Annex 6      Rapid and Blitz games                                                                                   page 2

Annex 6     Rapid and Blitz games

The legal version is the French original of this translation. Each federation should make an up to date copy in their own language, which should be distributed to all their members, or made available to any member on demand.  This text supersedes the former Annex 6 . The General Assembly of 1994 and the General assembly of 2003 ratified it.

Article 1. Definition
A game is considered accelerated when the time that is allowed for each player for the whole game is not more than 30 minutes.

There are two categories of accelerated games.

A. The rapid game, where each player is allowed a time between 15 and 30 minutes inclusive for the whole game, or when electronic clocks and the Fischer system are used between 15 and 30 minutes for the first 60 moves.

B. The blitz game, where each player is allowed a time between 5 and 15 minutes inclusive for the whole game, or when electronic clocks and the Fischer system are used between 5 and 15 minutes for the first 60 moves..

Article 2
Apart from the exceptions given below in this Annex, the normal regulations hold.

Article 3: Tie breaking. 
If tie breaking involves playing decisive games, these must be at the same rate of play or faster than those of the competition. 

Article 4: Recording Games and Use of Clocks 

Recording games is optional, but the use of clocks is obligatory. 

For official FMJD tournaments the use of electronic clocks and the Fischer system is obligatory. 

Article 5: the draw

When the players do not record the games the 40 moves rule is not valid. The players may agree upon a draw only if the number of men for each player is 10 or less.

Article 6: rights of the players

Any player wishing to call the referee for assistance has the right to stop the clocks while his complaint is being considered (contrary to Annex III article 4.4).

Any player who wishes to claim a regulatory draw (see Annex I article 6) may do so. The referee will decide if the claim is correct and if so he will end the game.

Article 7: rights and duties for the referee 

7.1 If the playing time is expired, as marked by the falling of the flag (or the time signal in the case of an electronic clock.), the referee will end the game declaring the game lost for the player who exceeded the allotted time.

7.2 In the endgame phase the referee will keep track of the moves made in such a way that he is able to check the validity of a claim for a regulatory draw.

The following articles (8 through 11) are only valid when not using electronic clocks with the Fischer System, but only using a given time for the whole game.

Article 8: Regulation-draw

During rapid or blitz games, if only three kings remain, two king plus a man, or one king and two men, against one king, or only two kings remain, one king and a man, or one king against one king the game shall be considered a draw unless the game has an obvious continuation and the player can demonstrate the win. This end game will not be played and is called a regulation draw.

Article 9: Time Shortage

In rapid or blitz games, any player who has one minute or less left on his clock, in the endgame phase with a maximum of 8 pieces total for white and black, has the right to claim a draw if his position is clearly superior.

Article 10. Setting of the clock

At the start of the game, each clock must be set in such a way that the flag falls at six o’clock when the allotted time has elapsed.

Article 11. Irregularities 

If both flags have been fallen the game is considered a draw. 

