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INTRODUCTION

FIDE Laws of Chess cover over-the-board play.

The Laws of Chess have two parts: |. Basic Rules of Play andp2tiGomRules.

The English text is the authentic version of the Laws eE€fwhich was adopted at the 84th
FIDE Congress at Tallinn, Estonia) coming into forceJaly 2014.

In these Laws the words ‘he’, *him’, and ‘his’ shall bes@ered to include ‘she’ and ‘her’.

PREFACE

The Laws of Chess cannot cover all possible situations that msaydaring a game, nor can
they regulate all administrative questions. Where cases at@rezisely regulated by an
Article of the Laws, it should be possible to reach a @bdecision by studying analogous
situations which are discussed in the Laws. The Laws assuneliitets have the necessary
competence, sound judgement and absolute objectivito detailed a rule might deprive the
arbiter of his freedom of judgement and thus prevent Hhom ending a sdution to a

problem dictated by fairness, logic and special factors. &fipEals to all chess players and
federations to accept this view.

A necessary condition for a game to be rated by FIDERtsttbhall be played according to the
FIDE Laws of Chess.

It is recommended that competitive games not rated HyE-be played according to the FIDE
Laws of Chess.

Member federations may ask FIDE to give a ruling on matiating to the Laws of Chess.

Comment: is correctly stated that the Laws cannot cover esitugtion. Good Arbiters «
not want Laws which are overly prescriptive, priefgiio make the punishment fit the
crime. This version of the Laws requires somstpuents to be declared in advance if
they differ from the default values given in the d.aw

BASIC RULES OF PLAY

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

Articles 1 to 3 define the object of the game ldlyeut ofthe pieces and the moves of -
pieces. Article 4 describes how to move the pawtshe touch move rule. Article 5 explains
the ways in which a game can be won or drawn.

Article 1.3 is worth highlighting as it states tifateither player can win then the game is
automatically a draw. The arbiter can therefore siepvhen neither player has mating
material or there is a blocked position where meifllayer can make progress, to declare a
draw.

1.1 The game of chess is played between two opponents who rimiepieces on a square
board called a ‘chessboard’. The player with the lighbad pieces (White) makes thest

move, then the players move alternately, with the playéth the dark-coloured pieces (Black)

making the next move. A player is said to ‘have the maaen his opponent’'s move has
been ‘made’.

1.2

The objective of each player is to place the opponekitig ‘under attack’ in such a way that
the opponent has no legal move. The player who achigviegbal is said to have
‘checkmated’ the opponent’s king and to have won tlaeng. Leaving one’s own king under
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attack, exposing one’s own king to attack and also 'capguthre opponent’s king are not
allowed. The opponent whose king has been checkmateddsashe game.

1.3 If the position is such that neither player can possiblyckhgate the opponent’s king, the
game is drawn (see Article 5.2 b).

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

2.1 The chessboard is composed of an 8 x 8 grid of 64 squates alternately light (the ‘white’
squares) and dark (the ‘black’ squares).
The chessboard is placed between the players in such a \aayhea near corner square to the
right of the player is white.

2.2 Atthe beginning of the game White has 16 lightaotd pieces (the ‘white’ pieces), Black has
16 dark-coloured pieces (the ‘black’ pieces).

These pieces are as follows:

A white king usually indicated by the symbol o's K
A white queen usually indicated by the symbol ‘3;;

Two white rooks usually indicated by the symbol .fi:i R
Two white bishops usually indicated by the symbol SN
Two white knights usually indicated by the symbol Ji N
Eight white pawns usually indicated by the symbol Z

A black king usually indicated by the symbol
A black queen usually indicated by the symbol

Two black rooks usually indicated by the symbol

mw U O A

-
Two black bishops usually indicated by the symbol i
Two black knights usually indicated by the symbol %

Eight black pawns usually indicated by the symbol

Staunton Pieces

p Q KB NR
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2.3  Theinitial position of the pieces on the chessbasuas follows:

2.4  The eight vertical columns of squares are cadled’! The eight horizontal rows of squares
are called ‘ranks’. A straight line of squares of the same cotonning from one edge of the
board to an adjacent edge, is called a ‘diagonal’.

Article 3: The moves of the pieces

3.1 Itis not permitted to move a piece to a squareupied by a piece of the same colour. If a
piece moves to a square occupied by an opponent’s pieedatter is captured and removed
from the chesshoard as part of the same move. A piece isaaitlack an opponent’s piece if
the piece could make a capture on that square accordingrtizles 3.2 to 3.8.
A piece is considered to attack a square even if this gecenstrained from moving to that
square because it would then leave or place the kingsofwtn colour under attack.

3.2 The bishop may move to any square along a diagonaha i stands.

3.3 The rook may move to any square alongeteer the rank on which it stands.

N
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3.4 The queen may move to any square alongliaethe rank or a diagonal on which it stands.

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

3.6 The knight may move to one of the squares nearefiabon which it stands but not on the
same ranksle or diagonal.

3.7 a. The pawn may move forward to the square immedidtefyont of it on the samele,
provided that this square is unoccupied, or
b. on iter st move the pawn may move as in 3.7.a or alternativatyay advance two squares
along the samele, provided thatboth squares are unoccupied, or
c. the pawn may move to a square occupied by aor@nt’'s piece diagonally in front of it on
an adjacentle, capturing that piece.

d. A pawn occupying a square on the same rank asneaul @djacentle to an opponent’s
pawn which has just advanced two squares in one move frooriggal square may capture
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this opponent’s pawn as though the latter had been mowaty one square. This capture is
only legal on the move following this advance and is dalle‘en passant’ capture.

e. When a player, having the move, plays a pawnetoank furthest from its starting position,
he must exchange that pawn as part of the same move for a ne&mrook, bishop or knight

of the same colour on the intended square of arrival.
The player's choice is not restricted to pieces that hagen captured previously.
This exchange of a pawn for another piece is called ‘pramptand the effect of the new

piece is immediate.

Article 3.7 (e) Note that it is the player’s resfility to exchange the pawn for a piece w
promoting. The correct procedure is to advance#ven and then replace it with a piece of th
same colour. If the player pushes the pawn but resstiae opponent’s clock before promoting
then an illegal move has been played. The playetdshotiask the opponent to promote for
him. Not only could this be seen as distractinggponent but could lead to problems in

situations where the opponent puts on the queenamtbunces stalemate!! The original player

could claim that he had not made that move. Thggilanay change his mind about which pie
will replace the pawn until a piece touches theasgjof promotion; after which the player lose
the right to select another piece. Similarly,pfeg/er puts on the replacement piece before
advancing the pawn then that is the piece it maspibmoted to.

See Atrticle 4.6 for details on how promotion cacdsged out.

3.8

There are two different ways of moving the king:
a. by moving to an adjoining square-
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b by castling’. This is a move of the king ahéribok of the same colour along the player’s
e rst rank, counting as a single move of the king and execagddllows the king is transferred
from its original square two squares towards the rook omitginal square, then that rook is
transferred to the square the king has just crossed.

Before white kingside castling After White kingsidstling
Before Black queenside castling After black queensidéncastl
Before White queenside castling After white queensiling
Before black kingside castling After black kingside rogstli

(1) The right to castle has been lost:
[a] if the king has already moved, or
[b] with a rook that has already moved.
(2) Castling is prevented temporarily:
[a] if the square on which the king stands, or the squarétvit must cross, or the square
which it is to occupy, is attacked by one or more of tpponent's pieces, or
[b] if there is any piece between the king and the kawith which castling is to be

effected.

Article 3.8 deals with castling. Please note thatling is a king mo If a player tries t
castle and it is found to be illegal then the playast make a king move that is legal. If
there is no legal move of the king the player i toanake any move — he is not obligec

to move the rook (see 4.4)
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3.9 The king is said to be ‘in check' if it is attadikgdne or more of the opponent’s pieces, even
if such pieces are constrained from moving to the squaipied by the king because they
would then leave or place their own king in check.p\ece can be moved that will either
expose the king of the same colour to check or leave kivad in check.

3.10 a. A move is legal when all the relevant requiretsef Articles 3.1 — 3.9 have beerrfield.

b. A move is illegal when it fails to meetr#evant requirements of Articles 3.1 — 3.9
c. A position is illegal when it cannot haventreached by any series of legal moves.

lllegal Move/Position — This is new. The definitioamillegal position covers only a very few
situations. If one of the players has 2 white squared bishogsBgmawns then the position is
illegal. However, if he only has seven pawns the posiarid have come about by promotion
(even if both players deny that happened!!) so may not legél.

Article 4: The act of moving the pieces
4.1 Each move must be made with one hand only.
4.2 Provided that herst expresses his intention (for ersle by saying “j'adoube” or “I adjust”),
only the player having the move may adjust one or maee@s on their squares.
4.3 Except as provided in Article 4.2, if the playeiig the move touches on the chessboard,
with the intention of moving or capturing:
a. one or more of his own pieces, he must mbheerst piece touchel that can be moved
b. one or more of his opponent’s pieces, he mapture theerst piece touched that can be
captured
c. one piece of each colour, he must captueedhponent’s piece with his piece or, if this is
illegal, move or capture thest piece touched that can be moved or captured. If it islaac
whether the player's own piece or his opponent’'s wasctoederst, the player’'s own piece
shall be considered to have been touched before his oppta.

Article 4.3 Note the inclusion of the ws ‘with the intention of movir. If a player’'s han
accidently brushes a piece then the player is n@easbto move it. If a player claims that
he said he was going to adjust the piece (seebdtahe opponent did not hear then his
word should normally be taken [unless this is ausatjoccurrence with the player]. The
player should be warned that he should in futureargke that his opponent is aware
that he is adjusting the piece.

The touching does not have to be with a hand,uldcbe with another piece when
attempting to capture it. It is not unusual foriaexperienced player to realise that a
capture would be a bad move after the capturinggieas made contact with the piece {o
be removed. Provided it is clear that the oppogiege was not touched accidently whilg
moving to another square, it should be regardeldaatng been touched with the intentio
of moving.

A more difficult situation is where a player lifgsiece and moves it to a square which it
cannot go to and then claims he meant to move gacaaht piece to that square. The
arbiter must then weigh up whether the originacpievas the one that it was intended td
move.

In normal games the arbiter must always enforcddbieh move whether asked to do sg
or not. (See 4.8 for clarification on this)

S5 &

4.4  If a player having the move:
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a. touches his king and a rook he must castle atrsttie if it is legal to do so

b. deliberately touches a rook and then his kiegs not allowed to castle on that side on that
move and the situation shall be governed by Article&.3

c. intending to castle, touches the king andhtheook, but castling with this rook is illegal, the
player must make another legal move with his king (winzty include castling with the other
rook). If the king has no legal move, the player is feemake any legal move.

d. promotes a pawn, the choice of the piecaddised when the piece has touched the square
of promotion.

Article 4.4 (b) If the rook is touched first thastiing is not permitted and a rook mc
should be made. (c) should be unlikely as all nstvesd be made with only one hand.

4.5 If none of the pieces touched in accordance witicke 4.3 or Article 4.4 can be moved or
captured, the player may make any legal move.
4.6 The act of promotion may be performed in various svay
1. the pawn does not have to be placed on thesgof arrival,
2. removing the pawn and putting the new pieoethe square of arrival may occur in any order.
If an opponent’s piece stands on the square of arrival, it rhestaptured.

Article 4.6 is new and clarifies that the pawn does not hiavghysically be placed at the
end of the board for the promotion to be legal. It i$fmient for that to be a legal move

and the replacement piece to be put on the appropriatpiare.

4.7 When, as a legal move or part of a legal move, a pi@edeen released on a square, it
cannot be moved to another square on this move. The nmiswensidered to have been made
in the case of:

a. a capture, when the captured piece has beerovea from the chessboard and the player,
having placed his own piece on its new square, has relgagedapturing piece from his
hand.

b. castling, when the player's hand has released thle o the square previously crossed by the
king. When the player has released the king from his hr@move is not yet made, but the
player no longer has the right to make any move othamticastling on that side, if this is
legal. If castling on this side is illegal, the player medte another legal move with his king
(which may include castling with the other rook). Iétking has no legal move, the player is
free to make any legal move.

c. promotion, when the player‘s hand has releabediew piece on the square of promotion
and the pawn has been removed from the board.

4.8 A player forfeits his right to claim against his oppadisernolation of Articles 4. — 4.7 once
the player touches a piece With the intention of movorgcapturing it.

Article 4.8 Some arbiters interpret this as meattia¢ they should only enforce toumove
if requested. This is not the case. However thereféen situations where the arbiter is ng
quite 100% sure that a piece has been touchedabthie player has not previously said
“fadoube” or similar. Here the arbiter should st&p in unless requested.

—
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4.9. If a player is unable to move the pieces, an assistamt,sivall be acceptable to the arbiter,
may be provided by the player to perform this operation.

Article 4.9 The Laws now accept disabilities other thfavision need to be catered for
if chess is to be all insive. See also 6.2e, 8.1e and 1.

Article 5: The completion of the game
5.1 a. The game is won by the player who has checkmaseapponent’s king. This immediately
ends the game, provided that the move producing theatmate position was in accordance
with Article 3 and Articles 4.2 — 4.7.
b. The game is won by the player whose oppodediares he resigns. This immediately ends
the game.

Article 5.1 gives the two ways that ‘normal’ galend in victory. The tournament ru
give the possibility of other ways of winning.

Article 5.1 (b) If a player believes he has beetkntmed and subsequently, during the
post mortem for example, discovers that he waghmet that player is deemed to have
resigned.

5.2 a. The game is drawn when the player to move hasgal move and his king is not in check.
The game is said to end in ‘stalemate’. This immediatedls ¢éimle game, provided that the
move producing the stalemate position was in accordandk iticle 3 and Articles 4.2 —
4.7.

b. The game is drawn when a position has arisenighwkither player can checkmate the
opponent’s king with any series of legal moves. The gansaid to end in a ‘dead position’.
This immediately ends the game, provided that the moradpcing the position was in
accordance with Article 3 and Articles 4.2 — 4.7.

c. The game is drawn upon agreement betweentviogplayers during the game.

This immediately ends the game.

d. The game may be drawn if an identical posisi@bout to appear or has appeared on the
chessboard at least three times (see Article 9.2).

e. The game may be drawn if each player has madasathe last 50 moves without the
movement of any pawn and without any capture (see Arch).

Article 5.2 (c) Sontournament rules prevent dravffers either at all or before
specified number of moves (see 9.1) without theexgent of the arbiter.
Article 5.2 (d) If a player accepts a ‘draw by répeticlaim and subsequently discovefs
that the claim was incorrect then the draw stifirgts. The player would be deemed to
have agreed to the draw. The rules do not covet hdygpens if this incident was
beforethe allowed prescribed number of moves for a drifevr!o

Article 5.2 (e) This article is wrongly assumeditme players only to apply in the
endgame. It is relevant throughout the game.}

10
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COMPETITION RULES

Articles 6 -12 apply to tournament chess so theaekriviust be familiar with these.

Article 6: The chessclock

Article 6 This article applies to both analogue digdal clocks and as such can appear o
complicated. Future editions of the Laws may reraaaéogue clocks to an appendix.

6.1 ‘Chessclock’ means a clock with two time displaysiemiad to each other in such a way that
only one of them can run at one time.

‘Clock’ in the Laws of Chess means one of the two timeayispl
Each time display has a ‘flag’.
‘Flag-fall’ means the expiration of the allotted time forlayer.

6.2 a. During the game each player, having made his moveeochessboard, shall stop his own
clock and start his opponent’s clock (that is to say, tal giess his clock). This “completes”
the move. A move is also completed if:

(1) the move ends the game (see Articles 5.1.a, 5.2a)5.2.c and 9.6), or

(2) the player has made his next move, in case his prewmaowe was not completed.

A player must be allowed to stop his clock after makisginbve, even after the opponent has
made his next move. The time between making the mavéhe chessboard and pressing the
clock is regarded as part of the time allotted to the gay

b. A player must press his clock with the same hathdvhich he made his move.

It is forbidden for a player to keep hisger on the clock or to ‘hover’ over it.

c. The players must handle the chessclock propeityforbidden to press it forcibly, to pick it
up, to press the clock before moving or to knock iov
Improper clock handling shall be penalised in accordariteAvticle 12.9.

d. Only the player whose clock is running isvaliicto adjust the pieces.

e. If a player is unable to use the clock, an assisthotmust be acceptable to the arbiter, may
be provided by the player to perform this operatiorisidlock shall be adjusted by the arbiter
in an equitable way. This adjustment of the clock shallapptly to the clock of a player with a
disability.

11
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Article 6.(a)2 This states that the player must always be allowesddp his clock. There ¢
various reasons for this Law. Firstly, where inen¢éahtimes are used, the clock must be stopp
for these to be added. Secondly, it ensures the mmynter is accurate (which may be importar
if extra time is added on when a further time colis reached. Additionally, it stops arguments
a time scramble. Even if the opponent has rephéare the player has stopped the clock he ma
still stop his own and start the opponent’s. Inddeslis likely to cause the opponent to lose ma
time than if he had waited and played properly. ot be unfair for the opponent to deliberate
pause before pressing the clock.

A move must be completed by pressing the clock.miéans that a player, who on playing the
last move of the time control, loses if the cleatott stopped before the flag falls.

Pressing the clock after a move completes allgarsynoves. It had been argued that if a playg
forgot to press his clock on move 15 then the goeks on move 16 completed only move 15!
Article 6.2 (b) states that the clock must be présgith the same hand as the move was made
This stops the player stopping his clock with onel bafore making his move with the other
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which was not uncommon. It also helps prevenina leeing permanently on the button or rocker

arm preventing it being pressed.

Players often forget this rule. A quiet word atehd of the game is often enough.

However, if you feel that the player was doing libdeately to gain time then the player should
initially be warned and subsequently the opponentishioe given additional time.

Article 6.2 (c) Abuse of the clock can be a sematigr. ‘Thumping’ the clock can be distracting
to others. It also does the clock no good andgitads could dislodge the batteries at a critical
point in the game. Such action should be stopped.

Article 6.2 (d) There are several reasons why & comot be pressed by the player.

One may be due to an injury another could be fagjioek reasons. In either case the player shg
not be overly penalised for this. The time dedushedid be no more than a few minutes if
anything is deducted at all.

uld

6.3

6.4

a. When using a chessclock, each player must compiaigiamum number of moves or all
moves in an allotted period of time and/or may be allocatgdadditional amount of time
with each move. All these must be spedi in advance.

b. The time saved by a player during one pésiadided to his time available for the next
period, where applicable.
In the time-delay mode both players receive an allott@ain thinking time’.
Each player also receivesxed extra time’ wth every move. The countdown of the main
thinking time only commences after theed extra time has expired.
Provided the player presses his clock before the expimaticthe exed extra time,the main
thinking time does not change, irrespective of the podjon of theexed extra time used.
Immediately after &g falls, the requirements ofrticle 6.3 a. must be checked.

12
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Article 6.4 means that the Arbiter or the playersineonfirm that the specified number of mo
(or more) have been reached. If this is not the tan the player whose flag has fallen has los
(Art 6.9). The players must also complete theiesteets if necessary. If both players have fafled
to record all the moves then the clocks are stoppeidi this is done. If only one player has failed
to keep score then his scoresheet must be broygta date in his own time. This is usually no
problem if it is the White player who is behindiaslock just remains running. If it is the Black
player who has not recorded then White should kengive opportunity to play before Black is
required to update the scoresheet.

The opponent’s scoresheet or the Arbiter’s carsbd for this. However, Black will often take
White's scoresheet to update his own. Technicafiygisturbing the opponent but if it is the
opponent’s move most Arbiters would only stepWhifte objected.

Digital clocks may incorrectly show a loss on tiecase players did not press the clock after
every move. This can be annoying and a move coeateréd is often disabled because of this.

—

6.5 Before the start of the game the arbiter shall decide rehtbe chessclock is placed.

Article 6.5 give the Arbiter the right to decide on clock placem&he clock must be visible
the Arbiter so that it can be checked to ensuevitorking properly and for flag falls where
necessary. It is normal to place the clock on VgH#& hand side and to have the room set up
accordingly. If a clock has to be placed on therdaide then it is normally to turn the board
round rather than having the clock facing in thpasgite direction. Some Arbiters will allow Black
to determine the clock position in k aames

6.6 Atthe time determined for the start of the gaménle’s clock is started.

Article 6.tdetermines that the White clock is started at tkgibning of the session regardl
of who is present. Normally therefore only Whiteizalised although if the default is 0 then
any player not present will lose (see 6.7)

6.7 a. The rules of a competition shall specify in advanadald time. Any player who arrives at
the chessboard after the default time shall lose the gamlesmthe arbiter decides otherwise.
b. If the rules of a competition specify that tledadilt time is not zero and if neither player is
present initially. White shall lose all the time that et@g until he arrives, unless the rules of
the competition specify or the arbiter decides otherwise

In Britain the National Associations have said tiiatdefault time is automatically amenc
to 30 minutes for normal games and 10 minutes &midplay games unless the entry form
says otherwise. 6.6 (b) gives the Arbiter/Tournar@eganiser discretion over the allocation |of
the time elapsed before either player is present.

The actual start time, rather than the scheduledtgtme should now be used to determine
a player has defaulted. (The use of the phrase atdebdtart time has been removed from the
Laws.)

=4
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6.8 Aflag is considered to have fallen when the arlibserves the fact or when either player
has made a valid claim to that effect.

Article 6.8 The Arbiter should try to be presentnad flag falls. This is not alwapossible. If thi
players fail to call flag fall until both flags d@vn then 6.11 should be applied. The fact that

one clock has used more time than the other cabaatsed as proof that the time on that clo¢k
exnired firs

6.9 Except where one of Articles 5.1.a, 5.1.bg8.22.b, 5.2.c applies, if a player does not
complete the prescribed number of moves in the allottede, the game is lost by that
player. However, the game is drawn if the position is shahthe opponent cannot
checkmate the player’s king by any possible series of legaésn

Article 6.9 A playe whose flag has fallen has not automatically loshe¥the requiret
number of moves have not been made. If the posgibiocked for example then a draw
will be given. A player with king and rook will ibema loss against a player with king ahd
knight because there is a series of legal moveshwiould lead to mate by the knight, n
matter how unlikely this is to occur.

O

6.10 a. Every indication given by the chessclock is @eresi to be conclusive in the absence of any
evident defect. A chessclock with an evident defect dimlieplaced by the arbiter, who shall

use his best judgement when determining the times toshewn on the replacement
chessclock.

14
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b. If during a game it is found that the settingitiier or both clocks is incorrect, either player

or the arbiter shall stop the chessclock immediately. dtmter shall install the correct setti
and adjust the times and move-counter, if necessary. He gbalhis best judgement when
determining the clock settings.

ng

Article 6.10 (a) With analogue clocks it is unusub&ve bth sides of the clock faulty any
discrepancy in the total time used is likely to b&batable to one clock only. But be aware
that this is not always the case.

Examples of possible faults are

* clock not going - Often the clock simply needs wanddhis is a useful first course of
action.

* both clocks going — subtract time from the errdotk to equal total amount used.

» jammed hands — the minute hand can catch on the hand or the flag

* loose hands — it is not too uncommon for a minatedio slip towards the 6

* spring unwound — normally noticed when trying to meveis the mainspring will not tighten
« flag not picked up as minute hand approaches 12

» flag stuck in 'up’ position after minute hand clgaast — tapping the bottom of the clock
rather than the top can free the flag

» flag falling 'too soon'. This can be difficuliviien the clock is turned upside down the flag
catches on the minute hand this is usually accép®ddence that the flag fell before the
minute hand reached the end of the flag and the gahould continue. If the flag swings
freely then the loss on time should be given.

It can also be difficult to decide which side efdlock is at fault within an acceptable time
frame. You cannot accurately time both clocks toadgeh one is running slow for example.
when adding time to clocks the arbiter must usetismon sense. The arbiter should be

Where there is a total failure of the clock (usuaith digitals) the arbiter may wish to look a
the players’ scoresheets to see if one or othebbas recording the times. This may well gi
a starting point for your considerations.

Clock setting alterations should not put unfairdems on the players but neither should it
adversely affect the running of the tournament.

reason players should be strongly discouraged frang@mything other than elementary
resetting of the clock.

careful not to overly penalise a player for somethihigh is not that persons fault so if adding
on time a player should not be left with less thanirdute for each move until the time contrg

Article 6.10 (b) would apply where the wrong settiag been given to digital clocks. For this

[

6.11 If bothrags have fallen and it is impossible to dsitah whicheag fell erst then:

a. the game shall continue if this occurs in anipgaf the game except the last period.

b. the game is drawn if this occurs in the peabd game in which all remaining moves must be

completed.

Article 6.11 (a) If € game continues into the quickplay section theretiseeno problem wit

the game continuing. If there is another sessipaayf, 20 moves in 1 hour following 40 moves

in 2 hours then it may be advisable to inform tlaggais that they must still reach move 60 by
the next time control and not 20 moves on from wtbey are.

6.12 a. If the game needs to be interrupted, the arbiball stop the chessclock.

b. A player may stop the chessclock only ierdcdseek the arbiter’'s assistance, for examp
when promotion has taken place and the piece requirembisavailable.
c. The arbiter shall decide when the game risstar
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d. If a player stops the chessclock in orderdk g arbiter’s assistance, the arbiter shall
determine whether the player had any valid reason fomdoso. If the player had no valid

reason for stopping the chessclock, the player shall be mathin accordance with Article
12.9.

Article 6.12 (a) If a fire alarm rings or thera lghting failure then the arbiter should annou
the suspension of play. “Please pause all clockslissful announcement to make. Try to avojd
saying “Stop all clocks” as players have been knmeavitch them off in that situation.
Obviously in the case of a fire alarm the playersldhie instructed to leave the building. If yo
have a power cut and there are blind players ibighnexplaining to them why the
announcement has been made!

Article 6.12 (b) Another case where the clock dimiktopped is when a piece has been
displaced. Restarting the opponent’s clock (a campnactice when using analogue clocks) can
cause havoc with digitals in incremental mode édnadisl be discouraged.

Article 6.12 (d) This rule can prevent gamesmarssitip as stopping the clocks to seek an
arbiter when short of time.

[

6. 13 Screens, monitors, or demonstration boards showiagurrent position on the chessboard,
the moves and the number of moves made/completed, andkd which also show the

number of moves, are allowed in the playing hall. Howethex player may not make a claim
relying only on information shown in this manner.

Article 6.14 The Arbiter may however consider sddti@nal information when consideri
an Appendix G (quickplay finish) claim regardingysep not trying to win by normal means.
Players often ask friends to record during a timansiole. This is permissible provided it is

done out of sight of the player and no informatiegarding the number of moves played is
conveyed.

Article 7: Irregularities

7.1 If anirregularity occurs and the pieces have todstared to a previous position, the arbiter
shall use his best judgement to determine the times tsshewn on the chessclock. This
includes the right not to change the clock times. Hallshlso, if necessary, adjust the clock’s

Article 7.1 allows the arbiter to leave the clock timedhey were at the moment the
irregularity was discovered. This is to prevent endisruption to the tournament schedt

move-counter.

7.2 a. If during a game it is found that the initial positad the pieces was incorrect, the game shall
be cancelled and a new game shall be played.
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b. If during a game it is found that the chessboasideen placed contrary to Article 2.1, the
game shall continue but the position reached must be tramsfitto a correctly placed
chessboard.

Article7.2 the phrase’ during a game’ includes gamesfsemidjudication or adjourne

It does not include games which have been sent &laiter for a decision under Appendix

Quickplay finishes where no arbiter is presens@ games are deemed to have concluded
Article 7.1 (a) If the illegal position is not oN&sed for quite some time this could affect the
start of future rounds. It is advisable for artgtgrarticularly in junior and lower rated events
to check the positioning of the kings and queersstrops and knights before the start of
play to avoid any such problems.

Article 7.1 (b) If the board is the wrong way roand the queen is on its own colour then this
is dealt with in Article 7.1 (a) and not this one.

G)

7.3

If a game has begun with colours reversed then it shalinue, unless the arbiter rules
otherwise.

Article 7.3 Unless this problem is discoveredmiiti first few minutes is normal for the
game to continue. It is up to the arbiter to decidether the pairing cards/computer should
be altered accordingly (most Arbiters would do so).

7.4

If a player displaces one or more pieces, he shaltedsksh the correct position in his own
time. If necessary, either the player or his opponent stt@ip the chessclock and ask for the
arbiter's assistance. The arbiter may penalise the player vigated the pieces.

Article 7.4 If a player knocks over a piece wherngakmove then that player should repl
the piece before starting the opponent’s clodhkiigfis not done it has been common practic
for the opponent to restart the player’s clock umtilhas done so.

However, if the clocks are using an incrementa tiontrol, both players will gain time in this
situation. The arbiter should be involved in tiigson.

Displacing pieces normally only causes problemgydimie scrambles. The Arbiter may
consider giving extra time to the disturbed player.

11%

7.5 a. If during a game it is found that an illegal moveldegs completed, the position immediately

before the irregularity shall be reinstated. If the positiomnmediately before the irregularity
cannot be determined, the game shall continue from thgt identbable position prior to the
irregularity. Articles 4.3 and 4.7 apply to the movglezing the illegal move. The game shall
then continue from this reinstated position.
If the player has moved a pawn to the furthest distant rgessed the clock, but not
replaced the pawn with a new piece, the move is illefak pawn shall be replaced by a
gueen of the same colour as the pawn.

b. After the action taken under Article 7.5.a,thee « rst completed illegal move by a player the
arbiter shall give two minutes extra time to his oppongior the second completed illegal
move by the same player the arbiter shall declare the gloweby this player. However, the

17

18 of 98



game is drawn if the position is such that the opponent cdraieckmate the player’s king by
any possible series of legal moves.

Article 7.5 If present the Arbiter should stepnimédiatelyafter a clock presto avoid
escalation of the situation. Spectators shouldgatfire situation to the Arbiter’s attention
and not to the players. It is preferable that thbi#r supervises any reconstruction, both
to establish, as far as possible, the correct serpief events and to ensure that the
players do not exceed acceptable noise levels.

If the illegal move was caused by a failure to gebbcheck the Arbiter should ensure that
the touched piece is moved if possible to blockhieek or capture the attacking piece.
Note that now a second illegal move by a player loses.

Additionally if the promoted pawn is not replaced with a piece by the player then it must be
replaced by a queen.

7.6 If, during a game, it is found that any piece has lkgplaced from its correct square the
position before the irregularity shall be reinstated. Iéthosition immediately before the
irregularity cannot be determined, the game shall conérfrom the last identifiable position
prior to the irregularity. The game shall then contirfuem this reinstated position.

Article 7.6 If present the Arbiter should stepnimédiately to avoid escalation of 1

situation. Spectators should bring the situatioth® Arbiter’s attention and not to the
players. It is preferable that the Arbiter supes/egy reconstruction, both to establish, gs
far as possible, the correct sequence of eventscaedsure that the players do not exceed
acceptable noise levels. Reconstruction should béecarried out on another board.
If the illegal move was caused by a failure to gebbcheck the Arbiter should ensure that
the touched piece is moved if possible to blockhieek or capture the attacking piece.

Article 8: The recording of the moves
8.1 a. In the course of play each player is requiragt¢ord his own moves and those of his
opponent in the correct manner, move after move, asadig and legibly as possible, in the
algebraic notation (Appendix C), on the ‘scoresheetspribed for the competition. It is
forbidden to write the moves in advance, unless the plagaiaiming a draw according to
Article 9.2, or 9.3 or adjourning a game accordingppexdix E.1 a.
b. The scoresheet shall be used only for recottimgnoves, the times of the clocks, offers of a
draw, matters relating to a claim and other relevant data.
c. A player may reply to his opponent’'s movierteerecording it, if he so wishes. He must record
his previous move before making another.
d. Both players must record the offer of a draw endtoresheet with a symbol (=).
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e. If a player is unable to keep score, an assistantywist be acceptable to the arbiter, may be
provided by the player to write the moves. His clocklshe adjusted by the arbiter in an
equitable way. This adjustment of the clock shall not applg player with a disability.

Article 8.1 makes the use of Descriptive Notalliegal. The nature of the event and age of
participant may determine what action, if any, issia.

Also illegal is the habit of using algebraic iaraign language e.g. German. This is only
allowed if that is the normal language of the plajge Appendix C.3) or the language of the
area where the event is held.

Many players still record the move before playirigig,is not allowed. A quiet word with the
player after the game (or on a complaint by the ogmbnis often enough. Should the playet
be constantly doing this and altering the move tiesis equivalent to using written notes
and should be punished more severely.

Players often complain that this rule is stupidasuadvantage of it is that the Arbiter knows
immediately if a player is ‘blitzing’. Before thle the arbiter would need to wait an additiongl
move before being certain that the player was nobreing in the correct way.

If a player is failing to record, a tap on the ssheet is often enough to jog their memory.

8.2 The scoresheet shall be visible to the arbiter tofmut the game.

Article 8.2 The scoresheet must be visible toithitceA during the game. It does not have tc
visible to the opponent. It is normally deemed jpiatee to put a barrier (often the player’s
hand) between the scoresheet and the opponent.rii@ysmake it more difficult for the

Arbiter. Normally the Arbiter should be able totkeenumber of moves played if standing to
the side or to the rear of the player. Putting achancup over the moves would therefore not
be acceptable nor would putting the scoresheethemtayer’s knee under the table.

8.3 The scoresheets are the property of the organisén@icompetition.

Article 8.3 Some players try to prevent 1opponent using their scoresheet to complet
correct a scoresheet. Provided it is the opponant’sto move the Arbiter can insist on the
scoresheet being made available as it does nohgdtthe player.

There are also copyright issues but these are bagierstope of this document.

8.4 If a player has less thare minutes left on his clock aome stage in a period and does not
have additional time of 30 seconds or more added with eacle, then for the remainder of
the period he is not obliged to meet the requiremsraf Article 8.1.

Article 8.4 This legislates for a player who, haeisgthn 5 minutes, stopped recordiand
was subsequently awarded extra time, thus takingithbove the 5 minute mark; this player
does not have to try to fill in the missing movésrigecontinuing.
Note that the Law says LESS than 5 minutes. Soyeesp$top recording when a digital clocks
show 5 minutes which depending on the type of @odksetting could mean 5 minutes 59
seconds remain. They should only stop recording thbestock shows 4 minutes 59 seconds.
The Arbiter must ensure that a player continuegtond whilst appropriate.

After a flagfall it is normal for the player to upslais scoresheet on his own move.
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8.5 a. If neither player keeps score under Article 81 arbiter or an assistant should try to be

present and keep score. In this case, immediately afsagehas fallen the arbiter shall stop

the chessclock. Then both players shall update their sceetshusing the arbiter ’s or the
opponent’s scoresheet.
b. If only one player has not kept score undéclker8.4, he must, as soon as eitheg has

fallen, update his scoresheet completely before movingeggoion the chessboard. Provided it
is that player's move, he may use his Opponent’s scoreshegtmust return it before making

a move.
c. If no complete scoresheet is available, the players magsinstruct the game on a secon
chessboard under the control of the arbiter or an assistaptshiallerst record the actual
game position, clock times, whose clock was running aachumber of moves
made/completed, if this information is available, beforegastruction takes place.

d

8.6 If the scoresheets cannot be brought up to date shgvtihat a player has overstepped the

allotted time, the next move made shall be consideredrestst of the followingtime
period, unless there is evidence that more moves have lmade or completed.

Article 8.6 Often when reconstructing there isgiisament over the number of times a posi
has been repeated. This can be a difficult sitndtothe Arbiter and emphasises the importang
of being there to record time scrambles. In theeabs of the arbiter it is normal to give the play
the benefit of the doubt over the number of movesien

Where both players have agreed that the time comtaslbeen reached but not on how many
moves have been played the smaller number of agneeds is to be taken.

8.7 Atthe conclusion of the game both players shall lsagh scoresheets, indicating the resul
the game. Even if incorrect, this result shall stand, urtlessrbiter decides otherwise.

Article 8.7 Not all tournaments use duplicate scoreshaditaving this article to be carried out
exactly. If results slips are used it is best the playerstisage at the end indicating the agreed
result rather than filling them in at the beginning l&ay the result blank. If a wrong result is
handed in that result can stand (especially if only brougtthe arbiters attention several
rounds later). Though it will normally be corrected.

Article 9: The drawn game
9.1 a. The rules of a competition may specify that playera@aagree to a draw, whether in less
than a speeied number of moves oat all, without the consent of the arbiter.
b. However, if the rules of a competition allodraw agreement the following shall apply:

e
er

t of

(1) A player wishing to offer a draw shall do so after hariagde a move on the chessboard and

before pressing his clock. An offer at any other time dypray is still valid but Article 11.5
must be considered. No conditions can be attached todtfer. In both cases the offer can
be withdrawn and remains valid until the opponent accdptsejects it orally, rejects it by
touching a piece with the intention of moving or caphyg it, or the game is concluded in
some other way.

(2)  The offer of a draw shall be noted by each playérnisiscoresheet with the symbol (=).
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(3) Aclaim of a draw under Article 9.2 or 9.3 shaltdresidered to be an offer of a draw.

Article 9.1 (b) (1) explains the procedure forrioffea draw. Note that if a draw offer made
by a player before making a move the opponent iezhtd wait for the move to be played
before accepting or declining. The draw offer cahaavithdrawn. This article also makes it
illegal to offer a conditional draw. These were ma@m when adjournments took place where|a
player might say “If you have sealed ..... then t affraw”. This could be seen as a method pf
getting information about the sealed move.

Article 9.1 (b) (2) Many players do not record tfer @f a draw but it can be helpful to an
arbiter if this is done. If a player claims thatdgponent is distracting him by constantly
offering draws but he has not noted this on theesloeet then that greatly weakens the clair
Article 9.1 (b) (3) This can often save the arbibere work. Many players do not realise that
claim by repetition under Appendix G is also a dffaw. It is good practice for an arbiter to ask
the opponent if he accepts the draw offer befonaglanything else. It is surprising how often
this ends the game.

=

9.2 The game is drawn, upon a correct claim by a playengake move, when the same position
for at least the third time (not necessarily by a repetitiof moves):
a. is about to appear, if list writes his movewhich cannot be changed, on his scoresheet and
declares to the arbiter his intention to make this mowe,
b. has just appeared, and the player claiming the dir@sthe move.
Positions are considered the same if and only if the sameplags the move, pieces of the
same kind and colour occupy the same squares and the possiies of all the pieces of
both players are the same. Thus positions are not the s&me i
(1) atthe start of the sequence a pawn could have besgtured en passant.
(2) aking or rook had castling rights, but forfeitedshafter moving. The castling rights are lost
only after the king or rook is moved.

Article 9.2 It is important that trarbiter establishe which player is to move. Oftincorrect
draw claims are made because the player has madadive and therefore loses the right to
claim. A player who has sealed his move has atshéogght to claim.

9.3 The game is drawn, upon a correct claim by a playéntdlre move, if:

a. he writes his move, which cannot be changedijs scoresheet and declares to the arbiter
his intention to make this move which will result irettast 50 moves by each player having
been made without the movement of any pawn and withaay capture, or

b. the last 50 moves by each player have been levetpwithout the movement of any pawn
and without any capture.

Article 9.3 The comments for 9.2 also apply |

9.4 If the player touches a piece as in Article 4.3pkes the right to claim a draw under Article
9.2 or 9.3 on that move.
9.5 Ifaplayer claims a draw under Article 9.2 or %3phthe arbiter shall stop the chessclock
(see Article 6.12 b). He is not allowed to withdrawdiéém.
a. If the claim is found to be correct, the gamienimediately drawn.
b. If the claim is found to be incorrect, theitabshall add two minutes to the opponent’s
remaining thinking time. Then the game shall contin@i¢he claim was based on an intended
move, this move must be made in accordance with Arti8laad 4.

21

22 of 98



Article 9.5b The time penalty for an incorrect claimaw 2 minutes and standardises the timge
penalties in standard play.

9.6 If one or both of the following occur(s) then thenge is drawn:
a. the same position has appeared, as in 9.2b, fensil/e consecutive alternatenoves by
each player.
b. any consecutive series of 75 moves have beenletedby each player without the
movement of any pawn and without any capture.

Article 9.6 is new and adds extra responsibilities dimoarbiter. The arbiter can now declarela
game drawn if either of the above conditions apply.

In the case of 9.6a this will require the arbiter to olseghe same position coming up 5 times|
in 8 moves. Repeating the position every three moved sonered by this rule.

In the case of 9.6b the arbiter has a more difficult jbte may have to look at a scoresheet tq
find how many moves have already been played withoatiure or pawn move. However
the info on the scoresheet may not be obvious as caphodsnger have to be indicated by x.

An unlucky arbiter may have to count moves and watchdpetition at the same time.

9.7 The game is drawn when a position is reached fromhahitheckmate cannot occur by any
possible series of legal moves. This immediately ends the ganmdded that the move
producing this position was in accordance with Articknd@ Articles 4.2 — 4.7.

Article 10: Points

10.1 Unless the rules of a competition specify otherwasglayer who wins his game, or wins by
forfeit, scores one point (1), a player who loses his gamfgréeits, scores no points (0), and
a player who draws his game scores a half point (¥2).

Article 1(. 1 This gives the organiser the opportuniintroducing a different poinsystem e.g
3 points for a win and 1pt for a draw. If such desyds used it must be announced in advanc

1%

Article 11: The conduct of the players
11.1 The players shall take no action that will brirgggame of chess into disrepute.

Article 11.1 This is a vague Law and should bésdppith discretion.

11.2 The ‘playing venue’ is«ed as the ‘playing area’est rooms, toilets, refreshment area, area
set aside for smoking and other places as designated by thiearbi
The playing area is eleed as theplace where the games of a competition are played.
Only with the permission of the arbiter can
a. a player leave the playing venue.
b. the player having the move be allowed to éeidre playing area.
c. A person who is neither a player nor artiiteallowed access to the playing area.
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Article 1.2 With many buildings and campuses beir smoking throughout the Arbitmay have
to declare car parks and adjacent streets as datieoplaying venue. Note that there is a

difference between the playing venue and the plagiag which will normally be the hall in which
games take place.

11.3 a. During play the players are forbidden to use artgsasources of information or advice, or
analyse any game on another chessboard.

b. During play, a player is forbidden to have ailmgione and/or other electronic means of
communication in the playing venue. If it is eviderdtth player brought such a device into
the playing venue, he shall lose the game. The opposieall win.
The rules of a competition may specify a different, less seyeealty.
The arbiter may require the player to allow his clothesgs or other items to be inspected, in
private. The arbiter or a person authorised by the arbgkall inspect the player and shall be
of the same gender as the player. If a player refuses to cabpevith these obligations, the
arbiter shall take measures in accordance with Article 12.9.

c. Smoking is permitted only in the sectiothefvenue designated by the arbiter.

Article 11.3 has undergone significant revision.

11.3a Players who use scorebooks with their previoogegadn them leave themselves open td
accusations that they have consulted notes (a previamsa). For this reason some events ban
their use.

11.3b This makes it an offence to have a mobile phom¢har method of electronic
communication in the playindENUEnNot just the hall), regardless of whether it is swétdioff
or not. The default penalty is the loss of the gamigtie tournament may have a less severe
penalty. The least severe penalty is a warning. To emthis rule vigorously would require
tournament organisers to provide secure storage. The lbd@hess also now allow a player tp
be searched. Arbiters should be careful that to makb auequest may be breaking national
laws.

The Laws no longer specify what can be written on theesbeet.

See the advice for arbiters document from the ¢

11.4 Players who havaished their games shalle considered to be spectators.

11.5 Itis forbidden to distract or annoy the opponémeiny manner whatsoever. This includes
unreasonable claims, unreasonable offers of a draw or the inttdo of a source of noise
into the playing area.

Article 11.5 allows the arbiter to warn players whoawaoisy shoes or jangle coins/keys tha
they are breaking the laws. If a player claims thatdpponent is constantly offering draws
this claim should be supported by the evidence of biesheet, (=) appearing frequently.

11.6 Infraction of any part of Articles 11.1 — 11.5 skalll ito penalties in accordance with Article
12.9.

11.7 Persistent refusal by a player to comply with thed aixChess shall be penalised by loss of
the game. The arbiter shall decide the score of the oggmin

Article11.7 Persistent refusal to obey the Laws shad to the loss of the game. Timplies
that several offences must be committed or the saffence repeated several times before a
loss is given. Obviously the Arbiter has some tistend a serious offence may be penalise
in this way without it being persistent (12.9(f)).

O
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11.8 |If both players are found guilty according to Aetil.7, the game shall be declared lost by
both players.

11.9 A player shall have the right to request fromdhigiter an explanation of particular points in
the Laws of Chess.

Article 11.9 is a new Law which lets players know wjloaid arbiters have always done.
Arbiters should note that whilst it is acceptable édl & player how to capture en passant, fa
example, it is not acceptable to answer “Can | take plawn?”

=

11.10 Unless the rules of the competition specify othiseya player may appeal against any
decision of the arbiter, even if the player has signeddteresheet (see Article 8.7).

Article 11.10 allows a player to sign the scoresheetsitichppeal. Previously players were
refusing to sign for fear of doing so would prevemtappeal being possible.

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

Article 12 outlines the duties and responsibilitiesrofigbiter. In short the arbiter should try td
ensure that a tournament progresses smoothly. If gemhave to be imposed it is done
appropriately and according to the Laws. On occaglapers do not appreciate that the
arbiter is working in the best interests of the event Wwhitay conflict with the actions of that
player. The presence of an arbiter can defuse situabieftre they materialis

12.1 The arbiter shall see that the Laws of Chess are stlrsgrved.
12.2 The arbiter shall
a) ensure fair play.
b) act in the best interest of the competition
c) ensure that a good playing environment isntaaied.
d) ensure that the players are not disturbed.
e) supervise the progress of the competition.
f) take special measures in the interests of disalbgeps and those who need medical
attention.

12.3 The arbiter shall observe the games, especially wieeplayers are short of time, enforce
decisions he has made, and impose penalties on players where@jgie.

12.4 The arbiter may appoint assistants to observe gamesx@mple when several players are
short of time.

12.5 The arbiter may award either or both players addiidime in the event of external
disturbance of the game.

12.6 The arbiter must not intervene in a game excemases described by the Laws of Chess. He
shall not indicate the number of moves completed, exdempplying Article 8.5 when at least
oneeag has fallen. Therhiter shall refrain from informing a player that his oppohéas
completed a move or that the player has not pressed hiskclo

{Article 12.6 This gives restrictions on the rbteeArkter. It can be difficult whenplayer
asks you to confirm that the required number of redwave been played and you cannot say.
Even more frustrating is the situation which arfses time to time when the players in the
game you are watching have reached the time cohtrohnother board hasn’t. You cannot
leave the first board to watch the second as tlusld/be seen as giving advice.
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12.7 If someone observes an irregularity, he may inforiy the arbiter. Players in other games
are not to speak about or otherwise interfere in a gameac®gtors are not allowed to
interfere in a game. The arbiter may expel offenders fromphaying venue.

Article 12.7 Spectators calling flag fall in azlg@ame is probably the most serious prot

that an Arbiter will come across in normal circamees. Expelling the spectator does not
solve the problem of what to do with the game witiak been prematurely ended. There may
be no ideal solution in these circumstances. ltweadlybe that giving one player the win ang
the other the draw is the least bad option in thiaiation. Such a result should be
exceptional. In general the total points awardeal#d not exceed the maximum available fo
one player.

12.8 Unless authorised by the arbiter, it is forbiddengonybody to use a mobile phone or any kind
of communication device in the playing venue or anytiguous area designated by the
arbiter.

12.9 Options available to the arbiter concerning peratt
a. warning
b. increasing the remaining time of the opponent
c. reducing the remaining time of the offending player
d. increasing the points scored in the game by the ogmbho the maximum available for
that game
e. reducing the points scored in the game by the offagdierson
f. declaring the game to be lost by the offending playlee @rbiter shall also decide the
opponent’s score)

g. asne announced in advance
h. expulsion from the competition.

Article 12.9 lists the sanctions that an Arbitar itapose. hese are in increasing leve
severity. 12.9¢g is a new sanction which might tesome good cause appeal.

APPENDICES

Appendix A. Rapidplay

A.1 A ‘Rapidplay’ game is one where either all the mawest be completed in exed time of
more than 10 minutes but less than 60 minutes for eachgutagr the time allotted plus 60
times any increment is of more than 10 minutes but less tB@minutes for each player.

App A.1 If a game lasts for 1 hour or more themthmal Laws of Chess apply. If the ge
is 10 or less minutes then Blitz rules apply.

A.2 Players do not need to record the moves.

App A.ZThe lack of a game score will restrict the oppatiesito claim a draw krepetition
or the 50 moves rule.

A.3 The Competition Rules shall apply if
a. one arbiter supervises at most three games and
b. each game is recorded by the arbiter or his assistantibpdssible, by electronic means.
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A.4  Otherwise the following apply:
a. From the initial position, once ten moves have beempleted by each player,
(1) no change can be made to the clock setting, unlessthedule of the event would be
adversely affected.
(2) no claim can be made regarding incorrect set-upr@mntation of the chessboard. In case
of incorrect king placement, castling is not allowedcdre of incorrect rook placement,
castling with this rook is not allowed.
b. An illegal move is completed once the player hassed his clock. If the arbiter observes
this he shall declare the game lost by the player, pravitie opponent has not made his next
move. If the arbiter does not intervene, the opponesientitled to claim a win, provided the
opponent has not made his next move.
However, the game is drawn if the position is such thatadpponent cannot checkmate the
player’s king by any possible series of legal moves. Ifgherent does not claim and the
arbiter does not intervene, the illegal move shall stamdl the game shall continue. Once the
opponent has made his next move, an illegal move cahaatorrected unless this is agreed
by the players without intervention of the arbiter.
c. To claim a win on time, the claimant must stop thessloéock and notify the arbiter. For the
claim to be successful, the claimant must have time remaioinigis own clock after the
chessclock has been stopped. However, the game is drawa [fdsition is such that the
opponent cannot checkmate the player’s king by any posseties of legal moves.
d. If the arbiter observes both kings are in check, paan on the rank furthest from its
starting position, he shall wait until the next move isngdeted. Then, if the illegal position is
still on the board, he shall declare the game drawn.

App A.4 has changed considerably from the previousoversi

A.4a allows for initial errors in piece placement alotlc settings to be corrected until
Black has completed his"Llénove. An incorrect clock setting can be changed dfter t
but only if it would affect the tournament scheduleg.&f the clock had been set for 15
hours rather than 15 minutes!

A.4b allows for a claim of a win if the opponent ingade an illegal move. The player
loses his right to claim after making, not completihgs, move.

A.4c The arbiter is now allowed to call flag fall.

A.4d is an attempt to deal with illegal positions axgsduring a rapidplay game. A.4b
allows the arbiter to step in if he sees an illegal mawvéhis only applies when an initial
illegal move has not been seen as it was completed.

Consider the following situations:

(a) A player moves his pawn to the far end of the boardsayd “Queen”. He then
starts his opponent’s clock. The arbiter declares #meglost.

(b) The arbiter arrives at the board. One king is alreadsheck. The player
completes a move checking the other king. The arbiter magtuntil the next
move is completed. If the position is still illegal fiedeclare the game drawn.

(c) A player has ‘promoted’ a pawn without changing iatoother piece (queen).
When the arbiter arrives this “queen” has already moviédhe pawn/queen
moves again in sight of the arbiter he can declare theeyéost if the move is not
legal for a pawn!
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A.5 The Rules for a competition shall specify whetheclarfi.3 or Article A.4 shall apply for the
entire event.

Appendix B. Blitz
B.1 A ‘blitz game’ is one where all the moves mustdmepieted in axed time of 10minutes or
less for each player; or the allotted time plus 60 times imgyement is 10 minutes or less.
B.2 The penalties mentioned in Articles 7 and 9 of th@ietition Rules shall be one minute
instead of two minutes.
B.3 The Competition Rules shall apply if
a. one arbiter supervises one game and
b. each game is recorded by the arbiter or his assistantibpdssible, by electronic means.
B.4 Otherwise, play shall be governed by the Rapidplag &awn Appendix A.4.

See comments for A

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

Appendix C. Algebraic notation
FIDE recognises for its own tournaments and matches om\sypstem of notation, the
Algebraic System, and recommends the use of this unifomsshotation also for chess
literature and periodicals. Scoresheets using a notation systiher than algebraic may not
be used as evidence in cases where normally the scoreshegtlayer is used for that
purpose. An arbiter who observes that a player is using atioot system other than the
algebraic should warn the player of this requirement.

Description of the Algebraic System

C.1 Inthis description, ‘piece’ means a piece othanth pawn.

C.2 Each piece is indicated by an abbreviation. Inrigéidh language it is thest letter, a capital
letter, of its name. Example: K=king, Q=queen, R=rodksBep, N=knight.

(N is used for a knight, in order to avoid ambiguity.)

C.3 Forthe abbreviation of the name of the pieces, gdayer is free to use the name which is
commonly used in his country. Examples: F = fou (Friemdiishop), L = loper (Dutch for
bishop). In printed periodicals, the useegfirines recommended.

C.4 Pawns are not indicated by thest letter, but are recgnised by the absence of such a
letter. Examples: the moves are written e5, d4, a5, peh, Pd4. pa5.

C.5 The eightes (from left to right for White and tm right to left for Black) are indicated by the
small letters, a, b, c, d, e, f, g and h, respectively.

C.6 The eight ranks (from bottom to top for White armhirtop to bottom for Black) are
numbered 1, 2, 3, 4, 5, 6, 7, 8, respectively. Consrtly, in the initial position the white
pieces and pawns are placed on #nst and seond ranks; the black pieces and pawns on the
eighth and seventh ranks.

C.7 As a consequence of the previous rules, each ofxtyefeur squares is invariably indicated
by a unique combination of a letter and a number.
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C8 Each move of a piece is indicated by a) the abbrewmiafithe name of the piece in question
and b) the square of arrival. There is no hyphen betweemnd)b). Examples: Be5, NB, Rdl.
In the case of pawns, only the square of arrival is indicd&gdmples: e5, d4, a5.

C.9 When a piece makes a capture, an x may be insertegbeta) the abbreviation of the name
of the piece in question and b) the square of arrival. EdamBxe5, Nxf3, Rxdl, see also C10.
When a pawn makes a capture, tHle of departure mustbe indicated, then an x may be
inserted, then the square of arrival. Examples: dxe5, @x35. In the case of an ‘en passant’
capture, ‘e.p.” may be appended to the notation. Examphal6 e.p.

C.10 If two identical pieces can move to the same sqtlagepiece that is moved is indicated as
follows:

1. If both pieces are on the same rank: by a) the abbrenaif the name of the piece, b) the
* le of departure, and c) the square of arrival.

2. If both pieces are on the sarvle: by a) the abbreviation of the name of the piece,

b) the rank of the square of departure, and c) the squdraraval.

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

Examples:

a. There are two knights, on the squares gl and el , ardobthem moves to the square f3:
either Ngf3 or Nef3, as the case may be.

b. There are two knights, on the squares g5 and gl , aedod them moves to the square f3:
either N5f3 or NIf3, as the case may be.

c. There are two knights, on the squares h2 and d4, aredobthem moves to the square f3:
either Nhf3 or Ndf3, as the case may be.

d. If a capture takes place on the square B. the notatioh@farevious examples is still
applicable, but an x may be inserted: ) either NgxfMlekf3, 2) either

N5xf3 or Nhf3, 3) either Nhxf3 or Ndxf3, as the case may be

C.11 Inthe case of the promotion of a pawn, the actualrpeveve is indicated, followed
immediately by the abbreviation of the new piece. Exé&spd8Q, exf8N, bIB, g1R.

C.12 The offer of a draw shall be marked as (=).

C.13 Abbreviations
0-0 = castling with rook hl or rook h8 (kingside cagijli
0-0-0 = castling with rook al or rook a8 (queenside cagptli
X = captures
+ = check
++ or # = checkmate
e.p. = captures ‘en passant’

The last four are optional.
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Sample game:

1.e4 e5 2. Nf3 Nf6 3. d4 exd4 4. e5 Ne4 5. Qxd4 dxdh e.p. Nxd6 7. Bg5 Nc6 8. Qe3+ Be7 9.
Nbd2 O-O 10. O-0-0 Re8 11. Kb1 (=)

Or: 1. e4 e52. NB Nf6 3. d4 ed4 4. e5 Ne4 5. Qd4 el#66Nd6 7. Bg5 Nc6 8. Qe3 Be7 9 Nbd2
0-0 10. 0-0-0 Re8 11. Kbl (=)

Appendix D. Rules for play with blind and visuallysdbled players

D.1

D.2

The organiser, after consulting the arbiter, shall teeepower to adapt the following rules
according to local circumstances. In competitive chesw/&en sighted and visually disabled
(legally blind) players either player may demand the ofsevo boards, the sighted player
using a normal board, the visuatlisabledplayer using one specially constructed. This board
must meet the following requirements:

a. measure at least 20 cm by 20 cm,

b. have the black squares slightly raised,

c. have a securing aperture in each square,

The requirements for the pieces are:

a. all are provided with a peg thes into the securing aperture of the board,

b. all are of Staunton design, the black pieces being aipeonarked.

The following regulations shall govern play:

1. The moves shall be announced clearly, repeated bypppenent and executed on his
chessboard. When promoting a pawn, the player must annowvitieh piece is chosen. To
make the announcement as clear as possible, the use of tleiolg names is suggested
instead of the corresponding letters:

A - Anna

B - Bella

C- Cesar

D- David

E - Eva

F - Felix

G - Gustav

H - Hector

Unless the arbiter decides otherwise, ranks from White tBkhall be given the German
numbers

1-eins

2 - zwei

3 -drei

4 - vier

5 - fuenf

6 - sechs

7 - sieben

8 - acht

Castling is announced “Lange Rochade" (German for long gasthid “Kurze Rochade”
(German for short castling).

The pieces bear the names: Koenig, Dame, Turm, Laeuferg&p Bauer.

2. On the visually disabled player‘s board a piece shalbbsidered ‘touched’ when it has
been taken out of the securing aperture.

3. A move shall be considered ‘made’ when:

a. in the case of a capture, the captured piece has besmoved from the board of the player
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whose tum it is to move

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

c. the move has been announced.

Only then shall the opponent's clock be started.

As far as points 2 and 3 are concerned, the normal rulesadi@ for the sighted player.

A specially constructed chessclock for the visually disatilel be admissible. It shall
incorporate the following features:

a. a diaktted with reinforced hands, witteveryeve minutes marked by oneaised dot, and
every 15 minutes by two raised dots, and

b. alag which can be easily felt; care dlld be taken that theag is soarranged as to allow
the player to feel the minute hand during the last 5 ois of the full hour.

c. optionally, a means of announcing audibly to the visudiigbled player the number of
moves.

The visually disabled player must keep score of the garBedille or longhand, or record the
moves on a recording device.

A slip of the tongue in the announcement of a move nhestorrected immediately and
before the clock of the opponent is started.

If during a game different positions should arise on the beards, they must be corrected
with the assistance of the arbiter and by consulting botypts game scores. If the two
game scores correspond with each other, the player whowréten the correct move but
made the wrong one must adjust his position to correspaitth the move on the game
scores. When the game scores are found to differ, the moval Isé retraced to the point
where the two scores agree, and the arbiter shall readjstclocks accordingly.

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

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

b. announcing the moves of both players

c. keeping the game score of the visually disabled playéistarting his opponent's clock
(keeping point 3.c in mind)

d. informing the visually disabled player, only at higuest, of the number of moves
completed and the time used up by both players

e. claiming the game in cases where the time limit hasweeeded and informing the
arbiter when the sighted player has touched one of heces

f. carrying out the necessary formalities in cases where émais adjourned.

If the visually disabled player does not make use of an assistensighted player may make
use of one who shall carry out the duties mentioned impo9.a and 9.b.

Appendix E. Adjourned games

App E sees the return to the Laws of the instructionariaxdjournecqgame

E. 1. a. If a game is notished at the end of the time presdxed for play, the arbiter shall require
the player having the move to ‘seal’ that move. The gtayust write his move in
unambiguous notation on his scoresheet, put his scoreshegtlaat of his opponent in an
envelope, seal the envelope and only then stop the cHeskc
Until he has stopped the chessclock the player retaingitiig to change his sealed move. If,
after being told by the arbiter to seal his move, thay#r makes a move on the chessboard
he must write that same move on his scoresheet as his sealed.mov
b. A player having the move who adjourns the game betfoeeend of the playing session
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shall be considered to have sealed at the nominal timeHerdand of the session, and his
remaining time shall so be recorded.

App E. This describes the sequence of events in sealiluye Because the player retai
the right to change his move until the clocks swpped, he must seal the envelope himself
as the last stage of the process. Both scoreskbetdd be put in the envelope so that thgy
cannot be altered and so that they are availablzase of a dispute. Because clocks do npt
run exactly accurately, or may have had to be stoppedously, the arbiter has to add up
the times shown on the clocks to make sure thatithe control has been reached. Wher

D

incremental times are used adjournments are evene mage and calculating the elapsed
time more difficult.

E.2.

E.3.

E.4.

E.5.

E.6.

E.7.

E.8.

E.Q.

E.10.

The following shall be indicated upon the envelop
a. the names of the players,

b. the position immediately before the sealed move,
c. the time used by each player,
d. the name of the player who has sealed the move,
e. the number of the sealed move,
f. the offer of a draw, if the proposal is current,
g. the date, time and venue of resumption of play.

The arbiter shall check the accuracy of the indion on the envelope and is responsible for
its safekeeping.

If a player proposes a draw after his opponent has seaetddve, the offer is valid until the
opponent has accepted it or rejected it as in Article.9

Before the game is to be resumed, the position idiately before the sealed move shall be
set up on the chessboard, and the times used by each plalgen the game was adjourned
shall be indicated on the clocks.

If prior to the resumption the game is agreed draarif one of the players nots the
arbiter that he resigns, the game is concluded.

The envelope shall be opened only when the play® must reply to the sealed move is
present.

Except in the cases mentioned in Articles 5a16d.6, the game is lost by a player whose
recording of his sealed move:
a. is ambiguous, or

b. is recorded in such a way that its true stgance is impossible to establish, or
c. isillegal.

If, at the agreed resumption time:
a. the player having to reply to the sealed move is pregée envelope is opened. the sealed
move is made on the chessboard and his clock is started.

b. the player having to reply to the sealed move ispraisent, his clock shall be started; on
his arrival, he may stop his clock and summon the arbiberenvelope is then opened and
the sealed move is made on the chessboard, his clock isréstarted.
c. the player who sealed the move is not present, hisomgmt has the right to record his
reply on the scoresheet, seal his scoresheet in a freshlepegstop his clock and start the
absent player’s clock instead of making his reply in threnab manner; if so, the envelope
shall be handed to the arbiter for safekeeping and openedhe absent player’s arrival.

Any player who arrives at the chessboard after tlieulietime shall lose the game unless the
arbiter decides otherwise. However, if the sealed mowauled in the conclusion of the
game, that conclusion shall still apply.
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App E.10 states that the default time which appliedhe first session also applies to any
adjournment sessions. If the default time was 30miranielsthe player arrives 35 minutes
late then he will lose (unless arbiter decides otherwise) évhe had considerably more
time remaining on his clock.

E.11. If the rules of a competition specify that the ddféioie is not zero, the following shall apply:
If neither player is present initially, the player who haseply to the sealed move shall lose
all the time that elapses until he arrives, unless the sudéthe competition specify or the
arbiter decides otherwise.

E.12. a. If the envelope containing the sealed move ssing, the game shall continue from the
adjourned position, with the clock times recorded aéttime of adjournment. If the time used
by each player cannot be re-established, the arbiter shalihgeclocks. The player who sealed
the move shall make the move he states he sealed on thestiward.

b. If it is impossible to re-establish the posittbe,game shall be annulled and a new game shall
be played.

E.13 If, upon resumption of the game, either playeinmoout before making higst move that
the time used has been incorrectly indicated on eithkrck, the error must be corrected. If
the error is not then established the game shall contiminout correction unless the arbiter
decides otherwise.

E.14. The duration of each resumption session shall beattad by the arbiter’s timepiece.

The starting time shall be announced in advance.

Appendix F. Chess960 Rules

F.1 Before a Chess960 game a starting position is randomlp s&tlject to certain rules.
After this, the game is played in the same way as standard chreparticular, pieces and
pawns have their normal moves, and each player's objedite ¢heckmate the
opponent's king.

F.2 Starting-position requirements
The starting position for Chess960 must meet certain riddsite pawns are placed on the
second rank as in regular chess. All remaining white piace placed randomly on thest
rank, but with the following restrictions:
a. the king is placed somewhere between the two rooksl, an
b. the bishops are placed on opposite-coloured squares, and
c. the black pieces are placed opposite the white pieces.
The starting position can be generated before the gamieeeiby a computer program or
using dice, coin, cards, etc.

F 3 Chess960 castling rules
a. Chess960 allows each player to castle once per game,@abggotentially both the king
and rook in a single move. However, a few interpretatiohstandard chess rules are needed
for castling, because the standard rules presume initial lonatdf the rook and king that are
often not applicable in Chess960.
b. How to castle
In Chess960, depending on the pre-castling position@ttstling king and rook, the castling
manoeuvre is performed by one of these four methods:
1. double-move castling: by making a move with the lkeind a move with the rook, or
2. transposition castling: by transposing the position & king and the rook, or
3. king-move-only castling: by making only a move wigéhking, or
4. rook-move-only castling: by making only a move wighrook.
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Recommendations

1. When castling on a physical board with a human player récommended that the king be
moved outside the playing surface next to fial position, the rookhen be moved from its
starting position to itenal position, and then the king be placed on fal square.

2. After castling, the rook and kinglsal positions should be exactly the same positions as
they would be in standard chess.

Clarification

Thus, after c-side castling (notated as 0-0-0 and known asmgsiele castling in orthodox
chess), the king is on the c-square (cl for white andc8laick) and the rook is on the d-
square (d1 for white and d8 for black). After g-side casf(imgated as 0-0 and known as king-
side castling in orthodox chess), the king is on the gus|(gl for white and g8 for black) and
the rook is on the f-square (fl for white and f8 for black)

Notes

I. To avoid any misunderstanding, it may be useful to stiaéer'about to castle” before
castling.

2. In some starting positions, the king or rook (but hoth) does not move during castling.
3. In some starting positions, castling can take place as asuilyesrst move.

4. All the squares between the king's initial amhl squares (including th@al square) and

all the squares between the rook's initial anhl squares (includinthe ¢nal square) must be
vacant except for the king and castling rook.

5. In some starting positions, some squares can i@y during castling that woulthave to

be vacant in standard chess. For example, after c-side ca@tlAg, it is possible to have a, b,
and/or e stillelled, and afer g-side castling (0-0), it is possible to have e andAied.

Appendix G. Quickplay Finishes

Quickplay finishes are now relegated to the appendi¥éish this move FIDE is trying to
encourage greater use of incremental time controls.nlégent is not using incremental time
it must declare that this appendix applies (it is théad# option in Britain) or a loss on time
will normally equate to a los

[72)

G.1 A‘quickplasnish’ is the phase of a game whaltl the remaining moves must be completed in
aenite time.

G.2 Before the start of an event it shall be announced wéetthis Appendix shall apply or not.

G.3 This Appendix shall only apply to standard play andpty games without increment and
not to blitz games.

G.4 |If the player having the move has less than two minlefesn his clock, he may request that
a time delay or cumulative time of an ex&e seconds be introduced for both players, if
possible. This constitutes the offer of a draw. If refused, thedarbiter agrees to the request,
the clocks shall then be set with the extra time; thggponent shall be awarded two extra
minutes and the game shall continue.

App G.4 is totally new. Itis designed to allow @tayto reach a conclusion to the game
without it being decided by the arbiter. It could bedibg tournaments where only a few
digital clocks are available. A tournament shouttigate if this is an available option.

G.5 If Article G.4 does not apply and the player haviagrbve has less than two minutes left on
his clock, he may claim a draw before laig falls. He shall summon the arbiter and may stop
the chessclock (see Article 6.12 b). He may claim obdlses that his opponent cannot win by
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normal means, and/or that his opponent has been makingffarieto win by normal means

a. If the arbiter agrees that the opponent cannot win lmymal means, or that the opponent
has been making no effort to win the game by normal meaasHall declare the game
drawn. Otherwise he shall postpone his decision or rejeetclaim.

b. If the arbiter postpones his decision, the opponent rbayawarded two extra minutes and
the game shall continue, if possible, in the presence ddraiter. The arbiter shall declare the
* nal result later in the game or as soon as possible afterapkfleither!player!has!fallen.!He!
shall declare the game drawn if he agrees that the oppoéthe player whoseag'has!

fallen cannot win by normal means, or that he was not makunecient!attempts!to!win!by!

App G.5 This is the Law which causes most proldlenas formally known as 10It is gooc
practice for the arbiter to ask the opponent of git@yer making the claim if the draw offer is
accepted.

This can result in the draw being agreed. It can la¢ beneficial for the Arbiter to establish th
reason for the claim being made i.e. is the plag@ning that the opponent cannot win or that
he is making no effort to win (other than on time).
It is common for the Arbiter to allow play to conénlf the person who has declined the draw
offer subsequently loses then they have no-one toéblzut themselves. The Arbiter may award
a draw after a flag fall but only if it is the pamsvho made the claim whose flag has fallen. It|is
unusual for the Arbiter to award the opponent tlga two minutes which the rules allow. Note
that the Arbiter may penalise the claimant for siogghe clock if it is judged that the claim was
made only to gain extra thinking time.

The Arbiter’s decision on this can now be appealed.

1)

normal means.
c. If the arbiter has rejected the claim, the opponehal be awarded two extra minutes.
G 6 The following shall apply when the competition issupervised by an arbiter:
A player may claim a draw when he has less than two mineafesn his clock and before his
ag falls. This concludes the game.
He may claim on the basis:
(1) that his opponent cannot win by normal means, and/or
(2) that his opponent has been making no effort to wimbymal means.
In (1) the player must write down theal position and his opponent must verify it.
In (2) the player must write down theal position and submit an up-to-date scoresheet. The
opponent shall verify both the scoresheet and #nal!position.
The claim shall be referred to the designated arbiter.

Players are no longer prevented by the Laws from makirgpaeal against the Arbiter’s
decision on this matter.

Glossary of terms in the Laws of Chess

Although included with the Laws these definitions afgestt to change at any time outwith
the normal revision period.

The number after the term refers to thest time it appears in the Laws.
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adjourn: 8.1. Instead of playing the game in one session it is tearpy halted and then
continued at a later time.

algebraic notation 8.1. Recording the moves using a-h and 1-8 on theéh8g8d.

analyse 11.3. Where one or more players make moves on a baatg/tto determine
what is the best continuation.

appeal 11.10. Normally a player has the right to appeal againgicéstbn of the arbiter or
organiser.

arbiter: Preface. The person(s) responsible for ensuring thatutesof a competition are
followed.

arbiter’s discretion There are approximately 39 instances in the Laws wherathiter
must use his judgement.

assistant 8.1. A person who may help the smooth running of¢bepetition in various
ways.

attack: 3.1. A piece is said to attack an opponent’s piece ipthger’s piece can make a
capture on that square.

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

blitz: B. A game where each player’s thinking time is 10 resot less.

board: 2.4. Short for chessboard.

Bronstein mode 6.3b. See delay mode.

capture 3.1. Where a piece is moved from its square to a squecamed by an
opponent’s piece, the latter is removed from the boa&ke also 3.7d. In notation x.

castling 3.8b. A move of the king towards a rook. See thelartla notation O-0 kingside
castling, 0-0-0 queenside castling.

cellphone See mobile phone.

check 3.9. Where a king is attacked by one or more of theam@nt’s pieces. In notation
+.

checkmate 1.2. Where the king is attacked and cannot parry tireat. In notation ++ or
#.

chessboard1.1. The 8x8 grid as in 2.1.

chessclock6.1. A clock with two time displays connected to eatier.

chess setThe 32 pieces on the chessboard.

Chess960A variant of chess where the back-row pieces are set opérof the 960
distinguishable possible positions

claim: 6.8. The player may make a claim to the arbiter un@eious circumstances.

clock 6.1. One of the two time displays.

completed move 6.2a. Where a player has made his move and then pressezduk.

contiguous areal2.8. An area touching but not actually part of the pigyvenue. For
example, the area set aside for spectators.

cumulative (Fischer) modeéVhere a player receives an extra amount of time (o6n
seconds) prior to each move.

dead position 5.2b. Where neither player can mate the opponentiggkwith any series of
legal moves.

default time: 6.7. The speetd time a player may & late without being forfeited.

delay (Bronstein) mode6.3b. Both players receive an allotted ‘main thinkiingef. Each
player also receives sxed extra time’ with every move. Theountdown of the main
thinking time only commences after theed extra time has expired?rovided the
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player presses his clock before the expiration ofstked extra time, the main thinking
time does not change, irrespective of the proportiortlué exed extra time used.

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

diagonal 2.4. A straight line of squares of the same colour, rumfiom one edge of the
board to an adjacent edge.

disability: 6.2e. A condition, such as a physical or mental handibapyésults in partial or
complete loss of a person's ability to perform certain credsrities.

draw: 5.2. Where the game is concluded with neither sidening.

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

en passant3.7d. See that article for an explanation. In notatop.

exchangel. 3.7e. Where a pawn is promoted. Or 2.Where a plagptures a piece of the
same value as his own and this piece is recaptured. Or 3raNdme player has lost a
rook and the other has lost a bishop or knight.

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

fair play: 12.2a. Whether justice has been done has sometimes twheidered when an
arbiter e nds that the Laws are inadequate.

e le: 2.4. A vertical column of eight squares on the chesghoar

Fischer modeSee cumulative mode.

e ag 6.1. The device that displays when a time period hagedp

 ag-falt 6.1. Where the allotted time of a player has expired.

forfeit: 4.8.1. To lose the right to make a claim or move2 (o lose a game because of an
infringement of the Laws.

handicap See disability.

| adjust See jadoube.

illegal: 3.10a. A position or move that is impossible because@tdwvs of Chess.

impairment: See disability.

increment 6.1. An amount of time (from 2 to 60 seconds) addedifthe start before
each move for the player. This can be in either delayuonulative mode.

intervene: 12.7. To involve oneself in something that is happeningrder to affect the
outcome.

jadoube: 4.2. Giving notice that the player wishes to adjustex@j but does not
necessarily intend to move it.

kingside 3.8a. The vertical half of the board on which the Istands at the start of the
game.

legal move See Atrticle 3.10a.

made 1.1. A move is said to have been ‘made’ when the phexsebeen moved to its new
square, the hand has quit the piece, and the capturedegiéany, has been removed
from the board.

mate: Abbreviation of checkmate.

minor piece Bishop or knight.

mobile phone 11.3b. Cellphone.

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

move: 1.1. 1. 40 moves in 90 minutes, refers to 40 movesdnh player. Or 2. having the
move refers to the player’s right to play next. Or 3.i%/18 best move refers to the
single move by White.
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move-counter 6.10b. A device on a chessclock which may be usezttwd the number of
times the clock has been pressed by each player.

normal means G.5. Playing in a positive manner to try to win; @vihg a position such
that there is a realistic chance of winning the game othen justeag-fall.

organiser 8.3. The person responsible for the venue, dates, priaaey, invitations,
format of the competition and so on.

over-the-board Introduction. The Laws cover only this type of cheesjnternet, nor
correspondence, and so on.

penalties 12.3. The arbiter may apply penalties as listed in 1P&&cending order of
severity.

piece 2. 1. One of the 33yurines!on!the!board.!Or!2.!Alquegerook, bishop or knight.

playing area 11.2. The place where the games of a competition aagqal.

playing venue:11.2. The only place to which the players have accessgiplay.

points: 10. Normally a player scores 1 point for a win, %2 pmin& draw, O for a loss. An
alternative is 3 for a win, 1 for a draw, O for a loss.

press the clock6.2a. The act of pushing the button or lever on assh&ock which stops
the player’s clock and starts that of his opponent.

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

gueen As in gueen a pawn, meaning to promote a pawn to a quee

gueenside 3.8a. The vertical half of the board on which the quetands at the start of
the game.

quickplayenish: G. The last part of a game where a player must completenhmited
number of moves in enite time.

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

rapidplay. A. A game where each player’s thinking time is moaa thO minutes, but less
than 60.

repetition: 5.2.d. 1. A player may claim a draw if the same posd@murs three times. 2. A
game is drawn if the same position occews times.

resigns 5. Ib. Where a player gives up, rather than play oril umated.

rest rooms 11.2. Toilets, also the room set aside in World Changhiqs where the
players can relax.

result: 8.7. Usually the result is 1-0, 0-1 or %2 - ¥%2. lamianal circumstances both players
may lose (Article 11.8), or one score % and the othérdd unplayed games the scores
are indicated by +/- (White wins by forfeit), -/+ (Bladkswy forfeit), -/- (Both players
lose by forfeit).

rules of the competition 6.7a. At various points in the Laws there are options. Th
competition rules must state which have been chosen.

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

scoresheg 8.1. A paper sheet with spaces for writing the movéis Tan also be
electronic.

screen 6.13. An electronic display of the position on theitb

spectators 11.4. People other than arbiters or players viewing glames. This includes
players after their games have been concluded.

standard play G3. A game where each player’s thinking time is at ldastiutes.

stalemate 5.2a. Where the player has no legal move and his kingtis check.

square of arrival 3.7e. The square a pawn lands on when it reached thgleignk.

supervise 12.2e. Inspect or control.
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time control: 1. The regulation about the time the player is allott€édr example, 40
moves in 90 minutes, all the moves in 30 minutes, plus&®nds cumulatively from
move 1. Or 2. A player is said ‘to have reached the tdomgrol’, if, for example he has
completed the 40 moves in less than 90 minutes.

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

touch move 4.3. If a player touches a piece with the intentiomradving it, he is obliged to
move it.

vertical: 2.4. The 8 rank is often thought as the highest area@hessboard. Thus each
*le is referred to as ‘vertical'.

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

zero tolerance (6.7b). Where a player must arrive at the chessboard leetioe start of
the session.

50-move rule 5.2e. A player may claim a draw if the last 50 moves haea completed
by each player without the movement of any pawn and withany capture.

75-move rule 9.6b. The game is drawn if the last 75 moves have bempleted by each
player without the movement of any pawn and without arapture.
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Ratings Bureau
How South African ratings are calculated

Following are the Rules and Regulations for the calculatidrugdating of South African ratings which came into
force on 01 October 2013. In this document, the tefims’ and “his” also refer to “she” and “her”.

AgeegroupseandsSectionse

Tournament age groups and sections will be defined as follow

N

us: A player who has not yet reached the age of 8 years oneg&mber of the previous year.
ulo: A player who has not yet reached the age of 10 years doe®Ember of the previous year.
Beginner: For beginners:

- Regardless of age, and

- Where at least 66% (rounded upward) of the players dohaste ratings, and

- Is the lowest section/group of a tournament
Other: All other sections not covered by points 1, 2 & 3 (af)ov
U8 and ul0 groups may be combined.

TimeecontroleandetypesofeRatingse

1

3

There are 3 types of ratings. The minimum time corftvokach is:
1.1 Normal: At least 60/60 (60 minutes per player).

1.2 Rapid: At least 10/10 but less than 60/60.

1.3 Blitz: Anything less than 10/10.

For u8, ul0 and Beginners, the minimum time controlupdating Normal ratings will be 30/30.

The original (base) time and excluding any incrementsy®re, is used to determine the type of ratings to
be updated.

Example 1: The time control for a tournament is 60Adth an increment of 30 seconds added per move.
Only the 60/60 part is taken into account, discarding 3@seconds per move. Thus, Normal ratings will b
updated.

[0)
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4

K-Factore(K)e

1

5

6

Example 2: The time control for a tournament is 45Mth an increment of 30 seconds added per move.
Only the 45/45 part is taken into account, discarding 3@eseconds per move. Thus, Rapid ratings will be
updated.

Where a tournament has multiple time controls, the fastethese will be used to determine the type of
ratings to be updated.

Example 1: The time control for the first 2 rounds obarhament is 60/60. The time control for the other
rounds is 90/90. 60/60 is the lesser value, so Normalgatimill be updated.

Example 2: The time control for the first 2 rounds ob@rhament is 45/45. The time control for all other
rounds is 60/60. 45/45 is the lesser value, so Rapid rawibbe updated.

K is a “stabiliser” and determines the degree by whichageal's rating changes. The higher the K-factor, th
greater the rating change, and vice versa.

An unrated player does not have a K-factor. His K-fact@t&ymined once he receives his first official
rating.

Normal Ratings are classed into 5 groups. Each group hasremtiffefactor value. A player’'s K-factor may
decrease but never increase. That is, once a player'grgtirs into a higher rating group, his K-factor will
decrease and remain this even though his rating dropsarimwer rating group.

Normal ratings
- K=10: Rating 2300+
- K=15: Rating 2000-2299
- K=20: Rating 1800-1999
- K=30: Rating 1400-1799
- K=35t: Rating below 1400 (1399 or less)

Example 1: A player’s rating is 1990 and his current ffec0. His new published rating is 2010. His
new K-factor is 15.

Example 2: A player’s rating is 1810 and his current rfec0. His new published rating is 1780. His
factor remains 20 even though his rating dropped into 14€0-1799 group.

Rapid ratings: K=30 regardless of rating.

Blitz ratings: K=40 regardless of rating.
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60%-¢°Rulee

1 Only tournaments with a minimum of 5 rounds will be ratdebr braille tournaments the minimum is 4
rounds.

2 A player may only gain rating points if he has played at B2t (rounded upwards) of the total number of
scheduled tournament rounds.
Meaning: if a player’s rating is supposed to gohgs(a positive rating gain) then he will only receivasth
points if he has played at least 60% of the total nentif rounds. The player will still drop rating gsirf his
rating change is negative even though he has playedest |60% of the number of rounds.

3 A player WILL drop rating points (if his adjustment is riggaif he has played less than 60% of the numbe
of tournament rounds.

4 Rounds where a player received a Bye or won on defaulb&itonsidered as a “played game” but will not
be taken into account for rating purposes.
Example 1: In a 5-round tournament a player played aUatigames, received a Bye and won a game on
default. He is considered to have played 5 games (10026nbuthe 3 “actual games” will be used to
update his rating.
Example 2: In a 5-round tournament a player played Ai&tgames, won a game on default, received a
Bye and lost a game on default. He is considered to haye@l4 games (80%) but only the 2 “actual”
games will be used to update his rating.

Activitye

For the purpose of calculating CHESSA Grand Prix Points.

Ratingeofeunratedeandeneweplayerse

1

2

All games vs. unrated opponents will count towards agtivit

All games where a player won a game on default (opponihhat arrive) or where the player received a
Bye (1 or % points) will count towards activity.

Games where a player did not play (gave notice of such) angftere a player lost a game on default (did
not arrive for the game) and/or where the player requasee2-point-Bye will NOT count towards activity.

An unrated player will only receive an official ratingeme has played at least 20 rated games (per rating
type).

All games (regardless if the opponent is rated or nof) a@lint towards the calculation of his first rating.
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Gamesevs.eunrated-opponentse

Howeunratedeplayersewillbestreatedswheneratingstournamentse

Before

player’s tournament performance. This is NOT and officialgatnd is only used to update the ratings of the
opponents (taking all the above regulations into account).

The procedure is as follows:

1 Calculate the average rating of the rated players and floerahswer to the nearest factor of 100. E.g. if th
average is 1234 then the floor is 1200. E.g. if the aeci®§87 then the floor is 900.

2 If all players are unrated then the floor will be assigned uadly and is: (a) 500 for u8, and (b) 600 for ul0
and Beginner.

3 Assign the floor (temporarily) to all unrated players (trdam as if they were rated) and recalculate the
average rating of all the players. Floor this answer and atségmew value to all unrated players.

4 Repeat this process until the floor converges (does not ghamymore).

5 Calculate the performance rating of each unrated player tedew) using the actual ratings of his rated
opponents and the floor for his unrated opponents.

6 The tournament is then rated using these “temporary” rgn

Example

There are 10 players in a tournament.

Rated player vs. unrated opponentFor u8, ul0 and Beginner groups, games vs. unratednapp® will be
rated. The unrated opponent will be assigned a temporatiyng before proceeding. However, for all other
groups/sections, games vs. unrated opponents will not beriakto account for updating ratings.

Unrated player vs. unrated opponentAll games will be rated, regardless of the age groupiseadttc.

any tournament is rated, unrated players will be assigneemporary rating and is equal to the unrated

Playel | Rating
A 114z
B 108:¢
C 1011
D 987
E 84E
F 0
G 0
H 0
| 0
< 0
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The average rating of the rated players is:

1142 + 1083 + 1011 + 987 + 845
= 5 =1013.6

The floor is 1000.

The table now becomes:

Playel | Ratinc
A 114z
B 108¢
C 1011
D 987
E 84E
F 100C
C 100C
H 100C
[ 100C
N 100C

The new average is:
a _1142 +1083 + 1011 + 987 + 845 + 1000 + 1000 + 1000 + 1000 + 1000

"#$%"
$% 10

=1006.8

The floor is 1000.

We now stop the process as the last 2 floors have the sanueva&o, we assign 1000 to each unrated player a
will use these to calculate their performance ratings.

44 of 98




Formulaee

1 Performance rating (P) for rated players

- +400'"#$ &
= '

P = Performance rating

A = Average opponent rating

W = Number of won games (excluding byes and defaults)

L = Number of lost games (excluding defaults)

N = Number of games played (excluding byes and defaults)

2 Performance rating for unrated players (Pu)

A player’s percentage score is first calculated (excludirgyat and defaults) and is rounded off to the
nearest integer.

- Ifthe player scores >50%: e« = +30()# :
- Ifthe player scores = 50%: ¢ =
- Ifthe player scores <50%: e = + -

Pu = Performance rating

A = Average opponent rating

S = Score (excluding byes and defaults)

N = Number of games played (excluding byes and defaults)
Dp = Difference (see Table 1 below)

3 Weighed performance rating (Pw) (all players)

02,,% % «, % + . % + 8 + ¢, %
. = 124 1(15567551 479 +/0 27%
0134% %+ %+8+ %

Pwe=eWeighedesperformanceeratinge

Pe=eTournamenteperformances

Ne=eNumbereofegameseplayede(excludingebyeseand-déie

Inesimplersterms:e

Stepel:s Foreeachetournament,smultiplysthesplayer’sepaminancesratingswithsthesnumbersofegamesee
heehaseplayed.ssTheneadd-allsthesesanswersetogether.e

Stepe2:e¢  Calculatestheeplayersstotalenumbereofetourremrgameseplayed.s

Stepe3:e¢  Dividesthesanswersinestepelebysthesanswestgpe2.

NB! In all cases, the performance may not drop bel®@0. If it does, adjust it to 100.
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I"#$%&""B()Yo*'+,+.1#0'%1*23%4-%/)56147/2/+)%+HA"  #$1%

1 #+/4Y%89/:'+! esForeeachstypesoferating,saneunratedsplayerswillera@@hisefirstepublishederatingeonces
heshaseplayedes20-ratedegames.ssThiseratingeisedeteredrby-calculatingsthesPweofehisstournamentssthate
makeeupethes20+esgames.ssNB!eeNormal,sRapideand«gjimesearesnotemixedsbutecountedsseparatelysfors
eachetypeeoferating.e
%

;</.89'= esAneunratedeplayershassthesfollowingeresults.e
Tournamentel:e ¢ Pw=1234 ¢N=5e
Tournamente2:e ¢ Pw=1482 ¢N=7¢
Tournamente3:e ¢ Pw=1050,*N=6¢
Tournamente4:s ¢ Pw=1506,N=9e

TR T A

B S AT ’

(1234 x5) + (1482x7) + (1050 x6) + (1506><9)-
5+7+6+9

36398

27
= 1348e

Sorchisefirstepublishederatingswillebe1348.¢

2 I'#P%&'\(#)*+ esAfterseache5etournamentseasplayer’'sePweisscalculatéfiPweisegreatersthanstheeplayerse
latestepublishederating,hiseratingeiseadjustedeupwaseequalstosthesvalueswhicheisethesdifferencee
betweensPweandehisecurrenteratingebutstosasmaximumddf®spoints.e
~L&HYI+ o Aeplayer’'seneweratingeise1600.eeHisePweisecalculatsel700.esTheedifferenceeise100.e¢Hise
ratingeiseadjustedetos1700+(1600+100).¢
-L&HY0+ o Aeplayer’'seneweratingeise1600.e¢HisePweisecalculatse1900.+sTheedifferenceeise300.e¢Hise
ratingeiseadjustedetos1750¢(1600+150).¢
-L&H#Y%N1+ «  Asplayer'seneweratingeise1600.eeHisePweisecalculase1500.eNo-adjustmenteissmades
becausesPwesiselesssthanchiserating.e

3 23)%43"'5%)!"#$%!6$%76)!"#$%& | (MPweiseonlyscalculatedeatethesendeofsthesmontheafterethesnewssete
oferatingsewereecalculated.s
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Differencesineratinge(D)e

1 Dis calculated by subtracting the opponent’s rating frihve player's own rating.
Thus, D = Player rating — Opponent rating

2 For the higher rated player, D may not be more thanG:40 it is, treat D as +400 (as if the opponent was
only rated 400 rating points less).

3 For the lower rated player, D may not be less than -788&.is, treat D as -736 (as if the opponents was
rated 736 rating points higher).

Example

Player A is rated 2000.

Player B is rated 1200.

For player A: D =2000-1200 = 800. Because D>40@atd’tayer B as if he is rated 1600 (2000-400).
For player B: D = 1200-2000 = -800. Because D<-786av®layer A as if he is rated 1936 (1200+736).

NB! The above is only used for updating ratings. Whenla#ilog performance ratings, the actual opponent
ratings are used.

Numbereoferoundseperstournamentse

Only tournaments with a minimum of 5 rounds will be ratdebr Braille tournaments, the minimum is 4 rounds.

Wheneratingsearesupdatede

New ratings are calculated on the last day of each month (basetdurnaments received in that month) and
published on the first day of the next month.

A player’s current rating will be used to calculate hisrail rating change for that month, regardless of the numbel
of tournaments he participated in. E.g. a player’s ratn§500. For each and every tournament he played in that
month, his rating change will be calculated based on hiseati1500 rating. The total rating change for that ntton
will then be added to his current rating to determihis new rating.
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Tableele

For calculating the Dp value of unrated players (see “Paidoce rating for unrated players”).

% | Dp | % Dp % Dp % D | % Dr

49 | -7 | 39| -80 | 29 | -158 | 19 | -251 | 9 | -382
48 | -14 | 38 | -87 | 28 | -16€ | 18 | -262 | 8 | -401
47 | -21 | 37 | 95 | 27 | 175 | 17 | -272 | 7 | -422
46 | -29 | 36 | -102 | 26 | -184 | 16 | -284 | 6 | -444
45 | -36 | 35 | -11C | 25 | -193 | 15 | -29€ | 5 | -47C
44 | A3 | 34 | -117 | 24 | -202 | 14 | -30€ | 4 | -501
43 | 50 | 33 | -125 | 23 | -211 | 13 | -322 | 3 | -53€
42 | -57 | 32 | -133 | 22 | -22C | 12 | -33€ | 2 | -58¢
41 | 65 | 31 | -141 | 21 | -23C | 11 | -351 | 1 | -677
40 | -72 | 30 | -14S | 20 | -24C | 10 | -36€ | O | -80C

To use the table, calculate the player’s percentage sdm@ the value in the table and read the number to the

immediate right.

E.g. A player’s percentage score is 26. His Dp is -184.

Tablee2e

For rated players only. Used to calculate a player’'s erepestore (We).

D H L D H L D H L D H L

0-3 0.5C | 0.5C 92-98 0.6z | 0.37 | 19€-20€ | 0.7¢ | 0.24 | 345-357 | 0.8¢ | 0.11
4-10 | 0.51 | 0.4¢ | 99-10€ | 0.64 | 0.3€¢ | 207215 | 0.77 | 0.2t | 35&374 | 0.9C | 0.1C
11-17 | 0.5z | 0.4¢ | 107113 | 0.65 | 0.3% | 21€-225 | 0.7¢ | 0.2z | 375-391 | 0.91 | 0.0¢
18-25 | 0.5¢ | 0.47 | 114121 | 0.6€ | 0.34 | 22€-23% | 0.7¢ | 0.21 | 392411 | 0.9z | 0.0¢
26-32 | 0.54 | 0.4€ | 122-12¢ | 0.67 | 0.3c | 23€-24E | 0.8C | 0.2C | 412z-432 | 0.9¢ | 0.07
33-39 | 0.58 | 0.4% | 13C-137 | 0.6€ | 0.32 | 24€-25€ | 0.81 | 0.1¢ | 43z-45€ | 0.94 | 0.0¢
40-46 | 0.5€ | 0.44 | 13&14¢ | 0.6¢ | 0.31 | 257-267 | 0.8z | 0.1¢ | 457-484 | 0.9 | 0.0t
47-53 | 0.57 | 0.4% | 14€-153 | 0.7C | 0.3C | 26€-27€ | 0.8c | 0.17 | 485517 | 0.9¢ | 0.04
54-61 | 0.5¢ | 0.4z | 154162 | 0.71 | 0.2¢ | 27¢-29C | 0.84 | 0.1¢ | 51&55¢€ | 0.97 | 0.0
62-68 | 0.5¢ | 0.41 | 163-17C | 0.7z | 0.2¢ | 291-30Z | 0.8% | 0.1f | 56(-61€ | 0.9¢ | 0.0z
69-76 | 0.6C | 0.4C | 171-17¢ | 0.7 | 0.27 | 30c-31% | 0.8¢ | 0.14 | 62C-735 | 0.9¢ | 0.01
77-83 | 0.61 | 0.3€¢ | 18C-188 | 0.74 | 0.2¢ | 31€-32€ | 0.87 | 0.1: 736+ 1.0C | 0.0C

8491 | 0.6z | 0.3€ | 185197 | 0.7¢ | 0.2¢ | 32¢-344 | 0.8¢ | 0.12

How to use the table:

1 Calculate D for each player and find the difference in tlaran marked “D".
2 For the higher rated player, read the value to the inthiage right which is in the “H” column.
3 For the lower rated player, read the value to the imragd right which is in the “L” column.
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Example 1

Player A is rate 1345. Player B is rated 1234.

For Player A: D=1345-1234=111. His We is 0.65.

For Player B: D=1234-1345=-111. His We is 0.35.

This means, because of the rating difference (D), Playendvésted to score 0.65 and Player B 0.35 points from
their game.

Example 2

Player A is rated 2000.

Player B is rated 1000.

For Player A: D=2000-1000=1000. Because D>400 we=486.DThis gives We=0.92.
For Player B: D=1000-2000=-1000. Because D<-736 M-ti&&86. This gives We=0.00.

Summary:eeHowsetoecalculatesthestournamenteperformanceeratingeofeane unratede
player.e

1 Calculate the average rating of all the rated players and tlo®answer.

2 Assign this floor to each of the unrated players and recaleuhe average rating of ALL players (taking this
floor into account for each of the unrated players). [Flibe answer and assign the new value to each of the
unrated players.

3 Repeat step 2 until the last two floor values are the samssign this final answer to each of the unrated
players.

4 Calculate the temporary performance rating of each of theated players by using the actual ratings of the
rated opponents and the final floor value (obtained in s8p Use the formulae as discussed in
“Performance rating for unrated players”.

5 Calculate an unrated player’s tournament performance ratipgibing the actual rating of the rated
opponents and the temporary performance rating (obtainedtep 4) of the unrated opponentdB! - Use
the performance rating for rated players.

Summary:eeHowetoecalculatesthesratingechangeesofeasratedeplayer..

Calculate the difference in rating (D) for each game tlaggal has played.
Calculate his expected score (We) for each of these games.
Calculate the difference (SWe) between his actual scoran@We for each of these games. SWe = S-We|
Add all the SWe values together.

Multiply the final answer in step 4 with the player’s K-&actThis will produce his rating change for that
tournament.

g~ W N PP
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Exampleel:esCalculatesthestournamenteperformanceeratingseofeunr atedsplayerse
(regardlesseofetheeagesgroup,ssection,eetc.)s

The following example has been constructed to illusttatemethod used.

No. | Playel

OO WIN|F
MmO nN|m

STEP 1Calculate the average rating of the rated players (Ar) aaf the answer (F).

923 + 847 + 1011
°*. = =927

3
F =900

STEP 2Assign this floor to all the unrated players and recaleulla¢ average of all the players. Then floor the
answer.
_ 923 +847 + 1011 + 900 + 900 + 900

6

=913.5

F =900

Because the last two floors have the same value, we termirfsgotocess and award 900 to each unrated player.

No. | Playel | Ratin¢ | Sc
1 A 923 4
2 B 90C 3
3 C 847 2
4 D 90C 2.5
5 E 90C 2
6 F 1011 | 15

STEP 3cCalculate the temporary performance rating for eachhef ainrated players, using the actual ratings of the
rated opponents and the floor for each of the unrated oppats.

Calculate the percentage score for each of the unrated ptaye

No. | Playel | Ratin¢ | Sc | %
1 A 923 4
2 B 90C 3 60
3 C 847 2
4 D 90C 2.5 | 50
5 E 90C 2 40
6 F 1011 | 15
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Player B has a %>50. So we use the formuta +30!"# %}&

Thus,, = 2002

+3013# Q—A)&z 916.2 + 30 (0.5) = 916.2 + 15 = 931

Player D has a %=50. So we use the formuia
_ 923 +900 + 847 +900 + 1011

5

=916

Player E has a %<50. So we use the formuta + 04
_ 923 +900 + 847 +900 + 1011
- 5

+ (#72) =916.2# 72=844

We now substitute these performances back into the origtoarnament table and use them to update the ratings
of the rated players.

No. | Playel | Ratinc
1 A 923
2 B 931
3 C 847
4 D 91€
5 E 844
6 F 1011

STEP 4Calculate an unrated player’s tournament performance tabg using the actual rating of the rated
opponents and the temporary performance ratings (obtaimedtep 3) of the unrated opponentdB! - Use the
performance rating formula for rated players.

Player E Player [ Player |

_ 923+ 847+ 916+ 844+ 1011 _ 923+ 931+ 847+ 844+ 1011 _ 923+ 931+ 847+ 916+ 1011

- 5 - 5 - 5
=908.2 =911.2 =025.6
W=2 W=2 W=1
L=1 L=2 L=2

2# 1 2# 2 1# 2

e = 908.2+ 400 2?3 = 9088 e = 911.2+ 400 2T3 = 911 e = 925.6 + 400 2?3 = 846

These are then the performance ratings that will be usedaiculate the unrated players’ weighed performances if
order to determine their eventual first official ratings.

51 of 98




Examplee2:esCalculatestheeratingechangeesofeasratedsplayersineaournamentewheree
unratedeplayerseparticipatee(onlysapplicablestosu8,eu10,°u8+& +ul0,*Beginnere
sections)swheresgamesevs.sunratedeopponentseareerateds

Use the example and data obtained in Exampl& B! We do NOT use the final tournament performances of
unrated players. The K-factor for each rated player is 35.

No. | Playel | Ratinc
1 A 923
2 B 931
3 C 847
4 D 91€
5 E 844
6 F 1011

STEP 1Calculate the difference in rating (D) for each gamepthger has played.

Player A (92 Player C (84 Player F (101:
Opr | Ral D Opr | Ra D Opr | Ra D)
B 931 -8 A 923 -76€ A 922 | +8¢
C 847 | +7¢ B 931 -84 B 931 | +8C
D 91€ +7 D 91€ -69 C 847 | +16¢
E 844 | +7¢ E 844 +3 D 91€ | +9t
F 1011 | -88 F 1011 | -164 E 844 | +167

STEP 2Calculate his expected score (We) for each of these games

Player A (92 Player C (84 Player F (101:

Ral D We Ral D We Rai D We
931 -8 | 0.4¢ 923 -7€ 0.4C 923 +8¢ 0.62
847 | +7¢ | 0.6C 931 -84 0.3¢ 931 +8( 0.61
91€ +7 | 0.51 91€ -69 0.4C 847 | +16¢ | 0.7z
844 | +7¢ | 0.61 844 +& 0.5C 91€ +9t 0.63
1011 | -88 | 0.3¢ 1011 | -164 | 0.2¢ 844 | +167 | 0.7z

-nranm-g
3
'nl'I'IDmZD-g
3
mDhUJ)-g
3

STEP 3Calculate the difference (SWe) between his actual s&rar{d We for each of these games. SWe = S-W
Then add the SWe scores together.

Player A (92 Player C (84 Player F (101:

Opr| Ral | D | We | S| Swe Opr| Ra | D | We | S [SWe ||| Opp|Rai| D | We | S | SwWe
B 931 | -8 | 0.4¢| 1] 0.51 A | 92% | -76 | 0.4C | 1 | 0.6C A | 922 | +8¢ | 0.62| O | -0.62
C 847 | +7¢ | 0.6C | O | -0.60 B 931 | -84 | 0.3¢| O | -0.38 B |931| +8C | 0.61]0.5|-0.11
D | 91€ | +7 | 051 | 1 | 0.4¢ D | 91€ | 68 | 0.4C | O | -0.40 C |847|+16¢|0.7z2| 0 |-0.72
E 844 | +7¢ | 0.61 | 1| 0.3¢ E | 844 | +2 | 0.5C | 0 | -0.50 D |91€| +95 |0.65| O |-0.63
F | 1011| -88 | 0.3¢ | 1 | 0.62 F | 1011 -164| 0.2¢€ | 1 | 0.7z E |844|+167|0.72| 1 | 0.2¢

1.41 0.04 -1.80
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STEP 4For each player, multiply his total SWe with his K-fatct@btain his rating change for that tournament.

Player A: Rating change = 1.41 x 35 = 49.35
Player C: Rating change =0.04x35=1.4
Player F: Rating change =-1.80 x 35 =-63.0

Examplee3:esCalculatestheeratingechangeesofeasratedsplayereineaournamentewheres
unratedeplayerseparticipates(excludingeu8,sul0,°u8+&-ul0 ,*Beginneresections)s
whereesgamesevs.sunratedeopponentsearesNOTerateds

Use the example and data obtained in Example 2 but IGNOB&adls vs. unrated opponents.

No. | Playel | Ratinc
1 A 923
2 B 931
3 C 847
4 D 91€
5 E 844
6 F 1011

STEP 1Calculate the difference in rating (D) for each gamepthger has played.

Player A (92: Player C (84 Player F (101:
Opr. Rai D Opr Rai D Opr | Ra D
C 847 | +7¢ A 923 -76 A 923 | +8¢
F 1011 | -88 F 1011 | -164 C 847 | +16¢

STEP 2Calculate his expected score (We) for each of these games

Player A (92 Player C (84 Player F (101:
Opr Rai D We Opr Rai D We Opr | Ra D We
C 847 | +7€¢ | 0.6C A 923 -76 | 0.4C A 923 | +8¢ 0.6z
F 1011 | -88 | 0.3¢ F 1011 | -164 | 0.2¢ C 847 | +16¢ | 0.7z

STEP 3Calculate the difference (SWe) between his actual s&yrar{d We for each of these games. SWe = S-W
Then add the SWe scores together.

Player A (92 Player C (84 Player F (011
Opr| Ral | D | We | S| Swe Opr | Ra | D | We | S |SWe|||Opp|Ra| D | We | S | SWe
C 847 | +7€ | 0.6C | 0 | -0.60 A | 922 | -76 | 0.4C| 1 | 0.6C A | 92Z| +8¢ | 0.6z| O |-0.62
F | 1011| -88 | 0.3¢ | 1 | 0.62 F | 1011 -164| 0.2¢ | 1 | 0.72 C | 847 |+16¢|0.7z2| 0 | -0.72
0.0z 1.32 -1.34
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STEP 4For each player, multiply his total SWe with his Kefaitt obtain his rating change for that tournament.

Player A: Rating change = 0.02 x 35 =0.7
Player C: Rating change = 1.32 x 35 = 46.2
Player F: Rating change =-1.34 x 35 =-46.9

54 of 98




REALsEXAMPLE-*1(allplayerserated)e

The following example is based on the actual results o283 Western Province Closed Championships (B-
Section). These results are used solely for the purposgméin the rating system where all players are rated. We
also assume that all games were played (no defaults).

No. | Place K Name Rating | 1 ] 2|3 |4]|5]|6]|7]8
1 =1 20 | SALIMU, REUBEN 1845 110121 |1(1]|1
2 =1 20 | DAVIES, JASON S 1938 0 1 (11111
3 3 20 | JAMES, MICHAEL 1961 110 oO|1]|]1(1]1
4 4 20 | NTHO, LEFU 1833 0|01 0O|1 |11
5 5 30 | FREDERICKS, MALCOLM MP 1775 0|0]|]0 |1 1(1]0
6 6 20 | WILLENBERG, GLEN | 1797 0|0|JO0O|O0O]|O 1 (1
7 =7 30 | BROWN, SHAUN C 1739 0O|0]JOfO|O0O]|O 1
8 =7 35 | BEHM, JOHANN 1278 o|0|jO0O|O|1]|]0]|O

STEP 1For each player, calculate the rating difference ()eeted score (We) and score difference (SWe) for each
game played.

Salimu, R=1845, 12C Davies, R=1928, K= James, R=1961, K=
No. | Opg | S D We | SWe No. | Opr | € D We | SWe No. | Opr | S D We | SWe
1 193¢ | 1 | -93 | 0.37 | 0.6 1 184t | 0 | 83 | 0.61 | -0.61 1 184t | 1 | 11€ | 0.6€ | 0.3/
2 1961 | 0 | -11€ | 0.3¢ | -0.3¢4 2 1961 | 1 | -32 | 0.45 | 0.5¢ 2 193¢ | 0 | 23 | 0.5¢ | -0.5¢
3 183: | 1 | 12 | 0.5z | 0.4¢ 3 183 | 1 | 95 | 0.6¢ | 0.37 3 183: | 0 | 12¢€ | 0.67 | -0.67
4 1778 | 1 | 70 | 0.6C | 0.4C 4 1778 | 1 | 155 | 0.7C | 0.3C 4 1778 | 1 | 18€ | 0.7¢ | 0.2¢
5 1797 | 1 | 48 | 0.57 | 0.4Z 5 1797 | 1 | 131 | 0.6¢ | 0.3Z 5 1797 | 1 | 164 | 0.7z | 0.2¢
6 173¢ | 1 | 10€ | 0.6¢ | 0.3¢€ 6 173¢ | 1 | 18¢ | 0.7¢ | 0.2¢ 6 173¢ | 1 | 222 | 0.7¢ | 0.2z
7 127¢ | 1 | 40C | 0.9z | 0.0¢ 7 127¢ | 1 | 40C | 0.9z | 0.0¢ 7 127¢ | 1 | 40C | 0.9z | 0.0¢
2.04 1.2¢€ -0.02
Ntho, R=1833, K= Frederick, R=177¢, K=3C Willenberg, R=1797, K=
No. | Opg | S D We | SWe No. | Opr | € D) We | SWe No. | Opg | S D We | SWe
1 184t | 0 | -12 | 0.4¢ | -0.4¢ 1 184t | 0 | -7C | 0.4C | -0.4C 1 184t | 0 | -48 | 0.4% | -0.4:
2 193¢ | 0 | -10t | 0.3¢ | -0.3€ 2 193¢ | 0 | -165 | 0.2¢8 | -0.2¢ 2 193¢ | 0 | -141 | 0.31 | -0.31
3 1961 | 1 | -12¢€ | 0.3¢ | 0.67 3 1961 | O | -18€ | 0.2¢ | -0.2¢ 3 1961 | 0 | -164 | 0.2¢ | -0.2¢
4 1778 | 0 | 58 | 0.5¢ | -0.5¢ 4 183: | 1 | -5¢ | 0.4z | 0.5¢ 4 1832 | 0 | -3€ | 0.4f | -0.4F
5 1797 | 1 | 36 | 0.5t | 0.4t 5 1797 | 1 | -22 | 0.47 | 0.5¢ 5 1778 | 0 | 22 | 0.5¢ | -0.5¢
6 173¢ | 1 | 94 | 0.6¢ | 0.37 6 173¢ | 1 | 36 | 0.5t | 0.4F 6 173¢ | 1 | 58 | 0.5¢ | 0.4z
7 127¢ | 1 | 40C | 0.92 | 0.0¢ 7 127¢ | 0 | 40C | 0.9z | 0.0¢ 7 127¢ | 1 | 40C | 0.9z | 0.0¢
0.1 0.70 -1.5C
Brown, R=1739, K= Behrr, R=127¢, K=3E
No. | Opg | S D We | SWe No. | Opr | £ D) We | SWe
1 184t | O | -10€ | 0.3€ | -0.3€ 1 184t | 0 | -567 | 0.0z | -0.0Z
2 193¢ | 0 | -19¢ | 0.2¢ | -0.24 2 193¢ | 0 | -66C | 0.01 | -0.01
3 1961 | 0 | -22Z | 0.2z | -0.22Z 3 1961 | O | -68z | 0.01 | -0.01
4 183z | 0 | -94 | 0.37 | -0.37 4 183z | 0 | -55E | 0.0% | -0.0%
5 1775 | 0 | -3€ | 0.4E | -0.4 5 1775 | 1 | -497 | 0.0/ | 0.9¢
6 1797 | 0 | -58 | 0.4z | -0.4Z 6 1797 | 0 | -51¢ | 0.0% | -0.0%
7 1276 | 1 | 40C | 0.9z | 0.0¢ 7 173¢ | O | -461 | 0.0¢ | -0.0%
-1.9¢ 0.81
The rating change for each player is:
Salimu: 2.04 x 20 = +40.8 Fredericks: 0.70 209
Davies: 1.26 x 20 = +25.2 Willenberg: -1.50 x-30 =
James: 0.02x20=-0.40 Brown: -1.98 x 30 =-59.4
Ntho: 0.15x20=+3.0 Behm: 0.81 x 35 =3628.
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REAL*EXAMPLE*2¢(noteallsplayerseratede—eassumesthiseiseansulfection)e

The following example is based on the actual results o2®E3 Western Province Closed Championships (X-
Section). These results are used solely for the purposgpéin the rating system where some players are rated.
We also assume that all games were played (no defaults).

No. K Name Rating 1 2 & 4 ® 6 7 8
1 0 CHATEAU, CLIFTON 0 1 0 1 1 1 1 1
2 0 JANSEN, BEUNAY 0 0 1 1 1 1 0 1
3 0 GAVIN, DEAN 0 1 0 0 1 1 1 1
4 35 | STADLER, CHRISTOFF 417 0 0 1 1 1 1 1
5 35 | STADLER, LALI 621 0 0 0 0 1 1 1
6 35 | GANI, RIYAAZ 627 0 0 0 0 0 1 1
7 0 JACOBS, TERRENCE 0 0 1 0 0 0 0 Yo
8 0 AFRICA, WARRICK 0 0 0 0 0 0 0 Ya

STEP 1Calculate the average rating of the rated players and flitmanswer.

417 + 621 + 627
= =555

3
Floor = 500

STEP 2Tread all unrated players as 500 and recalculate the aveagigg of ALL players. Floor the answer.

500 + 500 + 500 +417 + 621 + 627 + 500 + 500
1"#$%'"e = e =520

8
Floor = 500.
The process no stops and we assign 500 to each unrated player

No. K Name Rating 1 2 3 4 5 6 7 8
1 0 CHATEAU, CLIFTON 500 1 0 1 1 1 1 1
2 0 JANSEN, BEUNAY 500 0 1 1 1 1 0 1
3 0 GAVIN, DEAN 500 1 0 0 1 1 1 1
4 35 | STADLER, CHRISTOFF 417 0 0 1 1 1 1 1
5 35 | STADLER, LALI 621 0 0 0 0 1 1 1
6 35 | GANI, RIYAAZ 627 0 0 0 0 0 1 1
7 0 JACOBS, TERRENCE 500 0 1 0 0 0 0 Yo
8 0 AFRICA, WARRICK 500 0 0 0 0 0 0 Yo

STEP 3Calculate the temporary performance rating for eachhef tinrated players, using the actual ratings of the
rated opponents and the floor for each of the unrated oppats.

Calculate the percentage score for each of the unrated ptaye

No. | Playel | Ratinc | Sc | %

Chateal 50C 6 86
Janse 50C 5 71
Gavir 50C 5 71

Jacob 50C 15| 21

QR WINF

Africe 50C 0.5 7
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Chateau has a %>50. So we use the formula +30 !"# f;/o&
Thus, . = ())*())*+,-*-%,*-%-*_())*())

+30!6# o—/§c= 523.57 + 30 (2.5) =523.57 + 75 = 599

Jansen has a %>50. So we use the formula +30 !"# %}&
Thus, . = ())*())*+.-*-%.*-%-*_())*0)

+30!5# ;%&: 523.57 + 30 (1.5) = 523.57 + 45 = 569

Gavin has a %>50. So we use the forrhula +30!"# %)&
Thus,. = ())*())*+,-*-%1*-%-*_())*0)

+30!5# ;—A)&= 523.57 + 30 (1.5) = 523.57 + 45 = 569

Jacobs has a %<50. So we use the formuta + /
, _ 500+500+417 + 621 + 627 + 500 + 500
T 7

+ (#230) =523.57 # 230 =294

Africa has a %<50. So we use the formula + /g
, _ 500 +500 +417 + 621 + 627 + 500 + 500

7 + (#422) =523.57 # 422 =102

We now substitute these performances back into the originarnament table and use them to update the ratings
of the rated players.

No. K Name Rating 1 2 3 4 5 6 7 8
1 0 CHATEAU, CLIFTON 599 1 0 1 1 1 1 1
2 0 JANSEN, BEUNAY 569 0 1 1 1 1 0 1
3 0 GAVIN, DEAN 569 1 0 0 1 1 1 1
4 35 | STADLER, CHRISTOFF 417 0 0 1 1 1 1 1
5 35 | STADLER, LALI 621 0 0 0 0 1 1 1
6 35 | GANI, RIYAAZ 627 0 0 0 0 0 1 1
7 0 JACOBS, TERRENCE 294 0 1 0 0 0 0 Yo
8 0 AFRICA, WARRICK 102 0 0 0 0 0 0 Yo

STEP 4Calculate the rating change of the rated players takingopponent ratings into account.

Stadler C, R=417, K= Stadler L, R=621, K= Gani, R=627, K=

No. | Opg | S D We | SWe No. | Opg | € D) We | SWe No. Opg | S D We | SWe

1 59¢ | 0| -18z | 0.2¢ | -0.2¢ 1 50¢ | O 22 | 0.57 | -0.5¢ 1 59¢ | 0O 28 | 0.5¢ | -0.5¢

2 56¢ | 0 | -15z | 0.3C | -0.3C 2 56 | 0 | 52 | 0.57 | -0.57 2 56¢ | O 58 | 0.5¢ | -0.5¢

3 56¢ | 1| -15z | 0.3C | 0.7C 3 56 | 0 | 52 | 0.57 | -0.57 3 56¢ | O 58 | 0.5¢ | -0.5¢

4 621 | 1| -204 | 0.2¢ | 0.7¢ 4 417 | 0 | 204 | 0.7¢ | -0.7¢ 4 417 | 0 | 21C | 0.77 | -0.77

5 627 | 1| -21C | 0.2% | 0.77 5 627 1 -6 0.4¢ | 0.51 5 621 | O 6 0.51 | -0.51

6 294 | 1| 12 | 0.67 | 0.3¢ 6 294 1| 327 | 0.87 | 0.1 6 294 | 1 | 332 | 0.8¢ | 0.1Z

7 102 | 1| 31t | 0.8¢ | 0.1« 7 10z 1| 40C | 0.92 | 0.0¢ 7 10z | 1 | 40C | 0.9z | 0.0¢

2.1 -1.71 -2.7¢
Stadler C: 2.14x35=+74.9

Stadler L: -1.71 x 35 =-59.85

Gani: -2.78 x 35 =-97.3
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STEP 5Calculate tournament performance ratings of the unratéayprs by using the actual rating of the rated
opponents and the temporary performance ratings of theated opponents.NB! - Use the performance rating

formula for rated players.

Chateal

Jansel

Gavir

_ 569 + 569 + 417 + 621 + 627 + 294 + 102

_ 599 + 569 + 417 + 621 + 627 + 294 + 102

_ 599 + 569 + 417 + 621 + 627 + 294 + 102

7

7

7

=457 =461.29 =461.29
W=6 W=5 W=5
L=1 L=2 L=2

6" 1
= 457 + 4OO!T#= 743

5" 2
= 46129+ 4OO!T#= 633

2
= 461.29+ 400! T# = 633

Jacob

Africa

_ 599 + 569 + 569 +417 + 621 + +627 + 102

_ 599+ 569 + 569 + 417 + 621 + 627 + 294

7

7 =528
=500.57

w=1 W=0
L=5 L=6

5
= 500.57 + 400! T# = 272

0" 6
= 528 + 400!T#= 185
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REALEXAMPLE*3¢(allsplayersearesunrated)e

The following example is based on the actual results o2®E3 Western Province Closed Championships (Y-
Section). These results are used solely for the purposgméin the rating system where all players are unrated.
We also assume that all games were played (no defaults).

No. Name Rating |1 ]2 | 3|4 ]|5]|6]7]38
1 MATSHIDZE, ALUWANI 0 1% |% |1 |1]|1]|1
2 MBETE, YONWABISA 0 0 1 (11111
3 LOUW, ENRICO 0 % |0 0O|1 (1|11
4 MAKANJEE, PRAVEER 0 % |10 |1 Y% |10 |1
5 KARAPEN, MARK 0 0[0]|O0]|% 1111
6 MATHELELI, MORONGOE 0 0O(0|J0O0]|0]|O 111
7 MAVANGWA, MILLER 0 o(ojoj|j1|0]|0 1
8 LE ROUX, KAYRIAL 0 oOo(ojojOo|0O0]0O]|O

STEP 1Because all players are unrated, we assign a manual floois Wals an u8 event the floor would have bee
500, otherwise it's 600. For this example, let's assurgisha Beginner tournament and the floor is 600. Our tabl
will now look like this (the last column indicating eaatayer’s percentage score).

No. Name Rating 1|2|3]4]5]|6]7]8]| Score | %
1 MATSHIDZE, ALUWANI 600 1% |% |1 |1|1]|1 6 86
2 MBETE, YONWABISA 600 0 1 ({11111 6 86
3 LOUW, ENRICO 600 Y% |0 oO|1 (1|11 4.5 64
4 MAKANJEE, PRAVEER 600 Y10 |1 |11 |0 |1 3.5 50
5 KARAPEN, MARK 600 0[0]|O0]|% 1111 3.5 50
6 MATHELELI, MORONGOE 600 0(o0|J0]|0]|O 111 2 29
7 MAVANGWA, MILLER 600 o(ojoj|j1)0]|0 1 2 29
8 LE ROUX, KAYRIAL 600 oOo|0|jO0O|O0O]|]O|O]|O 0 0

STEP 2Calculate the tournament performance rating for each ptayehe average opponent rating for each playe
is obviously 600.

Playel Ratin¢ | Score | % | W [ L | N
MATSHIDZE, ALUWANI 600 6 86 | 5 | 0| 7
MBETE, YONWABISA 600 6 86 6 0 7
LOUW, ENRICO 600 45 64 | 4 | 2| 7
MAKANJEE, PRAVEER 600 35 50 | 3 | 2| 7
KARAPEN, MARK 600 35 50 | 3 | 3| 7
MATHELELI, MORONGOE 600 2 29 2 51 7
MAVANGWA, MILLER 600 2 29 2 51 7
LE ROUX, KAYRIAL 600 0 0 0 7|7
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Matshidze has a %>50. So we use the formukla + 400 ! ;) &

Thus,” =600+ 400 ! 2 &= 886

Mbete has a %>50. So we use the formula + 400 !%&
Thus,’ =600+ 400 ! &= 943

o

$
&

Louw has a %>50. So we use the formula + 400 !

Thus,' =600+ 400 ! *-&=714

Makanjee has a %=50. So we use the forrhula
Thus,' =600

Karapen has a %=50. So we use the formuka
Thus,' =600

Karapen has a %<50. So we use the formula + .,
Thus,' =600 0 158 = 442

Mawangwa has a %<50. So we use the formuka + .
Thus,' =600 0 158 = 442

Le Roux has a %<50. So we use the formula + .,

Thus,' =600 0 800 = 0200
But because this is less than 100, we set P = 100.
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