cast ling (n otat ed as 0-0-0 an d known  as que en-side cast ling in 
or th odox chess) , th e king is on th e c- squar e (c1 for white and c8 for black)  and 
th e rook is on th e d-squa re (d 1 for  white and d8 for  black) . After  g-side cast ling 
(n otat ed as 0-0 and known  as king -side cast ling in or th odox chess) ,  th e king is on 
th e g-squar e (g 1 for wh ite and g8 for  black)  an d the rook is on the f-square ( f1  
for white and f8  for  black) .  

 

Note s 
1.       To avoid any m isund erstan ding , it  ma y be useful to stat e " I  am about  t o 

cast le"  before cast ling . 
2.       In som e sta rt ing posit ions, th e king or rook (but  not  both )  does not  m ove  

du ring cast ling . 
3.       In som e sta rt ing posit ions, cast ling can ta ke  place as early as the firs t 

m ove. 
4.       All th e squa res between th e king 's init ial and final squa res ( including the 

fina l squa re )  and all th e squa res between th e rook's init ial and fina l 
squ ares ( including th e fina l squa re )  mu st  be vacan t  except  for th e king and 
cast ling roo k. 

5.       In som e sta rt ing posit ions, som e square s can st ay fi lled du ring cast ling tha t 
would have  to be vacan t  in standa rd chess. For examp le, aft er  c-side 
cast ling 0-0-0, it  is possible to have  a, b, and/ or e st ill  fil led, and afte r  g-  
side cast ling (0 -0) , it  is possible to have  e and/ or h f i lled. 

 
A­ēklam a 
Bºylece, c-kanad ē ro ktan (g eleneksel sat ran­ta B¿y¿k Rok olarak bilinen ve  0-0 
simg esiyle gºsterilen) sonra ĸah, c-karesind e(Beyaz i­in c1, siyah i­in c8)  ve  kale 
d-karesind e (b eyaz i­in d1 , siyah i­in  d8)  olacaktēr. G-kanad ē rok tan(g eleneksel 
sat ran­ta K¿­¿k Rok olarak bilinen ve  0-0 simg esiyle gºste rilen)  sonra ĸah, 
g-karesind e (Beyaz i­in g1 , siyah i­in  g8)  ve  kale f- karesind e (be yaz i­in  f1, siyah 
i­in f8)  olacaktēr. 
 

Not lar  
1.       Yan lēĸ anlam alarēn ºn¿ne ge­m ek i­in ro kta n ºnce órok yapēyor umô 

bil dirim inde bu lunma k yararlē olabil ir . 
2.       Bazē baĸlangē­ konum larēnda , ĸah ya  da kale( fakat  ikisi birden deĵil)  rok 

sērasēnd a hareket  etm ez. 
3.       Bazē baĸlangē­ konum larēnda , ro k il k ham le olacak kadar erken 

ger­ekleĸebil ir . 
4.       ķahēn ve  kalenin, baĸlangē­ ve  bit iĸ kare ler i arasēnda ki t¿m  kare ler (n ihai 

kareler de dah il)  boĸ olmalēdēr-ĸah ve  rok yapēlan kale ha ri­. 
5.       Bazē baĸlangē­ konum larēnda , geleneksel sat ran­ta boĸ olma sē gereken 

kareler dolu olarak kalab il ir . ¥rneĵin, c-kana dē ro kta n sonra(0 -0-0)  a ,  b  
ve/ veya  e kareler i dolu;  g-kana dē ro ktan(0 -0)  sonra da e ve/ veya  h dolu 
kalab il ir . 



Appendix G. Quickplay Finishes  
Ek G. Hēzlēoyun Bitiĸleri  

 

G.1  
 
 

G.2  
 
 

G.3. 

G.4  

A óqu ickplay fi nishô is the pha se of a gam e when all th e rema ining m oves m ust  be 
comp leted in a finite t im e. 

 
Before th e start  of an event  it  sha ll  be ann ounced whether th is App end ix  sha ll 
app ly or not .  

 
This App end ix shall  only app ly to standa rd play and rap idplay gam es with out 
incre m ent  and not  t o blit z gam es. 

 
I f th e player having th e m ove has less tha n two m inut es left  on his clock, he m ay 
request  tha t  a t im e delay or cumu lat ive  t im e of an extr a five  second s be 
int ro du ced for  both players, if possible. This const itut es th e offer  of a dra w.  I f 
refused, and th e arbiter  agrees to th e request ,  t he clocks sha ll th en be set  with 
th e ext ra t im e;  th e opponent  sha ll be awarded two  ext ra m inut es and th e gam e 
sha ll  cont inu e. 

 

 
G.1     óHēzlēoyun Bit iĸiô, t¿m  ya da kalan ham leler in sēnērlē bir zamand a tamam lanma sēnē 

gerekt iren, oyunu n bir aĸama sēdēr. 
 
G.2     Yarēĸman ēn baĸlama sēndan ºnce bu Ekôin uygu lanēp uygulanma yacaĵē 

du yurulma lēdēr. 
 
G.3.   Bu ek,  sadece il ave  s¿re verilm eyen( eklem eli ya  da ertelem eli )  standa rt  ve  hēzlē 

sat ran­ oyun larēna uygu lanēr, yēldērēm  oyun larēna uygulanm az. 
 
G.4     Ham lede olan oyun cunu n saat ind e iki dakikada n az zaman ē kalmēĸken, bu oyun cu, 

her iki oyun cu i­in  de ge­er li olacak beĸ san iyelik ek s¿re(ham lebaĸēna eklem eli  ya 
da er telem eli olarak)  isteyebil ir  (m¿mk¿nse) . Saat ler sºz¿ edil en ek s¿reyi  verecek 
ĸekil de ayarlanēr;  rakip oyun cu il ave  iki dakika  ile ºd¿llendiril ir  ve  oyun devam  eder. 

G.5  
 

I f Art icle G.4  does not  app ly and th e player having th e m ove has less tha n two 
m inut es left  on his clock, he m ay claim  a draw before his flag falls. He sha ll 
summ on th e arbiter and ma y stop th e chessclock ( see Art icle 6.12 b) . He ma y 
claim  on th e basis tha t  his opponent  cann ot  win by norma l m eans, and/ or tha t  his 
opponent  has been ma king no eff ort  t o win by nor m al m eans 

G.5  
 

ķayet  Madde G.4  uygu lanm ēyor ve  ham lede olan oyun cunu n saat ind e iki dakikada n 
az zaman ē kalmēĸsa, bayraĵē d¿ĸm eden ºnce berabere savēnd a bu luna bil ir . Hakem i 
­aĵēracak ve saat i du rdu rabilecekt ir. (b kz. Madd e 6.12 .b)  Oyun cu, oyunu n nor m al 
yoll arla kazanēlama yacaĵē ya  da rakibinin  nor ma l yoll arla oyun u kazanma k i­in ­aba 
har camad ēĵē temelind e bir sav ºne s¿rebilir . 

 
 

a.       I f th e arbiter agrees tha t  th e opponent  cann ot  win by nor ma l m eans, or 
tha t  th e opponent  has been ma king no effor t  t o win th e gam e by nor ma l 
m eans, he sha ll  declare the gam e drawn. Othe rwise he sha ll  postp one his 
decision or re j ect  th e claim . 

 
b.       I f th e arbiter postp ones his decision, th e opponen t  ma y be awarded two 

ext ra m inut es and th e gam e sha ll cont inue , if possible, in th e pr esence of 
an arbiter . The arbiter sha ll declare the f inal res ult  lat er  in th e gam e or as 
soon as possible after  th e flag of eith er pl ayer has fallen. He sha ll declare 
th e gam e drawn  if he agrees tha t  th e opponent  of th e player whose flag 
has fall en cann ot  win by nor ma l m eans, or tha t  he was not  m aking 
sufficient  att empt s to win by norma l me ans. 

 
 

a.       Eĵer hakem  rakibin oyun u nor ma l yoll arla kazanma k i­in  ­aba 
gºste rm ediĵini veya  oyunu n normal yollarla kazanēlam ayacaĵēnē onaylarsa, 
berabere il an edecekt ir. Yoksa kara rēnē er teleyecek veya  savē reddedecekt ir. 

 
b.       Eĵer hakem  kararēnē er telem iĸse, rakibe iki dakika  zama n ekleyebilir  ve  oyun 

olana klē ise bir hakem  gºzet im inde devam  edecekt ir. Hakem  oyunu n nihai 
sonu cun u dah a sonra ya  da bayrak lardan biri d¿ĸt¿kten sonra olab ildiĵince 
­abu k ilan edecekt ir. Hakem , oyunu n nor ma l yollardan kazanēlma yacaĵēna 
veya  rakibinin  kazanma k i­in yete rli  ­aba gºster m ediĵine karar ver irse 
berabere il an edecekt ir.  

 

c.       Eĵer hakem  savē reddet m iĸse, rakibe iki dakika  s¿re ekleyecekt ir. 

 
 

c.       I f th e arbiter has rej ected th e claim , th e opponent  sha ll  be awarded two 
ext ra m inut es. 

  



G.6     The foll owing shall  apply  when th e comp et it ion is not  sup ervised by an arbiter :  G.6     Yarēĸm a bir  hakem  tarafēnd an yºnet ilm iyors a aĸaĵēdakiler uygu lanēr:  
 

a.       A player ma y claim  a draw when he has less than two  m inut es left  on his 
clock and before his flag falls. This conclud es th e game . 
He ma y claim  on th e basis:  
(1 )     tha t  his opp onent  cann ot  win by nor ma l m ean s, and/ or 
(2 )     tha t  his opp onent  has been m aking no effo rt  t o win by nor ma l 

m eans. 

a.       Saat inde iki dakikada n az bir zama nē kalan bir oyun cu, bayraĵē d¿ĸmed en 
ºnce berabere savē iler i s¿rebilir . Bu, oyun u sonlandērēr. 
Oyun cunu n savē ĸu tem ellere dayanab il ir :  
(1 )     rakibin  nor ma l yollarla kazanama yacaĵē, ve/ veya 
(2 )     rakip oyun cunu n oyun u nor ma l yoll arla kazan m ak i­in gayre t 

gºsterm ediĵi. 
 

In (1 )  th e player m ust  write down  th e fina l posit ion and his opponent  mu st 
verify  it .  
In (2 )  th e player m ust  write down  th e fina l posit ion and sub mit  an up -  
to-da te scoresheet . The opponent  sha ll  ver ify  both th e scoreshee t  and th e 
fina l posit ion. 

 

b.       The claim  sha ll  be re ferr ed to th e designat ed arb iter .  

(1) ôda oyun cu son konum u yazma lē ve  rakibi de doĵrulama lēdēr. 
(2) ôde ise oyun cu son konum u yazmalē ve  son konum a dek tutu lmuĸ ve  oyun 
kesilm eden ºnce tamam lanmēĸ olan nota syon kaĵēdēnē teslim  etm elidir. Rakip 
hem  son konumu , hem  de nota syon kaĵēdēnē doĵrulam alēdēr. 

 

b.      Sav,  gºrevlend ir ilen bir hakem e il et ilecekt ir. 



 
Gl o ssar y  of  t e r m s in  t he  Law s of  Ch ess  

 

The numbe r after  th e t erm  refers t o th e firs t  t im e it  app ear s in th e Laws. 
 

ad j ou r n:  8.1. Inst ead of playi ng th e gam e in one session it  is temp or arily ha lted and th en 
cont inu ed at  a lat er t ime. 
al g eb r aic no t at io n :  8.1. Recording th e m oves using a-h and 1-8 on th e 8x8  board. 
an al y se :  11.3. Where one or m ore players m ake m oves on a board to t ry t o det erm ine 
what  is th e best  cont inuat ion. 
ap p eal :  11 .10 . Nor ma lly  a player has th e r igh t  to app eal against  a decision of th e arbiter 
or organ iser .  
ar b i t e r :  Preface. The person( s)  responsible for ensuring th at  th e rules of a comp et it ion 
are foll owed. 
ar b i t e rôs d is cr et ion :  There are appr oximat ely 39 instan ces in th e Laws wh er e th e arbiter 
mu st  use his judg em ent . 
assis t an t :  8.1. A person who ma y help th e sm ooth runn ing of the com pet it ion in various 
ways. 
att ack :  3.1. A piece is said to atta ck an opponent ôs piece if th e playerôs piece can ma ke a 
captu re on tha t  squ are. 
b la ck :  2.1. 1.  There are 16 dark- coloured pieces and 32 squar es call ed black.  Or 2.  When 
cap italised, th is also re fers t o th e player of th e black pieces . 
b li tz :  B. A  gam e where each playerôs th inking t im e is 10 m inut es or less. 
bo ar d:  2.4. Short  for chessboard. 
Br on st e in  m od e:  6.3b. See delay m ode. 
cap t u r e :  3.1. Where a piece is m oved from  its squa re to a squar e occupied by an 
opponentôs piece, th e latt er  is rem oved fro m  th e board. See also 3.7d . In notat ion x.  
cas t li n g:  3.8b . A m ove  of th e king towards a rook.  See th e art icle. In notat ion 0-0 
king side cast ling , 0-0-0 qu eenside cast ling . 
ce l lph o ne:  See m obil e ph one. 
chec k :  3.9. Wher e a ki ng is atta cked by one or m ore of th e opponentôs pieces. In notat ion 
+.  
chec k m at e:  1.2. Where th e king is atta cked and cann ot  par ry the thr eat . In notat ion ++  
or #.  
che ssb o ar d :  1.1. The 8x8  grid as in 2.1. 
che sscloc k :  6.1. A clock with two  t im e displays  conne cted to each othe r. 
che ss se t :  The 32 pieces on th e chessboard. 
Che ss9 6 0:  A varian t  of chess where the back- row pieces are set  up in one of the 960 
dist inguishable possible posit ions 
cla im :  6.8. The player ma y ma ke a claim  to the arbiter un der various circum stan ces. 
cloc k :  6.1. One of th e two  t im e displays. 
co m p l et ed  m o v e:  6.2a. Wher e a player has m ade his m ove and th en pres sed his clock.  
con t ig uo u s ar ea:  12.8. An area touching bu t  no t  actua ll y part  of th e playing venu e. For 
examp le, th e area set aside for  specta tors. 

FI DE Sat r an­ Ku r al la rēônda  ge­en t eri m ler  sºzl¿ĵ¿ 
 

Terim ler in arkasēnda n gelen numa ra, t er im in Kur allarôda ilk or ta ya  ­ēktēĵē madd eyi gºster ir.  
 
ad j ou r n (e rtelenm iĸ oyun) :  8.1. Bir  otu rumd a tamam lanma yēp, ge­ici olarak ara verilen ve 
sonraki  bir zamand a devam  eden oyun lar i­in kullanēlēr. 
al g eab r ic no t at ion ( cebrik nota syon) :  8.1. Sekize sekizlik bir tahtad a aôdan hôye kadar 
olan harfler i ve  birôden sekizôe kadar olan sayēlarē kullana rak ger­ekleĸt ir ilen hamle yazēmē. 
an al y se (ana liz) :  11 .3. Bir ya  da fazla oyun cunu n bir taht a ¿zer ind e ham leler yaparak en 
iyi devam  yolun u bulm aya  ­alēĸm alarē. 
ap p eal ( it iraz) :  11 .10 . Norma l olarak bir oyun cunun , hakem in ya  da organ izatºr¿n verm iĸ 
olduĵu karara it iraz hakkē vardēr. 
ar b i t e r (ha kem) :  ¥nsºz. Bir yarēĸman ēn kurallara uygu n olarak ger­ekleĸt irilm esind en 
sorum lu kiĸi( ler ) . 
ar b i t e rôs d is cr et ion (hakem in ta kdiri) :  Kurallarôēn 39 yerind e hakem in deĵerlendirm esini 
kullanma sē gere kt iĵine deĵinilm iĸtir. 
assis t an t ( yardēm cē):  8.1. Bir yarēĸman ēn akēĸēnē ­eĸit li  yollarla kolaylaĸtēran kiĸi. 
att ack ( t ehd it) :  Oyun cunu n taĸē, bir karedeki  rakip taĸē alabil iyors a;  o t aĸēn, o rakip taĸē 
tehd it  altēnda tuttu ĵu sºylenir. 
b la ck ( siyah) :  2.1. 1. Renkler i koyu  olan 16 taĸa ve  32 kareye  siyah deni r. Ya da 2. B¿y¿k 
harfle baĸladēĵēnd a siyah taĸlarla oynayan oyuncuyu  gºster ir.  
b li tz ( yēldērēm) :  B.  Oyun cu baĸēna ver il en d¿ĸ¿nm e s¿resinin on dakika  ve  altēnd a olduĵu 
oyun t¿r¿. 
bo ar d (tahta) :  2.4. Sat ran­ Tahta sēônēn kēsa sºyleniĸi. 
Br on st e in  m od e :  6.3b. Bakēnēz de lay .  
cap t u r e (ta ĸ alma) :  3.1. Bir taĸēn rakip bir taĸēn bu lunduĵu kareye  gider ek o rakip taĸē 
taht a dēĸēna ­ēkarma sē. Ayrēca 3.7.dôye bakēnēz. Ham le yazēmēnda :  x .  
cas t li n g ( rok) :  3.8.b. ķahēn kaleler ind en birine doĵru yapm ēĸ olduĵu hareket .  Yazēmd a 0 - 0  
k¿­¿k rok(ĸah ta rafēna) , 0 - 0 - 0  b¿y¿k rok(vezir ta rafēna) . 
ce l lph o ne :  Cep telefonu. 
chec k (ĸah ­ekilm esi) :  3.9. ķahēn bir ya  da fazla rakip taĸēn tehd idi altēnd a olma sē. Yazēmd a 
+ i le gºster ilir . 
chec k m at e (mat) :  1.2. T ehd it  altēnda ki ĸahēn bu du rumda n kurt arēlam ama sē. Yazēmd a ++  
ya  da #  i le gºster ilir . 
che ssb o ar d ( sat ran­ tahta sē) :  1.1. Madd e 2.1ôde ta rif edilen sekiz ­arpē sekiz kareden 
oluĸan alan. 
che sscloc k ( sat ran­ saat i) :  6.1. Birbiriyle il iĸki lend irilm iĸ ­ift  gºstergeli saat .  
che ss se t (sat ran­ taĸlarē) :  Sat ran­ tahta sēnda ki otu ziki taĸ. 
Che ss9 6 0 (sat ran­960) :  Son sērada ki  taĸlarēn farklē 96 0 ĸekilde yerleĸt irilebildiĵi bir 
sat ran­ t¿r¿. 
cla im (sav/ta lep) :  6.8. Oyun cunu n kim i farklē koĸullarda hakem e bir sav sunma sēnēn, bir 
ta lepd e bu lunma sēnēn ºn¿ a­ēktēr. 
cloc k (saat) :  6.1 ¢ift  zama n gºster gesind en bir isi. 
co m p l et ed  m o v e (tamam lanmēĸ hamle) :  6.2a . Oyun cunu n ham lesini yapm asē ve  ardēnda n 
saat ine basma sē. 
con t ig uo u s ar ea ( komĸu alan ) :  12 .8. Oyun sahasēna bit iĸik ancak ta m  an lamēyla onu n 
par­asē olma yan bºlge. ¥rneĵin, seyirc il er i­in d¿zenlenmiĸ alanlar. 



 

 
cu m u lat ive  ( Fis ch er )  m od e :  Where a player receives an ext ra am ount  of t im e (often 30 
second s)  prior  t o each m ove. 
de ad  p osi t ion :  5.2b . Where neith er player can mat e th e opponentôs king with any ser ies 
of lega l m oves. 
def au l t  t im e:  6.7. The specified t im e a player ma y be lat e with out  being forfeited. 
de lay  ( Br on st e in)  m o de :  6.3b . Both players receive  an all ott ed óma in th inki ng t imeô. 
Eachp layer also receives a ófixed ext ra t im eô with every m ove. The countd own  of th e ma in 
thinking t im e only com m ences afte r  th e fixed ext ra t im e has expired. Pro vided th e player 
presses his clock befo re th e expirat ion of th e fixed ext ra t im e, th e ma in th inki ng t im e does 
not  chang e, irr espect ive  of the pr opor t ion of th e fixed ext ra t im e used. 
de m o n st r at ion  b o ar d :  6.13 . A display of th e posit ion on th e board where th e pieces are 
m oved by hand . 
d iago n a l :  2.4. A stra ight  line of squar es of th e sam e colour, run ning from  one edge of th e 
board t o an adja cent  edge. 
d isab i l i t y:  6.2e. A cond it ion, such as a ph ysical or m enta l handicap, that  results in part ial 
or comp lete loss of a  person's ab ilit y to perform  certa in chess act ivit ies. 
d r aw :  5.2. Where th e gam e is conclud ed with ne ith er side winning . 
d r aw  off e r :  9.1.b. Where a player ma y offer  a draw to th e opp onent . This is indicat ed on 
th e scoresheet  with th e symb ol (= ) .  
en  p assan t :  3.7d. See tha t  art icle for  an explanat ion. In nota t ion e.p. 
ex ch ang e:  1 .  3.7e. Where a pawn  is pro m oted. Or 2 .Where a player captu res a piece of 
th e sam e value as his own  and th is piece is recapt ure d. Or 3.  Wher e one player has lost  a 
rook and the other has lost  a bishop or knight .  
ex p lan at io n:  11 .9. A pl ayer is ent it led to have  a Law explained. 
f a i r  p lay:  12 .2a. Wheth er ju st ice has been done has som et im es to be considered when an 
arbiter find s tha t  th e Laws are inad equat e. 
f i l e:  2.4. A ver t ical colum n of eigh t  squa res on th e chessboard. 
Fis cher  m od e:  See cumu lat ive  m ode. 
f lag:  6.1. The device tha t  displays when a t im e per iod has expired. 
f lag - f a l l :  6.1. Where th e all ott ed t im e of a player has expired. 
fo r f e i t :  4.8.1.  To lose t he r igh t  to ma ke a claim  or m ove. Or 2. To lose a gam e because of 
an infring em ent  of th e Laws. 
h an d icap :  See  d isab i l i t y.  
I ad j u st :  See jôadoube. 
il l eg al :  3 .1 0 a .  A posit ion or m ove tha t  is imp ossible because of th e Laws of Chess. 
im p ai r m en t :  See disab ili t y.  
inc r em en t :  6.1. An am oun t  of t im e ( fro m  2 to 60 second s)  add ed from  th e start  before 
each m ove fo r th e player. This can be in eith er delay or cumu lat ive  m ode. 
in t e r ve n e:  12 .7. To involve  oneself in som eth ing tha t  is happ ening in or der t o affect  th e 
out com e. 
jôad o ub e :  4.2. Giving no t ice tha t  th e player wishes to adju st  a piece, but  does not 
necessaril y int end to m ove it .  
k ing sid e:  3.8a . The vert ical half of th e board on which th e king stand s at  th e start  of th e 
gam e. 
leg al  m o v e:  See Art icle 3.10a . 

cu m u lat ive  ( Fis ch er )  m ode  ( eklem eli sistem ) :  6.3b . Oyun cunu n ham lesini yaptēkta n 
sonra, il ave  zama n almasē(­oĵunlukla otu z saniy e) .  
def au l t  t im e(h¿km en kayēp s¿res i) :  6.7. Oyun cunu n h¿km en kaybet m eden ge­ kalab ildiĵi 
belirli  s¿re . 
de lay  ( Br on st e in)  m o de (e rtelem eli sistem) :  6.3b . Her iki oyun cuya  bir ñana d¿ĸ¿nme 
s¿resiò veril ir . Bunu n yanē sēra her oyun cu ham le yapt ēk­a bir ñsabit  ek s¿reò alēr. Ana 
s¿reden ger i sayēm , ancak sab it  ek s¿re bit t iĵinde, baĸlar. Oyun cunu n sab it  ek s¿re 
bitm eden saat ine basma sē du rumund a ana s¿re deĵiĸm ez, sab it  ek s¿ren in  ne kada rēnēn 
kullanēlmēĸ olduĵu ºnem li  deĵildir. 
de m o n st r at ion  b o ar d ( gºste rim  tahta sē) :  6.13 . Oynana n oyun larēn gºster ildiĵi d¿ĸey 
tahta . 
d iago n al (­apraz) :  2.4. Tahtan ēn bir kenarēnda n ona bit iĸik diĵer kenara uzana n aynē renkli 
karelerden oluĸan d¿z hat .  
d isab i l i t y ( engellil ik) :  6.2e. Kiĸiyi sat ran­ akt iviteler inin bazēlarēnē y¿r¿tm ekten kēsm en ya 
da t¿m¿yle alēkoyan fizik sel ya  da zihinsel kēsētlēlēk hali. 
d r aw (be rabere) :  5.2. Hi­bir ta raf kazanamad ēĵēnd a oyun un  sonu­lanm a ĸekl i. 
d r aw  off e r (be raber e te kl ifi) :  9.1.b. Oyun cunu n rakibine berabere te kl ifi  suna bilm e hali. 
Nota syon kaĵēdēnda (=)  simg esiyle gºste ril ir . 
en  p assan t (ge­erken alma) :  3.7.d. A­ēklam a i­in ilgili  madd ey e bakēnēz. Yazēmda :  e.p.  
ex ch ange (deĵiĸ tokuĸ/ ta kas) :  1.  3.7.e. Piyonu n ter fi  yoluyla baĸka  bir  taĸ ha line gelm esi. 
Ya da 2.  Oyun cunu n rak ip bir taĸē alērken aynē deĵerde olan kend i taĸēnē kaybetme si. 3. Bir  
oyun cu kalesini kaybederken diĵer inin  fil ya  da at  kaybetm esi(kalite kaybē/ kazan cē/ fedasē 
tab irler i de sēklēkla kullanēlēr) . 
ex p lan at io n (a­ēklama ) :  11 .9. Oyun cuya  bir  Kuralôēn a­ēklama sēnē istem e hakkē tan ēnmēĸtēr. 
f a i r  p lay (ad il  oyun) :  12 .2.a. Hakem ce Kurall ara t¿m¿yle uyulma sēnēn saĵlandēĵē adil  oyun 
or tam ē. 
f i l e (d ikey) :  2.4. Sat ran­ tahta sēnda ki sekiz kar elik d¿ĸey hat lardan bir i.  
Fis cher  m od e :  Bakēnēz cumu lat ive  m ode. 
f lag (ba yrak) :  6.1. Bir  zama n peryodunu n sona erdiĵini gºstere n d¿zenek.  
f lag - f a ll (b ayrak d¿ĸm esi) :  6.1. Oyun cuya  tan ēnan d¿ĸ¿nme s¿resinin  t¿kenm esi. 
fo r f e i t (ha k kaybē/h¿km en) :  4.8. 1.  Bir savda bulunm a ya  da ham le yapm a hakkēnē 
yit irm e. Ya da 2.  Kurallarē ihlal nedeniyle oyunu kaybetm e. 
h an d icap :  Bakēnēz d is ab i l i t y .  
I ad j u st :  Bakēnēz Jôad o ube .  
il l eg al ( ge­ersiz/ kuraldēĸē):  3.10 .a. Sat ran­ Kura llarēôna gºre yapēlma sē ya  da varo lma sē 
olana ksēz konu m  ya  da ham le. 
im p ai r m en t :  Bakēnēz d isa b i l i t y .  
inc r em en t (ek s¿re) :  6.1. Oyun culara her ham le baĸēna ºnceden veril en zama n m ikta rē(2 
san iyeden 60 san iyeye kada r) .  Eklem eli  ya  da er telem eli olarak ver il ebil ir . 
in t e r ve n e ( karēĸm a/m¿dahil  olma) :  12 .7. Bir isinin  yaĸanma kta olan bir  s¿rece etkide 
bu lunma sē. 
jôad o ube (d¿zelt iyor um) :  4.2. Oyun cunu n oynam a niyet i olma ksēzēn bir taĸē d¿zeltm e 
isteĵini dile get irm esi. 
k ing sid e (ĸah kanad ē) :  3.8.a. Oyunu n baĸlangēcēnd a ĸahēn bul undu ĵu yarē yata y.  
leg al  m o v e (g e­erli  ham le) :  Bakēnēz Madd e 3.10 .a. 

 
 

m ade ( yapēlmēĸ/ oynanm ēĸ hamle) :  1.1. Bir taĸēn yeni kar esine gºt¿r¿l¿p elden bērakēlma sē 



 

 
m ad e :  1.1. A m ove  is said to have  been ómade ô when th e piece has bee n m oved to it s new 
squa re, th e han d has quit  th e piece, and the captu red piece, if an y,  has been rem oved 
from  th e board. 
m at e :  Abbreviat ion of checkma te. 
m in o r  p iece.  Bishop or knight .  
m ob i le ph o ne :  11 .3b. Cell phone. 
m on i t o r :  6.13 . An elect ro nic display of the posit ion on th e board. 
m ove:  1.1. 1.  40 m oves in 90 m inut es, refers t o 40 m oves by each player. Or 2.  having 
th e m ove refers t o th e playerôs righ t  t o play next . Or 3 . Whiteôs best  m ove refers t o th e 
single m ove  by W hite. 
m ove - co un t er :  6.10b . A device on a chessclock which ma y be used to recor d the numb er 
of t im es the clock has been pressed by each player.  
no r m al  m ean s :  G.5. Playing in a posit ive  mann er t o tr y t o win;  or, having a posit ion such 
tha t  th er e is a realist ic chan ce of winning th e gam e oth er tha n ju st  flag- fall. 
or g an iser . 8.3. The person responsible for th e venu e, date s, prize m oney,  invita t ions, 
forma t  of th e com pet it ion and so on. 
ove r - t h e- b o ar d:  Intr odu ct ion. The Laws cover only th is t ype of chess, not  int ernet , nor 
correspond ence, and so on. 
pe n al t i es :  12.3. The arb iter ma y app ly pena lt ies as li sted in 12 .9  in ascend ing or der of 
severity.  
p iec e:  2. 1.  One of the 32 figu rines on th e board . Or 2.  A que en, rook, bishop or knight .  
p lay ing  ar ea:  11.2. The place where th e game s of a com pet it ion are played. 
p lay ing  v en ue:  11 .2. The only place to which th e players have access du ring play.  
po in t s:  10 . Norma ll y a player scores 1 point  for  a win, İ point  for  a dra w,  0 fo r  a loss. An 
alterna t ive  is 3 for  a win, 1 for  a draw, 0 for  a loss. 
p r ess t he  cloc k :  6.2a . The act  of pu shing th e butt on or lever on a chess clock which 
stops the playerôs clock and sta rt s tha t  of his opponent .  
p r om o t ion :  3.7e . Where a pawn  reaches the eight h ran k and is replaced by a new que en, 
rook,  bishop or knigh t  of th e sam e colour. 
que en:  As in qu een a pawn, m ean ing to pr om ote a pawn  to a queen. 
que en sid e :  3.8a . The ver t ical half of th e board on which th e queen stand s at  th e sta rt  of 
th e game . 
qu ick pl ay  f in ish:  G. The last  part  of a gam e where a player mu st  com plete an un lim ited 
numb er of m oves in a finite t im e. 
ra n k :  2.4. A hor izonta l ro w of eigh t  squa res on th e chessboard. 
ra p id pl ay:  A. A gam e where each playerôs th inking t im e is m ore tha n 10 m inut es, bu t  less 
tha n 60 . 
r epe t i t i on:  5.2.d. 1. A  player ma y claim  a draw if th e sam e posit ion occur s thr ee t im es. 2. 
A gam e is drawn  if th e sam e posit ion occurs five  tim es. 
r esig n s:  5.1b . Wher e a player gives up , rat her tha n play on unt il  mat ed. 
r est  r o om s :  11.2. Toil ets, also th e room  set  aside in Wor ld Champ ionships wher e the 
players can relax.  
r esu l t :  8.7. Usua ll y th e result  is 1-0, 0-1 or İ-İ. In except iona l circu m stan ces both 
players m ay lose (A rt icle 11 .8) , or one score İ and th e other 0. For unplayed gam es the 
scores are indicat ed by + / -  (White wins by forfeit ),  - / +  (Black wins by for feit) , - / -  (Both 
players lose by f orfeit) .  

ve/ veya  bu k arede bu lunan rakip taĸēn tahtad an ­ēkarēlma sē ile hamle óyapēlmēĸô olur. 
Mat e (mat) :  ķah-mat ēn(checkmat e)  kēsaltma sē. 
m in o r  p iece (ha fif taĸ) :  Fil ya  da at .  
m ob i le ph o ne :  11 .3.b. Bakēnēz ce ll p ho n e .  
m on i t o r (e kran) :  6.13. Tahtada ki  konum u gºst eren elekt ro nik cihaz . 
m ove (ham le) :  1.1. 1.  90 dakikada 40 ham le sºyleyiĸi, her iki oyun cunu n 40 ham le 
yapma sē gerekt iĵi anlamēna gelir. Ya da 2. ham lede olma k,  ham le yapm a hakkē ve  sērasēnēn 
o oyun cud a olduĵuna iĸare t  eder. Ya da 3. Beyazēn en iyi ham lesi, beyaz taĸlarla oynayan 
oyun cunu n baĸka  an lamlē bir hamlesinin bulun madēĵēnē gºste rir.  
m ove - co un t er (ham le sayacē) :  6.10 .b. Oyun cularēn sat ran­ saat ine ka­ kez basmēĸ 
oldu klarēnē kaydeden d¿zenek.  
no r m al  m ean s(n orma l olarak) :  G.5. Olumlu bir  tutum la kazan­ i­in ­aba harcam ak;  ya 
da, rakibin bayraĵēnēn d¿ĸm esini umma nēn ºtesind e, taht a ¿zer ind e kazanm a ĸansē i­eren 
an lamlē bir konum a sah ip  olma k.  
or g an ise r(d¿zenleyici) :  8.3. Bir yarēĸman ēn gene l for mat ēnd an, yarēĸm a alanē, ta rihler , 
ºd¿ller , davet ler  ve benzer i konu lardan sorum lu kiĸi. 
ove r - t h e- b o ar d (taht a ¿zer ind eki) :  Giriĸ. Bu kurallar yalnēzca ta hta ¿zer ind e oynana n 
sat ran­ oyun larē i­in  d¿zenlenm iĸtir;  int ernet , yazēĸm alē ve  benze ri alt  t¿rler kapsam  
dēĸēdēr. 
pe n al t i es( cezalar) :  12 .3. Hakem  Madd e 12 .9ôda listelenmiĸ cezalarē aĵērlēĵē arta n bir 
bi­imd e uygu layabil ir . 
p iece (t aĸ) :  2. 1 . Taht adaki  otu ziki fig¿rden biri.  Ya da 2.  Vezir, kale, at  ve  fi lin  or ta k adē. 
p lay ing  ar ea ( oyun sahasē) :  11 .2. Bir  yarēĸman ēn oyun larēnēn oyn andēĵē yer. 
p lay ing  v en ue ( oyun salonu/b ºlgesi) :  11 .2. Oyun sērasēnd a sadece oyuncularēn 
girebildikler i alan . 
po in t s(puan lar) :  10 . Nor ma lde bir  oyun cu kazan­ i­in  bir, beraber e i­in  yarēm , kayēp i­in 
sēfēr pua n alēr. Bir se­enek de kazan ca 3, berabereye 1, k ayēba 0ôdēr. 
p r ess t he  cloc k ( saat e basma k) :  6.2.a  Oyun cunu n bir but on ya  da k ola basarak kend i 
saat ini du rdu rup rakibinin saat ini ­alēĸtērma sē eyl emi. 
p r om o t ion ( t er fi) :  3.7.e. Sonun cu yata ya  ulaĸan bir piyonu n kend isiyle aynē renkte vezir, 
kale, fi l v eya  at  ile deĵiĸt irilm esi. 
que en (vezir) :  Piyonu n vezir olma sē dend iĵind e o piyonu n vezire t er fi  ett irildiĵi anlaĸēlēr. 
que en side (vezir  kanadē):  3.8.a. Oyunu n baĸlangēcēnda vezir in bulund uĵu yarē yata y.  
qu ick pl ay  f in ish (hēzlēoyun bit iĸi) :  G. Oyun cunu n sēnērsēz sayēda hamleyi  sēnērlē bir 
zamand a yapma k du rumund a olduĵu oyunun (oyun t¿r¿n¿n)  son aĸama sē. 
ra n k ( yata y) :  2.4. Sat ran­ tahta sēnda ki sekiz kare li k ufki  ha t lardan biri. 
ra p id pl ay (hēzlē sat ran­) :  A. Oyun cu baĸēna ver ilen d¿ĸ¿nme s¿resinin  on dakikada n ­ok,  
altmēĸ dakikada n az olduĵu oyun . 
r epe t i t i on (te krar) :  5.2.d. 1.  Bir oyun cu ¿­ kez aynē konu m  oluĸtuĵunda berabe re savēnd a 
bu luna bil ir . 2. Aynē pozisyon beĸ kez oluĸursa oyun beraberedir.  
r esig n s(te rk) :  5.1.b. Oyun cunu n ma t  olun caya  kada r oynam ak yer ine oyun u bērakma sē. 
r est  r o om s (tu valet ler ) :  11 .2. Tuvalet ler , aynē zamand a D¿nya  ķampiyonasēônd a 
oyun cularēn dinlenm esi i­in d¿zenlenmiĸ odalar.  
r esu l t (sonu­) :  8.7. Genell ikle sonu­lar 1-0, 0-1, İ-İ bi­im ind edir. Bazē ist isnai koĸullarda 
her iki oyun cu da kaybedebil ir(Madd e 11 .8) , ya da bir i İ iken diĵer i 0ôdēr. Oynanmam ēĸ 
oyun lar + / - (Beyaz h¿km en kazanm ēĸ), - / +  (S iy ah h¿kme n kazanm ēĸ) ya  da - / -  ( iki  oyun cu 
da h¿km en kaybetm iĸ)  bi­imind e gºste ril ir . 



 

 
r u les  of  t he  co m p et i t i on:  6.7a . At  various point s in th e Laws  ther e ar e opt ions. The 
com pet it ion rules mu st  stat e which have  been chosen.  
sea led  m o ve:  E. W her e a gam e is adj ourned t he player seals his next  m ove in an 
envelope. 
sco r esh ee t :  8.1. A paper sheet  with spaces for  writ ing th e m oves. This can also be 
electr onic.  
scr een:  6.13. An electr onic display of th e posit ion on th e board. 
spec t a t o r s:  11 .4. Peopl e oth er tha n arbiters or players viewing th e gam es. This includ es 
players 
after th eir  game s have been conclud ed. 
st an d ar d  p lay :  G3. A gam e where each playerôs th inking t im e is at  least  60 m inut es. 
sta lem at e :  5.2a. Where th e player has no legal m ove  and his king is not  in check.  
sq u ar e  of  p r o m ot ion :  3.7e. The squar e a pawn land s on when it  reached the eight h 
rank.  
sup er v is e :  12.2e.  Inspect  or cont ro l.  
t im e con t r o l :  1. T he regu lat ion about  th e t im e th e player is all ott ed. For examp le, 40 
m oves in 90 m inut es, all th e m oves in 30 m inutes, plus 30 second s cumu lat ively fro m  
m ove 1. Or 2. A  player is said óto have reached th e t im e contr olô, if,  for examp le he has 
comp leted th e 40 m oves in less tha n 90 m inut es. 
t im e p eri od :  8.6. A par t  of the gam e wher e th e player s m ust  com plete a numb er of 
m oves or all the m oves in a cer ta in t im e. 
t ouch  m ov e:  4.3. If  a player touches a piece with th e int ent ion of m oving it , he is obliged 
to m ove  it .  
ve r t ica l :  2.4. The 8t h ran k is often though t  as th e high est  are a on a chessboard. Thu s 
each fil e is re ferr ed to as óvert icalô. 
w h i t e:  2.2. 1.  Ther e ar e 16 li ght -coloured pieces and 32 squar es call ed white. Or 2.  When 
cap italised, th is also re fers t o th e player of th e white pieces. 
zer o  t o le r ance :  (6 .7b ) . Wher e a player mu st  arr ive  at  the chessboard before th e sta rt  of 
th e session. 
50 - m ove  r u le :  5.2e.  A  player ma y claim  a  draw if  th e last  50 m oves have been 
comp leted by each player with out  th e m ovemen t  of any  pawn  and without  any captur e. 

75 - m ove  r u le :  9.6b . The gam e is drawn  if th e last  75 m oves have been comp leted by 
each player with out  th e m ovem ent  of any pawn  and with out  any captu re . 

r u les  of  t he  co m p et i t i on (yarēĸm a kurallarē/ yºnerge) :  6.7. Kura llar pek ­ok noktad a 
se­enekler i­erir. Yºnerg e bun lardan han giler inin  se­ilmiĸ olduĵunu bildirm elidir. 
sea led  m o ve (g izli  hamle) :  E. Ertelenen oyun larda oyun cu sonraki ham lesini bir zarf i­ind e 
saklar.  
sco r esh ee t (n ota syon kaĵēdē):  8.1. Ham leler i yazma k i­in  uygu n ĸekilde d¿zenlenm iĸ 
kaĵēt;  elekt ro nik de olab il ir . 
scr een (e kran) :  6.13. Tahtada ki  konum u gºster en elekro nik cihaz . 
spec t a t o r s( seyirc il er ) :  11 .4. Hakem  ve oyun cularēn dēĸēnd a kalan kiĸiler . Bu tan ēm a 
oyunun u bit irm iĸ oyun cular da dahildir. 
st an d ar t  p l ay (standa rt  oyun) :  G3. Oyun cu baĸēna en az 60 dakika  d¿ĸ¿nme s¿resi veril en 
oyun . 
sta lem at e (pat) :  5.2.a. ķahē tehdit  altēnd a olm ayan bir oyun cunu n yapab ileceĵi ge­erli  bir 
ham le olmama sē hali. 
sq u ar e  of  p r o m ot ion ( ter fi  kare si) :  3.7.e. Son sēraya  ulaĸtēĵēnd a piyonun ter fi  ett iĵi kare . 
sup er v is e ( idare ) :  12 .2.e  Kont ro l ve  denet im . 
t im e con t r o l (zama n ko nt ro l¿):  1. Oyun cuya  tahsis edilen zaman a il iĸkin  d¿zenlem e. 
¥rneĵin, 40 ham le i­in 90 dakika, geri kalan t¿m  ham leler i­in 30 dakika  ve il k hamleden 
baĸlayarak,  ham le baĸēna 30 san iye  eklem e. Ya da 2.  ¥rneĵin, oyun cunu n 40 ham leyi 90 
dakikada n az bir zamand a tamam ladēĵē bir du rumd a ñzama n kont ro l¿n¿ ge­tiò denir. 
t im e p eri od (zama n per iyodu) :  8.6. Oyun cularēn belirli  bir zam and a belirli  sayēda 
ham leyi (ya  da t¿m  ham leler i)  yapma k du rumund a oldu klarē oyunu n bir aĸama sē. 
t ouch  m ove ( dokunu lan taĸ) :  4.3. Oyun cu bir t aĸa oynama k niyet iyle dokunmu ĸsa onu 
oynama kla y¿k¿ml¿d¿r. 
ve r t ica l(d¿ĸey) :  2.4. Bakēnēz f il e .  
w h i t e (be yaz) :  2.2. 1. A­ēk renkli 16 taĸ ve  32 kareye  beyaz denir. Ya da 2. B¿y¿k harfle 
baĸladēĵēnd a a­ēk renkli taĸlarla oynayan oyun cuyu  gºster ir.  
zer o  t o le r ance (sēfēr dakika) :  6.7.b. Oyun cunu n sat ran­ tahta sē baĸēna tu r baĸlamada n 
ºnce gelm e zorun luluĵu. 
50 - m ove  r u le (elli  hamle kuralē) :  5.2.e. Oyun cu, son elli  hamlenin hi­bir  taĸ alēnmada n ve 
hi­bir piyon s¿r¿lm eden tamam lanmēĸ olduĵun a dayanar ak beraber e savēnd a buluna bil ir . 
75 - m ove  r u le (yetm iĸbeĸ ham le kuralē) :  9.6.b. Son 75 ham le i­inde hi­bir oyun cu piyon 
s¿rm em iĸ ve taĸ almam ēĸ ise oyun berabe redir.  



 


