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Tournament Information

Time Table

Saturday July 29

11:00 - 2:00 Registration

20:00        Opening Ceremony

Sunday July 30

6:00 - 7:45 Registration of Latecomers

8:15 - 8:30 Verify List of Participants

10:00       Main Tournament Round 1

18:00       Rapid Tournament Round 1

20:00       21x21 Tournament

Monday July 31

10:00       Main 2

16:30       Rapid 2

18:00       Rapid 3

20:00       Blind 13x13 Rounds 1-3

20:00       Team Qualifications

Tuesday August 1

10:00       Main 3

16:30       Rapid 4

18:00       Rapid 5

20:00       Blind 13x13 Rounds 4-6

20:00       Team Finals

Wednesday August 2

 9:00       Pairgo Tournament

10:00       Chaos Go Tournament

Thursday August 3

10:00       Main 4

16:30       Rapid 6

18:00       Rapid 7

20:00       13x13 Qualifications

Friday August 4

10:00        Main 5

16:30        Rapid 8

18:00        Rapid 9

18:00        EGF Meeting

20:00        13x13 Finals

15:00 - 2:00 Registration of Newcomers

Saturday August 5

 7:00 - 10:00 Registration of Newcomers

 7:00 - 10:00 Late Registration Weekend Tournament

10:15 - 10:45 Verify List of Participants

12:00         Weekend Tournament Round 1

15:30         Weekend 2

20:00         Weekend 3

Sunday August 6

 9:00        Weekend 4

13:00        Weekend 5

16:30        Weekend 6

20:00        Prize Giving First Week

18:00 - 0:00 Registration of Newcomers

Monday August 7

 7:00 - 7:45 Registration of Latecomers

 8:15 - 8:30 Verify List of Participants

10:00        Main 6

16:30        Rapid 10

18:00        Rapid 11

20:00        Lightning Qualifications

Tuesday August 8

10:00       Main 7

16:30       Rapid 12

18:00       Rapid 13

20:00       Lightning Finals

Wednesday August 9

 9:00       Rengo Tournament

 9:00       Computergo Tournament

10:00       Chaos Go Tournament

Thursday August 10

10:00       Main 8

16:30       Rapid 14

18:00       Rapid 15

20:00       9x9 Qualifications

20:00       Pro. vs. Amateurs Qualifications

Friday August 11

10:00       Main 9

16:30       Rapid 16

18:00       Rapid 17

20:00       9x9 Finals

20:00       Pro. vs. Amateurs Finals

Saturday August 12

10:00       Main 10

18:00       Closing Ceremony + Prize Giving

Almost Daily

Marathons

Children Tournaments

Important General Tournament Information

Tournament Rules

Besides the rules of play and the specific rules for every tournament the following rules apply:

EGF tournament rules (1997-8) 

EGF Fujitsu Grand-Prix regulations 

EGF Fujitsu Grand-Prix guidelines 

Participants can read the corresponding documents on the wall.

Rules of Play

Main tournament boards 17 and above: Ing rules of play of 1991 with 8 komi (black wins ties). 

Main tournament boards 1-16 and other tournaments: Nihon Kiin rules of 1989 with 5.5 komi in even games and 0.5 komi in handicap games, unless announced otherwise.

Registration

For the main tournament rounds 1 and 6 and for the first round of the weekend tournament registration will close 2 hours before the announced start of the round. Late entries miss the first round. It is strongly recommended for all participants to arrive and register the day before. This also applies for players who have preregistered in advance.

For most side events the registration deadline is 2 hours before the start.

Tournament Systems, Start of Play, Alternation until the Game End

Tournament systems will be properly announced on the wall for each tournament. Each player has to know the rules.

Games start on time and the organizers are entitled to enforce this. 

Before scoring each stone, also for a dame, is played in alternation and the game is ended using passes.

Arbitration

First instance: A referee decides a dispute or a protest against a result. 

Second instance: A protest against a referee's decision is decided by the appeals committee. 

The final decision of arbitration is enforced for the tournament proceedings. 

Conduct

The players are expected to behave sportsmanlike and respect the other participants. In the playing rooms everybody has to be silent. Use the study rooms for discussion! During a game no third person may influence it by any means, except a referee in charge.

Forms and Check Lists

Some tournaments use some of the following forms. The players are responsible for filling in them clearly!

Welcome Form: When entering the congress any player in at least one tournament has to fill in and sign the welcome form personally! Otherwise he cannot enter a tournament. In particular the player specifies his European rank, the wish to participate in the supergroup, and signs the tournament agreement.

Result Form: Result forms are used to report the result of a single game. If a tournament uses a result form, then it must be signed by both players and put to the marked places. If a tournament does not use a result form, then results are entered on the pairing lists on the wall respectively noted on a pairing card.

Sealing Form: During the main tournament a player may seal his move for lunch adjournment. Sealing sheets must be filled in properly, enclosed in an envelop showing the board number, the time of resumption, and the player names with a circle around the player to resume, and given to the organizers.

Dropping Form: With the dropping form a player indicates to miss the specified round. If a tournament uses a dropping form, then only players weaker than 4d may drop one round using the form. It must be given to the organizers until the announced deadline.

Check List: A check list is a list on the wall with check boxes, e.g. for letting a player drop a round or correct his personal data. If a tournament uses a check list on the wall, then the player has to draw a dark circle in a square next to his name. This allows the organizers to draw a red cross in any circle for checking done entries. In a check list for verifying personal data enter any corrections clearly and completely in the check boxes. Circles or corrections directly around your name are ignored. The organizers may decide to correct ranks only and to postpone correction of names.

Rank

The specified rank is the player's European rank and is used during both weeks. As a guideline, a European 1d equals Japanese 3d-4d, USA 2d-3d, or Chinese 1k. Internet ratings shall only be interpreted in case of emergency and with the aid of experienced Internet players.

Supergroup

Players 4d or stronger can opt for participation in the supergroup of the main tournament, i.e. the MacMahon-group above the top bar group. The supergroup is formed by the EGF rules and ratings commission using the EGF rating list. Any player in the supergroup is required to play all 10 rounds of the main tournament!

Combined Groups and Knockout System in some Side Events

Within each qualification group the final places are determined by firstly points, secondly direct comparison, thirdly SODOS. 

The players of all groups are eligible for seeding in the order of the group places. Remaining places in the finals are randomly drawn among all still unseeded players of the next group place.

The number of players seeded into the finals is the greatest power of 2 below half the number of participants. The number of rounds is chosen accordingly, unless time restrictions require fewer rounds.

Ing Clocks

Procedure for setting the Ing Clock:

Use On/Off to ensure that the displays are empty.

Use On/Off to turn on the clock.

Use Set/Run and select Set.

Use BT/RS and select BT for basic time.

Use Black (the big black button) to set the hours of the basic time.

Use White (the big white button) to set the minutes of the basic time.

Use BT/RS and select RS for second reading.

Use Black to set the number of byoyomi periods.

Use White to set the seconds of each byoyomi period.

Use Set/Run and select Run.

Use White to start the game with black's time running.

Whenever the clock misbehaves during the setup, interrupt and start the procedure again. The small black and white buttons show the opponent's time. During the game Set/Run may only be used for regular adjournments. Attention: You must press Black or White decisively! If you pass, then also press the clock.

Ing Rules Summary

The score consists of the own occupied or surrounded board intersections.

8 komi (black wins ties) in even games.

Each player has exactly 180 stones throughout the game.

Handicap stones are placed freely in alternation with white passes.

Suicide is allowed. 

The ko rules often behave like superko except in arcane positions.

2 successive passes stop the game. Then the players may agree on stones to be removed. Then they end the game using 2 more passes and thereby ending any changes of the situation. Then the game is counted.

If after a game stop the players disagree about removals, then the situation remains unchanged and regular alternation continues to the next game stop.

Counting fills in the 360 stones as far as not already on the board. Shared liberties are filled alternately. Then 4 white stones representing the komi are put in black territory. Then stones are placed in their own territory. Then any excess losing stones are put in the opponent's winning space, where the empty point counts as 1 point and each point with a losing stone counts 2 points.

Particular Tournament Rules

Main Tournament

On 10 days from July 30 to August 12. Start 10:00.

This tournament is the European Championship. While it is open for players of all nations, the best-placed European becomes the European Champion.

Simply speaking, the system is MacMahon with SOS-SODOS, a 4 dan bar, a supergroup, handicaps below 15 kyu due to rank difference reduced by 2, and the pairing program MacMahon.

Boards 1-16 use the Nihon Kiin 1989 rules with 5.5 komi, boards 17 and above use the Ing 1991 rules with 8 komi (black wins ties).

The thinking time is the same for both players and depends on the higher ranked player as follows:

4 dan - 7 dan: 2.5 hours basic time + 1 minute byoyomi

3 kyu - 3 dan: 2 hours basic time + 40 seconds byoyomi

4 kyu or below: 1.5 hours basic time + 30 seconds byoyomi

Forms and check lists are used for results, sealing, dropping, and names. - Sealing the move is possible between 12:00 and 14:00 according to the tournament rules. - Only players 3 dan or weaker may drop one round. The deadline for the dropping form is 23:00 the day before. Players 4 dan or stronger may NOT omit a game during the period for which they have registered. 

Penalties: A player not playing a round without proper notification can be expelled from the tournament. This ensures that all players actually have opponents. If a 4 dan or stronger misses a round during his registered period, then as a minimal consequence this leads to suspension from the supergroup for the next time in three years. This ensures that opponent's points are properly determined.

Rapid Tournament

On 9 days from July 30 to August 11. The rounds start at 16:30 and 18:00.

Thinking time: 30 minutes, no byoyomi.

It is prohibited to start a game late or to miss a round without formal notice!

All games are even with 5.5 komi. The pairing is done with the MacMahon system (SOS-SODOS) and the program MacMahon. The top bar is 4 dan, the bottom bar is 20 kyu. Prizes go to the 10 players with the highest winning percentages among all players above 16 kyu having played at least 10 games. The best 16 kyu or weaker also gets a prize.

The games start on time. The opponent or the tournament director ought to start the clock punctually. In view of the tight daily schedule this is absolutely necessary.

Result forms are used. The deadlines for putting result forms into the result boxes are exactly 17:40 and 19:15. Thereafter both players forfeit the game and are eliminated from the tournament!

A player may enter the tournament for his first time by clearly entering name,  rank, and last day of participation on the wall at "Enter Rapid". The daily deadline is 15:30 and the player starts the following round.

Each player must carefully consider how long he is going to play in the main tournament earlier the day. If he might miss the start of the rapid round at 16:30, then he has to drop the next round as follows. The same applies to players making excursions in the afternoon.

A player may drop only the next round by marking this on the wall. 15:30 is the deadline for the round at 16:30 and the list "Drop 16:30" is used. 17:00 is the deadline for the round at 18:00 and the list "Drop 18:00" is used.

A player may finally leave the tournament by marking "Leave" on a dropping list. Using "Drop 18:00" means to play the round at 16:30. A player automatically leaves the tournament after the last day of his main tournament registration period. A player prolonging his period is required to enter name and new last day on the list "Rapid: Prolonged Registration Period".

Penalty: A player missing a round neither dropped nor left is eliminated from the rest of the tournament, announced as having been unsportsmanlike, and prohibited from entering for his next possible rapid tournament. This ensures that every player has an opponent.

Weekend Tournament

Round 1 is on August 5 at 12:00, round 4 is on August 6 at 9:00.

The system is 60 minutes basic time, 30 seconds byoyomi, MacMahon with SOS-SODOS, a 4 dan top bar, possibly a supergroup, and handicaps below 15 kyu due to rank difference reduced by 2.

Prizes go to the top 5 players and to players with 5 or 6 points.

Please register early! From Thursday August 3 to Saturday August 5 at 10:00 there will be a check list "Register Weekend for Participants Arrived Till Wednesday", on which you have to mark your entry. This list is used only for players who arrived before August 3. So if you don't find your name on that list you probably arrived later. In that case you have to register for the weekend tournament at the registration office.

Only players 3 dan or weaker may miss any rounds. To drop rounds correctly mark them on the wall in the check list "Drop Weekend" until two hours before the next round. As a penalty for unduly missing a round the player may not enter his next possible weekend tournament within three years.

Result forms are used.

21x21 Tournament

The tournament is on July 30 at 20:00. Omitting a round is prohibited.

The thinking time is 22 minutes without byoyomi. The event will be divided into groups of ca. 16 players of roughly equal ranks. Each group plays an independent 4 rounds handpaired Swiss system. All players with 4 points get a prize.

All games are even. Before every game, nigiri decides the first bidder. Then his clock is started and komi is quickly bid for in 1 point steps. After every bid the clock is pressed. As soon as a player's bid is a pass, the opponent takes black, starts play on the board, and his last bid is the komi. Jigo is possible.

Children Tournaments

It is certain that events for children are on July 30, July 31, August 5, August 7, August 8. Typically they will be during the afternoon. Possibly there will even be daily events.

Details will be announced on the walls for tournament announcements. Also tournament systems will vary from day to day. Prizes will be suitable for children.

Blind 13x13 Tournament

Rounds 1 to 3 are on Monday, July 31, 20:00 and rounds 4 to 6 are on Tuesday, August 1, 20:00. Omitting a round is prohibited.

The thinking time is 30 minutes without byoyomi. All games are even with 8.5 komi. The system is handpaired Swiss. The winners are the players with the most points.

The tournament does not use one referee per game because it is hard to get many referees. However, kibitzes are encouraged to enjoy the game using record sheets and letting other observers (but not the players) see them. If possible, one kibitz per game may also relay the live game on a board hidden by a wall next to the playing board. KIBITZES MAY NOT INTERFERE THE GAME BY ANY MEANS LIKE POINTING OUT AN ILLEGAL MOVE! Please do not disturb the hard thinking players!

In the following rules of play alternation already removes the opposing dead stones before a player passes. The score is that of Chinese or Ing rules. For its determination point-by-point counting may be used. An actually blind player may participate using a scribe.

A move is a play, a pass, or a claim. After any play one may not repeat all intersections' colours. Suicide is allowed. The game is scored immediately after two successive passes. A player's score is the number of intersections occupied by own stones or surrounded only by own stones.

While the players look at a board, plays do not use stones but are annotated.

The coordinate system of the rectangular board is originated in black's lower left corner. The first coordinate is horizontal, the second coordinate is vertical. Coordinates are positive natural numbers.

Each player uses an empty sheet with the head denoting date, place, tournament, round, board number, and player name. A sheet must be visible to the opponent.

A play is clearly pointing with a finger on the point of play, then clearly writing down the coordinates, which are linked by a hyphen, on the own sheet. A pass is announced and annotated as "pass", a claim as "claim". Hereby the own moves are written down in order and separated by a vertical line. After writing down the move the clock is pressed. The opponent has to point out wrongly annotated coordinates immediately, what is corrected while the clocks are stopped.

Before a game end due to passes, a claim, or a forfeit on time the moving player may end the game by announcing his loss by resignation. 

At the game end due to passes the clocks are stopped and the moves are replayed on the board using the record sheets. If an illegal move has occurred, then both players lose by forfeit. Otherwise the winner is determined by counting.

After a player's claim the clocks are stopped, the game ends, and the winner is determined as follows. The moves are replayed on the board using the record sheets. If an illegal move before the opponent's last move has occurred, then both players lose by forfeit. Otherwise if the opponent's last annotated move has been illegal, then the player wins the game by forfeit. Otherwise the opponent wins the game by forfeit.

Team Tournament

The qualifications start on July 31 at 20:00, the finals on August 1 at 20:00. Games for that one has registered or is qualified have to be played.

A team consists of 4 players. The players of a team are seated on 4 boards in order of decreasing rank.

A team gets one bonus point for a) at least 3 different nationalities, b) rank differences of more than 5 only (30 kyu is the lowest rank), c) age differences of more than 5 years only (no, we won't verify this, however, the participants are expected to be sportsmanlike!), d) at least one female and one male player, e) having registered with a team name. So at most 5 bonus points are possible.

The thinking time is 22 minutes without byoyomi. The even game komi is 6. Handicaps will be used up to 9 stones. Jigos are ties.

A team wins due to the higher number of board points or ties in case of the same number as the opposing team. A team gets 1 / 0.5 / 0 winning points if it wins / ties / loses.

The qualifications are a 4 rounds handpaired Swiss tournament depending on winning points. All teams with at least 3 winning points qualify for the finals.

The finals are a 4 rounds handpaired Swiss tournament depending on winning points. The top teams are determined by firstly winning points in the finals, secondly board points in the finals, thirdly bonus points.

Pairgo Tournament

The tournament starts on Wednesday, August 2 at 9:00 and lasts the whole day except for lunch and dinner breaks. All games have to be played.

The conduct should express a friendly and sportsmanlike atmosphere.

The thinking time is 45 minutes without byoyomi. The system is a 6 rounds handpaired Swiss. The winners are the pairs with the most points.

The rank of a pair is the exact kyu average of the two players' ranks. Professional ranks are equivalent to amateur 6 dan plus 1/3 per rank.

The handicap is given by rounding down the difference in ranks of the two pairs. The maximal handicap is 9. White wins ties.

The order of play is female Black, female White, male Black, male White. In games with handicap stones female White starts.

A pair may exchange only the following information: A player may ask whose turn it is. The player to move may ask for agreement to resignation. Illegal information forfeits the game. An announced resignation cannot be retracted.

The game stops when there are two consecutive passes. The word agreement in the Nihon Kiin Rules means agreement of all four players.

A rotation error can be claimed only when the move just played was out of rotation. If the claimed rotation error was intentional, the game is forfeited immediately. If the claimed rotation error was unintentional, the next step is to verify which partner played the preceding move. If the preceding move was played in normal rotation, the game continues with a three-point penalty for the claimed rotation error. If the preceding move was not played in normal rotation, the game continues without any penalty for the claimed rotation error. In either case, no moves are taken back and replayed. The last move played is regarded as having been played by the correct player. The next move must be played in normal rotation with the last move played. Whenever a rotation error is detected, the next player must return to normal rotation. Failure to do so is regarded as a new rotation error.

Chaos Go Tournaments

Every Wednesday there will be a fun tournament with various very unusual rules like Phantomgo or Torusgo. The details will be kept secret until the events as a surprise!

13x13 Tournament

The qualifications start on August 3 at 20:00, the finals on August 4 at 20:00. Games for that one has registered or is qualified have to be played.

The thinking time is 13 minutes without byoyomi.

The qualifications consist of groups of 8 with 7 rounds being played. The finals are a knockout.

The number of freely placed handicap stones depends on the rank difference R. It is 2, 3, 4 if R is between 5..9, 10..14, 15..19. For the same number of handicap stones the komi, starting from 8.5, is lowered by 2 for every additional grade difference. The maximal handicap is 4 stones and 0.5 komi.

Lightning Tournament

The qualifications start on August 7 at 20:00, the finals on August 8 at 20:00. Games for that one has registered or is qualified have to be played.

The thinking time is 10 minutes without byoyomi.

The qualifications consist of groups of 10 with 9 rounds being played. The finals are a knockout.

The even game komi is 6. In the qualifications a jigo is a tie, in the finals it is won by white. In the qualifications the handicap is the rank difference, but maximally 9. In the finals before the 1/4-finals the handicap is the rank difference reduced by 3, but minimally 0 and maximally 9. From the 1/4-finals on the games are even with nigiri.

Rengo Tournament

The tournament starts on Wednesday, August 9 at 9:00 and lasts the whole day except for lunch and dinner breaks. All games have to be played.

A team consists of 3 players.

The thinking time is 45 minutes without byoyomi. The system is a 6 rounds handpaired Swiss. The winners are the teams with the most points.

The rank of a team is the exact kyu average of the three players' ranks. Professional ranks are equivalent to amateur 6 dan plus 1/3 per rank.

The handicap is given by rounding down the difference in ranks of the two teams. The maximal handicap is 9. White wins ties.

The order of play is Black 1, White 1, Black 2, White 2, Black 3, White 3. In games with handicap stones White 1 starts.

The information and rotation error rules are those of pairgo.

Computergo Tournament

The tournament will be on August 9 at 9:00. The evening before may be used for preparations.

The Nihon Kiin rules of 1989 with 5.5 komi are used. The system depends on the number of participants and may be league or Swiss, e.g. A fixed thinking time is not used, however, the programs are expected to move at a reasonable speed. If the programs cannot determine the result, then this may be done by arbitration.

The players have to be sportsmanlike. Plagiarism is strictly prohibited and violation will result in penalties made public.

PCs with Windows 3.11 will be provided, however, the PC's software will have to be the same after the tournament as it will have been before. You may bring your own PC.

9x9 Tournament

The qualifications start on August 10 at 20:00, the finals on August 11 at 20:00. Games for that one has registered or is qualified have to be played.

The thinking time is 10 minutes without byoyomi.

The qualifications consist of groups of 8 with 7 rounds being played. The finals are a knockout.

The number of freely placed handicap stones depends on the rank difference R. For R=10..19 it is 2, for R=20..29 it is 3. For the same number of handicap stones the komi, starting from 6.5, is lowered by 1 for every additional grade difference.

Professionals versus Amateurs Tournament

While the tournament is announced for August 10 and 11 at 20:00 each, we will have to see whether enough professionals will be motivated to test the strengths of our top amateur players.

The system will be negociated with the professional participants, but  essentially they are meant to meet a few amateur players being at the top in the main tournament after round 7.

The games will be made suitable for observers, however, they have to be silent. Game records will be published.

Marathons

There will be ongoing tournaments without handicap, with handicap, and for lightning. The games are self-paired but restricted to 3 games per pair. The participants enter their results in the big lists on the wall. Prizes will be for high winning percentages or many played games.

Other Tournaments

Other tournaments with particular rules like Yosego or Kill-all-go or of different games like poker or soccer require a volunteer as a tournament director each who enters the tournament in a list, organizes it, and asks the organizers for some room.


