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Glossary of terms in the Laws of Chess

INTRODUCTION
FIDE Laws of Chess cover over-the-board play.
The Laws of Chess have two parts: 1. Basic Rules of Play and 2. Competition Rules.

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

In these Laws the words *he’, *him’, and *his’ shall be considered to include ‘she’ and ‘her’.

PREFACE

The Laws of Chess cannot cover all possible situations that may arise during a game, nor
can they regulate all administrative questions. Where cases are not precisely regulated by
an Articleof the Laws, it should be possible to reach a correct decision by studying
analogous situations which are regulated in the Laws. The Laws assume that arbiters have
the necessary competence, sound judgement and absolute objectivity. Too detailed a rule
might deprive the arbiter of his freedom of judgement and thus prevent him from finding a
solution to a problem dictated by fairness, logic and special factors. FIDE appeals to all
chess players and federations to accept this view.

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

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

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

Cebrik notasyon
Gorme engelli oyunculara iliskin kurallar
Ertelenmis oyunlar

Satrang960 kurallari
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Hizlioyun Bitisleri

Satrang Kurallari’'nda gegen terimler sozI(g

GIRIS
FIDE Satrancg Kurallari, tahta Gzerindeki satrang oyununu kapsar.

Satranc Kurallar iki 1. Temel

Kurallari.

bélimden olusmustur: Oyun Kurallari ve 2. Yarisma

Ekim 2013’de, Tallinn-Estonia‘da yapilan 84. FIDE Kongresi‘nde kabul edilmistir ve 1
Temmuz 2014'de yururlige girecektir. dngilizce metin asildir.

ONSOZ

FIDE Satrang Kurallari, oyun sirasinda cikabilecek butin durumlar kapsayamaz, her tarli
durumu da bir kurala baglayamaz. FIDE Satranc¢ Kurallarn icinde tam olarak yer almayan
bir durumla karsilasildiginda, ilke olarak burada karsimiza ¢ikan esdeder durumlari goz
onlne alarak dodgru bir yargiya varabilmek gerekir. FIDE Satranc Kurallari, hakemlerin,
yeterli, adil ve tam olarak tarafsiz olduklarini varsayar. Cok detayli kurallar hakemin 6zgir
bicimde karar vermelerini kisitlar ve 6zel durumlardan kaynaklanan sorunlara ¢6zim
bulmasini dnleyebilir. FIDE tim oyuncu ve federasyonlari bu bakis agisini benimsemeye
davet eder.

FIDE Derecelendirmesi’‘ne dahil olacak bir oyunun FIDE Satranc¢ Kurallari’'na uygun olarak
oynanmis olmasi aranan bir kosuldur.

FIDE Derecelendirmesi harici yarismalarin oyunlarinin da FIDE Satranc¢ Kurallari'na uygun
olarak oynanmasi tavsiye edilir.

Uye federasyonlar, Satranc Kurallari’'na iliskin konularda karar vermesi icin FIDE'ye
basvurabilirler.




BASIC RULES OF PLAY

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

1.1

1.2

1.3

The game of chess is played between two opponents who move their pieces on a
square board called a ‘chessboard’. The player with the light-coloured pieces
(White) makes the first move, then the players move alternately, with the player
with the dark-coloured pieces (Black) making the next move. A player is said to
‘have the move’ when his opponent’s move has been ‘made’.

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

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

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

2.1

2.2

The chessboard is composed of an 8 x 8 grid of 64 equal squares alternately light
(the ‘white’ squares) and dark (the ‘black’ squares).
INe cnesspoara Is placea bpetween tne players Iin sucn a way tnat tne€ near corner
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At the beginning of the game White has 16 light-coloured 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

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

Two white bishops usually indicated by the symbol
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Two white knights usually indicated by the symbol

Eight white pawns usually indicated by the symbol

OYUNUN TEMEL KURALLARI

Madde 1: Satran¢ oyununun dogasi ve amaclari

1.1

1.2

1.3

Satrang oyunu, kare seklindeki bir ‘satranc¢ tahtasi’ Gzerinde, iki rakibin taslar
sirayla hareket ettirmesi ile oynanir. Acik renkli taslarla(Beyaz) oynayan oyuncu ilk
hamleyi yapar, koyu renkli taslarla (Siyah) oynayan oyuncunun sonraki hamleyi
yapmasinin ardindan, oyuncular karsilikli olarak sirayla hamle yapmaya devam
ederler. Rakibi hamlesini yapmis olan taraf ‘hamlede’dir.

Her iki tarafin da amaci, rakip sahi, gegerli bir hamleyle énlenemeyecek bigimde
‘tehdit altinda’ tutmaktir. Bunu basaran taraf rakibini(rakibinin sahini) ‘mat’ yapmis
demektir ve oyunu kazanir. Oyuncunun, sahini tehdit altinda birakmasina, tehdit
altina sokacak hamle yapmasina ve rakibinin sahini ‘alma’sina izin verilmez. Sahi
mat olan taraf oyunu kaybeder.

Hic bir oyuncunun mat yapma olanaginin kalmadigi bir konumda, oyun beraberedir
(Madde 5.2 b’ye bakiniz).

Madde 2: Satranc tahtasindaki taglarin baslangic konumlar

2.1

2.2

Satrang tahtasi, gizgili 64 (8x8) esit kareden olusur ve kareleri sirayla acik(beyaz
kareler) ve koyu (siyah kareler) renktedir.

Satrang tahtasi, iki rakip arasina beyaz renkli kose karesi sag tarafta olacak sekilde
yerlestirilir.

Oyunun baslangicinda Beyaz 16 acik renkli tasa (‘beyaz’ taslar), Siyah 16 koyu
renkli tasa sahiptir (‘siyah’ taslar).

Bu taslar asagida gosterilmistir:
Bir beyaz sah; genellikle simgesiyle gosterilir.
Bir beyaz vezir; genellikle simgesiyle gosterilir.
simgesiyle gdsterilir.

bki beyaz fil; genellikle

S
Vv
bki beyaz kale; genellikle _ K
B simgesiyle gosterilir.
A

bki beyaz at; genellikle simgesiyle gosterilir.

Sekiz beyaz piyon; genellikle simgesiyle go6sterilir.




2.3

2.4

A black king usually indicated by the symbol

A black queen usually indicated by the symbol
Two black rooks usually indicated by the symbol
Two black bishops usually indicated by the symbol

Two black knights usually indicated by the symbol
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Eight black pawns usually indicated by the symbol

Staunton Pieces
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The initial position of the pieces on the chessboard is as follows:
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The eight vertical columns of squares are called *files’. The eight horizontal rows of
squares are called ‘ranks’. A straight line of squares of the same colour, running
from one edge of the board to an adjacent edge, is called a ‘diagonal’.

2.3

2.4

o S simgesiyle gosterilir.
wov
E

j_ B simgesiyle gosterilir.

Bir siyah sah; genellikle

Bir siyah vezir; genellikle simgesiyle gosterilir.
bki siyah kale; genellikle simgesiyle gosterilir.
Pki siyah fil; genellikle
bki siyah at; genellikle ,u A simgesiyle gosterilir.

Sekiz siyah piyon; genellikle F simgesiyle gosterilir.

Staunton Taslan
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Satrang tahtasi Gzerindeki taslarin baslangig konumlar asagidaki gibidir:
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Sekiz dik karenin olusturdugu situnlara ‘dikey’ler, sekiz ufki karenin olusturdugu
satirlara ‘yatay’lar, tahtanin bir kenarindan bitisik diger bir kenarina uzanan, ayni
renkli karelerden olusan dlizglin hatta ise ‘capraz’ denir.




Article 3: The moves of the pieces

3.1

3.2

It is not permitted to move a piece to a square occupied by a piece of the same
colour. If a piece moves to a square occupied by an opponent’s piece the latter is
captured and removed from the chessboard as part of the same move. A piece is
said to attack an opponent’s piece if the piece could make a capture on that square
according to Articles 3.2 to 3.8.

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

The bishop may move to any square along a diagonal on which it stands.

3.3 The rook may move to any square along the file or the rank on which it stands.

3.4

The queen may move to any square along the file, the rank or a diagonal on which
it stands.

3.1

3.2

3.3

3.4

Madde 3: Taslarin hareketleri

Hig bir tas ayni renkte baska bir tasin bulundugu bir kareye gidemez. Eger bir tas
rakip bir tasin oldugu kareye giderse, ayni hamlenin bir parcasi olarak rakip tasi
almis olur ve alinan tas satranc tahtasi disina cikarlir. Bir tas, 3.2’den 3.8’e kadar
olan Maddeler yoluyla, bir tasi alabiliyorsa, bu, o karede bulunan rakip tasi tehdit
altinda tuttugu anlamina gelir.

Bir tas, kendi sahini tehdit altina sokacagi ya da tehdit altinda birakacagi igin

bulundugu kareden ayrilamiyor olsa bile, gidebilecedi bir kareyi(kareleri) tehdit
altinda tuttugu kabul edilir.

Fil, bulundugu karenin gaprazlar Gzerindeki herhangi bir kareye gidebilir.
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Kale, bulundugu karenin dikey ve yataylar tizerindeki herhangi bir kareye gidebilir.

Vezir, bulundugu karenin dikey, yatay ve caprazlan Uzerindeki herhangi bir kareye
gidebilir.




3.5

3.6

3.7

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

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

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

C. the pawn may move to a square occupied by an opponent’s piece
diagonally in front of it on an adjacent file, capturing that piece.

3.5

3.6

3.7

Fil, kale veya vezir agiklanan bu hareketleri yaparken, hamle yollari Gizerinde
bulunan bir tasin Gzerinden atlayamazlar.

At, ayni yatay, dikey ya da gapraz lzerinde olmamak kosulu ile bulundugu kareye
en yakin karelerden birine gidebilir.
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a. Piyon bulundugu dikeyde hemen 6nindeki kareye (bu karenin bos olmasi
kosuluyla) dogru ilerleyebilir, ya da
b. ilk hareketinde piyon, 3.7.a’da belirtildigi gibi bir kare ilerleyebilir veya

istenirse bulundugu dikeyde 6ntindeki her iki karenin de bos olmasi kosulu
ile iki kare ilerleyebilir, ya da

C. piyon, bitisik dikeyde, bir 6n gapraz Gzerinde bulunan rakip tasi alarak bu
kareye gidebilir.




d. A pawn occupying a square on the same rank as and on an adjacent file to an
opponent’s pawn which has just advanced two squares in one move from its
original square may capture this opponent’s pawn as though the latter had
been moved only one square. This capture is only legal on the move following
this advance and is called an ‘en passant’ capture.

e. When a player, having the move, plays a pawn to the rank furthest from its
starting position, he must exchange that pawn as part of the same move for a
new queen, rook, bishop or knight of the same colour on the intended square
of arrival. This is called the square of ‘promotion’. The player's choice is not
restricted to pieces that have been captured previously. This exchange of a
pawn for another piece is called promotion, and the effect of the new piece is
immediate.

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 and either rook of the same colour along
the player’s first rank, counting as a single move of the king and executed as
follows: the king is transferred from its original square two squares towards the
rook on its original square, then that rook is transferred to the square the king
has just crossed.

d. Bir piyon, kendi bulundugu kareye bitisik dikeylerden birinde ve kendisiyle
ayni yatayda bulunan bir rakip piyonu, bu rakip piyonun bulundugu yere,
hemen, baslangic konumundan bir hamlede iki kare ilerleyerek gelmis olmasi
kosuluyla, alabilir. Bu alis bicimi, sadece s6zi edilen piyon siriisiini izleyen
hamle igin gegerlidir ve ‘gegcerken alma’ (en passant) olarak adlandirilir.

e. Hamlede olan bir oyuncu, piyonlarindan birini kendi baslangigc konumundan en
uzak yataya oynarsa; bu piyonu, ayni hamlenin bir parcgasi olarak, oynamaya
niyetlendigi varis karesinde, ayni renkte, yeni bir vezir, kale, fil ya da at ile,
degistirmelidir. Bu varis karesi ‘terfi’ karesi olarak adlandirilir. Oyuncunun tercihi
daha 6nce tahta disina gikarilmis olan taslarla sinirli degildir. Piyonun bu sekilde
baska bir tasla degistirilmesine terfi denir ve yeni tas tahtaya konar konmaz
etkin hale gecer.

3.8 Sahi hareket ettirmenin iki farkh yolu vardir:

a. bitisik bir kareye giderek
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b. ‘rok’yaparak. Bir sah hamlesi olarak kabul edilen ve ayni renkteki sah ile
kalenin oyuncunun ilk yatay! boyunca gergeklestirdikleri bir hamledir ve sdyle
yapilir: sah, baslangic karesinden, yine baslangi¢ karesinde bulunan kaleye
dogdru iki kare ilerler, ardindan kale, sahin en son gegmis oldugu kareye konur.
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Before white kingside castling After white kingside castling Beyaz kiglk roktan dnce Beyaz kiglk roktan sonra
Before black queenside castling  After black queenside castling Siyah bulyuk roktan énce Siyah buyulk roktan sonra
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Beyaz biylk roktan 6nce Beyaz biylk roktan sonra
Before white queenside castling After white queenside castling Siyah kucuk roktan 6nce Siyah kiglk roktan sonra
Before black kingside castling After black kingside castling
(1) The right to castle has been lost: (1) Rok yapma hakki (asagidaki hallerde) kaybedilmistir:
[a] if the king has already moved, or [a] sah daha 6nce oynamissa, ya da
[b]  with a rook that has already moved. [b] rok yapilacak kale daha 6nce oynamissa.
(2) Castling is prevented temporarily: (2) Rok yapmak gecici olarak (asagidaki hallerde) engellenmistir:
[a] if the square on which the king stands, or the square which it must [a] sahin bulundudu, rok yaparken gececedi veya rok yaptiginda gidecegi
cross, or the square which it is to occupy, is attacked by one or more of kareler rakip taslarca isgal edilmis ya da tehdit ediliyor ise, ya da
the opponent's pieces, or [b] sah ve kale arasinda roku etkileyecek herhangi bir tas varsa.
[b] if there is any piece between the king and the rook with which castling
is to be effected. 3.9 Sahin, bir ya da daha fazla rakip tasin tehdidi altinda olmasi, kendisine ‘sah gekil-
digi’ anlamina gelir ve bu; sah ceken rakip taslarin, kendi sahlarini tehdit altinda
The king is said to be 'in check' if it is attacked by one or more of the opponent's birakacaklar (ya da sokacaklar) igin bulunduklan karelerden ayrilamadiklari hal-
pieces, even if such pieces are constrained from moving to the square occupied by lerde dahi gegerlidir. Hig bir tas kendi sahini tehdit altina sokacak veya tehdit
the king because they would then leave or place their own king in check. No piece altinda birakacak bir hareketi gerceklestiremez.

can be moved that will either expose the king of the same colour to check or leave
that king in check.




3.10 a. A move is legal when all the relevant requirements of Articles 3.1 - 3.9
have been fulfilled.
b. A move is illegal when it fails to meet the relevant requirements of Articles
3.1-3.9
C. A position is illegal when it cannot have been reached by any series of legal
moves.

Article 4: The act of moving pieces

4.1 Each move must be made with one hand only.
4.2 Provided that he first expresses his intention (for example by saying “j’adoube” or
"I adjust”), only the player having the move may adjust one or more pieces on their
squares.
4.3 Except as provided in Article 4.2, if the player having the move touches on
the chessboard, with the intention of moving or capturing:
a. one or more of his own pieces, he must move the first piece touched that
can be moved
b. one or more of his opponent’s pieces, he must capture the first piece
touched that can be captured
C. one piece of each colour, he must capture the opponent’s piece with his
piece or, if this is illegal, move or capture the first piece touched that can be
moved or captured. If it is unclear whether the player’s own piece or his
opponent’s was touched first, the player’s own piece shall be considered to
have been touched before his opponent’s.
4.4 If a player having the move:
a. touches his king and a rook he must castle on that side if it is legal to do so
b. deliberately touches a rook and then his king he is not allowed to castle on
that side on that move and the situation shall be governed by Article 4.3.a
C. intending to castle, touches the king and then a rook, but castling with this
rook is illegal, the player must make another legal move with his king (which
may include castling with the other rook). If the king has no legal move, the
player is free to make any legal move.
d. promotes a pawn, the choice of the piece is finalised when the piece has
touched the square of promotion.
4.5 If none of the pieces touched in accordance with Article 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 ways:
1. the pawn does not have to be placed on the square of arrival,
2. removing the pawn and putting the new piece on the square of promotion

may occur in any order.

3.10 a. 3.1’den 3.9’a kadar siralanan Maddelerin ilgili tim kosullarini karsilayan bir
hamle, ‘gecerli’(legal)dir.
b. 3.1’den 3.9'a kadar siralanan Maddelerin ilgili kosullarini karsilayamayan
bir hamle, ‘gecersiz’(illegal)dir.
C. Gegerli (legal) bir hamleler dizisiyle ulasilamayan bir konum, gegersiz
(illegal)dir.

Madde 4: Taslarin hareket ettirilmesi

4.1 Her (bir) hamle yalnizca tek el ile yapilmalidir.

4.2 Onceden niyetini belli etmek kosulu ile (6rnegin, ‘diizeltiyorum’ - ‘j'adoube’ ya da
‘I adjust’ - diyerek) yalnizca hamlede olan bir oyuncu, karelerindeki bir ya da daha
fazla tasi dizeltebilir.

4.3 Madde 4.2.de agiklanan durum disinda, hamledeki oyuncu oynama ya da alma
niyetiyle, satrang tahtasindaki:

a. bir veya birden fazla kendi tasina dokunmussa, oynayabilecegi ilk dokundugu
tasi oynamali,

b. bir veya birden fazla rakip tasa dokunmussa, alabilecedi ilk dokundugu rakip
tasi almahdir,

c. hem kendi, hem de rakip tasa dokunmusgsa, kendi tasiyla rakip tasi almal,
eder bu gecersiz bir hamle ise, oynanabilecek ya da alinabilecek ilk
dokundugu tasi oynamali ya da almalidir. Hangisine dnce dokundugdu belli
degilse oyuncunun 6ncelikle(rakibin tasindan once) kendi tasina dokundugu
kabul edilir.

4.4 Edger hamlede olan bir oyuncu:

a. sahina ve kalelerinden birine dokunursa, bu kalenin oldugu tarafa rok
yapmalidir(bunun gecerli bir hamle olmasi kosuluyla)

b. bilerek kalelerinden birine ve sonra sahina dokunursa, bu hamlede bu yéne
rok yapmasina izin verilmez ve madde 4.3.a uygulanir

C. rok yapmak amaciyla, sahina ve kalelerinden birine dokunursa, ama bu
kaleyle yapilacak rok gegersiz(bir hamle) ise, oyuncu, sahiyla gegerli bir
hamle yapmak (buna 6teki kaleyle rok yapmak da dahildir) zorundadir. Eger
sahin gecerli bir hamlesi yoksa oyuncu, gegerli herhangi bir hamleyi yapmak-
ta serbesttir.

d. piyonunu terfi ettiriyor ise, tas secimi, tasin terfi karesine dokunmasi ile
kesinlik kazanir.

4.5 Dokunulan taslarin higbiri, Madde 4.3 ya da Madde 4.4 kapsaminca, oynanamiyor

ya da alinamiyor ise oyuncu, gegerli herhangi bir hamleyi yapmakta serbesttir.

4.6 Terfi eylemi farkli sekillerde gerceklestirilebilir:

1. piyonun terfi(varis) karesine yerlestirilmesi zorunlu degildir,

2. piyonun cikarilip yeni tasin terfi(varis) karesine konulmasi, herhangi bir

sirayla gerceklesebilir.




If an opponent’s piece stands on the square of promotion, it must be captured.

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

a.

4.8

4.9

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

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

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

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

If a player is unable to move the pieces, an assistant, who shall be
acceptable to the arbiter, may be provided by the player to perform this
operation.

Article 5: The completion of the game

5.1 a.
b.
5.2 a.
b.

The game is won by the player who has checkmated his opponent’s king.
This immediately ends the game, provided that the move producing the
checkmate position was in accordance with Article 3 and Articles 4.2 - 4.7.
The game is won by the player whose opponent declares he resigns. This
immediately ends the game.

The game is drawn when the player to move has no legal move and his
king is not in check. The game is said to end in ‘stalemate’. This
immediately ends the game, provided that the move producing the
stalemate position was in accordance with Article 3 and Articles 4.2 - 4.7.
The game is drawn when a position has arisen in which neither player can
checkmate the opponent’s king with any series of legal moves. The game is
said to end in a ‘dead position’. This immediately ends the game, provided
that the move producing the position was in accordance with Article 3 and
Articles 4.2 - 4.7.

Terfi(varig) karesinde rakip bir tas varsa, alinmalidir.

4.7 Bir tas, kurallara uygun bir hamle ya da hamlenin parcasi olarak bir kareye birakil-
diginda, o hamlede baska bir kareye oynatilamaz. Su hallerde, hamlenin yapilmis
oldugu kabul edilir:

a.

tas alinirken, alinan tas satrancg tahtasindan ayrildiginda ve oyuncu, rakip
tasi almis olan kendi tasini, yeni karesine yerlestirip elinden biraktiginda
(hamle yapilmistir).

rok yapilirken, oyuncu kaleyi sahin en son gecmis oldugu kareye biraktiginda
(hamle yapilmistir). Oyuncu sahi elinden biraktigi anda, hamle hentiz yapil-
mamistir ama bu yonde gegerli bir rok yapma olanadi varsa oyuncunun
baska bir hamle yapma hakki kalmamistir. Bu kaleyle rok yapmak gecersiz
(bir hamle) ise, oyuncu, sahiyla gegerli baska bir hamle yapmak (buna o6teki
kaleyle rok yapmak da dahildir) zorundadir. Eger sahin gecerli bir hamlesi
yoksa oyuncu, gegerli herhangi bir hamleyi yapabilir.

piyon terfi ederken, oyuncu yeni tasi (terfi karesinde) elinden biraktiginda
ve piyon tahtadan ayrildiginda(hamle yapilmistir).

4.8 Oyuncu oynamak ya da almak niyetiyle bir tasa dokundugunda, rakibinin Maddeler
4.1-4.7 kapsamina giren ihlallerine itiraz etme hakkini yitirir.

4.9 Bir oyuncu taslar hareket ettirebilecek durumda degilse, bu islem icin, hakemce
kabul edilebilecek bir yardimci, oyuncu tarafindan saglanabilir.

Madde 5: Oyunun sonuclanmasi

5.1 a.
b.
5.2 a.
b.

Oyun, rakibini, mat yapan oyuncu tarafindan kazanilir. Mat konumunu
yaratan hamlenin, Madde 3 ve Maddeler 4.2-4.7 ye uygun bir hamle olmasi
durumunda, oyun derhal sona erer.

Oyun, rakibi terk ettigini bildiren oyuncu tarafindan kazanilir. Oyun derhal
sona erer.

Sahi tehdit altinda olmayan hamledeki bir oyuncunun, yapabilecegi gecerli
bir hamle yoksa, oyun berabere olur. Bu durumda oyun *pat’ olarak bitmis
olur. Pat konumunu yaratan hamlenin Madde 3 ve Maddeler 4.2-4.7 ye
uygun bir hamle olmasi durumunda, oyun derhal sona erer.

Hicbir oyuncunun gegerli herhangi bir hamleler dizisiyle rakip sahi mat
edemeyecedi bir konum olustugunda, oyun berabere sonuclanir. Oyun, ‘61U
konum’ ile bitmis olur. Bu konumu yaratan hamlenin Madde 3 ve Maddeler
4.2-4.7 ye uygun bir hamle olmasi durumunda, oyun derhal sona erer.




The game is drawn upon agreement between the two players during the
game. This immediately ends the game.
The game may be drawn if an identical position is about to appear or has
appeared on the chessboard at least three times (see Article 9.2).
The game may be drawn if each player has made at least the last 50 moves
without the movement of any pawn and without any capture (see Article 9.3).

COMPETITION RULES
Article 6: The chessclock

6.1

6.2

6.3

‘Chessclock’ means a clock with two time displays, connected to each other in
such away that only one of them can run at one time.

‘Clock’ in the Laws of Chess means one of the two time displays.

Each time display has a ‘flag’.

‘Flag-fall’ means the expiration of the allotted time for a player.

a. During the game each player, having made his move on the chessboard,
shall stop his own clock and start his opponent’s clock (that is to say, he
shall press his clock). This "completes” the move.

A move is also completed if:

(1) the move ends the game (see Articles 5.1.a, 5.2.a, 5.2.b, 5.2.c, 9.6a,
9.6b and 9.7), or

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

A player must be allowed to stop his clock after making his move, even after

the opponent has made his next move. The time between making the move

on the chessboard and pressing the clock is regarded as part of the time

allotted to the player.

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

C. The players must handle the chessclock properly. It is forbidden to press it

forcibly, to pick it up, to press the clock before moving or to knock it over.

Improper clock handling shall be penalised in accordance with Article 12.9.

Only the player whose clock is running is allowed to adjust the pieces.

e. If a player is unable to use the clock, an assistant, who must be acceptable
to the arbiter, may be provided by the player to perform this operation. His
clock shall be adjusted by the arbiter in an equitable way. This adjustment of
the clock shall not apply to the clock of a player with a disability.

o

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

C. Pki taraf oyun sirasinda aralarinda anlasirlarsa oyun berabere biter. Oyun
derhal sona erer.

d. Ozdes bir konumun, satrang tahtasi lizerinde, en az (i¢ kez olusmasi ya da
olusmak tzere olmasi halinde, oyun berabere olarak sonuglandirilabilir (Madde
9.2.'ye bakiniz).

e. Her iki oyuncu, asgari son 50 hamleyi, hicbir tasi almadan ve higbir piyonu
sirmeden yapmislar ise oyun berabere olarak sonucglandirilabilir (Madde 9.3’e
bakiniz).

YARISMA KURALLARI

Madde 6: Satranc saati

6.1 ‘Satrang Saati’, ayni anda sadece biri calisabilecek sekilde birbirine bir mekanizma
ile baglanmis iki gostergeli bir saattir.
Satrang Kurallari icinde ‘Saat’ bu iki gostergeden biri anlamina gelir.
Her zaman gostergesi bir ‘bayraga’ sahiptir.
‘Bayrak dismesi’ ise oyuncuya taninan zamanin bitmesi anlamina gelir.

6.2 a. Oyun sirasinda satrang tahtasi Gzerinde hamlesini yapan her (bir) oyuncu,
kendi saatini durduracak ve rakibinin saatini galistiracaktir (yani, saatine
basacaktir). Bu hamleyi “tamamlar”.

Bir hamle su durumlarda da tamamlanmistir:

(1) hamle oyunu sonlandiriyorsa (Maddeler 5.1.a, 5.2.a, 5.2.b, 5.2.c ve
9.6), ya da

(2) onceki hamlesi tamamlanmadigi halde, oyuncu sonraki hamlesini
yapmissa.

Bir oyuncunun hamlesini yaptiktan sonra saatini durdurmasina, -rakibi kendi

sonraki hamlesini yapmis olsa bile- izin verilmelidir. Oyuncunun tahta

Uzerinde hamle yapmasiyla, saate basmasi arasinda gegen siire oyuncuya

verilen sdrenin bir pargasi sayilir.

b. Oyuncu, saate hamlesini yaptidi elle basmalidir. Saat tusunun Gzerinde
parmak bekletmek, ya da eli saatin Uzerinde askida tutmak, yasaktir.
C. Oyuncular satrang saatine 6lcult davranmalidirlar. Saate kuvvetli basmak,

ele almak, hamle yapmadan dnce basmak ya da devirmek yasaktir. Saati

uygun kullanmayan oyuncular Madde 12.9’a gére cezalandirilirlar.

Yalnizca saati calismakta olan oyuncunun taslar dizeltmesine izin verilir.

e. Eder bir oyuncu saati kullanabilecek durumda degilse, bu islem icin hakem
tarafindan kabul edilebilecek bir yardimci oyuncu tarafindan saglanabilir.
Saati hakem tarafindan adil bicimde ayarlanacaktir. Bu saat ayarlamasi
engelli bir oyuncunun saati tGzerinden uygulanmayacaktir.

(e}

6.3 a. Satrang saati kullanilirken, her bir oyuncu, kendisine verilen zaman
periyodunda -ve/veya hamle basina verilen ek siire icinde- belirli asgari
saylda hamleyi -ya da tum hamleleri- tamamlamak durumundadir. Tim bu




6.4
6.5
6.6
6.7

6.8

6.9

6.10

6.11

advance.

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

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

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

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

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

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

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

b. If during a game it is found that the setting of either or both clocks is incorrect,
either player or the arbiter shall stop the chessclock immediately. The arbiter
shall install the correct setting and adjust the times and move-counter, if
necessary. He shall use his best judgement when determining the clock
settings.

If both flags have fallen and it is impossible to establish which flag fell first then:

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

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

6.4
6.5
6.6
6.7

6.8

6.9

6.10

6.11

faktérler 6nceden belirlenmelidir.

b. Oyuncunun bir zaman diliminden arttirmis oldugu slire, sonraki dilimdeki
zamanina (yeri gelince) eklenir.
Ertelemeli tempoda, her bir oyuncuya ‘esas disiinme slresi'nin yani sira
her bir hamle icin ‘sabit bir ek stire’ verilir. Esas disinme slresi, ancak ek
disiinme siresi bittiginde geri saymaya baslar. Ek slire bitmeden saate
basmasi halinde oyuncunun esas disiinme sliresi degismez, ek siirenin ne
kadarinin kullanildigi 6nemli degildir.

Bayraklardan biri diser dismez Madde 6.3.a" daki kosullar gézden gegirilmelidir.
Oyun baslamadan 6nce, hakem, saatin nereye konacadina karar verir.
Oyunun baslangici icin belirtilen saatte, Beyaz’'larin saati gahstirilir.

a. Yarisma kurallan yoluyla, 6énceden, bir hilkmen yenik sayilma slresi belirlenir.
Satrang tahtasina, htikmen yenik sayilma sliresi’'nden sonra gelen bir oyuncu,
hakem aksi yonde karar vermedikge oyunu kaybeder.

b. Eder yarisma kurallari, sifirdan farkh bir hiikmen yenik sayilma sliresi dngor-
mus ve oyuncularin higbiri baslangigta hazir bulunmuyorlarsa, Beyaz (ile oy-
nayan oyuncu) gelmis oldugu zamana kadar gecgen sireyi, -yarisma kurallar
ile aksi 6ngoérilmiyor ya da hakem bu ydénde bir karar vermiyorsa- kaybeder.

Hakemin gdérmesi, ya da, oyunculardan birinin, bu olguya yonelik gecerli savi
Uzerine bayrak dismus olarak kabul edilir.

Madde 5.1.a, 5.1.b, 5.2.a, 5.2.b, 5.2.c’ nin kapsamindaki durumlar disinda, bir
oyuncu, kendisine verilen zaman iginde dngérilen sayida hamleyi tamamlamazsa,
oyunu kaybeder. Bununla birlikte, rakip oyuncunun, bu oyuncuyu, gecerli herhangi
bir olasi hamleler dizisi ile mat edemeyecegdi bir konuma ulasilmissa oyun berabere
olur.

a. Gorunur bir kusur olmadikga satrancg saatinin goéstergelerindeki degerler
esas alinir. Kusurlu oldugu aciga c¢ikan bir satrang saati, hakem tarafindan
yededi ile degistirilir ve yine hakem tarafindan, en dogru degerlendirmeyle
gostergelerindeki zamanlar ayarlanir.

b. Oyun sirasinda saatlerden biri ya da her ikisinin de kurulumunun dogru
olmadidi anlasilirsa oyuncu ya da hakem derhal satranc saatini durduracaktir.
Hakem dogru kurulumu saglayacak, zamanlari ve gerekiyorsa hamle sayacini
da ayarlayacaktir. Hakem, saat kurulumunda en dogru degerlendirmesini
kullanacaktir.

Her iki bayrak da dismus ve hangisinin daha 6nce distliguni saptamak olanakli

degilse:

a. bu durum, oyunun son periyodu disindaki herhangi bir zaman bdélimiinde
olursa, oyun devam eder.

b. bu durum, kalan tim hamlelerin tamamlanmasi gereken zaman bdélimiinde
olursa, oyun berabere olur.




6.12 a.

6.13

If the game needs to be interrupted, the arbiter shall stop the chessclock.

b. A player may stop the chessclock only in order to seek the arbiter’s
assistance, for example when promotion has taken place and the piece
required is not available.

C. The arbiter shall decide when the game restarts.

d. If a player stops the chessclock in order to seek the arbiter’s assistance, the

arbiter shall determine whether the player had any valid reason for doing so.

If the player had no valid reason for stopping the chessclock, the player shall

be penalised in accordance with Article 12.9.

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

Article 7: Irregularities

7.1

7.2

7.3

7.4

7.5

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

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

to Article 2.1, the game shall continue but the position reached must be
transferred to a correctly placed chessboard.

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

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

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

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

6.12

6.13

a. Oyunun kesintiye ugratilmasi gerekmis ise, hakem satrang saatini
durduracaktir.

b. Bir oyuncu yalnizca hakemin yardimina ihtiyag duydugunda satrang saatini

durdurabilir; 6rnegin, piyon terfisinin s6z konusu oldugu bir durumda,

gereken tas mevcut olmayabilir.

Oyunun ne zaman tekrar baslayacagina hakem karar verir.

Oyunculardan biri, hakemin yardimini istemek icin satrang saatini durdur-

mus ise, hakem, bunun gerekgesinin hakhligini irdeleyecektir. Eger

oyuncunun satrang saatini durdurmak igin hakl bir gerekgesi yoksa, oyuncu,

Madde 12.9'a gbre cezalandirilacaktir.

ao

Yarisma salonunda, satrancg tahtasindaki giincel konumu, hamleleri, ve kag
hamlenin yapilip/tamamlandidini, saatler ile hamle sayilarini gésteren ekran,
monitoér ve gosterim panolarinin kullanimina izin verilir. Ancak, oyuncular yalnizca
bunlardaki bilgilere dayanarak herhangi bir sav ileri siremezler.

Madde 7: Kuraldist durumlar

7.1

7.2

7.3

7.4

7.5

Bir kuraldisilik olusursa, taslarin dnceki konumlarina déontlmeli, hakem en dogru
degerlendirmesini kullanarak satrang saatinin gosterdigi zamanlari belirlemelidir.
Buna saatteki zamanlari degistirmeme hakki da dahildir. blaveten hakem, gerekiyor
ise saatin hamle sayacini da ayarlayacaktir.

a. Bir oyun sirasinda, taslarin baslangic konumu yanhs dizilmis olarak oyuna
baslandigi fark edilirse, oyun iptal edilecek ve yeni bir oyun oynatilacaktir.
b. Bir oyun sirasinda, satrancg tahtasinin Madde 2.1’e gére ters yerlestirildigi

fark edilirse, o andaki konum dogru yerlestirilmis bir tahtaya aktarilacak ve
oyun devam ettirilecektir.

Oyuncular ters renklerde oyuna baslamislarsa, hakemin aksi ydénde bir karari
olmadikga, oyun devam eder.

Eder bir oyuncu, bir ya da birden fazla tasi devirir, yerlerini bozarsa bunlar kendi
zamani icinde dogru yerlerine koyacaktir. Gerekiyorsa, oyuncu ya da rakibi, satranc
saatini durduracak ve hakemden yardim isteyecektir. Hakem, taslan bozan oyuncu-
ya ceza verebilir.

a. Ovun sirasinda gecersiz bir hamlenin tamamlanmis oldugu belirlenirse,
konum, kuraldisilidin hemen 6ncesine aetirilir. Kuraldisilidin hemen 6ncesi
belirlenemiyorsa, oyun, belirlenebilen son kuraldisi 6ncesi konumdan devam
eder. Madde 4.3 ve 4.7'e gore, gecersiz hamle yerine baska bir hamle
vapilir. Ardindan oyun bu diizeltilmis konumdan devam eder.

Bir ovuncu, pivonunu en uzak vatava slirer, saatine basar, fakat pivonu veni
bir tas ile degistirmezse, hamle gegersizdir. Piyon kendisiyle ayni renkte bir
vezir ile dedistirilir.




7.6

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

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

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

continue from this reinstated position.

Article 8: The recording of the moves

8.1

8.2

8.3

8.4

a. In the course of play each player is required to record his own moves and
those of his opponent in the correct manner, move after move, as clearly
and legibly as possible, in the algebraic notation (Appendix C), on the
‘scoresheet’ prescribed for the competition. It is forbidden to write the
moves in advance, unless the player is claiming a draw according to Article
9.2, or 9.3 or adjourning a game according to Appendix E.1 a.

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

C. A player may reply to his opponent’s move before recording it, if he so
wishes. He must record his previous move before making another.

d. Both players must record the offer of a draw on the scoresheet with a
symbol (=).

e. If a player is unable to keep score, an assistant, who must be acceptable to

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

The scoresheet shall be visible to the arbiter throughout the game.

The scoresheets are the property of the organiser of the competition.

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

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

7.6

b. Madde 7.5.a'ya gore gerekli uygulama yapildiktan sonra, oyuncu tarafindan

tamamlanan ilk gegersiz hamle igin, hakem, rakip oyuncuya iki dakika ek
sure verecektir; ayni oyuncunun ikinci kez gecersiz bir hamleyi tamamlamasi
halinde, oyun bu oyuncu icin hakem tarafindan kayip ilan edilecektir.
Bununla birlikte, rakip oyuncunun, bu oyuncuyu gecerli herhangi bir olasi
hamleler dizisi ile mat edemeyecegdi bir konuma ulasilmissa oyun berabere
olur.

Eder oyun sirasinda herhangi bir tasin dogru karesinden kaydigi belirlenirse,
konum kuraldisi durumun hemen 6ncesine getirilecektir. Kuraldisi durumun hemen
oncesi belirlenemiyorsa, oyun, belirlenebilen son kuraldisi 6ncesi konumdan de-
vam edecektir. Ardindan, oyun bu dizeltilmis konumdan devam eder.

Madde 8: Hamlelerin kaydedilmesi

8.1

8.2
8.3
8.4

a. Oyun boyunca her oyuncu kendi hamlelerini ve rakibinin hamlelerini, cebir-
sel notasyonla (bkz. Ek-C) hamle hamle ve olanakli oldugunca agik ve oku-
nakli olarak yarismaya ait ‘notasyon kadidi’‘na yazacaklardir. Oyuncunun,
Madde 9.2, ya da 9.3’e gore berabere savinda bulundugu haller-ya da Ek E.1
a.'ya gore ertelenen oyunlar-disinda, hamlelerin énceden yazilmasi yasaktir.

b. Notasyon kadidi, yalnizca, hamleleri yazmak, saatlerdeki zamanlar, berabere
teklifleri, bir sava iliskin konular ve diger amaca uygun verileri kaydetmek
igin kullanilacaktir.

C. Oyuncu dilerse, rakibinin hamlesine kaydetmeden énce yanit verebilir.
Yenisini yapmadan 6nce, dncekini kaydetmek zorundadir.

d. Her iki oyuncu da berabere teklifini notasyon kagidina (=) simgesiyle
kaydetmelidir.

e. Bir oyuncu hamleleri yazabilecek durumda dedilse, bu islem icin hakemce
kabul edilebilecek bir yardimci oyuncu tarafindan saglanabilir. Saati hakem
tarafindan adil bicimde ayarlanacaktir. Bu saat ayarlamasi engelli oyuncunun
saati Uzerinden uygulanmayacaktir.

Notasyon kadidi, oyun boyunca hakem tarafindan gérilebilir durumda bulunacaktir.
Notasyon kaditlari yarismayi dlizenleyenin malidir.
Bir oyuncunun oyunun herhangi bir periyodunda bes dakikadan az zamani kalmis

ve hamle basina 30 saniye ya da lzeri ek zamana sahip dedilse bu periyodun geri
kalani igin Madde 8.1'in gereklerini yerine getirmek zorunda dedildir.




8.5 a. If neither player keeps score under Article 8.4, the arbiter or an assistant
should try to be present and keep score. In this case, immediately after a
flag has fallen the arbiter shall stop the chessclock. Then both players shall
update their scoresheets, using the arbiter’s or the opponent’s scoresheet.

b. If only one player has not kept score under Article 8.4, he must, as soon as
either flag has fallen, update his scoresheet completely before moving a
piece on the chessboard. Provided it is that player’s move, he may use his
opponent’s scoresheet, but must return it before making a move.

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

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

8.7 At the conclusion of the game both players shall sign both scoresheets, indicating
the result of the game. Even if incorrect, this result shall stand, unless the arbiter
decides otherwise.

Article 9: The drawn game

9.1 a. The rules of a competition may specify that players cannot agree to a draw,
whether in less than a specified humber of moves or at all, without the
consent of the arbiter.

b. However, if the rules of a competition allow a draw agreement the

following shall apply:

(1) A player wishing to offer a draw shall do so after having made a move
on the chessboard and before pressing his clock. An offer at any other
time during play is still valid but Article 11.5 must be considered. No
conditions can be attached to the offer. In both cases the offer cannot
be withdrawn and remains valid until the opponent accepts it, rejects
it orally, rejects it by touching a piece with the intention of moving or
capturing it, or the game is concluded in some other way.

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

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

8.5 a. Madde 8.4 uyarinca oyunculardan higbiri hamlelerini kaydetmiyorlarsa;
hakem ya da bir yardimci, orada bulunup hamleleri kaydetmeye calismalidir.
Bdyle bir durumda, bayraklardan biri diiser dismez hakem, satranc saatini
durduracaktir. Ardindan oyuncular, hakemin ya da rakiplerinin kagidini
kullanarak notasyon kagditlarini glincellemelidirler.

b. 8.4’ e uyarinca hamleleri kaydetmesi gerekmeyen sadece bir taraf ise;
bayrak diser dismez hamle yapmadan 6nce notasyon kagidini glincelleme-
lidir. Sira kendinde olmak kosulu ile rakibinin kagidini kullanabilir, ama ham-
le yapmadan 6nce rakibinin kagidini geri vermelidir.

C. Eksiksiz bir notasyon kagidi mevcut degilse, ikinci bir tahta tizerinde oyun-
cular, hakem veya bir yardimci esliginde oyunu yeniden olusturmalidirlar.

Bu isleme baslanmadan hakem ya da yardimcisi, 6ncelikle mevcut konumu,
saatlerdeki sireleri ve eder biliniyorsa kag hamle yapilmis oldugunu kayit
edecektir.

8.6 Notasyon kaditlari tamamlanamiyor ve boylelikle oyuncunun siiresini astigi gosteri-
lemiyorsa, bir sonraki hamle, bir sonraki zaman kontrolinin ilk hamlesi (daha cok
hamle yapildigini ya da tamamlandidini gosteren bir kanit olmadikga) sayilir.

8.7  Oyun sonuclandiginda, oyuncular sonucun gésterildigi her iki notasyon kagidini da
imzalayacaklardir. bmzalanmis sonuglar yanlis yazilmis olsa bile, hakem bagka bir
karar vermedikge gecerli sayilacaklardir.

Madde 9 : Oyunun berabere olmasi

9.1 a. Oyuncularin, bir oyunun timu boyunca, ya da belli sayida hamleyi gergek-
lestirmeden, anlasma yoluyla (hakemin rizasi olmaksizin) berabere yapama-
yacaklarini, yarisma kurallar aracihigiyla hikme baglamak mimkunddar.

b. Bununla birlikte, yarismanin yénergesi oyuncularin anlasarak berabere yap-
masina izin veriyorsa asadidakiler uygulanir:

(1) Hamlesini tahta tGzerinde yapmis bir oyuncu, dilerse, saatine basma-
dan énce berabere teklif edebilir. Oyun sirasinda olmak kosuluyla,
teklifin yapildigi zaman, teklifin gecerliligini etkilemez, fakat Madde
11.5 de g6z 6niine alinmalidir. Berabere teklifine ek olarak herhangi
bir kosul 6ne slirilemez. Her iki durumda da beraberlik teklifi geri
cekilemez ve rakip kabul edene, s6zll olarak reddedene, oynamak
veya almak niyetiyle bir tasa dokunana kadar gecerlidir, ya da oyun
baska bir yolla sonuglandirilir.

(2) Berabere teklifi her iki oyuncu tarafindan da notasyon kadgidina (=)
simgesiyle not edilir.

(3) Madde 9.2 ya da 9.3 gore ileri sirilen berabere savlari ayni zaman-
da bir berabere teklifi olarak kabul edilirler.




9.2

9.3

9.4

9.5

9.6

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

same position for at least the third time (not necessarily by a repetition of moves):

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

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

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

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

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

positions are not the same if:

(1) at the start of the sequence a pawn could have been captured en
passant.

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

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

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

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

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

If a player claims a draw under Article 9.2 or 9.3, he or the arbiter shall stop the
chessclock (see Article 6.12a or 6.12b). He is not allowed to withdraw his claim.
a. If the claim is found to be correct, the game is immediately drawn.

b. If the claim is found to be incorrect, the arbiter shall add two minutes to
the opponent’s remaining thinking time. Then the game shall continue. If
the claim was based on an intended move, this move must be made in
accordance with Articles 3 and 4.

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

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

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

9.2

9.3

9.4

9.5

9.6

Hamlede olan oyuncunun gegerli savi lizerine, ayni konum en az g kez (pes pese
olmasi gerekmez):

a. olusmak lzere ise, degistirilemeyecek bu hamlesini 6énce notasyon kagidina
yazmis ve hakeme bu hamleyi yapmak niyetinde oldugunu bildirmis, ya da
b. (o anda) olusmus ise ve hamlede olan oyuncu berabere savinda bulunuyorsa

oyun berabere olur.

Konumlar yalnizca, hepsinde ayni oyuncu hamledeyse, ayni cins ve renkteki

taslar ayni karelerde duruyorsa ve her iki oyuncunun da taslarinin olanakli

olan tim hamleleri aynen varsa, ayni sayilir.

Su tir konumlar ayni degildir:

(1) serinin baslangicinda bir piyon gecerken alinabiliyorsa.

(2) rok hakki olan bir sah ya da kale, hareket ettikleri icin bu haklarini
kaybetmislerse. Yalnizca hareket gerceklestikten sonra, bir sah ya da
kale, rok haklarini kaybetmis sayilir.

Hamlede olan oyuncu, sayet:

a. notasyon kadidina yazdigi ve hakeme yapmaya niyetlendigi bildirdigi
degistirilemeyecek bu hamlesi ile her iki oyuncunun yapmis oldugu son elli
hamle iginde, hicbir tagin alinmamis ve hicbir piyonun hareket etmemis
oldugunu, ya da

b. her iki oyuncunun tamamlamis oldugu son 50 hamle icinde, hicbir tasin
alinmamis ve hicbir piyonun hareket etmemis oldugunu,
gecerli bir sav olarak 6ne slriyorsa oyun berabere olur.

Bir oyuncu, Madde 4.3'de belirtilen bicimde bir tasa dokunursa, o hamlede Madde
9.2 ya da 9.3’e gbre berabere savinda bulunma hakkini yitirir.

Bir oyuncu, Madde 9.2 ya da 9.3’e gore berabere savinda bulunuyorsa, kendisi veya

hakem satrang saatini durduracaktir (bkz. Madde 6.12a ya da 6.12b). Savini geri

cekmesine izin verilmez.

a. Sav dogru ise, oyun derhal berabere biter.

b. Sav yanligsa, hakem rakibin siresine iki dakika ekler. Ardindan oyun devam
edecektir. Sav, niyetlenilen hamle lizerine kurulu ise, bu hamle Maddeler 3
ve 4.’e uygun olarak yapilmahdir.

Asadidaki hallerden biri ya da her ikisi birden meydana gelirse oyun beraberedir:

a. 9.2b’deki gibi ayni konum, her iki oyuncunun, karsilikli ve ardisik hamleleri
ile en az bes kez olusmus ise.
b. her iki oyuncu ardisik 75 hamlelik herhangi bir seriyi, hicbir tagi almadan ve

hicbir piyonu hareket ettirmeden tamamlamislar ise. Son hamle ile mat
yapilmis ise, mat gecerlidir.




9.7 The game is drawn when a position is reached from which a checkmate cannot
occur by any possible series of legal moves. This immediately ends the game,
provided that the move producing this position was in accordance with Article 3

and Articles 4.2 - 4.7.
Article 10: Points

10.1 Unless the rules of a competition specify otherwise, a player who wins his game,

or wins by forfeit, scores one point (1), a player who loses his game, or forfeits,
scores no points (0), and a player who draws his game scores a half point (2).

Article 11: The conduct of the players

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

11.2 The ‘playing venue’ is defined as the ‘playing area’, rest rooms, toilets, refreshment
area, area set aside for smoking and other places as designated by the arbiter. The
playing area is defined as the place where the games of 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 leave the playing area.
C. A person who is neither a player nor arbiter be allowed access to the

playing area.

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

mation or advice, or analyse any game on another chessboard.

b. During a game, a player is forbidden to have a mobile phone, electronic
means of communication or any device capable of suggesting chess moves
on their person in the playing venue. However, the rules of the competition
may allow such devices to be stored in a player’s bag, as long as the device
is completely switched off. A player is forbidden to carry a bag holding such
a device, without permission of the arbiter.If it is evident that a player has
such a device on their person in the playing venue, the player shall lose
the game. The opponent shall win. The rules of a competition may specify
a different, less severe, penalty. The arbiter may require the player to
Allow his/her clothes, bags or other items to be inspected, in private. The
arbiter or a person authorized by the arbiter shall inspect the player and
shall be of the same gender as the player. If a player refuses to cooperate
with these obligations, the arbiter shall take measures in accordance with
Article 12 Q

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

Ofasrherhangi bir gegerti hamieler dizisiyte mat yaprtamayacak bir konuma utasit=
diginda, oyun berabere olur. Bu konuma yolacan hamlenin, Madde 3 ve Maddeler
4.2-4.7'e uygun olmasi halinde, oyun derhal sona erer.

J.7

Madde 10: Puanlar

10.1 Yarisma kurallari ile aksi belirlenmedikce, oyunu kazanan (hikmen kazang da dahil)
oyuncu bir (1) puan alir, kaybeden oyuncu (hiikmen kayip da dahil) puan alamaz

(0) ve oyunu berabere olan oyuncu yarim (1/2) puan alir.

Madde 11: Oyuncularin yonetilmesi

11.1 Oyuncular satrang oyunun itibarini zedeleyecek davranislarda bulunamazlar.

11.2 ‘Oyun sahasl’; ‘oyun salonu’, tuvaletler, dinlenme odalari, oyuncularin temiz hava
almak igin giktiklari yerler, sigara icme yerleri ve hakemin belirledigi diger
bolgeler olarak tanimlanir. Oyun salonu, bir yarismanin oyunlarinin oynandigi yer
olarak tanimlanir.

Yalnizca hakemin izni ile:

a. bir oyuncu, oyun sahasini terkedebilir.

b. hamlede olan bir oyuncu, oyun salonundan ayrilabilir.

C. oyuncu ya da hakem olmayan bir kisi, oyun salonuna (oyunlarin oynandigi
alan) giris hakki edinebilir.

11.3 a. Oyun suresince oyuncularin not tutmalari, bilgi veya 6neri kaynaklarina

basvurmalari, ya da (herhangi bir)oyunu baska bir tahta tzerinde incele-
meleri yasaktir.

b. Bir oyun sirasinda, bir oyuncunun oyun sahasinda cep telefonu, elektronik
haberlesme araci veya satrang hamleleri 6nerebilecek her hangi bir cihaz
bulundurmasi yasaktir. Bununla birlikte, Yarisma kurullari bu tirden
cihazlarin timuyle kapali oldugu siirece oyuncunun cantasinda
bulundurmasina izin verilebilir. Bir oyuncunun hakemin izni olmaksizin bu
cihazlari iginde bulundurdugu bir ganta tasimasi yasaktir. Bu tiirden bir
cihazi oyun sahasinda Uzerinde bulundurdugu belirgin/asikar ise s6z
konusu oyuncu oyunu kaybedecektir. Rakibi kazanacaktir.

Yarisma kurallari daha hafif baska kurallar belirleyebilir. Hakem oyuncudan
Ozel bir yerde elbiselerinin, cantasinin veya diger kisisel esyalarinin kontrol
edilmesini talep edebilir. Hakem ya da hakem tarafindan yetkilendirilmis bir
kisi oyuncuyu kontrol edecek ve oyuncu ile ayni cinsiyette olacaktir. Eger bir

oyuncu bu yaptirnimlar icin isbirligi yapmayi reddederse, hakem Madde 12.9
uyarinca gerekli 6nlemleri alacaktir.

C. Sigara icmek, ancak oyun sahasinin hakem tarafindan belirlenen bélimuinde
olanakhdir.




11.4

11.5

11.6

11.7

11.8

11.9

11.10

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

It is forbidden to distract or annoy the opponent in any manner whatsoever. This
includes unreasonable claims, unreasonable offers of a draw or the introduction of
a source of noise into the playing area.

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

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

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

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

Unless the rules of the competition specify otherwise, a player may appeal against
any decision of the arbiter, even if the player has signed the scoresheet
(see Article 8.7).

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

12.1

12.2

12.3

12.4

12.5

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

The arbiter shall

a) ensure fair play.

b) act in the best interest of the competition.

C) ensure that a good playing environment is maintained.

d) ensure that the players are not disturbed.

e) supervise the progress of the competition.

f) take special measures in the interests of disabled players and those who
need medical attention.

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

The arbiter may appoint assistants to observe games, for example when several
players are short of time.

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

11.4

11.5

11.6

11.7

11.8

11.9

11.10

Oyununu bitirmis oyuncular seyirci sayilirlar.

Hangi yolla olursa olsun rakibin dikkatini dagitmak ya da rahatsiz etmek yasaktir.
Buna mantiksiz sav ve berabere tekliflerinde bulunmak ya da oyun sahasina
glrdltiye yol acacak seyler getirmek de dahildir.

11.1-11.5 Maddelerinin herhangi bir kisminin ihlali Madde 12.9'a gére
cezalandirilacaktir.

Satrang Kurallari’'na uymayi inatla reddeden oyuncu, oyun kaybi ile cezalandirilir.
Rakibinin puani hakem tarafindan belirlenir.

Her iki oyuncu da Madde 11.7"ye gbre suglu bulunursa oyun her ikisi icinde kayip
ilan edilir.

Oyuncu hakemden Satrang Kurallari’nin belirli bir noktasinin aciklanmasini isteme
hakkina sahiptir.

Yarisma Kurallari ile aksi 6ngorilmiyorsa, bir oyuncu, notasyon kagidini imzalamis
olsa bile, hakemin vermis oldugu bir karara itiraz edebilir (bakiniz Madde 8.7).

Madde 12: Hakemin rolii (bakiniz Ons6z)

12.1

12.2

12.3

12.4

12.5

Hakem, Satrang Kurallari'na sikica uyulmasini saglayacaktir.

Hakem asadidakilerin gerceklesmesini saglar:

a) oyunlarin adil sekilde oynanmasini saglar.

b) yarisma ile en iyi sekilde ilgilenir.

c) iyi bir oyun ortamini ve bunun strekliligini saglar.

d) oyuncularin rahatsiz edilmemelerini saglar.
e) yarisma sirecinin ilerleyisini yénetir.
f) engelli ve tibbi bakima ihtiyaci olan oyuncular igin gereken tedbirleri alir.

Hakem, 6zellikle oyuncular zaman sikisikligi igindeyken, oyunlari gézleyecek, verdigi
kararlar uygulayacak ve uygun davranmayan oyunculara ceza verecektir.

Hakem oyunlari gézlemek icin yardimcilar atayabilir; 6rnedin, bir kag oyuncu zaman
sikismasinda iken.

Dis kaynakli bir rahatsiz edilme oldugunda, hakem bir ya da her iki tarafa birden ek
stire verebilir.




12.6

12.7

12.8

12.9

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

If someone observes an irregularity, he may inform only the arbiter. Players in
other games are not to speak about or otherwise interfere in a game. Spectators
are not allowed to interfere in a game. The arbiter may expel offenders from the
playing venue.

Unless authorised by the arbiter, it is forbidden for anybody to use a mobile phone
or any kind of communication device in the playing venue or any contiguous area
designated by the arbiter.

Options available to the arbiter concerning penalties:

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 opponent to the maximum

available for that game

reducing the points scored in the game by the offending person

declaring the game to be lost by the offending player (the arbiter shall also
decide the opponent’s score)

g. a fine announced in advance

h. expulsion from the competition.

O]

12.6

12.7

12.8

12.9

Hakem, Satrang Kurallari’'nda belirtilen durumlar disinda oyuna midahale
etmemelidir. Oyunculardan en az birinin bayraginin dismeden, Madde 8.5'in
uygulanmasi disinda, tamamlanan hamle sayisini bildirmemelidir. Hakem oyuncuya
rakibinin hamlesini tamamladigini veya saate basmadigini bildirmekten kaginmalidir.

Eger, birisi, bir kural disiliga tanik olursa yalnizca hakemi bundan haberdar edebilir.
Baska masalardaki oyuncular, oyun(lar) hakkinda konusmamali ve mudabhil
olmamalidir. Seyircilerin oyuna karismasina izin verilmez. Hakem, kabahatli
davrananlar oyun sahasindan uzaklastirabilir.

Hakem tarafindan izin verilmedikge, hakemce tayin edilmis oyun sahasi ve ona
bitisik alanlarda hic kimse cep telefonu ya da herhangi bir iletisim araci kullanamaz.

Hakemin verebilecegi ceza secenekleri sunlardir:

a. uyari

b. rakip oyuncunun kalan sidresini arttirmak

C. kabahatli oyuncunun kalan siresini azaltmak

d. rakibin o oyundan alacagi puani tam puana kadar arttirmak

e. kabahatli oyuncunun oyundan aldigi puani azaltmak

f. oyunu kabahatli taraf icin kayip ilan etmek (rakibinin puanini da hakem
belirleyecektir)

g. Onceden duyurulmus bir para cezasini uygulamak

h. yarismadan gikarmak.




APPENDICES

Appendix A. Rapidplay

A.l

A.2
A.3

A4

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

Players do not need to record the moves.

The Competition Rules shall apply if

a.
b.

one arbiter supervises at most three games and
each game is recorded by the arbiter or his assistant and, if possible, by
electronic means.

Otherwise the following apply:

a.

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

player,

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

(2) no claim can be made regarding incorrect set-up or orientation of
the chessboard. In case of incorrect king placement, castling is not
allowed. In case of incorrect rook placement, castling with this rook is
not allowed.

An illegal move is completed once the player has pressed his clock. If the

arbiter observes this he shall declare the game lost by the player, provided

the opponent has not made his next move. If the arbiter does not
intervene, the opponent is entitled to claim a win, provided the opponent
has not made his next move.

However, the game is drawn if the position is such that the opponent

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

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

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

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

To claim a win on time, the claimant must stop the chessclock and notify

the arbiter. For the claim to be successful, the claimant must have time

remaining on his own clock after the chessclock has been stopped.

However, the game is drawn if the position is such that the opponent

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

If the arbiter observes both kings are in check, or a pawn on the rank

furthest from its starting position, he shall wait until the next move is

completed. Then, if the illegal position is still on the board, he shall declare
the game drawn.

EKLER
Ek A. Hizli satrang

A.l

A.2
A.3

A.4

‘Hizli Satrang’, oyunun tim hamlelerinin tamamlanmasi igin oyuncu basina sabit
sure ile, 60 dakikadan az, ama 10 dakikadan cok zaman dusen; ya da, tahsis
edilen sabit slireye, ilave siirenin 60 kati eklendiginde, her bir oyuncu igin 60
dakikadan az, ama 10 dakikadan cok, zaman verildigi bir oyundur.

Oyuncularin hamlelerini kaydetmeleri gerekli degildir.

Asadidaki hallerde Yarisma Kurallari uygulanir:

a.
b.

bir hakem en fazla (¢ oyunu ydnetiyorsa ve
her oyun hakem ya da yardimcisi tarafindan, ve eger mtiimkuinse,
elektronik olarak da kaydediliyorsa.

Aksi halde asagidakiler uygulanir:

a.

Baslangic pozisyonundan itibaren her iki oyuncu da onuncu hamleyi

tamamladiktan sonra,

(1) saat kurulumunda bir dedisiklik yapilamaz, yarisma takvimini
olumsuz etkileyen haller bunun istisnasidir.

(2) taslarin yanlis dizilisine ya da tahtanin yanlhs konumlandirilmasina
iliskin bir savda bulunulamaz. Sahin yanlis yerlestirildigi hallerde, roka
izin verilmez. Kalenin yanhs yerlestirildigi hallerde, o kaleyle rok
yapilamaz.

Gecersiz bir hamle, oyuncunun saatine basmasi ile tamamlanir. Bunu

gozlemleyen hakem, eger rakip oyuncu kendi sonraki hamlesini yapmamissa,

oyunu bu oyuncu(gegersiz hamleyi tamamlayan) icin kayip ilan edecektir.

Hakem mudahil olmamissa, rakip oyuncu, kendi sonraki hamlesini yapmamis

olmasi kosuluyla, kazang savinda bulunma hakkini elde eder. Bununla

birlikte, rakip oyuncunun, bu oyuncuyu gecerli herhangi bir olasi hamleler
dizisi ile mat edemeyecedi bir konum olusmussa oyun berabere olur. Eger
rakip bir savda bulunmamis ve hakem miudahil olmamissa, gecersiz hamle
kalacak ve oyun devam edecektir. Rakip kendi sonraki hamlesini yapmissa,
gecersiz bir hamle, her iki oyuncunun da -hakemin mudahalesi olmadan-
aralarinda anlastiklar haller disinda, dizeltilemez.

Zamandan kazang savini ileri stirebilmek icin, savi ileri siiren taraf satrang

saatini durdurmali ve hakemi haberdar etmelidir. Bu savin kabul edilmesi icin

satrang saati durdurulduktan sonra sav sahibinin kendi saatinde zamani
kalmis olmalidir. Bununla birlikte, rakip oyuncunun, bu oyuncuyu gecerli
herhangi bir olasi hamleler dizisi ile mat edemeyecedi bir konum olusmussa
oyun berabere olur.

Hakem, her iki sahin da tehdit altinda oldugunu ya da baslangic pozisyonun-

dan en uzak yatayda bir piyon oldugunu gorirse, sonraki hamle tamamlanin-

caya kadar bekleyecektir. Ardindan, gecersiz konum hala tahta lzerinde ise,
oyunu berabere ilan edecektir.




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

Appendix B. Blitz

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

B.2  The penalties mentioned in Articles 7 and 9 of the Competition 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 assistant and, if possible, by
electronic means.

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

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

A.5 Yarisma yonergesinde, o yarisma boyunca Madde A.3 ya da A.4’den hangisinin
uygulanacagdi belirtilmis olacaktir.

Ek B. Yildirinm

B.1 Yildirnrm’, oyunun tim hamlerinin tamamlamasi icin oyuncu basina sabit stre ile, 10
dakika ve altinda zaman disen; ya da, tahsis edilen sabit slireye, ilave slirenin 60
kati eklendiginde, her bir oyuncu icin 10 dakika ya da altinda zaman verildigi, bir
oyundur.

B.2 Yarisma Kurallari'nin 7. ve 9. Maddelerinde s6zu edilen iki dakikalik cezalar bir
dakika olarak uygulanir.

B.3 Asagdidaki hallerde Yarisma Kurallari uygulanir:
a. bir oyunu bir hakem yoénetiyorsa ve
b. her bir oyun hakem ya da yardimcisi tarafindan, ve eger miimkunse,
elektronik olarak da kaydediliyorsa.

B.4 Aksi halde, Ek A.4’deki Hizli Satrang Kurallari uygulanir.

B.5 Yarisma yodnergesinde, o yarisma boyunca Madde B.3 ya da B.4'den hangisinin
uygulanacagdi belirtilmis olacaktir.




Appendix C. Algebraic notation

FIDE recognises for its own tournaments and matches only one system of notation, the
Algebraic System, and recommends the use of this uniform chess notation also for chess
literature and periodicals. Scoresheets using a notation system other than algebraic may
not be used as evidence in cases where normally the scoresheet of a player is used for
that purpose. An arbiter who observes that a player is using a notation system other than
the algebraic should warn the player of this requirement.

Description of the Algebraic System
C.1 In this description, ‘piece’ means a piece other than a pawn.

C.2 Each piece is indicated by an abbreviation. In the English language it is the first
letter, a capital letter, of its name. Example: K=king, Q=queen, R=rook,
B=bishop, N=knight. (N is used for a knight, in order to avoid ambiguity.)

C.3 For the abbreviation of the name of the pieces, each player is free to use the
name which is commonly used in his country. Examples: F = fou (French for
bishop), L = loper (Dutch for bishop). In printed periodicals, the use of figurines
recommended.

C.4 Pawns are not indicated by their first letter, but are recognised by the absence of
such a letter. Examples: the moves are written e5, d4, a5, not pe5, Pd4, pa5.

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

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

C.7 As a consequence of the previous rules, each of the sixty-four squares is
invariably indicated by a unique combination of a letter and a number.

ﬁbxgdxﬁ]n 9i h1

Ek C. Cebrik notasyon

FIDE kendi turnuva ve karsilasmalarinda yalnizca Cebirsel Sistemi gecerli kabul eder ve
satranca iliskin tim yayinlarda bu notasyon sisteminin kullanilmasini tavsiye eder. Cebirsel
sistem disindaki sistemlerle tutulan notasyon kagitlan gecerli dedildirler ve kanit
olusturmazlar. Hakem, cebirsel sistemden baska bir notasyon sistemi kullanan oyunculari,
bu gerekliligi yerine getirmeleri icin uyarmalidir.

Cebrik Sistemin tanimi
C.1 Burada, ‘tas’ sozcligu, piyondan farkl bir figirl anlatir.

C.2 Her tas, bir kisaltma ile gosterilir; ingilizcedeki adinin ilk biiyik harfi ile. Ornek:
K=king(sah), Q=queen(vezir), R=rook(kale), B=bishop(fil), N=knight(at). (King-
Knight karisikligini 6nlemek icin atin kisaltmasi N kabul edilir.)

C.3 Taglarin adinin kisaltmasi olarak, her oyuncu kendi tlkesinde yaygin olan adin ilk
harfini kullanmakta serbesttir. Ornek: F = fou (Fransizca fil), L = loper (Hollanda
dilinde fil). Basili yayinlarda, tas isimleri yerine figirler kullanilmasi énerilir.

C.4 Piyonlar ilk harfleriyle gésterilmez, ama kendilerini gésteren bir harf olmamasi ile
ayirt edilirler. Ornekler: hamleler €5, d4, a5 olarak yazilir-pe5, Pd4, pa5 degil.

C.5 Sekiz dikey (Beyazin solundan sagina dogru ve Siyahin sagindan soluna dogru)
sirasiyla a, b, ¢, d, e, f, g, h, kiiclik harfleriyle gosterilir.

C.6 Sekiz yatay (Beyaz icin asagidan yukariya, Siyah icin yukaridan asagiya) sirasiyla
1, 2,3,4,5, 6,7, 8 rakamlarniyla numaralanir. Dolayisiyla, baslangi¢c konumunda
beyaz taslar ve piyonlar birinci ve ikinci yataylara; siyah taslar ve piyonlar sekizinci
ve yedinci yataylara dizilir.

C.7  Onceki kurallarin sonucu olarak, 64 karenin her biri, bir harf ve rakamla dedismez
olarak adreslenir.
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C.8

C.9

C.10

C.11

C.12
C.13

Each move of a piece is indicated by a) the abbreviation of the name of the piece
in question and b) the square of arrival. There is no hyphen between a) and b).
Examples: Be5, Nf3, Rd1. In the case of pawns, only the square of arrival is
indicated. Examples: e5, d4, a5.

When a piece makes a capture, an x may be inserted between a) the abbreviation
of the name of the piece in question and b) the square of arrival. Examples: Bxe5,
Nxf3, Rxd1, see also C10.

When a pawn makes a capture, the file of departure must be indicated, then an x
may be inserted, then the square of arrival. Examples: dxe5, gxf3, axb5. In the
case of an ‘en passant’ capture, ‘e.p.” may be appended to the notation. Example:
exd6 e.p.

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

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

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

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

Examples:

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

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

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

d. If a capture takes place on the square f3, the notation of the previous

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

In the case of the promotion of a pawn, the actual pawn move is indicated,

followed immediately by the abbreviation of the new piece. Examples: d8Q, exf8N,

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

Abbreviations

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

+ = check

++ or # = checkmate

e.p. = captures ‘en passant’

The last four are optional.

C.8

C.9

C.10

C.11

C.12
C.13

Her bir hamle (a) ilgili tasin isminin kisaltmasi ve (b) varis karesinin adresi ile
gosterilir. (a) ile (b) arasinda herhangi bir sekilde ayirma olmaz. Ornekler: Fe5, Af3,
Kd1. Piyonlarda, sadece varis karesi belirtilir. Ornekler: e5, d4, a5

Tas alindidinda, (a) ilgili tasin isminin kisaltmasi ile (b) varis karesi arasina garpi
isareti(x) konulabilir. Ornekler: Fxe5, Axf3, Kxd1, ayrica C10'a da bakiniz. Bir piyon,
bir tasi aldiginda, kalktigi dikey gdsterilmelidir, sonra garpi isareti, ve sonra varis
karesi. Ornekler: dxe5, gxf3, axb5. ‘gegerken alma' durumunda, varis karesi olarak
piyonun alisin ardindan yerlestigi kare gosterilir ve sonuna 'e.p.' eklenebilir. Ornek:
exd6 e.p.

Birbirinin ayni iki tas, ayni kareye gidebiliyorsa, giden tas asagidaki sekilde
gosterilir:

1. Her iki tas da ayni yataydaysa: (a) tasin isminin kisaltmasi, (b) kalktigi
dikey, (c¢) vanis karesi ile gosterilir.
2. Her iki tas da ayni dikeydeyse: (a) tasin isminin kisaltmasi, (b) kalktigi

yatay, (c) varis karesi ile gosterilir.
Taslar farkh yatay ve dikeyde iseler, (1) yol tercih edilir.

Ornekler:

a. Pki at g1 ve el karelerinde bulunuyor ve birisi f3 karesine gidiyor: hangisi
gidiyorsa, Agf3 veya Aef3 seklinde gosterilir.

b. bki at g5 ve g1 karelerinde bulunuyor ve birisi f3 karesine gidiyor: hangisi
gidiyorsa, A5f3 veya A1f3 seklinde gosterilir.

C. bki at h2 ve d4 karelerinde bulunuyor ve birisi f3 karesine gidiyor: hangisi
gidiyorsa, Ahf3 veya Adf3 seklinde gdsterilir.

d. Eger f3 karesinde tas alimi s6z konusuysa, 6nceki dérneklerdeki yazim hala

gecerlidir, ancak bir carpi isareti eklenebilir: (1) Agxf3 veya Aexf3, (2) A5xf3
veya A1xf3, (3) Ahxf3 veya Adxf3

Piyonun terfi etmesi halinde, 6nce piyonun hamlesi yazilir, bunun hemen yanina
yeni tasin ilk harfi eklenir. Ornek d8V, exf8A, blF, gikK.
Berabere teklifi (=) ile gbsterilecektir.

Kisaltmalar
0-0 h1l veya h8 karesindeki kaleyle yapilan rok (kiguk rok)

0-0-0 = al veya a8 karesindeki kaleyle yapilan rok (buyuk rok)
X = tas alimi

+ = sah tehdidi

++ veya # = mat

e.p. = gecerken alma ‘en passant

Son dort kisaltmanin kullanimi istege baglidir.




Sample game:

1.e4 e5 2. Nf3 Nf6 3. d4 exd4 4. e5 Ne4 5. Qxd4 d5 6. exd6 e.p. Nxd6 7. Bg5 Nc6
8.Qe3+ Be7 9. Nbd2 0-0 10. 0-0-0 Re8 11. Kb1 (=)

Or: 1. e4 e5 2. Nf3 Nf6 3. d4 ed4 4. e5 Ne4 5. Qd4 d5 6. ed6 Nd6 7. Bg5 Nc6 8.
Qe3 Be7 9 Nbd2 0-0 10. 0-0-0 Re8 11. Kbl (=)

Ornek Oyun:

1. e4 e5 2. Af3 Af6 3. d4 exd4 4. e5 Ae4 5. Vxd4 d5 6. exd6 e.p. Axd6 7. Fg5 Ac6
8. Ve3+ Fe7 9. Abd2 0-0 10. 0-0-0 Ke8 11. Sb1(=)

Ya da: 1. e4 e5 2. Af3 Af6 3. d4 ed4 4. e5 Ae4 5. Vd4 d5 6. ed6 Ad6 7. Fg5 Ac6 8.
Ve3 Fe7 9. Abd2 0-0 10. 0-0-0 Ke8 11. Sb1(=)




Appendix D. Rules for play with blind and visually disabled players

D.1

D.2

The organiser, after consulting the arbiter, shall have the power to adapt the
following rules according to local circumstances. In competitive chess between
sighted and visually disabled (legally blind) players either player may demand the
use of two boards, the sighted player using a normal board, the visually disabled
player 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 that fits into the securing aperture of the board,
b. all are of Staunton design, the black pieces being specially marked.

The following regulations shall govern play:

1. The moves shall be announced clearly, repeated by the opponent and
executed on his chessboard. When promoting a pawn, the player must
announce which piece is chosen. To make the announcement as clear as
possible, the use of the following 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 to Black shall 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 castling) and “Kurze
Rochade” (German for short castling).
The pieces bear the names: Koenig, Dame, Turm, Laeufer, Springer, Bauer.

Ek D. Gorme engelli oyuncular icin kurallar

D.1

D.2

Turnuva dizenleyicileri, hakeme danistiktan sonra asadidaki kurallari yerel
sartlara gore uyarlamaya yetkilidirler. Normal goéren ve gérme engelli oyuncular
(hukuken kor) arasinda yapilan karsilasmalarda, oyunculardan biri, iki ayr satrang
tahtasi kullanilmasi isteminde bulunabilir. Goren oyuncu igin normal satrang
tahtasi, gorme engelli oyuncu igin ise 6zel yapilmis tahta. Bu 6zel satrang tahtasi,
asagidaki kosullara uygun olmalidir:

a. en az 20x20 cm,

b. siyah kareleri hafif ylkseltilmis,

C bitln kareleri taslar yerlestirmek igin 6zel yuvali (delikli).
Taslar icin istenenler sunlardir:

a. timu tahtadaki yuvaya gecebilecek sekilde pimli,

b. timu Staunton tipinde ve siyah taslar 6zel isaretli olmalidir.

Oyun asadidaki kurallara gore yonetilir:

1. Hamleler acik ve net olarak duyurulur, rakip tekrar eder ve hamleler onun
tahtasinda yapilir. Piyon terfisinde, oyuncu hangi tasi sectigini bildirmelidir.
Hamlelerin mimkin oldugu kadar acik séylenmesi icin harf kullanilan
cebirsel sistem yerine, yatay ve dikeyler icin asagida yer alan isimlendirme
onerilir. Dikey siralar icin Almanca harfler kullanilmaktadir:

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

F - Felix

G - Gustav
H - Hektor

Hakem aksi yonde karar vermedikce Beyazdan Siyaha yatay siralar igin
Almanca numaralar kullanilir:

1 - eins

2 - zwei

3 - drei

4 - vier

5 - fuenf

6 - sechs
7 — sieben
8 - acht

Blylik Rok “Lange Rochade” seklinde (Almanca), Kligik Rok “Kurze
Rochade” seklinde (Almanca) ilan edilir.

Taslar su sekilde adlandirilir: Koenig (Sah), Dame (Vezir), Turm (Kale),
Laeufer (Fil), Springer (At), Bauer (Piyon)




On the visually disabled player's board a piece shall be considered
‘touched’ when it has been taken out of the securing aperture.

A move shall be considered ‘made’ when:

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

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

C. the move has been announced.

Only then shall the opponent's clock be started.

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

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

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

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

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

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

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

If during a game different positions should arise on the two boards, they
must be corrected with the assistance of the arbiter and by consulting both
players' game scores. If the two game scores correspond with each other,
the player who has written the correct move but made the wrong one must
adjust his position to correspond with the move on the game scores. When
the game scores are found to differ, the moves shall be retraced to the
point where the two scores agree, and the arbiter shall readjust the clocks
accordingly.

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

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

b. announcing the moves of both players

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

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

number of moves completed and the time used up by both players

Gorme engelli oyuncunun tahtasinda eder tas yuvasindan gikarildi ise o tasa
‘dokunulmus’ sayilr.

Su hallerde hamle ‘yapilmis’ olarak degerlendirilir:

a. tas alirken, alinan tas hamlede olan oyuncunun tahtasindan disari
cikarildi ise

b. tas baska bir yuvaya yerlestirildi ise

C. hamle ilan edildi ise, hamle yapilmis sayilir.

Ancak bundan sonra rakibin saati galistirlir.

Madde 2 ve 3 s6z konusu oldugunda, géren oyuncu icin normal kurallar
gecerlidir.

Gorme engelliler icin 6zel yapilmis olan saat kullanilmasina izin verilmelidir.

Bu saat su 6zellikleri tasiyacaktir:

a. saat kadraninin yelkovanlar kuvvetlendirilmis (takviyeli) olup, 5
dakika araliklarda bir ve 15 dakika araliklarda iki hissedilir kabartili
nokta ile isaretlenmis olmali, ve

b. kolayca hissedilebilecek bir bayrak diizeni. Bayrak, oyuncunun
yelkovani her saatin son bes dakikasinda rahatca hissedilebilecegi bir
sekilde yerlestirilmis olacaktir.

C. bir segcenek de, hamle sayisini gérme engelli oyuncuya sesli olarak
duyuran bir dizenek olmasidir.

Gorme engelli oyuncu, hamleleri Braille Sistemi ile veya normal yazi ile
yazmali veya teyp kayit cihazina kaydetmelidir.

Hamle ilaninda dil siirgmesinden kaynaklanan hata, hemen ve rakibin saati
calistinlmadan 6nce dizeltilmelidir.

Eder oyun sirasinda her iki tahta izerinde birbirinden farkl iki ayr konum
ortaya cikarsa, hakemin yardimiyl ve her iki oyuncunun yazdiklarina
basvurarak durum dizeltilmelidir. Eger her iki hamle kagidi da ayni ise,
dogru yazmis fakat yanlis hamle oynamis olan oyuncu, konumunu hamle
kagidina gore duzeltmelidir. EGer her iki hamle kadidi da farkli cikarsa, tim
hamleler bastan takip edilerek her iki hamle kagidinin ayni oldugu son
hamleye kadar gelinecek ve hakem saatleri buna gore ayarlayacaktir.

Gorme engelli oyuncu, asadgidaki gérevlerden bazilarini veya hepsini yerine
getirecek bir yardimcidan yararlanma hakkina sahiptir:

a. her iki oyuncunun da hamlelerini rakibin tahtasinda yapmak

b. her iki oyuncunun da hamlelerini bildirmek

C. gbrme 6zirlG oyuncunun hamlelerini yazmak ve rakibin saatini
calistirmak (Madde 3.c'yi dikkate alarak).

d. sadece gérme 06zlrld oyuncunun istedi lizerine, oynanan hamle sayisi

ve sireler hakkinda bilgi vermek




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

f. carrying out the necessary formalities in cases where the game is
adjourned.

10. If the visually disabled player does not make use of an assistant, the
sighted player may make use of one who shall carry out the duties
mentioned in points 9.a and 9.b.

10.

e. bayrak distligiinde savda bulunmak ve normal géren oyuncu
herhangi bir tasa dokundu ise bu konuda hakemi bilgilendirmek

f. oyunun ertelenmesi halinde gerekli islemleri yapmak.
Eger gorme engelli oyuncunun yardimcisi yoksa, o zaman normal goren

oyuncu 9.a ve 9.b'de belirtilen gérevleri yerine getirecek bir yardimci igin
basvuruda bulunabilir.




Appendix E. Adjourned games

E.1.

E.2.

E.3.

E.4.

E.5.

E.6.

E.7.

E.8.

a. If a game is not finished at the end of the time prescribed for play, the
arbiter shall require the player having the move to ‘seal’ that move. The
player must write his move in unambiguous notation on his scoresheet, put
his scoresheet and that of his opponent in an envelope, seal the envelope
and only then stop the chessclock. Until he has stopped the chessclock the
player retains the right to change his sealed move. If, after being told by
the arbiter to seal his move, the player makes a move on the chessboard
he must write that same move on his scoresheet as his sealed move.

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

The following shall be indicated upon the envelope:

the names of the players,

the position immediately before the sealed move,
the time used by each player,

the name of the player who has sealed the move,
the number of the sealed move,

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

the date, time and venue of resumption of play.

QOO0 Tw

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

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

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

If prior to the resumption the game is agreed drawn, or if one of the players
notifies the arbiter that he resigns, the game is concluded.

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

Except in the cases mentioned in Articles 5, 6.9, 9.6 and 9.7, the game is lost by

a player whose recording of his sealed move:

a. is ambiguous, or

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

C. is illegal.

Ek E. Ertelenmis oyunlar

Sadkc

E.2.

E.3.

E.4.

E.5.

E.6.

E.7.

a. Bir oyun o oturum 6nceden belirlenen slirede bitmemisse, hakem, hamlede
olan oyuncudan ‘gizli hamle’ yapmasini isteyecektir. Oyuncu hamlesini acgikca
anlasilir sekilde notasyon kadidina yazacak, kendisinin ve rakibinin kagitlarini
zarfa koyacak, zarfi kapatacak ve bundan sonra rakibininkini galistirmadan
satrang saatini durduracaktir. Satranc saatini durdurana dek oyuncunun gizli
hamleyi degistirme hakki vardir. Hakemin gizli hamle yapilmasini séyleme-
sinden sonra, oyuncu hamlesini tahta Gzerinde yaparsa bu hamleyi kagidina
gizli hamle olarak yazmalidir.

b. Hamlede olan oyuncu, oyunu, oturum henliz sona ermemisken ertelerse
(ajurne ederse), bu, oturumun bitim zamaninda yapilmis kabul edilir ve kalan
zamani buna gore kaydedilir.

Zarfin Gzerinde asadidakiler yazilacaktir:

oyuncularin adlari,

gizli hamle 6ncesi son konum,

her iki oyuncunun da kullandigi sireler,

gizli hamleyi yapan oyuncunun adi,

gizli hamlenin kacinci hamle oldugu,

eder ajurneden 6nce yapilmissa, beraberlik teklifi,
oyunun devam edecedi glin, saat ve yer.

empanoo

Hakem zarfin Gzerindeki bilgilerin dogrulugunu kontrol edecektir ve zarfin
korunmasindan sorumludur.

Eder ajurne yapildiktan sonra bir oyuncu beraberlik teklif ederse, bu teklif Madde
9. 1’'e gore rakip oyuncu kabul veya reddedene dek gecerlidir.

Oyun devam edecegdi zaman, gizli hamle 6ncesi son konum tahtaya dizilecek ve
ajurne edildigi andaki sirelere gore saatler ayarlanacaktir.

Oyunun devamindan dnce beraberlikte anlasilmissa veya bir taraf hakeme terk
ettigini bildirirse oyun sonuglanmis olur.

Zarf, ancak gizli hamleye cevap verecek oyuncu mevcutsa acilacaktir.

Madde 5, 6.9 ve 9. 6 ve 9.7, haricinde eder gizli hamle:

belirsizse, ya da

b. kaydedildigi sekliyle, ilgili konumu elde etmek mimkiin olmuyorsa, ya da
C. gegersizse,

gizli hamleyi yapan oyuncu, oyunu kaybeder.




E.9.

E.10.

E.11.

E.12.

E.13.

E.14.

If, at the agreed resumption time:

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

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

(o8 the player who sealed the move is not present, his opponent has the right
to record his reply on the scoresheet, seal his scoresheet in a fresh
envelope, stop his clock and start the absent player’s clock instead of
making his reply in the normal manner; if so, the envelope shall be handed
to the arbiter for safekeeping and opened on the absent player’s arrival.

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

If the rules of a competition specify that the default time is not zero, the following

shall apply: If neither player is present initially, the player who has to reply to the

sealed move shall lose all the time that elapses until he arrives, unless the rules of
the competition specify or the arbiter decides otherwise.

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

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

If, upon resumption of the game, either player points out before making his first
move that the time used has been incorrectly indicated on either clock, the error
must be corrected. If the error is not then established the game shall continue
without correction unless the arbiter decides otherwise.

The duration of each resumption session shall be controlled by the arbiter’s

timepiece. The starting time shall be announced in advance.

E.10.

E.11.

E.12.

E.13.

E.14.

Oyunun devami icin anlasilmis saatte:
gizli hamleye cevap verecek oyuncu mevcutsa zarf acilir, gizli hamle tahta
Uzerinde yapilir ve saati galistirihir.

gizli hamleye cevap verecek oyuncu yoksa, yine onun saati calistirilir. Bu
oyuncu geldiginde masaya oturmadan saati durdurup hakemi gadirabilir, zarf
o zaman acllir, gizli hamle tahta Gzerinde yapilir ve tekrar saat calistirilir.

gizli hamleyi yapan oyuncu yoksa, rakip oyuncu cevap hamlesini tahta
Gzerinde yapmadan notasyon kagidina gizli olarak yazip yeni bir zarfa koyma
hakkina sahiptir, normal sekilde kendi saatini durdurup gelmeyen rakibinin
saatini calistiracak ve rakip oyuncu geldiginde agilmak Utzere zarfi

glivenceye alacak olan hakeme teslim edecektir.

Satrang tahtasina, hiikmen yenik sayilma siresi‘'nden sonra gelen bir oyuncu
oyuncu, hakem aksi yénde karar vermedikce oyunu kaybeder. Bununla birlikte
zarftaki gizli hamle oyunu sona erdiriyorsa, olusan sonucg gecerlidir.

Eder yarisma kurallari, sifirdan farkli bir hikmen yenik sayilma siiresi 6ngérmus ve
oyuncularin higbiri baslangicta hazir bulunmuyorlarsa, Beyaz(ile oynayan oyuncu)
gelmis oldugu zamana kadar gecen siireyi, -yarisma kurallari ile aksi 6ngorilmuyor
ya da hakem bu yoénde bir karar vermiyorsa- kaybeder.

a. Eger gizli hamlenin bulundugu zarf kayipsa, oyun ajurne konumundan
devam edecek, saatler ajurne zamanina goére ayarlanacaktir. Oyuncularin
kullanmis olduklari stireler belli dedilse, saatler hakem tarafindan
ayarlanacaktir. Gizli hamleyi yapmis olan oyuncu, yapmis oldugunu bildirdigi
hamleyi tahta Gzerinde yapacaktir

b. Eder ajurne konumunu dizmek mimkuin dedilse, oyun iptal edilir ve yenisi
oynanir.

Oyunun devaminda, oyunculardan birisi ilk hamlesini yapmadan 6nce saatlerdeki
strelerin yanlis ayarlanmis olduguna isaret ederse, hata dizeltilmelidir. Hakem aksi
yonde karar vermedikce, sonradan diizeltme yapilmaz ve oyun devam ettirilir.

Her devam oturumunun slresi hakemin saatiyle kontrol edilecektir. Ajurnelerin
baslangig saati 6nceden ilan edilecektir.




Appendix F. Chess960 Rules

F.1

F.2

F.3

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

Starting-position requirements

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

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

The starting position can be generated before the game either by a computer
program or using dice, coin, cards, etc.

Chess960 castling rules

a. Chess960 allows each player to castle once per game, a move by
potentially both the king and rook in a single move. However, a few
interpretations of standard chess rules are needed for castling, because the
standard rules presume initial locations of the rook and king that are often
not applicable in Chess960.

b. How to castle

In Chess960, depending on the pre-castling position of the castling king

and rook, the castling manoeuvre is performed by one of these four

methods:

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

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

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

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

Recommendations

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

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

Ek F. Satran¢960 Kurallari

F.1

F.2

F.3

Satrang960, baslangi¢ pozisyonunun kimi kurallar araciligi ile rastlantisal olarak
dizildigi bir oyundur. Bunun ardindan, oyun, geleneksel satrancla ayni bicimde
oynanir. Ayrintilandirlirsa, taslar ve piyonlar bilindigi gibi hareket eder, ve her iki
oyuncunun da amaci, rakiplerinin sahini mat etmektir.

Baslangi¢c konumuna iliskin kurallar

Satrang960'1n baslangic konumunu dizerken bazi kosullarin yerine getirilmesi
gerekir. Beyaz piyonlar, geleneksel satranctaki gibi ikinci yataya dizilirler. Geri kalan
tim beyaz taslar ise, asagida yer alan sinirlamalar harig, birinci yataya gelisiglzel
olarak dizilirler:

a. sah iki kale arasinda bir yere konur, ve
b. filler aksi renkli karelere yerlestirilir, ve
C. siyah taslar beyazlarin tam karsisina ayni sekilde konur.

Baslangi¢ konumu, bir bilgisayar yazilimi ile, zar ya da para atilarak, kart cekilerek
ya da benzeri bir yol kullanilarak oyundan énce elde edilir.

Satranc960 rok kurallari

a. Bir Satranc960 oyununda her oyuncu, bir kez, sah ve kalenin ortak hamlesi
olarak rok yapabilir. Bununla birlikte, satranc960’da sah ve kalenin baslangig
konumlari siklikla geleneksel satrancgtan farkli oldugundan, bir kag uyarlama
yapmaya ihtiyac duyulur.

b. Rokun yapilmasi

Satrang960’da sah ve kalenin rok dncesi konumlarina baglh olarak, rok

hamlesi asagidaki dért yontemden biri kullanilarak gergeklestirilir:

1. cift hamle roku: Bir hamlede sah ve kalenin hareket ettirilmesidir,
ya da

2 yerdedistirme roku: sah ve bir kalenin yerlerinin degistirilmesidir,
ya da

3. sah roku: Yalnizca sahin hareket etmesiyle yapilir, ya da

4 kale roku: Yalnizca kalenin hareket etmesiyle yapilir.

Tavsiyeler

1. Rok yapilirken sahin 6nce gidecegi karenin yanindaki tahta disindaki yere
konmasi, kalenin baslangi¢ pozisyonundan son konumuna hareket ettirilmesi
ve bunun ardindan sahin nihai karesine yerlestirilmesi tavsiye edilir (hamle
icra edilirken).

2. Roktan sonra, sah ve kalenin nihai konumu, geleneksel satrangtaki
konumlariyla timayle ayni olmahdir.




Clarification

Thus, after c-side castling (notated as 0-0-0 and known as queen-side castling in
orthodox chess), the king is on the c-square (c1 for white and c8 for black) and
the rook is on the d-square (d1 for white and d8 for black). After g-side castling
(notated as 0-0 and known as king-side castling in orthodox chess), the king is on
the g-square (g1 for white and g8 for black) and the rook is on the f-square (f1
for white and f8 for black).

Notes

1. To avoid any misunderstanding, it may be useful to state "I am about to
castle" before castling.

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

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

4 All the squares between the king's initial and final squares (including the

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

5. In some starting positions, some squares can stay filled during castling that
would have to be vacant in standard chess. For example, after c-side
castling 0-0-0, it is possible to have a, b, and/or e still filled, and after g-
side castling (0-0), it is possible to have e and/or h filled.

Aciklama

Boylece, c-kanadi roktan (geleneksel satrangta Blylk Rok olarak bilinen ve 0-0
simgesiyle gosterilen)sonra sah, c-karesinde(Beyaz icgin c1, siyah icin c8) ve kale
d-karesinde (beyaz icin d1, siyah icin d8) olacaktir. G-kanadi roktan(geleneksel
satrangta Kiglk Rok olarak bilinen ve 0-0 simgesiyle gbsterilen) sonra sah,
g-karesinde (Beyaz igin g1, siyah icin g8) ve kale f-karesinde (beyaz igin f1, siyah
igin f8) olacaktir.

Notlar
1.

2
3.
4
5

Yanlis anlamalarin 6niine gegmek igin roktan énce ‘rok yapiyorum’
bildiriminde bulunmak yararh olabilir.

Bazi baslangi¢c konumlarinda, sah ya da kale(fakat ikisi birden degil) rok
sirasinda hareket etmez.

Bazi baslangic konumlarinda, rok ilk hamle olacak kadar erken
gergeklesebilir.

Sahin ve kalenin, baslangig ve bitis kareleri arasindaki tim kareler(nihai
kareler de dahil) bos olmalidir-sah ve rok yapilan kale haric.

Bazi baslangic konumlarinda, geleneksel satrangta bos olmasi gereken
kareler dolu olarak kalabilir. Ornegin, c-kanadi roktan sonra(0-0-0) a, b
ve/veya e kareleri dolu; g-kanadi roktan(0-0) sonra da e ve/veya h dolu
kalabilir.




Appendix G. Quickplay Finishes

G.1

G.2

G.3.

G4

G.5

A ‘quickplay finish’ is the phase of a game when all the remaining moves must be
completed in a finite time.

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

This Appendix shall only apply to standard play and rapidplay games without
increment and not to blitz games.

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

If Article G.4 does not apply and the player having the move has less than two
minutes left on his clock, he may claim a draw before his flag falls. He shall
summon the arbiter and may stop the chessclock (see Article 6.12 b). He may
claim on the basis that his opponent cannot win by normal means, and/or that his
opponent has been making no effort to win by normal means

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

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

C. If the arbiter has rejected the claim, the opponent shall be awarded two
extra minutes.

Ek G. Hizlioyun Bitisleri

G.1

G.2

G.3.

G.4

G.5

*Hizlioyun Bitisi’, tim ya da kalan hamlelerin sinirli bir zamanda tamamlanmasini
gerektiren, oyunun bir asamasidir.

Yarismanin baslamasindan 6nce bu Ek’in uygulanip uygulanmayacagi
duyurulmalidir.

Bu ek, sadece ilave slre verilmeyen(eklemeli ya da ertelemeli) standart ve hizli
satrang oyunlarina uygulanir, yildinm oyunlarina uygulanmaz.

Hamlede olan oyuncunun saatinde iki dakikadan az zamani kalmisken, bu oyuncu,
her iki oyuncu icin de gegerli olacak bes saniyelik ek sire(hamlebasina eklemeli ya
da ertelemeli olarak) isteyebilir (mimklnse). Saatler s6zu edilen ek slireyi verecek
sekilde ayarlanir; rakip oyuncu ilave iki dakika ile édullendirilir ve oyun devam eder.

Sayet Madde G.4 uygulanmiyor ve hamlede olan oyuncunun saatinde iki dakikadan
az zamani kalmissa, bayragi dismeden 6nce berabere savinda bulunabilir. Hakemi
cagiracak ve saati durdurabilecektir. (bkz. Madde 6.12.b) Oyuncu, oyunun normal
yollarla kazanilamayacadi ya da rakibinin normal yollarla oyunu kazanmak icin caba
harcamadigi temelinde bir sav 6ne slrebilir.

a. Eder hakem rakibin oyunu normal yollarla kazanmak igin caba
gostermedigini veya oyunun normal yollarla kazanilamayacagini onaylarsa,
berabere ilan edecektir. Yoksa kararini erteleyecek veya savi reddedecektir.

b. Eder hakem kararini ertelemisse, rakibe iki dakika zaman ekleyebilir ve oyun
olanakli ise bir hakem gézetiminde devam edecektir. Hakem oyunun nihai
sonucunu daha sonra ya da bayraklardan biri diistlikten sonra olabildigince
cabuk ilan edecektir. Hakem, oyunun normal yollardan kazanilmayacadina
veya rakibinin kazanmak igin yeterli caba gostermedigine karar verirse
berabere ilan edecektir.

C. Eder hakem savi reddetmisse, rakibe iki dakika slre ekleyecektir.




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

a.

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

clock and before his flag 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 win by normal
means.

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

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

The claim shall be referred to the designated arbiter.

G.6  Yarisma bir hakem tarafindan yonetilmiyorsa asagidakiler uygulanir:

a.

Saatinde iki dakikadan az bir zamani kalan bir oyuncu, bayragi dismeden

once berabere savi ileri stirebilir. Bu, oyunu sonlandirir.

Oyuncunun savi su temellere dayanabilir:

(1) rakibin normal yollarla kazanamayacadi, ve/veya

(2) rakip oyuncunun oyunu normal yollarla kazanmak icin gayret
gostermedigi.

(1)'da oyuncu son konumu yazmali ve rakibi de dogrulamalidir.

(2)'de ise oyuncu son konumu yazmali ve son konuma dek tutulmus ve oyun
kesilmeden 6nce tamamlanmis olan notasyon kagidini teslim etmelidir. Rakip
hem son konumu, hem de notasyon kagidini dogrulamalidir.

Sav, gdrevlendirilen bir hakeme iletilecektir.




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

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

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

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

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

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

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

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

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

blitz: B. A game where each player’s thinking time is 10 minutes or 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 square occupied by an
opponent’s piece, the latter is removed from the board. See also 3.7d. In notation x.
castling: 3.8b. A move of the king towards a rook. See the article. In notation 0-0
kingside castling, 0-0-0 queenside castling.

cellphone: See mobile phone.

check: 3.9. Where a king is attacked by one or more of the opponent’s pieces. In notation
+.

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

chessboard: 1.1. The 8x8 grid as in 2.1.

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

chess set: The 32 pieces on the chessboard.

Chess960: A variant of chess where the back-row pieces are set up in one of the 960
distinguishable possible positions

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

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

FIDE Satranc Kurallari'nda gecen terimler sozliigii
Terimlerin arkasindan gelen numara, terimin Kurallar'da ilk ortaya c¢iktigi maddeyi gosterir.

adjourn(ertelenmis oyun): 8.1. Bir oturumda tamamlanmayip, gecici olarak ara verilen ve
sonraki bir zamanda devam eden oyunlar igin kullanilir.

algeabric notation(cebrik notasyon): 8.1. Sekize sekizlik bir tahtada a‘dan h’ye kadar
olan harfleri ve bir'den sekiz’e kadar olan sayilari kullanarak gergeklestirilen hamle yazimi.
analyse(analiz): 11.3. Bir ya da fazla oyuncunun bir tahta Gzerinde hamleler yaparak en
iyi devam yolunu bulmaya calismalari.

appeal(itiraz): 11.10. Normal olarak bir oyuncunun, hakemin ya da organizatériin vermis
oldugu karara itiraz hakki vardir.

arbiter(hakem): Onsé6z. Bir yarismanin kurallara uygun olarak gergeklestirilmesinden
sorumlu kisi(ler).

arbiter’s discretion(hakemin takdiri): Kurallar'in 39 yerinde hakemin degerlendirmesini
kullanmasi gerektigine deginilmistir.

assistant(yardimai): 8.1. Bir yarismanin akisini gesitli yollarla kolaylastiran kisi.
attack(tehdit): Oyuncunun tasi, bir karedeki rakip tasi alabiliyorsa; o tasin, o rakip tasi
tehdit altinda tuttugu soylenir.

black(siyah): 2.1. 1. Renkleri koyu olan 16 tasa ve 32 kareye siyah denir. Ya da 2. Blyuk
harfle basladiginda siyah taslarla oynayan oyuncuyu gésterir.

blitz(yildinm): B. Oyuncu basina verilen distinme siresinin on dakika ve altinda oldugu
oyun tard.

board(tahta): 2.4. Satrang Tahtasi'nin kisa sodylenisi.

Bronstein mode: 6.3b. Bakiniz delay.

capture(tas alma): 3.1. Bir tasin rakip bir tasin bulundugu kareye giderek o rakip tasi
tahta disina gikarmasi. Ayrica 3.7.d’ye bakiniz. Hamle yaziminda: x.

castling(rok): 3.8.b. Sahin kalelerinden birine dogru yapmis oldugu hareket. Yazimda 0-0
kigluk rok(sah tarafina), 0-0-0 buyuk rok(vezir tarafina).

cellphone: Cep telefonu.

check(sah ¢ekilmesi): 3.9. Sahin bir ya da fazla rakip tasin tehdidi altinda olmasi. Yazimda
+ ile gosterilir.

checkmate(mat): 1.2. Tehdit altindaki sahin bu durumdan kurtarilamamasi. Yazimda ++
ya da # ile gosterilir.

chessboard(satrang tahtasi): 1.1. Madde 2.1'de tarif edilen sekiz garpi sekiz kareden
olusan alan.

chessclock(satrang saati): 6.1. Birbiriyle iliskilendirilmis gift gostergeli saat.

chess set(satrang taslari): Satrang tahtasindaki otuziki tas.

Chess960(satranc960): Son siradaki taslarin farkli 960 sekilde yerlestirilebildigi bir
satranc turd.

claim(sav/talep): 6.8. Oyuncunun kimi farkli kosullarda hakeme bir sav sunmasinin, bir
talepde bulunmasinin 6nid aciktir.

clock(saat): 6.1 Cift zaman gdstergesinden birisi.

completed move(tamamlanmis hamle): 6.2a. Oyuncunun hamlesini yapmasi ve ardindan
saatine basmasi.

contiguous area(komsu alan): 12.8. Oyun sahasina bitisik ancak tam anlamiyla onun
parcasl olmayan bdélge. Ornegin, seyirciler igin diizenlenmis alanlar.




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

dead position: 5.2b. Where neither player can mate the opponent’s king with any series
of legal moves.

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

delay (Bronstein) mode: 6.3b. Both players receive an allotted ‘main thinking time’.
Eachplayer also receives a ‘fixed extra time’ with every move. The countdown of the main
thinking time only commences after the fixed extra time has expired. Provided the player
presses his clock before the expiration of the fixed extra time, the main thinking time does
not change, irrespective of the proportion of the fixed extra time used.

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

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

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

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

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

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

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

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

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

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

Fischer mode: See cumulative mode.

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

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

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

handicap: See disability.

I adjust: See j'adoube.

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

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

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

j'adoube: 4.2. Giving notice that the player wishes to adjust a piece, but does not
necessarily intend to move it.

kingside: 3.8a. The vertical half of the board on which the king stands at the start of the
game.

legal move: See Article 3.10a.

cumulative (Fischer) mode (eklemeli sistem): 6.3b. Oyuncunun hamlesini yaptiktan
sonra, ilave zaman almasi(gogunlukla otuz saniye).

default time(hikmen kayip slresi): 6.7. Oyuncunun hitkmen kaybetmeden gec kalabildigi
belirli sire.

delay (Bronstein) mode(ertelemeli sistem): 6.3b. Her iki oyuncuya bir “ana distinme
stresi” verilir. Bunun yani sira her oyuncu hamle yaptikga bir “sabit ek sire” alir. Ana
stireden geri sayim, ancak sabit ek sire bittiginde, baslar. Oyuncunun sabit ek stire
bitmeden saatine basmasi durumunda ana slire degismez, sabit ek siirenin ne kadarinin
kullanilmis oldugu 6nemli degildir.

demonstration board(gosterim tahtasi): 6.13. Oynanan oyunlarin gosterildigi diisey
tahta.

diagonal(capraz): 2.4. Tahtanin bir kenarindan ona bitisik diger kenara uzanan ayni renkli
karelerden olusan diz hat.

disability(engellilik): 6.2e. Kisiyi satranc aktivitelerinin bazilarini yliritmekten kismen ya
da timuyle alikoyan fiziksel ya da zihinsel kisithlik hali.

draw(berabere): 5.2. Hicbir taraf kazanamadiginda oyunun sonuglanma sekili.

draw offer(berabere teklifi): 9.1.b. Oyuncunun rakibine berabere teklifi sunabilme hali.
Notasyon kadidinda (=) simgesiyle gosterilir.

en passant(gecerken alma): 3.7.d. Aciklama igin ilgili maddeye bakiniz. Yazimda: e.p.
exchange(degis tokus/takas): 1. 3.7.e. Piyonun terfi yoluyla baska bir tas haline gelmesi.
Ya da 2. Oyuncunun rakip bir tasi alirken ayni dederde olan kendi tasini kaybetmesi. 3. Bir
oyuncu kalesini kaybederken digerinin fil ya da at kaybetmesi(kalite kaybi/kazanci/fedasi
tabirleri de siklikla kullanihr).

explanation(agiklama): 11.9. Oyuncuya bir Kural’in agiklamasini isteme hakki taninmistir.
fair play(adil oyun): 12.2.a. Hakemce Kurallara timiyle uyulmasinin saglandigi adil oyun
ortami.

file(dikey): 2.4. Satrang tahtasindaki sekiz karelik diisey hatlardan biri.

Fischer mode: Bakiniz cumulative mode.

flag(bayrak): 6.1. Bir zaman peryodunun sona erdigini gosteren dlizenek.
flag-fall(bayrak diismesi): 6.1. Oyuncuya taninan disinme stliresinin tikenmesi.
forfeit(hak kaybi/htikmen): 4.8. 1. Bir savda bulunma ya da hamle yapma hakkini
yitirme. Ya da 2. Kurallari ihlal nedeniyle oyunu kaybetme.

handicap: Bakiniz disability.

I adjust: Bakiniz J’adoube.

illegal(gecersiz/kuraldisi): 3.10.a. Satrang Kurallari’'na gére yapilmasi ya da varolmasi
olanaksiz konum ya da hamle.

impairment: Bakiniz disability.

increment(ek sire): 6.1. Oyunculara her hamle basina énceden verilen zaman miktari(2
saniyeden 60 saniyeye kadar). Eklemeli ya da ertelemeli olarak verilebilir.
intervene(karisma/mudahil olma): 12.7. Birisinin yasanmakta olan bir sliirece etkide
bulunmasi.

j'adoube(dlizeltiyorum): 4.2. Oyuncunun oynama niyeti olmaksizin bir tasi diizeltme
istegini dile getirmesi.

kingside(sah kanadi): 3.8.a. Oyunun baslangicinda sahin bulundugu yar yatay.

legal move(gecerli hamle): Bakiniz Madde 3.10.a.

made(yapilmis/oynanmis hamle): 1.1. Bir tasin yeni karesine gotlrillp elden birakiimasi




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

mate: Abbreviation of checkmate.

minor piece. Bishop or knight.

mobile phone: 11.3b. Cellphone.

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

move: 1.1. 1. 40 moves in 90 minutes, refers to 40 moves by each player. Or 2. having
the move refers to the player’s right to play next. Or 3. White’s best move refers to the
single move by White.

move-counter: 6.10b. A device on a chessclock which may be used to record 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; or, having a position such
that there is a realistic chance of winning the game other than just flag-fall.

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

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

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

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

playing venue: 11.2. The only place to which the players have access during play.
points: 10. Normally a player scores 1 point for a win, 2 point for a draw, 0 for a loss. An
alternative is 3 for a win, 1 for a draw, 0 for a loss.

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

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

queen: As in queen a pawn, meaning to promote a pawn to a queen.

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

quickplay finish: G. The last part of a game where a player must complete an unlimited
number of moves in a finite time.

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

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

repetition: 5.2.d. 1. A player may claim a draw if the same position occurs three times. 2.
A game is drawn if the same position occurs five times.

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

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

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

ve/veya bu karede bulunan rakip tasin tahtadan gikariimasi ile hamle ‘yapilmis’ olur.
Mate(mat): Sah-matin(checkmate) kisaltmasi.

minor piece(hafif tas): Fil ya da at.

mobile phone: 11.3.b. Bakiniz cellphone.

monitor(ekran): 6.13. Tahtadaki konumu gdsteren elektronik cihaz.

move(hamle): 1.1. 1. 90 dakikada 40 hamle séyleyisi, her iki oyuncunun 40 hamle
yapmasi gerektigi anlamina gelir. Ya da 2. hamlede olmak, hamle yapma hakki ve sirasinin
o oyuncuda olduguna isaret eder. Ya da 3. Beyazin en iyi hamlesi, beyaz taslarla oynayan
oyuncunun baska anlamli bir hamlesinin bulunmadigini gosterir.

move-counter(hamle sayaci): 6.10.b. Oyuncularin satrang saatine kag kez basmis
olduklarini kaydeden diizenek.

normal means(normal olarak): G.5. Olumlu bir tutumla kazang igin caba harcamak; ya
da, rakibin bayraginin dismesini ummanin 6tesinde, tahta lizerinde kazanma sansi iceren
anlaml bir konuma sahip olmak.

organiser(dizenleyici): 8.3. Bir yarismanin genel formatindan, yarisma alani, tarihler,
oduller, davetler ve benzeri konulardan sorumlu kisi.

over-the-board(tahta Gzerindeki): Giris. Bu kurallar yalnizca tahta lizerinde oynanan
satranc oyunlari icin dizenlenmistir; internet, yazismali ve benzeri alt tirler kapsam
digidir.

penalties(cezalar): 12.3. Hakem Madde 12.9'da listelenmis cezalari agirligi artan bir
bicimde uygulayabilir.

piece(tas): 2. 1. Tahtadaki otuziki figlirden biri. Ya da 2. Vezir, kale, at ve filin ortak adi.
playing area(oyun sahasi): 11.2. Bir yarismanin oyunlarinin oynandigi yer.

playing venue(oyun salonu/bdlgesi): 11.2. Oyun sirasinda sadece oyuncularin
girebildikleri alan.

points(puanlar): 10. Normalde bir oyuncu kazang igin bir, berabere icin yarim, kayip igin
sifir puan alir. Bir secenek de kazanca 3, berabereye 1, kayiba 0’dir.

press the clock(saate basmak): 6.2.a Oyuncunun bir buton ya da kola basarak kendi
saatini durdurup rakibinin saatini galistirmasi eylemi.

promotion(terfi): 3.7.e. Sonuncu yataya ulasan bir piyonun kendisiyle ayni renkte vezir,
kale, fil veya at ile degistirilmesi.

queen(vezir): Piyonun vezir olmasi dendiginde o piyonun vezire terfi ettirildigi anlasilir.
queenside(vezir kanadi): 3.8.a. Oyunun baslangicinda vezirin bulundugu yar yatay.
quickplay finish(hizlioyun bitisi): G. Oyuncunun sinirsiz sayida hamleyi sinirl bir
zamanda yapmak durumunda oldugu oyunun(oyun tirinin) son asamasi.

rank(yatay): 2.4. Satrang tahtasindaki sekiz karelik ufki hatlardan biri.

rapidplay(hizli satrang): A. Oyuncu basina verilen disinme siliresinin on dakikadan cok,
altmis dakikadan az oldugu oyun.

repetition(tekrar): 5.2.d. 1. Bir oyuncu lc¢ kez ayni konum olustugunda berabere savinda
bulunabilir. 2. Ayni pozisyon bes kez olusursa oyun beraberedir.

resigns(terk): 5.1.b. Oyuncunun mat oluncaya kadar oynamak yerine oyunu birakmasi.
rest rooms(tuvaletler): 11.2. Tuvaletler, ayni zamanda Diinya Sampiyonasi’‘nda
oyuncularin dinlenmesi igin diizenlenmis odalar.

result(sonug): 8.7. Genellikle sonuglar 1-0, 0-1, >-2 bicimindedir. Bazi istisnai kosullarda
her iki oyuncu da kaybedebilir(Madde 11.8), ya da biri %2 iken digeri 0’dir. Oynanmamis
oyunlar +/-(Beyaz hikmen kazanmis), -/+ (Siyah hikmen kazanmis) ya da -/- (iki oyuncu
da hiikmen kaybetmis) biciminde gdsterilir.




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

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

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

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

spectators: 11.4. People other than arbiters or players viewing the games. This includes
players

after their games have been concluded.

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

supervise: 12.2e. Inspect or control.

time control: 1. The regulation about the time the player is allotted. For example, 40
moves in 90 minutes, all the moves in 30 minutes, plus 30 seconds cumulatively from
move 1. Or 2. A player is said ‘to have reached the time control’, 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 complete a number of
moves or all the moves in a certain time.

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

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

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

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

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

75-move rule: 9.6b. The game is drawn if the last 75 moves have been completed by
each player without the movement of any pawn and without any capture.

rules of the competition(yarisma kurallari/yénerge): 6.7. Kurallar pek ¢gok noktada
secenekler igerir. Yonerge bunlardan hangilerinin segilmis oldugunu bildirmelidir.

sealed move(gizli hamle): E. Ertelenen oyunlarda oyuncu sonraki hamlesini bir zarf iginde
saklar.

scoresheet(notasyon kagidi): 8.1. Hamleleri yazmak icin uygun sekilde diizenlenmis
kagit; elektronik de olabilir.

screen(ekran): 6.13. Tahtadaki konumu gdésteren elekronik cihaz.
spectators(seyirciler): 11.4. Hakem ve oyuncularin disinda kalan kisiler. Bu tanima
oyununu bitirmis oyuncular da dahildir.

standart play(standart oyun): G3. Oyuncu basina en az 60 dakika diisiinme siiresi verilen
oyun.

stalemate(pat): 5.2.a. Sahi tehdit altinda olmayan bir oyuncunun yapabilecegdi gecerli bir
hamle olmamasi hali.

square of promotion(terfi karesi): 3.7.e. Son siraya ulastiinda piyonun terfi ettigi kare.
supervise(idare): 12.2.e Kontrol ve denetim.

time control(zaman kontrold): 1. Oyuncuya tahsis edilen zamana iligkin dizenleme.
Ornegin, 40 hamle igin 90 dakika, geri kalan tim hamleler icin 30 dakika ve ilk hamleden
baslayarak, hamle basina 30 saniye ekleme. Ya da 2. Ornedin, oyuncunun 40 hamleyi 90
dakikadan az bir zamanda tamamladigi bir durumda “zaman kontrollini gegti” denir.
time period(zaman periyodu): 8.6. Oyuncularin belirli bir zamanda belirli sayida
hamleyi(ya da tim hamleleri) yapmak durumunda olduklari oyunun bir asamasi.

touch move(dokunulan tas): 4.3. Oyuncu bir tasa oynamak niyetiyle dokunmussa onu
oynamakla yakamladar.

vertical(disey): 2.4. Bakiniz file.

white(beyaz): 2.2. 1. Agik renkli 16 tas ve 32 kareye beyaz denir. Ya da 2. Blyulk harfle
basladiginda acik renkli taslarla oynayan oyuncuyu gosterir.

zero tolerance(sifir dakika): 6.7.b. Oyuncunun satrang tahtasi basina tur baslamadan
once gelme zorunlulugu.

50-move rule(elli hamle kurali): 5.2.e. Oyuncu, son elli hamlenin higbir tas alinmadan ve
hicbir piyon stirilmeden tamamlanmis olduguna dayanarak berabere savinda bulunabilir.
75-move rule(yetmisbes hamle kurali): 9.6.b. Son 75 hamle iginde higcbir oyuncu piyon
sirmemis ve tas almamig ise oyun beraberedir.







