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SECTION I. General Provisions for Holding International Backgammon
Competitions under the Aegis of the IBF

Article 1. General Provisions of the International Rules for Holding
Backgammon Competitions

1.1. All competitions included in the calendar (IBF) shall be held in
accordance with the current IBF rules.

1.2. The rules for organizing and holding backgammon competitions are
reflected in the relevant sections of these Rules.

1.3. Only players (hereinafter the term of sportsmen is also allowed) who have
passed licensing by appropriate proceedings, claimed by their National
Backgammon Associations (NBA) in accordance with the current quotas, may
participate in competitions included in the IBF calendar.

1.4. The IBF Council may authorize the NBA to adapt the Rules for holding
domestic and international competitions of various skill levels, if this does not
violate the principles described in these Rules.

1.5. All competitions included in the IBF calendar shall be held under the IBF
Technical Delegate supervision.

1.6. All legal sanctions imposed and published in relation to a player (a
sportsman), an official or a trainer will be recognized by the IBF and the National
Backgammon Associations respectively.

1.7. International competitions participants, their representatives,
international arbiters, organizers, trainers, and other officials taking part in
international competitions are obliged to be guided by these Rules in their actions.
International competition regulations (competition rules) may not be contrary to the
Rules.

1.8. NBA affiliated with the IBF, as well as clubs affiliated with the NBA and
with its approval, may invite other NBA and its clubs to participate in their
competitions. Such competitions may be considered international only if included in
the IBF calendar. If not included in the international calendar, such competitions
shall not be announced as "international”.

1.9. Competitions with special rules and/or limited participation, as well as
with the participation of organizations that are not members of the IBF, may be held
according to special rules with the consent of the IBF Council. These rules shall be
published in the competition announcement.

1.10. The IBF Council may allow a NBA affiliated with it to invite outside
organizations to participate in competitions, as well as accept the same invitations
from them.
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1.11. IBF International Competitions Classification:
- Championships and World Championships;
- IBF World Cups;
- IBF Continental Cups, championships, competitions;
- IBF International competitions;
- Competitions with a specific contingent of participants and/or qualification.
1.12. The international competitions and events calendar is published on the

official IBF website, taking into account applications from National Backgammon
Associations, no later than December 31 of the year preceding the year of the
competition.

1.12.1. National Backgammon Associations shall submit applications for
inclusion of events in the IBF International Calendar until September 31.

1.12.2. The venue for the World Competitions and Championships, World
Cups is approved by the IBF taking into account the NBA proposals.

1.12.3. Backgammon competitions included in the IBF Calendar imply
unconditional registration for such competitions of all players who are members of
NBA, affiliated with the IBF, with the exception of sanctions against the
participants.

1.12.4. The IBF Calendar shall be published on the IBF https://i-bg-
federation.com/en. It shall be updated taking into account -cancellations,
postponements and other changes made by the IBF, including NBA proposals.

1.12.5. In case of postponement of the competitions included in the IBF
calendar, it is mandatory to inform the IBF immediately and send a new invitation
to the national backgammon associations. Otherwise, the results of the competitions
cannot be taken into account in the IBF national associations and sportsmen
international ranking.

1.12.6. In case of the appointment as an organizer of the competition, for
example, a club, a backgammon school or other organization being a member of the
National Backgammon Association, such organization shall conclude an agreement
in writing with the NBA. A National Backgammon Association application for the
inclusion of an event held by another organization affiliated the NBA in the IBF
International Calendar implies that the necessary agreement on the organization of
the event has already been concluded.

1.12.7. Competitions organized by national backgammon associations may be
included in the IBF calendar only after the NBA of the country where the
competitions are to be held gives its consent.

1.13. A license to participate in IBF competitions is issued by the national
association to sportsmen (players) who meet the participation criteria by registering
the player with the IBF in the relevant discipline(s).

1.13.1. The licensing year begins on January 1 and ends on December 31 of
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the current year. Thus, the license is valid for the calendar year to which the approved
IBF competition calendar corresponds.

1.13.2. To be eligible to participate in IBF competitions, sportsmen shall have
a license issued by their national backgammon association. This license is valid only
for the licensing year. The license period may be limited with participation in one
specific country or in one or more specific competitions.

1.13.3. The National Backgammon Association shall ensure that all sportsmen
registered with IBF license for participation in IBF competitions accept the
International Backgammon Federation Rules, in particular the Provision stipulating
the exclusive competence of the Court of Arbitration for Sport as the appeals
instance in cases over drugs and the use of technical facilities giving advantages over
other participants.

1.13.4. During the IBF licensing year, a player may participate in IBF
international competitions only with an IBF license to participate in competitions
issued by one National Backgammon Association.

1.13.5. The NBA may issue an IBF license to participate in international
competitions only if a player has confirmed his/her citizenship and right to
participate in a competition by providing a copy of his/her passport (or other
document required by the legislation of the country) and signing the Competitor’s
Declaration in the form approved by the Presidium of IBF. The declaration shall be
returned to the national backgammon association. If the applicant is a minor, the
form shall be signed by his/her legal guardian. A copy of the passport and the
player’s signed Declaration shall be provided to the IBF upon request.

1.13.6. Applications for changing the license registration from one national
member association to another are considered by the IBF Council.

To change the license registration, participants shall prove their personal
connection with a new country. To do this, the following conditions shall be met:

- have citizenship of the new country, confirmed by an official document
(passport or other document);

- have had their primary legal and actual residence in the new country for at
least two years immediately preceding the application date;

- provide a detailed explanation of the personal circumstances and reasons
why the competitor is requesting a change of license registration.

An exception to the two-year residency rule may be made if the competitor
was born in the territory of the new country, or if his mother or father is a citizen of
the new country. Applications will not be accepted if one of the parents has obtained
a passport of the new country but is not a resident there, and/or there are no family
roots. In addition, competitors shall provide a detailed explanation of their personal
circumstances and reasons why they are requesting a change of license registration.
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1.13.7. If sportsmen have already participated in IBF competitions under the
flag of another national backgammon association, they shall obtain written consent
to be released from their previous association. This is necessary in addition to
meeting the citizenship and residence requirements specified in the Article 1.13.6.
Without this consent, sportsmen may not participate in IBF competitions for 12
months after the last season in which they represented their previous association and
cannot obtain a license from the new association. These rules also apply to sportsmen
with multiple citizenships who wish to change their NBA license.

1.13.8. Participants retain their IBF points when changing NBA, if the
previous association has given consent to their transfer.

1.13.9. If the documents submitted to the NBA to change the license
registration (letter of release, passport, residence permit, etc.) are found to be
counterfeit, the IBF Council will impose sanctions against the participant and the
new National Backgammon Association.

1.13.10. The National Backgammon Association, when issuing a license,
confirms that the sportsman has valid insurance against accidents during training
(classes) and competitions, and assumes all responsibility.

1.14. Backgammon competitions are held in the following disciplines:

1.14.1. Long backgammon;

1.14.2. Long backgammon — blitz;

1.14.3. Backgammon;

1.14.4. Backgammon — blitz;

1.14.5. Backgammon — Doubles (doubles consultation);

1.14.6. Hypergammon;

1.14.7. Competitions by the nature of the event are divided into:

1.14.7.1. Individual competitions are competitions in which each participating
competitor competes for a place in the tournament table and the places are
distributed among the sportsmen in accordance with the system for running
international competitions;

1.14.7.2. Individual competitions for Doubles are competitions in which the
participant is a pair consisting of two sportsmen, where the pair competes for a place
in the tournament table and the places are distributed among the pairs in accordance
with the system for running international competitions.

Article 2. Terms and Their Definitions



10

2.1. Backgammon is a sports intellectual game between two opponents using
checkers and dice (2 pieces) on a special board divided into two halves and
consisting of twenty-four narrow triangles called points. Each player has checkers
of one colour: light (white) or dark (black).

2.2. Backgammon can be played directly at the board, or remotely using the
information and telecommunications network Internet.

2.3. The goal of the game is to move all of your checkers (checkers of your
colour) from the starting position in accordance with the checker movement rules
(rules of the game) to the final position and move them out of the playing field before
your opponent. Moving checkers out of the field before your opponent leads to the
winning of the game. The conditions for achieving this goal in different disciplines
may differ and are described in the relevant sections devoted to these disciplines.

2.4 The term "Participant™ used in the Rules refers not only to sportsmen
participating in an international competition, but also to all persons taking part in
running or organizing of an international competition. Where necessary, particular
categories of participants are specified.

2.5. The term "Head": the starting position of the checkers (applicable to long
backgammon).

2.6. The term "Home Board": the quarter of the board where the players shall
bring their checkers in order to remove them of the playing field later.

2.7. The term "Outer Board": the quarter of the board next to Home Board.

2.8. The term "Bear off": to make such moves with checkers that they end up
outside the playing field. This means to remove checkers from the playing field and
place them on a free space on the game table or in a specially designated place on
the backgammon board for receiving checkers borne off.

2.9. The terms "dice" and "playing cubes" are equivalent and represent a six-
sided cube with equal faces and spots numbering from one to six (the sum of points
on opposite faces is 7), guaranteeing an equal probability of one of the faces falling
out.

2.10. Backgammon Move is a move that consists of rolling two dice and
moving the checkers according to the numbers read on dice or an action with the
doubling cube. The move is considered complete after pressing the button on the
game clock.

2.11. Passing the move — Passing the move to the opponent is done by pressing
the button on the tournament clock. Only after passing the move the opponent may
take the dice and roll them.

2.12. Backgammon Notation — The moves in backgammon matches played in
official international competitions may be recorded using notation. For each player,
the points on the board are numbered from 1 to 24 according to his checker colour.
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The checkers of each colour move from point 24 to 1. Each player records his moves
according to the numbering of the points for his checker colour.

2.13. Backgammon Move Numbering - In Backgammon game scoresheets, a
move consists of two parts: first the first player makes a move, then the second player
does it. Each part of the move is called a player's move. For notation purposes, this
will be one move.

2.14. "Roll of dice" is a part of a move; to complete a move, you shall switch
the game clock.

2.15. "Blot" is a single checker located anywhere on the playing field
(applicable to the disciplines "Backgammon", "Backgammon-blitz",
"Backgammon- Doubles", "Hypergammon").

2.16. "Anchor" is a point occupied by more than one checker in the opponent's
home board (applicable to the disciplines "Backgammon”, "Backgammon - blitz",
"Backgammon - Doubles", "Hypergammon").

2.17. "Bar" is a special place on the game board (beyond the playing field)
where the opponent's checker is placed after it has been hit (applicable to disciplines
that contain the words "Backgammon", "Hypergammon" in their names).

2.18. "Game" is a separate part of a match of the game of backgammon,
winning in which brings points to the player. The points received by the player or
the pair are counted towards the win in the match.

2.19. "Match™ is a sports competition within a specific international
competition; to win this competition a sportsman shall score a certain number of
points. The number of points required to win a match is established by the
International Competition Regulations (Rules).

2.19.1 "Match against the clock” is a sports competition within a specific
international competition, in which it is necessary to score more points than the
opponent in a definite time. The result of a match against the clock for each of its
participants is considered to be the arithmetic balance between the points won and
lost at the end of the match. The duration of the match time is established by the
Regulations for International Competition (Rules).

2.20. "Oin" is a game in which the losing player managed to bear off at least
one checker.

2.21. Gammon is a game in which the losing player failed to bear off any
checkers.

2.22. Backgammon (used only in the disciplines "Backgammon",
"Backgammon - blitz", "Backgammon- Doubles", "Hypergammon") is a game in
which the losing player failed to bear off any checkers and, in addition, one or more
of his checkers remained on the bar or in the opponent's home.

2.23. "Doubling": during the game, before his turn, a player may offer
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doubling (i.e. double the number of points that the winner will receive in his score).
If the player who was offered doubling passes, he concedes the game and one point.
If the player accepts doubling, the game continues and any result of the game is
doubled, and the doubling cube goes to him and now only he may make the next
double.

2.24. "Redoubling": a further doubling of the score in the same game. If the
player who is offered a redoubling resigns, he concedes the game and the score
determined by the previous doubling. If the player accepts the redoubling, the cube
goes to him and the game continues, and the result will be doubled again. There is
no limit on the number of redoubles.

2.25. "Double" is identical numbers on upper faces of rolled dice.

2.26. "Game Room" (room for playing) is a room in which international
competitions are held.

2.27. "Playing Area" is defined as the game room, rest rooms, toilets,
designated smoking areas, and all other places designated by the Chief Arbiter.

2.28. "Baffle Box" is a device for mixing dice.

2.29. "International Arbiter" is an international backgammon arbiter (Arbiter),
member of the Panel of Arbiters (Arbiters’ team) of a competition included in the
IBF calendar.

2.30. "Player’s Rating": to determine the strength of sportsmen the Elo and
Glicko rating systems are used. A player receives an initial rating, which changes
after each match played, in international competitions that are held with rating
calculation.

2.31. "CPA" is an abbreviation of the name of the Chief Panel of Arbiters of
an international competition.

Article 3. System of Running International Competitions, Procedure for
Determining the Order of Meetings of Sportsmen

3.1. The following systems of running are applied in international
competitions held under the aegis of the IBF:

3.1.1. Round robin system, in which each participant of international
competitions or each pair meets in turn all other sportsmen or pairs in one or more
rounds. The procedure for determining the order of meetings of sportsmen in
international competitions under the round robin system is determined by the tables
"Order of meetings of participants in international competitions under the round
robin system" (Appendix No. 1).

3.1.2. Round robin system with division into subgroups.

3.1.3. The Swiss system ("selective draw system™), in which a certain number



13

of rounds is determined depending on the number of sportsmen (pairs) playing under
the conditions of the international competitions.

3.1.3.1. The Swiss system is used to hold an international competition with a
large number of participants in a limited number of rounds. Before each round, the
Chief Secretary draws lots or determines the pairs of participants who will play with
each other.

3.1.3.2. General requirements for drawing lots and determining the order of
matches between players under the Swiss system.

Two players may not meet more than once.

A player who has been awarded a win without a game (e.g. a partner has been
assigned a loss for default or being late for a game) shall not be awarded twice.

Sportsmen who withdraw from international competitions shall not participate
in pairings in the future. Sportsmen who are known in advance that they will not be
able (will not) play in the next round shall not participate in pairings and shall be
assigned a loss in that round.

Sportsmen who fail to appear for a round without reasonable excuse or who
fail to inform the Chief Arbiter of the reason for their absence shall be excluded from
the draw in the following rounds by the decision of the Chief Arbiter.

In case of participation of an odd number of sportsmen in an international
competition, the participant who is the last in the classification or after the draw
receives a "plus".

3.1.3.3. The draw shall be held using special software. In the absence of a
computer or software, it is permitted to draw lots by hand using the players'
individual cards.

3.1.3.4. "Blind lot" or "random numbers" software.

The software does not provide for classification of players, even if the players
have individual ratings. Before the start of an international competition, lots are
drawn. In the first round, No. 1 meets No. 2, No. 3 meets No. 4, and so on, with odd
numbers playing white. In following rounds, pairs of players are determined by lot
between players with the same, or in their absence, the closest number of points. The
draw begins with the players with the highest number of points.

3.1.3.5. A drawing system using only individual coefficients of sportsmen.

Before the first round, all players are classified. Classification can be done
with or without ratings. Players with a rating are placed in descending order. Players
with the same rating are classified by lot. After them there are players without a
rating, who are also classified by lot. The ordinal number of the first round
classification is assigned to a player until the end of the competition.

The sportsmen classified in this way are divided into two groups. In the first
round, the first sportsman from the top group plays with the first sportsman from the
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second group, the second from the first half plays with the second from the second
half, and so on. The colour of the checkers in the first pair is determined by lot. All
sportsmen from the upper half with odd numbers play the same colour as the first,
and all players with even numbers play with the opposite colour. Before the second
round, the players are divided into score groups, and within the score groups they
are placed on the basis of their ordinal numbers from the first round.

In all odd rounds, the players are classified in increasing order of ordinal
numbers (i.e. the player with the lower ordinal number is placed higher), and in
descending order in even rounds.

The process of pairing starts with the top score group. If the number of players
in the group is odd, the last player moves down to the next score group and plays
with the first player in that group. If these sportsmen have already played each other,
the opponent of the player from the top score group becomes the second player of
the bottom group, then the third, and so on. If the last player of the top group played
with all the sportsmen of the bottom group, the second-to-last player of the top group
moves down to the bottom group, and so on.

For a group with an even number of sportsmen, pairing is done as follows.
The groups are divided into two equal parts. The first from the top half plays with
the first from the bottom half. If they have already played each other, then the first
from the top half plays with the second from the bottom half, and so on. If the first
player from the top half has played with all the players from the bottom half, then
he shall play with the last player from the top half and if they have already played,
then with the second-to-last player, and so on. When an opponent for the first player
in the score group is found, these two sportsmen are removed from the group lists
and the procedure for finding an opponent is repeated in the same order for the first
of the remaining participants in the score group. If at one point it turns out that there
IS no opponent in his group for the first of the remaining players in his score group,
then the last of the formed pairs is broken up, its players return to the group and
another opponent is selected for the first player. If necessary, not one, but several
already formed pairs can be broken up however, it is mandatory to work toward to
ensure that the number of pairs to be broken up is minimal.

In all subsequent rounds, starting from the third round, the classification of
sportsmen and the pairing are carried out in accordance with the requirements of the
Rules.

3.1.3.5. If it is impossible to form pairs for the next round, in accordance with
the first subparagraph of paragraph 3.1.3.2 of Article 3 of the Rules, replays between
sportsmen are possible.

3.1.3.6. When conducting the draw, a game with a virtual opponent is counted
as awin, but it is not considered as a win when distributing places in the competition.
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3.1.3.7. The draw is considered complete and comes into force after it has
been conducted in full for all points groups, without contradicting the listed
principles. A repeat draw (if necessary) shall involve a minimum number of
sportsmen.

3.1.3.8. The Regulations for the international competition (Rules) may also
provide for a different procedure for conducting the draw. For example, a forced
draw in the first rounds, a draw of sportsmen by groups.

3.1.3.9. When holding international competitions under the Swiss system, a
computer or manual drawing of lots is used.

3.1.3.10. When manual drawing of lots:

if a sportsman of international competitions under the Swiss system, for whom
the coefficient is calculated at the end of the international competition, has a plus
due to an odd number of sportsmen, then for this plus he is credited the lowest
number of points scored by anyone in this competition;

if among the partners there is a sportsman who has dropped out of the
international competition, then it is considered that in the remaining games he would
have scored a number of points equal to the average result of those sportsmen with
whom he was in the same point group at the time of the end of the game.

3.1.3.11. In case of computer draw:

before each round, the program forms pairs of sportsmen who will meet each
other, which, as a rule, are final. An exception to this rule may be made if an error
is detected (for example, the result of a game played was incorrectly entered into the
program). Also, pairs of opponents may be changed (including by using a computer
redraw) by a reasoned decision of the Chief Arbiter of international competitions or
his Deputy;

when using a system of additional indicators to determine the places of
participants in an international competition, these additional indicators are
calculated by the program using which the computer draw was performed.

3.1.4. Swiss system with elimination after N losses (where N is the number of
losses in matches after which the player is eliminated from the competition).

3.1.4.2. A sportsman who has failed to win N times is eliminated from the
international competition and is not included in the draw for the next round. The
number of possible losses is determined by the Regulations for the competition
(Rules).

3.1.4.3. The competition continues until there is only one player left, who is
declared the winner.

3.1.4.4. The distribution of the remaining places is carried out according to
the following criteria in order of priority:

the highest number of the round in which the player left the competition;
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the number of wins (a win over a virtual opponent does not count).

3.1.45. In case of equality of indicators, the sportsmen share the
corresponding places.

3.1.5. The Olympic system with elimination after the first loss:

a player or a pair who loses the match is eliminated from further participation
in these international competitions.

3.1.5.1. The number of sportsmen in the Olympic system draw shall be a
power of two (2, 4, 8, 16, 32, etc.). If fewer players participate, the competition
bracket is supplemented with virtual players up to the nearest number equal to a
power of two. A player who, as a result of the draw, receives a virtual player as an
opponent in the 1st round, advances to the 2nd round, and receives 1 point without
playing.

3.1.5.2. The sportsmen pairings are held once, before the 1st round, and the
competition bracket for all other rounds becomes fixed. The draw can be carried out
using special software or by hand.

3.1.5.3. The binary logarithm of the number of sportsmen determines the
number of rounds of the competition: for two sportsmen is one, for four is two, for
eight is three, for sixteen is four, and so on. The total number of games is one less
than the number of sportsmen. The rounds of the competition are named according
to the number of pairs of players: for one pair it is called "final" (it determines the
winner), for two pairs it is called "semi-final”, for four pairs it is called "quarter-
final™, for eight pairs is "1/8 final", for sixteen pairs is "1/16 final", and so on.

3.1.5.3.1. In each round, pairs of sportsmen are formed to play against each
other.

3.1.5.3.2. The winner of each pair advances to the next round, while the loser
is eliminated from the competition.

3.1.5.3.3. The player who wins final round becomes the winner of the
competition, and his last opponent receives second place. If the Regulations for the
international competition (Rules) require determining third place, an additional
match is held for it between two players who lose in two semi-finals.

3.1.6. Second-chance Olympic system (with top and bottom brackets):

the number of players in the second-chance Olympic system should preferably
be a power of two (2, 4, 8, 16, 32, etc.).

In the case of a different number of players, the competition bracket is
supplemented with virtual opponents up to the nearest number equal to a power of
two. A player who receives a virtual opponent in the 1st round as a result of the draw
advances to the 2nd round, receiving 1 point without playing.

3.1.6.1. The competition is divided into two top and bottom brackets (the
winners' bracket and the losers' bracket). All participants begin the competition in
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the top bracket. Participants are divided into pairs, which play each other in the first
round.

3.1.6.2. The sportsmen are drawn once, before the first round of the top
bracket, while the tournament bracket for all other rounds becomes fixed. The draw
can be carried out by hand or using special software.

3.1.6.3. The winners of the first round advance to the second round of the top
bracket, while the losers move to the bottom bracket.

3.1.6.4. In the bottom bracket, the competition begins with the second round.
The selection of pairs for the second and subsequent rounds is determined by the
competition bracket.

3.1.6.5. Starting from the second round, the game is played simultaneously in
both brackets:

3.1.6.5.1. The winner of the top bracket moves on to the next round in the
same bracket.

3.1.6.5.2. The loser of the top bracket moves on to the next round in the bottom
bracket.

3.1.6.5.3. The winner of the bottom bracket moves on to the next round in the
same bracket.

3.1.6.5.4. The loser of the bottom bracket is eliminated from the competition.

3.1.6.6. Re-entry into the competition is not allowed.

3.1.6.7. A final round is held between the winners of both brackets, which
may also be called a "super final™ (in that case the last matches in each bracket are
called "finals"). If the winner of the top bracket loses in the final, an additional match
between the finalists is allowed. The condition for holding an additional match is
determined by the Regulations for the competition (Rules).

3.1.7. Olympic system with re-entry:

3.1.7.1. In case of an incomplete bracket in the Olympic system, if it is
provided for by the Regulations for the competition (Rules), a sportsman who lost
the match may re-enter the international competition.

3.1.7.2. The Olympic system with re-entry differs from the Olympic system
with a second chance in that the participant re-enters the same bracket in which
he/she has already been and lost the match, and takes the vacant place in the 1st
round. The choice of a place in the competition bracket, upon re-entry, is carried out
using manual or computer draw. The number of participants who can re-enter the
competition depends on the number of places that shall be filled in the bracket for it
to be complete.

3.1.7.3. A sportsman who, as a result of the draw, receives a virtual opponent
in the 1st round, does not automatically proceed to the 2nd round, but waits for a
player who will retake part in the international competition.
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3.1.7.4. The number of re-entries for one sportsman is regulated by the
Regulations for the competition (Rules).

3.1.8. Mixed system, in which different systems are used at different stages of
the competition.

3.1.9. The "storming" system, in which sportsmen start with the same initial
rating established by the Regulations for the competition (Rules), and the goal is to
achieve the maximum rating at the end of the competition.

3.2. Holding International Backgammon Competitions under the aegis of the
IBF using computer programs.

In order to improve the objective arbitration, reduce the likelihood of making
mistakes when holding international competitions, calculations of players' ratings
based on the results of their performances in competitions, as well as promptly
publishing current and final competition results on the information and
telecommunications network "Internet”, an international competition shall be held
using computer programs. Specific computer programs recommended for using
while holding international competitions are determined by the IBF Council.

3.3. It is permitted to hold international backgammon competitions under the
aegis of the IBF using the information and telecommunications network "Internet"
(remote competitions). When holding a competition using the information and
telecommunications network «Internet», the competition systems specified in
paragraph 3.1 of the Rules shall be used.

3.3.1. Remote International Backgammon Competitions under the aegis of the
IBF using the information and telecommunications network "Internet" are held on a
virtual backgammon board located on the appropriate gaming platform.

3.3.2. In IBF International Backgammon Competitions using the information
and telecommunications network "Internet”, the Rules shall apply, with the
exception of the following subparagraphs, paragraphs and articles of the Rules:
9.2.12,12.4., 126, 16.2,17.1.,17.3,,17.7.,17.10., 17.11., 18.5.-18.15.2,, 23.; 24.,
27,28,32.1.1,32.1.2,32.2.1.4 - 32.2.1.6,35.2 - 35.5, 42.

3.3.3. The terms "press the game clock”, "stop the game clock", "press the
button of the game clock™, "switch the clock™ mentioned in the articles of the Rules
shall not be applied. Pressing and stopping the game clock occurs automatically after
a move has been made.

3.3.4. Protests against the participants’ actions in international backgammon
competitions using the information and telecommunications network "Internet”,
which have resulted in violations of the Rules, the Regulations for the competition
(Rules), shall be submitted to the Appeals Committee in electronic form within 5
minutes after the end of the match, but not later than the beginning of the next round.

3.3.5. Each game shall be played with mandatory automatic notation.
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3.3.6. The Panel of Arbiters, officiate at remote matches, holds a meeting on
a centralized basis, at a place established by the IBF Commission.

3.3.7. IBF international competitions are held on a game server in the
information and telecommunications network "Internet" (on game sites or in mobile
applications), and moves are made using the corresponding game server (site).

3.3.8. If personal data is collected during international competitions under the
aegis of the IBF using the information and telecommunications network "Internet",
then the requirements of the legislation of the country that is the organizer of the
competition shall be taken into account and observed.

3.3.10. When holding an IBF international competition on a game server (site)
in the information and telecommunications network “Internet", the time spent
thinking about moves is recorded using the software of the game server (site).

3.3.11. When holding an international competition under the aegis of the IBF
on a game server (site) on the information and telecommunications network
"Internet”, sportsmen are prohibited from using any software that allows them to
gain a game advantage over their opponent, sportsmen are also prohibited from using
any hints.

3.3.12. When holding an international IBF competition on a game server (site)
on the information and telecommunications network "Internet", the results of the
games played are recorded using the software of the game server (site). The software
of the specified game server (site) may be provided by organizations registered in
the territory of the country that hosts the international competition.

3.3.13. The identity check procedure of players participating in international
competitions using the information and telecommunications network "Internet" is
determined by the Regulations for the competition (Rules).

Article 4. Facilities and Venues for International Competitions

4.1. International Backgammon Comepetitions under the aegis of the IBF are
held in territories (venues) specially prepared for holding an international
competition in accordance with the legislation of the country hosting the
competition.

4.2. Technical and other parameters of the Venue of international
competitions, specially prepared for holding the competition, are set out in Article
12 of the Rules.
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Article 5. lllegal Influence on the Results of International Competitions and
Sanctions Applied to Participating Sportsmen, International Arbiters,
Trainers, and Official Representatives for Illegal Influence on the Results of
Such International Competitions

5.1. It is prohibited to exert illegal influence on the results of international
competitions included in the IBF calendar.

5.2. A sportsman, a trainer, an arbiter, or other person trying to exert illegal
influence on the results of international competitions will be punished in accordance
with the IBF Rules and the current legislation of the country in which such
competitions are held.

5.3. Any participant in international competitions (a sportsman, a trainer, an
arbiter, a representative, a person participating in the organizing or holding of the
competition) attempting to illegally influence the results of the competition will be
subject to appropriate sanctions.

5.4. The decision to assign a loss in a game or a match is made by the Chief
Arbiter of international competitions or his Deputy. The decision to exclude a
sportsman from the competition is made by the Main Panel of Arbiters.

5.5. The result achieved in international competitions by the excluded player
may be annulled by the Main Panel of Arbiters.

5.6. Expulsion from an international competition does not entail a refund of
the entry fee.

5.7. A participant in an international competition who is guilty of exerting
illegal influence on the results of the competition may be disqualified by the decision
of the authorized body.

5.8. Prevention of illegal influence on the results of international competitions
and the fight against it are carried out in accordance with the IBF rules, as well as
the legislation of the country in which the competitions are held.

5.9. lllegal influence on the result of an international competition is
recognized as the commission of at least one of the following acts in order to achieve
a predetermined result or outcome of this competition and/or match:

5.9.1. Bribery of players, international arbiters, trainers, representatives,
competition organizers (including their employees), coercion or inducement of the
specified persons to exert such influence or the commission of these actions in
collusion with the specified persons.

5.9.2. Receiving by players, international arbiters, trainers, representatives,
competition organizers (including their employees) of money, securities, other
property, use of property services by the specified persons, getting other benefits and
advantages by them, or their prior conspiracy.

5.9.3. Use, distribution and (or) provision of insider information received by
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an individual related to competitions, access to which arises for him in connection
with the performance of his labor or other activities (including as a direct participant
in an official competition or sponsor of such competition) on the basis of an
agreement with the organizer of the official competition or with an organization
participating in the preparation and holding of the relevant official competition, or
in the event that an individual is a founder of such organization.

5.9.4. Failure to take measures to prevent a conflict of interests arising in
connection with international competitions, which led to the achievement of a
predetermined result or outcome of an official sports competition.

5.9.5. Use during an international competition of illegal or non-standard
methods and techniques, as well as special technical means, specially created or
modified programs, any software or equipment to gain an advantage over an
opponent, to increase the effectiveness of game actions or to facilitate the game
(hereinafter referred to as cheating).

5.9.6. Other actions leading to the illegal achievement or change of a result.

5.10. Sportsmen, trainers, and other officials are prohibited from colluding
with other participants in the competition. The specified persons caught in colluding
may be subject to sanctions as provided for in paragraph 37.1 of the IBF Rules, as
well as administrative and criminal liability in accordance with the current
legislation of the country in which the international competition is being held.

5.11. Participants in international competitions included in the IBF calendar
and members of the Registration Committee are prohibited from gambling in
bookmaker’s and totalizators by placing bets on backgammon competitions. For
violating this prohibition, the above-mentioned persons may be subject to
appropriate sanctions by decision of the authorized body.

SECTION II. Requirements for Participants in International Competitions

Article 6. Gender and Age Groups of Sportsmen

6.1. For participation in international backgammon competitions, gender and
age groups of sportsmen are established in accordance with Table No. 1.
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Table No. 1
Disciplines and groups of participants

No. Disciplines Gender
1. Long Backgammon Men, women
2. Long Backgammon - blitz Juniors, junior women (18-24 years
3. Backgammon old)
4 Backgammon - blitz Young men, young women (15-17

years old, 12-14 years old)

5. Backgammon — Doubles Boys, girls (9-11 years old)
6. Hypergammon

6.2. Sportsmen 7 years old and above are allowed to participate in
international competitions.

6.3. To participate in international competitions and physical education
events, a sportsman shall reach the established age in the calendar year of the
competition.

6.4. International competitions can be held separately among men and women,
juniors and junior women, young men and young women, boys and girls.

6.5. Sportsmen are allowed to participate in international competitions in older
age categories, provided that they meet the requirements for the participants’
classification in the Regulations (Rules) on the competition.

6.6. Women (junior women, young women, girls) are allowed to participate
in international competitions held among men (juniors, young men, boys).

Article 7. General Principles of Sportsmen Registration to International
Competitions

7.1. Registration for international backgammon competitions included in the
IBF calendar is regulated by the Regulations on the international competition
(Rules). Depending on the requirements of the Regulations for the international
competition (Rules), the registration of sportsmen may be limited by the age of a
sportsman, the gender of a sportsman, the level of sports qualification. Sportsmen
are admitted to participation in the competition by the decision of the Registration
Committee.

7.2. Sportsmen shall be officially declared for participation in an international
competition based on preliminary and final applications in accordance with the
Regulations for the international competition (Rules).

7.3. The basis for registration of a player for international competitions is an
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application from the National Backgammon Association. The application submitted
by NBA confirms the absence of contraindications for participation in international
backgammon competitions, and the association is responsible for the life and health
of sportsmen.

7.4. In addition to the application for participation in the international
competition, the following documents shall be submitted to the Registration
Committee by associations for verification:

7.4.1. Passport or other identity document. Checked and returned.

7.4.2. Accident life and health insurance policy (originals). Checked and
returned.

7.5. The Regulations for the international competition (Rules) may establish
other documents required for submission to the Registration Committee:

7.5.1. Consent to the processing of personal data.

7.5.2. Consent of legal representatives (guardian) to the participation of a
minor sportsman in an international competition.

7.5.3. Consent of legal representatives (guardian) to the processing of personal
data of a minor sportsman.

7.6. The Regulations for the international competition (Rules) shall establish
a list of documents that shall be submitted to the Registration Committee for
admission to international competitions.

7.7. The Registration Committee may refuse admission to participation in the
international competition to sportsmen excluded or temporarily excluded by the
relevant decisions of the Main Panel of Arbiters.

7.8. Responsibility for the arrival at international competitions of sportsmen
who have not been admitted to participate in the competition by the Registration
Committee of participants due to health reasons or due to the lack of the right to
participate in the competition, or due to failure to submit a complete package of
necessary and correctly executed documents, shall be borne by the sending
organizations and/or the sportsmen or their representatives personally.

Article 8. Restrictions on Participation in International Competitions

8.1. Persons who have not reached the age specified as the minimum age for
a sportsman to participate in international competitions are not allowed to participate
in the competitions.

8.2. Persons against whom a sanction in the form of disqualification has been
applied and is in effect are not allowed to participate in international competitions.
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8.3. A person who has not presented an identity document is not allowed to
participate in the competitions.

8.4. Persons who violate generally recognized norms of behavior (insults, loud
obscene language, fights, drinking alcoholic beverages, smoking in prohibited
places, taking narcotics or doping substances) are not allowed to participate in
international competitions or may be removed from the competition based on the
decision of the Chief Arbiter.

8.5. Members of the organizing committee of international competitions,
international arbiters and other officials cannot be sportsmen participating in
international competitions.

Article 9. Rights and Obligations of Sportsmen, Trainers, Representatives at
International Competitions

9.1. Sportsmen have the right to:

9.1.1. Be informed: about the rules governing a given international
competition, about the decisions made by the Organizing Committee and the Panel
of Arbiters concerning the participants of a given international competition, about
the international competition program (round schedule) and the changes in it, about
the progress of international competitions, about the current and final results of a
given international competition.

9.1.2. Use all equipment available at international competitions.

9.1.3. Receive medical assistance if necessary.

9.1.4. Personally contact the Arbiter on issues on holding of a set and/or
match, for clarification and using of the IBF Rules.

9.1.5. Contact the Organizing Committee in person or through their
representatives.

9.1.6. Raise objections to decisions, including those on the application of
sanctions, in the manner prescribed by the IBF Rules, the Regulations for the
competition (Rules).

9.2. Sportsmen are obliged to:

9.2.1. Know the IBF Rules; the Regulations for the international competition
(Rules) and strictly comply with them.

9.2.2. Be correct in relation to all international competitions participants and
spectators, comply with ethical standards.

9.2.3. Observe the dress code (outfit) during international competitions and at
the opening and closing ceremonies of the competition, stipulated by the Regulations
(Rules).
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9.2.4. Comply with fire safety, sanitary and hygienic, medical requirements.

9.2.5. Strictly observe discipline during international competitions and the
sports regime in free time.

9.2.6. Fulfil the requirements of the Arbiter, made within the framework of
his competence.

9.2.7. Provide the necessary data and information when requested by the
international competitions officials.

9.2.8. At the end of the game, hand over to the Match Arbiter the fully
completed match scoresheet, before leaving the playing area.

9.2.9. Participate in international competitions until their official end.

9.2.10. Use with care the equipment provided to the participants during the
international competition.

9.2.11. Use dice, baffle boxes provided by the organizers of the international
competition.

9.3. For failure to comply with the obligations stipulated by these IBF Rules,
as well as for committing prohibited actions, the player may be subject to sanctions
stipulated by paragraph 37.1 of the IBF Rules.

9.4. Representatives (of national associations) have the right to:

9.4.1. Register a player for an international competition at the Registration
Committee; receive information necessary for the player and documentation with
the final results of the competition.

9.4.2. Raise objections and appeal on behalf of the player in the manner
prescribed by the IBF Rules, the Regulations for the international competition
(Rules).

9.5. Representatives are obliged to:

9.5.1. Observe ethical standards; be polite towards players, arbiters and
spectators;

9.5.2. Know and follow the IBF Rules, the Regulations for the international
competition (Rules);

9.5.3. Be responsible for the discipline of the players under their charge and
ensure their timely appearance at international competitions.

9.6. The requirements provided by the Rules for players and representatives
may be applied by analogy to trainers and other participants in competitions.

Article 10. Insurance Conditions for Sportsmen, Participants, Spectators of
International Competitions

10.1. Insurance is mandatory for the organizer and the IBF. The organizer
shall insure the liability of all Organizing Committee members, and the IBF shall
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provide liability insurance for its employees and appointed officials who act on
behalf of the IBF.

10.2. A player may participate in international competitions only if he or she
has an accident life and health insurance policy, submitted to the Registration
Committee for each participant.

10.3. The responsibility for the adequacy of the insurance coverage of
sportsmen sent and declared to participate in international competitions is on the
associations sending the sportsmen and on the sportsmen themselves. The original
insurance policy for each international competition player shall be presented to the
Registration Committee.

10.4. Before the competition start, the Organizer shall have an insurance
package from the insurance company and provide it to the Technical Delegate. The
Organizing Committee shall provide insurance. In addition, the policy shall clearly
state the liability insurance of all persons accredited to the competition, including
players, officials, trainers, etc.

10.5. Trainers and officials registered and sent by National Backgammon
Associations to IBF competitions shall have accident insurance.

SECTION Ill. Requirements for International Competitions Organizers

Article 11. Rights and Obligations of International Competition Organizers
during the Preparation and Holding of Competitions

11. The Organizer of IBF competitions is a person or a group of persons
responsible for the preparation and holding of competitions.

11.1. The Organizer of international competitions has the right to:

11.1.1. Submit proposals to the draft of the developed Regulations for the
international sports competition (Rules).

11.1.2. Submit proposals for changes to the international competitions
schedule, with the exception of the days of competition participants’ arrival and
departure, to the Chief Arbiter.

11.1.3. Provide additional prizes.

11.2. The Competition Organizer’s responsibilities are:

11.2.1. Ensure that the international competition is held in accordance with
the IBF Rules, the Regulations for the competition (Rules).

11.2.2. Agree with the administration of the sports facility (or other facility
where the competition is supposed to be held) the date and place of the competition.

11.2.3. Prepare a plan for ensuring security measures and agree upon it in
accordance with the established procedure.
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11.2.4. Provide financing for the event.

11.2.5. Form the International Panel of Arbiters for the competition and ensure
its work at the international competition.

11.2.6. Provide and award prizes to the winners and runners-up of the
competition in accordance with the Regulations for the competition (Rules).

11.3. The organizer is responsible for organizing and holding the international
competition in full, in accordance with the duties assigned to it, stipulated by the
current IBF Rules, the Regulations for the competition (Rules), and the current
legislation in the territory of the host country.

11.4. If the Organizers of the international competition are several persons
(organizations), the distribution of rights and duties between them in relation to such
an event is carried out on the basis of the relevant agreement or the Regulations for
the competition (Rules).

11.5. General requirements for the formation of the competition program
developed by its Organizers.

11.6. Basic information included in the program of the international
competition:

11.6.1. Dates of the competition, including dates of arrival and departure.

11.6.2. Dates of official trainings (if any).

11.6.3. Day-by-day competition schedule.

11.6.4. Period of the Registration Committee working.

11.6.5. Name of the discipline.

11.6.6. Number of types of the program.

SECTION IV. Requirements for the Venue of International Competitions

Article 12. Technical and Other Parameters of the Venue of International
Competitions

12.1. The playing room shall be:

12.1.1. Sufficient in area to freely accommodate all pairs playing in one round,
at a rate of at least two square meters per player.

12.1.2. Sufficiently illuminated: 300-500 lux on tables, 150-200 lux on the
floor. The playing room shall have opening windows (vents) for ventilation or forced
ventilation.

12.1.3. With the ability to maintain a temperature of 18-24 degrees Celsius.

12.1.4. Absence of constant noise.

12.1.5. Separated from spectators by stands with warning tape.
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12.1.6. Meet safety requirements, including fire safety, sanitary conditions
adopted for mass events, taking into account the current legislation of the host
country.

12.2. Requirements for equipment of the Venue for international
competitions, sports and arbiters’ equipment.

12.3. The playing room is equipped with tables, chairs, boards, sets of
checkers, dice, cups (or baffle boxes, if provided for by the Regulations for the
competition (Rules)) and game clocks provided by the international competition
organizers, taking into account the number of players. In addition, it is necessary to
have spare equipment (for example, at least two spare game clocks) in order to be
able to replace a faulty clock, if necessary.

12.4. When holding a competition, it is necessary to equip a workplace for the
Arbiters team. The equipment of the Arbiter’s workplace includes: a table, a chair,
a computer with input and output devices, connection to the information and
telecommunications network "Internet".

12.5. During a remote game, players shall comply with the requirements for
the technical characteristics of the equipment.

12.5.1. Equipment requirements for a remote game:

The equipment may include a computer, a monitor, a tablet, devices necessary
for communication between competition participants, input and output devices and
other technical means.

Computers shall be equipped with all the input/output devices necessary for
the competition.

In addition to the operating system, the gaming computers shall be equipped
with the software necessary for the competition, as well as devices necessary for
communication between the participants.

Devices connected to the gaming area in the information and
telecommunications network "Internet” shall not contain prohibited programs. At
the same time, a player shall ensure that the Organizers can check the devices for
prohibited programs.

12.6. Checkers for all disciplines shall comply with Technical parameters of
sports equipment for playing backgammon (Appendix No. 9).

SECTION V. IBF Competition Rules

Article 13. Applications for Participation in Competitions

13.1. All applications shall be submitted to the Organizing Committee before
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the deadline for their submission. The Organizers shall have a final complete list of
participants no later than 24 hours before the first draw.

13.2. Only National Backgammon Associations have the right to submit
applications for participation in international competitions.

13.3. Preliminary applications are sent to the holding organization no later
than the deadline specified in the Regulations for the competition (Rules), by e-mail.
The original of the final application is submitted by the player (representative) to the
Registration Committee.

13.4. An application for a competition is a confirmation that the participants
in the competition are familiar with the IBF Rules, the Regulations for the
competition (Rules), and agree to comply with them.

13.5. The procedure and deadlines for submitting applications for
international competitions, requirements for players participating in the
competitions are established by the Regulations for the international competition
(Rules).

13.6. An application containing incorrect and/or unreliable information is
considered invalid. In this case, the Registration Committee has the right to refuse
admission of the participant to the competition.

Article 14. Amount and Deadline for Payment of the Entry Fee

14.1. The entry fee is an amount that each participant shall pay to the
Organizing Committee for each discipline included in the competition program.

14.2. The Organizer of international competitions may provide for an entry
fee, which is a targeted fee and is used to cover the costs of organizing and holding
international competitions.

14.3. The amount of the entry fee for international competitions shall be
agreed upon with the IBF.

14.4. The entry fee shall be paid no later than the day the competition begins.

14.5. In cases where players are added after the final application, the
Organizing Committee may, at its own discretion, charge a late application fee.

Article 15. Registration Committee

15.1. The Registration Committee has the right to refuse participation in an
international competition to any player who does not have the right to participate in
the competition, who has not provided all the necessary documents or who has
provided documents that do not meet the established requirements, as well as for
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health reasons (according to a doctor's opinion) and disqualified players.

15.2. The Registration Committee, after checking all the documents submitted
by players and (or) their representatives, makes a decision on admitting players to
participate in the competition. The decision of the Registration Committee is
registered in a protocol.

15.3. The Chairman of the Registration Committee is appointed by the
Competition Organizers.

15.4. The Registration Committee may be formed from members of the
International Panel of Arbiters, as well as representatives (a representative) of the
competition organizer.

15.5. The Registration Committee performs the following functions:

15.5.1. Acceptance of applications from players (or their official
representatives) for participation in competitions and registration of competition
participants and officials.

15.5.2. Verification of documents confirming the right of participants and
officials to participate in competitions.

15.5.3. Registration protocols for participants, trainers and international
arbiters.

15.5.4. Preparation of protocols on admission of players to competitions.

Article 16. Contents (Description of the Process) of International
Competitions

16.1. Start of an international competition: participants of the competition
shall take their places in accordance with the round scoresheet, which specifies the
pairs of players of the round, 5 minutes before the official start of the round.

16.2. Any controversial cases not specified in the Regulations for the
competition (Rules), such as: the location of players at the table relative to the baffle
box, the location of checkers in the starting position, the use of checkers of a certain
colour, the location of checkers during the game, etc., are decided by lot that is a roll
of the dice. Whoever rolls higher has the right to choose.

16.3. At the exact appointed time, regardless of whether all the players are
present, the Arbiter gives the signal for the game to begin; starting the clock of the
absent player himself or the Match Arbiter does it at his direction. If both players
are absent, the game clock on the white (light) checkers side is started to record the
time of the absence of the players. If one of the players arrives for the game no later
than the permitted time of being late, the Arbiter divides the elapsed time in half,
sets the time on both game clocks equal and starts the clock of the absent player.
From this time on, the players are prohibited from stopping the game clock except
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in cases provided for by the IBF Rules.

16.4. In the 5 minutes allotted before the start of the round, players are
required to check the arrangement of the checkers, the correctness of the time set on
the game clock, fill out the match scoresheet, conduct the pairings in accordance
with paragraph 18.8, check for the presence of the dice, and make test rolls. A late
player who arrives after the start of the round loses the right to the draw in
accordance with paragraph 18.8 and takes a free seat at the table.

Article 17. Game Clocks and Their Handling

17.1. In all disciplines, the Chief Arbiter determines the arrangement of the
checkers before the start of each round.

17.1.1 In the disciplines of "Long Backgammon" and "Long Backgammon -
blitz", the game clock is installed by the Chief Arbiter parallel to the board. Before
the start of the game, the Chief Arbiter shall decide where the clock will be installed
(usually to the left of the player playing with white checkers). The baffle box is
installed on the opposite side of the board.

17.1.2 In the disciplines of "Backgammon"”, "Backgammon - blitz",
"Backgammon — Doubles"”, "Hypergammon", the game clock is installed by the
Chief Arbiter parallel to the board on the side where the opponents' homes are. The
baffle box is installed on the opposite side of the board.

17.2. The sportsmen playing a game shall make a set number of moves in a
certain amount of time or play the entire game in a certain amount of time (with a
time control until the end of the game). For this purpose, a game clock with two dials
(a display) is used. The time control for the game is established in advance by the
Regulations for the competition (Rules).

17.3. After making a move, the player shall start the opponent's game clock
with the hand with which he has made the move. Each player shall be able to switch
the game clock after making a move. The player shall not interfere with the opponent
switching the game clock. He cannot hold his fingers on the clock button or over it.
Before concluding his move, the player does not have the right to start the opponent's
game clock.

17.4. Since the sportsmen themselves are responsible for the use of their
playing time, no one has the right to interfere if a player forgot to switch the clock
in at the appropriate time. Only his opponent can remind him of this.

17.5. If any malfunction of the clock (incorrect operation mode) is detected
during the game, a player shall contact the Arbiter, who shall correct its operation or
replace the game clock with a working one. He also corrects, if possible, the time
difference.
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17.6. The expiration of the playing time is determined at the moment the flag
falls and the control time is reset to zero. Expiration of time during the switching of
the game clock means a defeat, since the playing time has expired. The match is
considered lost by the player. The current score is recorded, but the opponent is
awarded the winning number of points in the match.

17.7. The end of the playing time is recorded by the player whose time has
expired, his opponent or the Arbiter. No one else has the right to indicate the end of
the playing time.

17.8. All complaints about the game clock operation shall be made before the
expiration of the playing time.

17.9. If, during the game, the players discover that the time control has been
set incorrectly and interrupt the game, it may be resumed only by the decision of the
Arbiter and from the score indicated by the Arbiter.

17.10. Stopping the game clock by a player is considered as an admission of
his defeat, except for cases provided for by the IBF Rules. However, if the Arbiter
believes that the game clock was stopped by accident, a warning to the player should
be enough.

17.11. A player who has lost a game shall immediately stop his game clock.

Article 18. General Description of the Game of Backgammon

18.1. The goal of the game is to move all of the checkers to the home board
and then remove them from the board. The first player to remove all of his checkers
wins the game.

18.2. The board consists of 24 narrow triangles called points. The triangles
alternate in colour (there is no requirement for a specific colour for the triangles, but
they shall be contrasting) and are combined into 4 quadrants of 6 triangles each. The
points are numbered separately for each player, starting with the home board of that
player.

18.3. The points are arranged in quadrants. These quadrants are called home
board (1-6), outer board (7-12), opponent's home board (19-24), opponent's outer
board (13-18). The home and outer boards are separated from each other by a ridge
down the center of the board called the bar.

18.4. Each player has his own set of checkers of a dark and light colour,
usually black and white.

18.5. A special cup or baffle box is used to mix the dice. The baffle box takes
precedence over the cup. If the game is played with a baffle box, then throwing into
it is done by hand. The hand with the dice shall not enter the internal space of the
baffle box and touching the baffle box with the hand (hands) is not allowed.
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The use of a special cup or baffle box for mixing the dice is determined by the
Regulations for the competition (Rules).

18.6. The players alternately roll the dice and move the checkers in accordance
with the points read on the dice, make with the checkers a full circle around the board
to their home and bear them off. During the game, the players are seated opposite to
each other at the game board, unless otherwise provided by the Regulations.

18.7. Unless otherwise provided by the Regulations for the competition
(Rules), players may request before the start of the match, if possible and approved
by the Chief Arbiter, to mutually use cups with an interior lip (instead of those
without an interior lip).

18.8. In the disciplines of "Backgammon", "Backgammon - blitz",
"Backgammon — Doubles"”, "Hypergammon"” the chair, i.e. the direction of
movement of the checkers and the colour of the checkers can be determined by
drawing lots: one roll of one die before the start of the match according to the
principle: "Whoever rolls higher has the right to choose everything".

18.9. In the disciplines of "Long backgammon™ and "Long backgammon -
blitz" the colour of the checkers and the chair can be determined by drawing lots
according to the principle: "Whoever rolls higher has the right to choose everything".

18.10. Backgammon is played with dice provided by the Organizers of the
international competitions. During the round, each player has the right to change a
set of dice. To do this, he shall contact the Chief Arbiter of the competition.
Changing is made only between games and once per match for each player.

18.11. The changing of dice may be made by a reasoned decision of the Chief
Arbiter or the Deputy Chief Arbiter, which shall be recorded in the match scoresheet.
If the changing procedure occurs during the game, the Arbiter shall temporarily stop
the game clock and give the command to start the game clock after the dice have
been changed.

18.12. Both opponents are allowed to play with their own dice, with the
permission of the Chief Arbiter, if both players do not object to this.

The opponents are obliged in this case to use one dice from each player's set
during the game.

18.13. The Chief Arbiter shall impose one penalty point on any player who
has changed or rejected a dice during the match without contacting the Chief Arbiter,
and may initiate further disciplinary action as provided for in paragraph 37.1 of the
Rules.

18.14. The Regulations may establish a break during the match. In matches
up to 7 or 9 points - 1 break for each player; in matches up to 11 or 13 points - 2
breaks for each player; in matches up to 15 points and more - 3 breaks for each
player. In matches up to 5 points and less, in the disciplines "Backgammon - blitz",
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"Long Backgammon - blitz", "Hypergammon" breaks are not allowed. The duration
of the break shall not exceed 5 minutes. A break is allowed only between games of
the match. If the Regulations do not establish a break, then a player receives
additional time to the main time in accordance with paragraph 41.1.7.

18.15. If a player takes a break in the match at a time not specified by the
Rules, then the opponent is obliged to call the Match Arbiter. The Match Arbiter, at
the request of the opponent, and also independently, upon discovering a violation,
starts the game clock and gives a warning to the player. In case of a repeated
violation, the player is counted a technical defeat.

18.16. Stopping the clock during a match is possible for other reasons, but for
no more than 30 seconds only:

18.16.1. During a break between games to set up the starting position.

18.16.2. If the dice have fallen outside the playing table.

18.16.3. In case of a dispute, to resolve it between players or to call the
Arbiter,

18.17. In case of an incorrect roll (for example, a die has fallen on a checker,
stood on its edge or got stuck in the baffle box), a player has the right to reset the
game clock twice in order to restore his turn time and roll again.

The opponent does not have the right to interfere with the restitution of the
turn time.

18.18. In order to ensure good recognition of the location of the checkers, it is
recommended to line up the checkers on all points in one row for at least 5 in a row.
Checkers can be placed on top of each other starting from the 6th.

18.19. After the end of the match, well-mannered players are required to place
the checkers in the starting position.

Article 19. Features of the Game Process in the Discipline of "'Long
Backgammon™

19.1. Each player has 15 checkers.

19.2. The starting position of checkers for each of the players is as follows:
15 checkers are placed on their part of the board along the right side (Figure No. 1 -
position 12 and 24).
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Figure No. 1. Long Backgammon. View of starting position of checkers.

19.3. The starting position of checkers on the board is called the "Head". A
move from this position is called a "move from the head". Only one checker can be
taken from the head in one move. The only exception is the first roll of the second
player, but only if he gets a double 3-3, 4-4, 6-6. In this case, he has the right to take
2 checkers from the head, despite possible interference created by the first player.

19.4. A checker may only move to an open point. If an opponent's checker is
on a point, it is prohibited to place your checker on that point.

19.5. It is not prohibited to build blocks of six checkers, but it is prohibited to
lock in all fifteen of the opponent's checkers. It is prohibited to build a block of six
checkers that locks in all fifteen of the opponent's checkers even during one move
(i.e., to place a checker on an open point with the purpose of moving it during the
same move so that at the end of the move the block of six checkers is not built).

19.6. Any number of checkers may be placed on one square. It is prohibited
to place a checker on a point occupied by the opponent. In a situation where a move
can be made for the number of points read on one of the dice, and a checker cannot
be moved for the number of points read on the other dice, only the possible move is
made, and the points of the second dice are lost. The player cannot refuse a full
move, even if it is not advantageous to him. If playing both numbers is impossible,
then the larger number is played.

Article 20. Features of the Game Process in the Discipline ""Backgammon"'

20.1. Each player has 15 checkers. The starting position of checkers is shown
in Figure No. 2.
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Picture No. 2 Backgammon. View of the starting position of checkers.

20.2. The furthest point is the point 24, it is also the first point for the
opponent. For White, the points are numbered in ascending order counterclockwise,
and moves are made from the point 24 to the first, for Black - clockwise.

The numbering of points for Black is shown in Figure No. 3.

13 14 15 16 17 18 19 20 21 22 23 24

12 11 10 9 8 7

Picture No. 3 Numbering of points for Black.

The numbering of points for White is shown in Figure No. 4.
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Picture No.4. Numbering of points for White.

20.3. The description in paragraphs 20.1 - 20.2 of the Rules refers to one of
the possible positions. In other positions, the White’s outer board may be in any
other corner of the backgammon board. In this case, the White’s home is on the
opposite side horizontally, and the Black’s outer board and home are opposite,
respectively.

20.4. A checker may move only to an open point, i.e. one that is not occupied
by two or more checkers of the opposite color.

20.5. If there is one checker on a point, then that checker is called a "blot™.

20.6. If a checker after a move, in accordance with one of the dice values,
stops on the opponent's blot, then the blot is considered to be hit. If the move is not
completely executed, then a player can continue the move with the same checker in
accordance with the value of the second dice and also hit another opponent’s blot
(or several blots in the case of a jackpot).

20.7. Checkers that have been hit shall be placed on the bar (in the middle of
the board between the halves of the playing field) waiting for a re-entry. If one or
more checkers are on the bar, a player shall put them into play in the opponent's
home, i.e. "enter".

20.8. A player shall make all moves from the bar before playing with other
checkers. When one or more checkers are on the bar, the first obligation of a player
whose checkers are on the bar is to enter the checkers in the opponent's home.

20.9. A checker enters the game by moving to the point corresponding to the
value of the die rolled.

20.10. If the Whites roll 4 and 6 (one value on the die is 4, the other is 6), but
one of the checkers is on the bar, they shall enter a checker on point 21 in the Blacks'
home, since point 19 is occupied by the Blacks (Figure No. 5).
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Figure No.5. The only possible move for White is indicated.

20.11. If both points corresponding to the values of the rolled dice are
occupied, the player skips his turn.

20.12. If the player can enter some of his checkers, but not all, he shall enter
all the checkers he can and then skip the rest of the move. After all the checkers have
been entered from the bar, the unused dice values can be used as usual, moving the
checker that the player has entered or any other checker of his own.

Article 20.1. Features of the Game Process in the Discipline ""Backgammon —
Doubles"

20.1.1. "Backgammon — Doubles" is a game of two on two on one board. The
game is played according to the usual rules, but two players participate on each side,
who are allowed to consult with each other. During a single game, only one of the
players in the pair has the right to roll the dice, move the checkers and move the
cube. Between games, players of the same pair have the right to change places.

20.1.2. In the Preliminary Application (Appendix No. 3) and the final
Application (Appendix No. 4), a line is filled in indicating the last name, first name,
patronymic of the partner in the pair.

Article 21. Features of the Game Process in the Discipline of ""Hypergammon™*

21.1. Each player has 3 checkers, which in the starting position are in the
opponent's home on points 24, 23 and 22. The starting position of checkers is shown
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in Figure No. 6.

19 20 21 22 23 24

19 20 21 22 23 24

Figure No. 6 Hypergammon. View of the starting position of checkers.

21.2. The course of the game in the discipline of Hypergammon is carried out
in accordance with points 20.2-20.12 of Article 20 of the Rules.

Article 22. Doubling Cube and Doubling Rules

22.1. The doubling cube (cub, central cube) with the numbers 2, 4, 8, 16, 32
and 64 written on its faces is used to record and track the number of points that a
player will receive for winning a game.

22.2. The doubling cube is used in all disciplines.

22.3. Both players are responsible for placing the cube in the center at the
beginning of each game. The cube placed in the center has a value of 1 point. In case
of a dispute, the current position and value of the cube are decisive for the decision.

22.4. During the game, a player may turn the doubling cube so that the upper
side of the cube shows the number 2, thereby doubling the number of points that the
winner of the game will receive. The player may accompany these actions by saying
"l double."”

22.5. During the game, if a player picks up a cube (touches the cube), he shall
show doubling, i.e. the player cannot put it back.

22.6. Doubling is allowed during the turn, but before the dice roll. If a player
decides to roll the dice, but the roll is incorrect, then he shall re-roll the dice without
the right to replace the roll with a cube action.

22.7. If the player who was offered to double the number of points refuses
("passes™), then the game ends and the player who refused to double loses a single
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game. Otherwise, he shall accept the doubling, and the game will continue with the
game value equal to two points.

22.8. The player who accepted the doubling becomes the owner of the cube,
places the cube on his side of the board, and he is the only one who can increase the
game value to 4. Similarly, the players can increase the value of the doubling cube
as many times as they like, one after the other, to 8, 16, 32, 64.

22.9. If the player resigns, then he loses one point if the cube was in the
middle, or as many points as he announced during the previous doubling. Otherwise,
the cube goes to the player who accepted the repeated doubling, and the game
continues with the value of points doubled again, which will be received by the
winner of the game. There is no limit on the number of repeated doublings.

22.10. When accepting the cube, the player places it with the proposed value
on his side of the board and may specify his actions by saying "I take™ or "'l accept".
The player who accepts the cube must keep it with the proposed value facing up and
keep it on his side of the board in a specially designated place. In case of a dispute,
the current position and value of the cube are crucial for the decision.

22.11. Any cube that is revealed prematurely shall remain on the board, and
the opponent may complete a move with this cube.

22.12. If a wrong move is made (but not completed), and the opponent
doubles, the doubling remains, and the wrong move may be corrected.

22.13. It is forbidden to hide the cube. This is a violation of these Rules, since
the cube is an integral part of the position. An exception is the situation when one of
the players reaches a match point first. This situation is called the Crawford Rule. In
this case, the cube is removed from the board.

22.14. Crawford Rule is when a player reaches a match point (e.g. 8 points in
a match to 9), the doubling cube is removed from the game, but only for one game
(the "no cube™ game).

22.15. If the doubling is refused, the player says "Pass" and stops the clock.

Article 23. Rules for Rolling the Dice

23.1. The dice are strictly intended to produce random numbers; any other use
of them violates the rules and principles of Backgammon. A correct throw consists
of vigorously shaking the dice in a cup (at least three times) and then simultaneously
rolling them over the surface of the board, while it is prohibited to touch the board
itself, so that the cubes roll and bounce freely. For a violation of the roll, sanctions
are applied in accordance with paragraph 37.1 of the Rules. The Regulations for the
competition (Rules) may provide for the use of a baffle box.

23.2. Both dice shall be rolled simultaneously onto a flat surface of the board
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in the right section, or onto a flat surface on a single-colour field in a separate zone.
A player shall repeat the roll if one or both dice are outside the right section of the
board or a separate zone, hit the checkers, or are not lying horizontally.

23.3. A move is considered complete when a player switches the game clock.
If the move is incomplete or it contravenes the rules, the opponent has the
opportunity to accept the move as it is made or to demand that the player make a
correct move. A move is considered complete when the opponent rolls his dice or
starts his move (including a cube action).

23.4. If a player throws the dice before his opponent has completed his move,
the player who has not completed his move has the right to accept the roll or ask for
a re-roll at his own discretion.

23.5. After a player has taken the dice from the board for his roll, he shall cast
his roll. In the interval between taking the dice from the board and making the roll,
the player is prohibited from trying to change the properties of the dice:

- rub the dice against the surface of the game board, table, clothes and other
objects;

- roll the dice onto the board from the hands (a hand) and take them again with
the hands. The dice shall get onto the game surface strictly through the baffle box or
from the cup;

- hide, temporarily conceal the dice from the opponent's or the Arbiter's view;

- touch the dice with other parts of the body, except for the hands. For
example, with a tongue;

- make the dice dirty with anything;

- take the dice with dirty hands. Eat food at the game table (except for water
(liquid) in a bottle of no more than a half-liter, which can stay on the table in a closed
form).

Article 24. Interfering with the Opponent's Roll

24.1. When rolling with the baffle box, players shall not touch the dice. Any
touching of the dice or the baffle box itself before the roll is completed is considered
interfering with the roll.

24.2. In case of any interference with an opponent's roll the player who
violated the rule is penalized by the opponent just calling any numbers of the dice at
his own discretion.

24.3. Actions to interfere with the roll of the dice begin from the moment when
both dice have entered the baffle box.

24.4. 1t is prohibited to pick the dice from the board, as well as to make your
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own roll until the opponent’s turn has been concluded.

24.5. If a player picks the dice ahead of time, and the opponent has not yet
completed his move, he violates subparagraph 25.9 of the Rules and receives
disciplinary penalties. The Arbiter, at the request of the opponent, and also
independently, upon discovering an infraction, may warn the player. In case of a
repeated violation by the player, his opponent has the right to play any legal move
of his choice.

Article 25. Movement of the checkers

25.1. Each player has the right to move only the checkers of his own colour.

25.2. In competitions in the disciplines of "Backgammon"”, "Long
Backgammon™ and "Hypergammon" a doubling cube is used.

25.3. The right to the first move is determined as follows: each player rolls
one die. The player with the white checkers (lighter checkers) rolls the die first, the
player with the black checkers (darker checkers) rolls the die second. This
determines which of the players goes first, as well as what numbers he uses for his
first move. If both players roll the same numbers, they both roll the dice until they
roll different numbers. The player who rolls the higher number moves his checkers
in accordance with the numbers on both dice. After the first move, the players
alternately roll two dice and make moves.

25.4. The player who has rolled the first die shall move it to the bar or to the
other half of the board. If he does not do this, then when the second player rolls, if
his die touches (hits) the die that has already been rolled, then the players re-roll the
dice.

25.5. In each subsequent game of the match, the first move is played again
according to the procedure of paragraph 25.3 of the Rules.

25.6. The number on each die indicates how many points the player shall move
his checkers. The checkers always move in only one direction: from points with
higher numbers to points with lower numbers. For this purpose the following rules
apply:

25.6.1. The numbers on the two dice constitute separate moves.

For example, if a player rolls 35 (one number on the dice is 3, the other is 5),
he may move one checker to three points, and another to five, or he can move one
checker to eight (five plus three) points at once, but the latter only if the intermediate
point (at a distance of three or five points from the starting point) is also open.
Variations that White can play are in Figure No. 7.
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Figure No.7. Variations of the game when White is on the move.

25.6.2. A player who rolls doubles (the same number on both dice) plays each
of the numbers on each of the dice twice.

For example, if 6 and 6 rolled, the player shall make four moves of six points
each, and he can move the checkers in any combination he deems necessary.

25.6.3. A player shall use both numbers of the roll, if they are allowed by the
rules (and all four numbers, if he has rolled doubles). When only one number can be
played, the player must play that number. If either number can be played separately
(but not both together), the player shall play the higher number. If the player cannot
make a move, he misses his move. In the case that a double is rolled and the player
cannot use all four numbers, he shall play as many moves as possible.

25.7. A player shall make each move clearly, using only one hand, which he
uses to pick up the checkers while playing each checker. The player shall not move
(touch) any checkers during his opponent's move. Deviation from these rules may
result in sanctions being applied to the player who has violated this rule.

25.8. The borne off checkers shall be kept away from the playing surface (near
the board or in the "pocket" of the board, i.e. in the compartment (section) of the
board for stacking and storing checkers) until the end of the game. Deviation from
these rules may result in sanctions being applied to the player who violated this rule.

25.9. A player may move the dice along the playing surface to make the move
easier, but only by moving them smoothly along the playing surface. The player
completes his move only after pressing the game clock button.

25.10. When rolling the dice, it is not allowed to lower the dice below the
table level.

25.11. Baffle boxes shall be used at official competitions.
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25.12. If at least one of the dice has stopped moving inside the baffle box, any
of the players has the right to start the 3-second countdown. After 3 seconds, if the
dice (or both) do not continue moving, the roll is considered invalid.

25.13. The delay is counted by pronouncing three consecutive three-figure
numbers out loud: "one hundred twenty-one, one hundred twenty-two, one hundred
twenty-three".

25.14. If, when the dice fall onto the board, one of them hangs (frozen) on one
of its edges, any of the players has the right to start the 3-second countdown. If, after
3 seconds, the hung dice has not started to fall, the roll is considered invalid. The
delay is counted in the same way as described above.

25.15. If the dice is suspended (frozen) on one of its edges or has stopped its
movement inside the baffle box and one of the players has started the three-second
countdown, then during this countdown no movements may be made that may cause
the dice to vibrate (shaking the table, blowing on the dice, stamping the feet, etc.).
For such movements, penalties may be applied as provided for in Article 37.1 of the
IBF Rules.

Article 26. Bearing off Checkers

26.1. Once a player has moved all of his fifteen checkers into their home
board, he may begin to bear them off.

26.2. A player bears off a checker as follows: he rolls a pair of dice, and the
checkers that are on the points corresponding to the rolled numbers are removed
from the board. For example, rolling 6 points, a checker can be removed from the
six point.

26.3. If there are no checkers on the point indicated by the roll, the player is
allowed to move the checker from the lower — numbered points (Figure No. 8, Figure
No. 9). If a player can make any moves, he is under no obligation to bear off.
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Figure No. 9. Possible moves when it is Black's turn.

26.4. During the bear-off process, all of the player's checkers shall be into their
home board.

26.5. In disciplines that contain "Backgammon™ and "Hypergammon™ in their
names, if a checker is hit during the bear-off process, a player shall bring that checker
back into their home board before continuing to bear off.

26.6. The first player to bear off all fifteen checkers wins the game.

26.7. Checkers shall be borne off onto a free space on the game table or into
a specially designated place on the backgammon board for receiving checkers borne
off.

26.8. If, in a dispute between players, a checker is on the board and its true
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position — borne off or in play - cannot be determined by the Arbiter, the checker
will be considered in play at the request of the opponent.

26.9. If the fact that a checker belongs to those borne off in the game does not
raise doubts in the Arbiter, it is not recognized in play. The player is cautioned for
the violation.

Article 27. Mistake in Arrangement of Checkers

27.1. If in the disciplines "Backgammon”, "Backgammon - blitz",
"Backgammon - Doubles", "Hypergammon™ by the time an incorrect arrangement
or incorrect number of checkers is discovered at any of the opponents, then in this
case the game continues if both White and Black have made 2 moves. A player with
an incorrect number of checkers may lose gammon or backgammon. If at least one
of the opponents has made less than two moves, the checkers are returned to the
correct initial position.

27.2. If in the disciplines "Long backgammon", "Long backgammon - blitz"
with the correct number of checkers of both participants, but with an incorrect
starting position of checkers, White and Black have made 2 moves each, then in this
case the game continues. If at least one of the opponents has made less than two
moves, the checkers are returned to the correct initial position.

27.2.1. If an insufficient number of checkers is found on the board, the Arbiter
shall add checkers to the "head", but only if there is at least one checker on it. If there
are no more checkers on the "head", the game continues according to the "played
over" principle.

27.2.2. If an excessive number of checkers is found on the board, the Arbiter
shall remove the excessive checkers from the "head". If there are no more checkers
on the "head", the game continues according to the "played over" principle.

27.3. Players are cautioned for mistakes in arrangement of checkers. In case
of a repeated infraction, the Arbiter may apply paragraph 37.1 of the Rules.

27.4. If a player has made an illegal move, for example:

made an illegal checker move;
made an extra move;
made an opponent's checker move;
removed the opponent's checkers or his own checkers without reason,
then only his opponent has the right to decide whether to correct this mistake
or not.
27.5. If the opponent has made a counter move, he loses the right to demand
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the correction.

27.6. If a player has made an illegal move or made another mistake, while
turning on his partner's game clock, his opponent can switch the game clock back
and force him to correct the mistake at his time. The player who made a mistake can
do this only using time of his time bank (start making the move again after the time
for the move has expired).

27.7. Making illegal moves and then starting the opponent's game clock to
accumulate additional time in a game with added time for each move made is a gross
violation of the IBF Rules, which is penalized in accordance with the Rules.

27.8. An illegal move that is not noticed by both players cannot be changed
subsequently and cannot serve as grounds for a claim.

Article 28. lllegal Moves

28.1. Having noticed an illegal move of the opponent, a participant may accept
it or demand from the opponent to replay the move. A participant accepts the
opponent's move by rolling the dice or turning (showing) the doubling cube. After
the end of the game, no claims are accepted and its result is considered valid.

Article 29. A Game and Matches Completion

29.1. A game shall be played to the end unless ended by a "pass on double",
gammon or backgammon in a no contact position.

29.2. If a player believes that his opponent wins with any number of the dice
roll, he may resign without waiting for all checkers to be borne off.

29.3. A game cannot be cancelled, replayed or ended by agreement (except
for the above-described resignation in a no contact position).

29.4. Matches shall be played out to the established length (the number of
points that shall be scored in one or more games).

29.5. A match shall be played according to the announced requirements in the
Regulations for the competition (Rules).

29.6. If a match is played to a lower number of points than specified in the
Regulations for the competition (Rules), the match is played out from the score
established by the match scoresheet, taking into account the Crawford rule.

29.7. If a match is played out to a higher number of points than specified in
the Regulations for the competition (Rules), the match is recalculated according to
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the match scoresheet taking into account the Crawford rule, and thus it is determined
who won the match.

29.8. If a match is played out and completed during a remote play not
according to the established time control, the result is not revised, complaints about
the match result are not considered.

Article 30. Notation

30.1. In Backgammon competitions, notation is used to record moves on the
game scoresheet. The symbols used when recording a game or analyzing a game are
given in Appendix No. 4.

Article 31. Procedures for Substitution of Participants in Competitions

31.1. Substitution of a participant in international competitions is not provided
for. A player who cannot continue competing for valid reasons is excluded from the
international competition.

31.2. International competitions in the discipline "Backgammon - Doubles"
are held without alternate participants, substitutions are not provided.

Article 32. List of Permitted and/or Prohibited Actions of Participants during
Participation in Competitions

32.1. During the game, participants are allowed to:

32.1.1. Stop the game clock, personally contact the Arbiter on issues related
to the holding of a game and/or a match, for clarification and application of the
Rules.

32.1.2. Contact the Master Arbiter, the Deputy Chief Arbiter or the Chief
Arbiter in case of disagreement with the decision of the international Match Arbiter.

32.1.3. Appeal against the decision of the Chief Arbiter to the Appeals
Committee in cases where there are grounds.

32.2. During the game, players are prohibited to:

32.2.1. Contact verbally or in writing anyone other than the International
Arbiter.

32.2.1.2. Use a backgammon board not provided by the Organizer of the
international competition, written or printed materials.
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32.2.1.3. Leave the table when it is their turn to move without the permission
of the International Arbiter.

32.2.1.4. Play standing, stand up to roll the dice.

32.2.1.5. Touch the backgammon board when it is their opponent's turn in
order not to cause any distraction.

32.2.1.6. Take their turn back (re-make a move) after passing the turn.

32.2.1.7. Distract or disturb their opponent in any way.

32.2.1.8. Interfere with the game, disturb other players, or interfere in the
progress of their games.

32.2.1.9. Ask for an opinion or ask for advice on their game, intentionally or
not.

32.2.1.10. Analyze games in progress or completed in the playing hall.

32.2.1.11. Allow themselves to take actions that interfere with the normal
course of the competition.

32.2.1.12. Leave the playing area without permission from the International
Arbiter.

32.2.1.13. It is prohibited to keep any records during the match, except for the
game score.

32.2.1.14. It is prohibited to use reference literature, tables, including using
any computing and/or mobile devices.

32.2.1.15. Have any electronic devices (phones, smartphones, computers,
tablets, players, headphones, electronic wristwatches) with them in the playing area,
and especially use them during the game. The Chief Arbiter decides whether a player
may have electronic devices with him or store such devices in a specially designated
place.

Article 33. Lateness or Default for a Game

33.1. In competitions, announcements about the start of a round shall be made
five minutes before the start of a game. A countdown clock may be used.

33.2. The starting time of a round shall be announced by the Chief Arbiter or
by the Arbiter at his direction.

33.3. If a participant is late for a round, the Arbiter shall start his game clock.
If a participant fails to appear before the expiration of the time allotted for the match,
he shall be awarded a loss. If a participant arrives before the expiration of the time
allotted for the match, he shall start the match with the existing clock readings. A
participant who is late for a game shall be subject to the sanctions provided for in
Article 37.1 of the IBF Rules.
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33.4. If both participants are late for a round, then they shall act in accordance
with Clause 17.3 of the IBF Rules.

Article 34. Withdrawal or Expulsion of a Participant from the Competition

34.1. If a participant in the international competition held using the Round
robin system has missed one or two matches, the Chief Arbiter decides on his further
participation in the international competition. The proposal to exclude a participant
from the competition shall be submitted by the Chief Arbiter of international
competitions to a meeting of the Main Panel of Arbiters.

34.2. If a participant in the international competition held using the Round
robin system has played less than half of his matches and has withdrawn from the
competition, his results shall remain in the crosstable for calculating the rating, but
shall not be taken into account in the final summing up of the results. The unplayed
matches of this player and his partners shall be marked in the crosstable with a minus

34.3. If a participant in an international competition held using the Round
robin system has played half or more of his matches and has withdrawn from the
competition, his results shall remain in the crosstable and shall be counted in the
final summing up of the results. The unplayed matches of this participant in the
crosstable shall be marked with a minus "-", and those of his partners shall be marked
with a plus "+".

34.4. The number of matches played includes unfinished matches, the
outcome of which shall be determined by the Panel of Arbiters or an appointed
commission.

34.5. If a player leaves an international competition for an unreasonable
excuse or refuses to play, the Chief Arbiter of the international competition excludes
him from the competition by his decision.

34.6. If the competition is held under the Olympic or Swiss system, a player
is eliminated from the competition as having lost the required number of matches.
The results of the played matches remain valid.

34.7. If the fact of fixed playing (a fixed match) is established, the participants
are subject to disqualification. All their matches in this international competition are
cancelled to the extent practicable.
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Article 35. Methods of Recording the Results of International Competitions
and (or) Violations of IBF Rules

35.1. The results of the matches are recorded in the match scoresheets
(Appendix No. 6).

35.2. The participants keep the scoresheets. A player who wins the game
writes the result in the match scoresheet. A loser ensures that it is filled in correctly.
Each player changes the numbers of his score counter. At the end of the game, both
participants sign the match scoresheet and hand it over to the Match Arbiter.

35.3. The match scoresheet shall be handed over to the International Match
Arbiter by the player who won the match. The game is not considered played out if
the match scoresheet is not handed over. In this case, a player who did not hand over
the scoresheet receives a warning. In case of a repeated violation, the player receives
a technical defeat.

35.4. The match scoresheet shall be kept open on the table during the game,
clearly visible, so that the Arbiter can check the records at any time. International
Arbiters monitor the correctness of the match results in the final round scoresheet.

35.5. In case of an error, the result in the match scoresheet may be corrected,
but not later than when any of the players finishes the next game or makes a move
with the cube in the next game.

35.6. The match scoresheet is the property of the Competition Organizer.

35.7. Control over compliance with the IBF rules is carried out by
International Arbiters, including direct observation.

35.8. The responsibility for keeping the match scoresheet may be assigned to
Match Arbiters by decision of the Chief Arbiter.

Article 36. Rules of Ethical Practice for Participants in International
Competitions

36.1. Participants in international competitions are required to adhere to
generally accepted guidelines of ethical standards, to show respect for officials,
international arbiters, spectators, representatives of the press, and other participants
in the competitions.

36.2. Participants in international competitions are required to refrain from
rude and offensive statements, gestures, and actions.

36.3. Each participant is obliged to comply with all decisions of the
International Arbiter. In case of unethical conduct (insults to players/arbiters by
word or action, as well as in the presence of obvious threats to players or the
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International Arbiter), the Chief Arbiter of the international competitions makes a
decision on the application of sport sanctions in accordance with Article 37 of the
IBF Rules, up to exclusion of the player from participation in the competition,
without refund of the entry fee.

36.4. Participants in international competitions are obliged to observe the
principles of ethical behavior and the principle of fair play and good sportsmanship.

Article 37. Types of Sanctions Applied for Violations of IBF Rules

37.1. Any violation of the IBF Rules, the Regulations for the international
competition (Rules) and (or) the behavior of a participant in the competition that
discredits Backgammon (unsportsmanlike behavior) shall be punished by the
International Arbiter.

The Arbiter may apply the following types of disciplinary sanctions:

37.1.1. Reprimand.

37.1.2. Warning.

37.1.3. Imposing a penalty point.

37.1.4. Awarding a loss in the game (it is possible when the loss is counted
for both players).

37.1.5. Exclusion from international competitions (the decision is made by the
Main Panel of Arbiters).

37.2. The measures of disciplinary sanctions are chosen by the Arbiter
depending on the type of violation.

37.3. Also, for violation of the IBF Rules and/or unsportsmanlike behavior,
sanctions may be applied as provided for in paragraph 37.1 of the Rules.

37.4. The first violation of the IBF Rules shall entail a reprimand, and for the
first serious violation of the Rules a warning shall be announced. In addition, a
reprimand shall be applied to a competitor, a representative, a trainer, an official, or
other participant in the competition for minor violations that do not affect the course
of the match and do not affect the organization of the competition.

37.5. If a reprimand has been applied to a participant in international
competitions, a representative, a trainer, an official, or other participant in the
competition for the first violation of the IBF Rules, then a warning shall be applied
to the offender if the violation is committed again. In addition, a warning shall be
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applied to a participant in international competitions, a trainer, a representative, an
official, or other participant in the competition for violations that affect or may affect
the course of the competition, that have led to a rematch, damage to equipment, that
have a negative impact on the public perception of the competition, the organizers,
and Backgammon as a whole, but were not committed intentionally, as well as for
intentional minor violations.

37.6. In case of repeated violation of the IBF Rules in the current game, the
participant is awarded a loss of the game. Awarding a loss of the game is also applied
for violations that directly affected the course of the game.

37.7. In case of repeated violations in subsequent games, a participant may be
excluded from the international competition. A player may also be excluded from
the competition for systematic intentional violations that affect or may affect the
course of separate games and the whole competition, as well as for an intentional
violation committed after the application of a sanction other than a warning.

37.8. For intentionally unfair play, including a deliberate loss of a game, a
participant in the international competition is excluded from the competition and
may be disqualified in accordance with the standards provided in the IBF Rules.

37.9. In case of assistance by National Backgammon Associations in violation
of IBF rules by a player, sanctions may be applied to such associations, including,
depending on the severity of the violation:

- termination of IBF funding of the National Backgammon Association;

- cancellation of future international competitions included in the IBF
calendar;

- deprivation of part or all rights of membership in the IBF, including
participation in all IBF calendar competitions, the right to vote at the IBF Congress,
membership in IBF committees;

- deprivation of accreditation.

Article 38. Requirements for Ensuring Security during International
Competitions

38.1. Ensuring the security of participants and spectators is carried out in
accordance with the requirements for anti-terrorist protection of sports facilities
during mass events and official competitions, in accordance with the current
legislation of the country in whose territory international competitions are held.

38.2. Ensuring the security of participants and spectators is carried out in
accordance with the current legislation of the country in whose territory international
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competitions are held.

Article 39. Requirements for Outfits and Advertising on It

39.1. Requirements for the dress code (outfit) of the participants in the
competition:

Men - shirt, polo, jeans, trousers. Footwear - shoes, sneakers are allowed.

Women - blouse, polo, skirt, dress, jeans, trousers. Footwear - shoes, sneakers
are allowed.

The participants' clothing shall be clean, neat and tidy.

39.2. The uniform of all participants in the competition shall not contain any
markings, text or combinations of symbols that could be offensive.

39.3. The outfit shall not contain any kind of religious, political inscriptions
or images.

39.4. Participants in the competition whose outfit does not meet the
requirements established by the IBF Rules will not be allowed to compete.

39.5. Advertising is defined as a display, sign or other visibility in a place
informing the public of the name of a product or service, in order to achieve
awareness of a company or organization and its brand, activities, products or
services.

39.5.1. Advertising may be presented on an outfit, which does not contradict
the IBF rules, moral and ethical standards, as well as the legislation of the country
in which the international competitions are held.

39.6. Advertising of tobacco, alcohol products or narcotics with the
participation of players, as well as the placement of such advertising on the
participant’s outfit in international competitions is prohibited.

Article 40. Sponsorship

40.1. The IBF sells title/presentation sponsorship rights for the IBF approved
series.

40.2. For the IBF World Cup and World Championship, these rights are sold
to the respective sponsors who promote the image and values of the particular
discipline. The income from the sale of these rights is invested in the IBF to ensure
a professional organization.

40.3. The IBF does not transfer title sponsorship rights to sports betting
companies.
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40.4. Advertising of sports betting companies is permitted on bib numbers
upon approval by the IBF.

40.4.1. IBF approval will be given on the condition that the sports betting
company /ies actively struggle against manipulation in competitions.

40.5. The National Backgammon Association or its alliance has the right to
conclude agreements with commercial firms or organizations on the provision of
financial sponsorship support and the supply of goods or equipment, if the relevant
firm or organization is an official supplier or sponsor of the NBA.

Article 41. Time Controls Applied in Backgammon

41.1. The following time controls are applied in the Backgammon:

41.1.1. Discipline "Long Backgammon" — 2 min.*N +5-45 sec.

41.1.2. Discipline "Long Backgammon — blitz" — for N=1, 30 sec. +8-12 sec,
for N=3, 1 min. + 8-12 sec.; for N=5, 2 min. + 8-12 sec.; for N=7, 3 min. + 8-12 sec.

41.1.3. Discipline "Backgammon" — 2 min.*N +5-45 sec.

41.1.4. Sport discipline "Backgammon — blitz" — for N=1, 30 sec. +8-12 sec.,
for N=3, 1 min. + 8-12 sec.; for N=5, 2 min. + 8-12 sec.; for N=7, 3 min. + 8-12 sec.

41.1.5. Discipline "Backgammon — Doubles" - 2.5 min.*N +5-45 sec.

41.1.6. Discipline "Hypergammon" - 30 sec.*N + 5-45 sec.

Where N is the length of the match, measured in points. For example, a time
control of 6 min. +8 sec. means that six minutes are given for the entire match
(timebank) with a delay of 8 seconds for each move, starting from the first, without
accumulating time.

41.1.7. In matches up to 7 points or more, 5 minutes are added to the timebank.
In matches up to 5 points or less in the disciplines "Backgammon - blitz", "Long
Backgammon - blitz", "Hypergammon" no additions to the timebank are provided.

41.1.8. The regulations of an international competition may establish breaks
in the match in accordance with paragraph 17.13 of the IBF Rules. In such a case,
no addition to the timebank under paragraph 41.1.7 is made.

Article 42. Requirements for the Technical Characteristics and Accuracy of
Devices Used at International Competitions to Measure (Control) Such
Characteristics

42.1. Game clocks shall be electronic.
42.2. Game clocks shall be game clocks with two devices for recording and
displaying time, connected to each other in such a way that only one of them can
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work at the same point of time. In these IBF Rules, the term "clock™ means one of
the two such devices. Each device is equipped with a "flag". "The fall of the flag"
means that the time allotted to the player has expired. Some models of electronic
clocks show "-" instead of the appearance of the flag.

42.3. The game clocks shall meet the following requirements:

It shall be possible to set the controls provided for by the IBF Rules.

They shall not go simultaneously.

They shall work alternately; the stoppage of one immediately leads to the
work of the other.

Clearly show the amount of time remaining.

42.4. Game clocks shall be checked at the appropriate times.

Article 43. Conditions for Replacing Equipment (Damage or Loss)

43.1. Participants in international competitions are required to take good care
of the equipment provided by the Competition Organizer.

43.2. Replacement of equipment in case of its damage or loss is carried out by
the Organizer of international competitions.

43.3. If it is proved that the equipment was stolen by a participant in
international competitions, this participant in the competition may be disqualified.

43.4. During the remote international competition, participants may use their
own sports equipment (a keyboard, a mouse, a microphone, mats) or the equipment
provided by the Organizer.

Article 44. Requirements for Medical and Sanitary Support

44.1. The main task of the Organizer of international competitions is to ensure
the safety and health of all participants in the competition, as well as officials.

44.2. Emergency medical care is provided in accordance with the current
legislation of the country in which the international competition is taking place.

Article 45. Holding International Competitions in Case of Changes of Climatic
and Other Factors

45.1. Due to the occurrence of circumstances arising as a result of
extraordinary events (bad weather conditions, power outages, wars, epidemics,
terrorist attacks), the authorized bodies for arbitration have the right to cancel an
international competition or postpone the time and date of holding an international
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competition.

Article 46. The Body Competent to Consider Objections, Protests, Appeals
and the Period of Consideration. The Amount of the Deposit for an Appeal (if
any), As Well As the Return of Such Deposit if the Appeal Is Satisfied

46.1. In case of a dispute (reasons for filing an appeal) players shall leave the
dice, checkers, the cube and score intact until the Arbiter arrives. Violation of this
rule by a player is considered gross and creates an advantage in favor of the
opponent. In simple cases, the decision is made by the Arbiter (the Match Arbiter or
the Chief Arbiter). Simple cases include cases when the Arbiter, after listening to
both sides, can immediately (after spending up to one minute thinking) make a
decision.

In complicated cases, as well as in cases where a player does not agree with
the decision of the Match Arbiter or the Master Arbiter, or the Deputy Chief Arbiter,
the Chief Arbiter is called to resolve the dispute. The Arbiter is obliged to make a
note of the decision made in the match scoresheet.

46.2. The protest shall be considered by the Panel of Arbiters, if possible,
immediately after it is filed, but before the technical results of the competition are
approved, and no later than 24 hours after it is filed. The Panel of Arbiters listens to
both parties about the protest, but if one of them fails to appear, the decision may be
made in its absence. The final decision on the protest is made by the Chief Arbiter
of the competition.

46.3. The Appeals Committee shall be created at the competition to promptly
resolve conflict (dispute) situations that arise during the competition, not settled by
agreement of the parties, and to consider players’ appeals or their representatives’
ones against decisions of the Chief Arbiter of the competition (provided that protests
were previously filed against these decisions and decisions were made based on the
results of the consideration of the protests). The Appeals Committee is appointed by
the Organizer of the competition.

46.4. The Appeals Committee shall consist of a Chairman, two or more
members and two alternates. If possible, the Chairman, members and alternates of
the Committee shall belong to different National Backgammon Associations.
International Arbiters of the competition and players participating in the competition
may not be members of the Appeals Committee considering the dispute.

46.5. If it is considered that the Chairman or one of the members of the
Appeals Committee may have a personal interest in the issues under consideration,
he or she shall be replaced by an alternate member of the Appeals Committee.
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46.6. The Appeals Committee shall have an odd number of members with the
right to vote. Persons under 18 years may not be members of the Appeals Committee.

46.6.1. All appeals and decisions on them shall be submitted in writing,
including the evidence provided in support or refutation of the appeal.

46.6.2. The Appeals Committee shall independently determine the place and
the format for the consideration of an appeal (teleconference, personal meeting, e-
mail correspondence).

46.6.3. Members of the Appeals Committee are obliged to maintain the
confidentiality of the appeal until the moment of public announcement of the
decision and during the consideration of the appeal to consult only with their
colleagues. The Chairman of the Appeals Committee has the right to request
additional testimony from the involved parties, provided that this does not require
excessive effort on their part.

The Appeals Committee decisions may be announced orally at the end of
discussions or hearings, if any. A written decision with reasons shall be sent to the
IBF, which will forward it to the parties concerned, their national associations and
all members of the Panel of Arbiters whose decision was appealed. In addition, the
written decision shall be available at the IBF office.

46.7. Decisions of the Appeals Committee are final.

46.8. An appeal against the decision of the Chief Arbiter (of the Deputy Chief
Arbiter, if he replaced the Chief Arbiter) shall be filed in writing by a player or his
representative addressed to the Chairman of the Appeals Committee, with
mandatory indication of the points of the IBF Rules, the Regulations for the
competition (Rules), which the player considers to have been violated.

46.9. Protests against the actions of participants in international competitions
that have resulted in violations of the IBF Rules, the Regulations for the competition
(Rules), shall be submitted to the Appeals Committee in writing within 10 minutes
after the end of the match, but not later than the start of the next round.

46.10. The procedure for filing an appeal is determined by the Regulations for
the competition (Rules). The decision of the Appeals Committee is final and cannot
be appealed.

46.11. In order to avoid bias or suspicion of bias when making a decision on
an appeal, members of the NBA, whose representative filed the appeal, may not be
members of the Appeals Committee. In addition, persons appointed to the Appeals
Committee shall voluntarily inform the Chairman of their biased attitude towards
the offender, if any. Persons found to be biased will be suspended from the Appeals
Committee by the Chairman or, in the event of his/her suspension, by the Deputy
Chairman.

46.12. An appeal to the Appeals Committee will not suspend the execution of
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decisions of the Panel of the Arbiters of the competition, the Appeals Committee or
the Council on penalties.

46.13. In the event of a violation of the sanctions imposed (in accordance with
IBF Article 37), the Council may apply additional sanctions that it deems necessary.

Article 47. Methods of Determining the Winner of International Competitions
and Allocation of Places

47.1. Matches.

47.2. As arule, a match consists of several games. The goal of the entire match
IS to score a certain number of points. The specific number of points is determined
by the Regulations for the competition (Rules). The Regulations for the competition
(Rules) may stipulate that a match consists of a fixed odd number of points (at least
3) and ends when the fixed number of points is scored by one of the players.

47.3. There is one restriction to the previous paragraph (Crawford Rule).
When a player has reached a match point, according to the Crawford Rule, the next
game cannot be doubled. In case of winning a game, in the next game the player can
already double the number of points to win the game.

Article 48. Accounting of the Game Results

48.1. Each game begins on the condition that one point can be received for a
win; further in accounting of the results of the game, the number of scored points is
equal to the number of points scored by the player, multiplied by the value of the
cube.

48.2. The number of points that the player who passes when doubling loses is
determined in the rules of doubling.

48.3. If a losing player has managed to bear off at least one checker, he loses
one point, or as many points as are worth on the cube at that moment (one point if
neither player has doubled).

48.4. If a loser has not managed to bear off any checkers from the board, he
loses double amount of points (gammon).

48.5. A player has the right to surrender the game without mars if he has bear
off at least one checker.

48.6. If a loser has not borne off any checkers and one or more of his checkers
remain on the bar or in the opponent's home board, he loses tripled number of points
(backgammon).

48.7. Gammon and backgammon are considered as such, regardless of
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whether there was a doubling in the game or not.

Article 49. Match Results Calculation

49.1. The match result is calculated as follows:

win — 1 point;

loss — 0 points.

49.2. If a game or a match did not actually take place and the loss was counted
for a default or being late, then a minus (-) is put instead of zero, and a plus (+) is
put instead of one point (two points). When calculating points for the distribution of
places, a plus is equal to one point, and a minus is equal to zero. When calculating
points for deciding whether classification standards have been met and calculating
ratings, pluses are not taken into account.

Article 50. Results of International Competitions

50.1. Based on the results of international competitions, players are ranked
according to the total number of scored points. First place is awarded to the player
who has got the highest score, the rest are awarded in descending order.

50.2. In case of a tie in scored points between two or more players, places are
distributed according to the following additional indicators:

50.2.1. The coefficient system.

50.2.2. The greatest number of wins.

50.2.3. The result of matches between these players.

50.2.4. The best result in matches with other players in the order of taken
places.

50.3. The priority of using additional indicators is determined by the
Regulations for the competition (Rules).

50.4. Systems of additional indicators are provided for by the Regulations for
the competition (Rules).

SECTION VI. Requirements for the Formation of the International Panel of
Arbiters. Rights and Duties of International Arbiters
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Article 51. Members of the International Panel of Arbiters with Indication of
the International Arbiter Status

51.1. International Arbiters included in the Main Panel of Arbiters:

51.1.1. Chief Arbiter.

51.1.2. Chief Secretary.

51.1.3. Deputy Chief Arbiter.

51.1.4. Deputy Chief Secretary.

51.2. International Arbiters who are not members of the Main Panel of
Arbiters:

51.2.1. Master Arbiter.

51.2.2. Secretary.

51.2.3. Match Arbiter.

51.2.4. Technical Arbiter.

51.3. The number of Arbiters at an international competition is determined as
follows:

Chief Arbiter - one;

Chief Secretary - one;

Deputy Chief Arbiter - one;

Deputy Chief Secretary, if there are 40 or more players - one;

Secretary, if there are 60 and 99 players - one;

Secretary, if there are 100 or more players - two;

Master Arbiter, for 6 Match Arbiters - one;

Match Arbiter: for eight players - one;

Technical Arbiter: for 16 players - one.

If there are 20 or fewer players, it is possible combining Arbiters positions
and the number of International Arbiters is 3.

51.4. The functional duties and powers of the Main Panel of Arbiters and
International Arbiters are determined by the IBF Rules.

Article 52. Rights and Duties of International Backgammon Arbiters.
Functional Duties of Arbiters in Preparing, Holding, and Completing
International Competitions, Depending on the Position They Hold

52.1. The Chief Arbiter has the right to:
52.1.2. Arrange a temporary break during the competition if there are any
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reasons that prevent it from being held normally.

52.1.3. Arrange a temporary break during the competition or in a separate
match if there are medical indications.

52.1.4. Conduct the movement of Arbiters during the competition.

52.1.5. Bar from arbitration arbiters who have made serious errors or are
unable to fulfil their duties.

52.1.6. Exclude representatives (require them to leave the competition venue)
who have repeatedly violated ethical standards and (or) argued with International
Arbiters and participants.

52.2. Backgammon Arbiters have the right to:

arbitrate competitions in accordance with their qualification category, wear a
badge.

52.3. Arbiters are obliged to:

know the rules of Backgammon;

ensure that players, organizers, spectators and interested parties comply with
the IBF Rules and the Regulations for the competition (Rules);

be able to record various violations during the game and apply various
sanctions in accordance with the Rules;

know the criteria for additional indicators for various competition systems and
be able to apply these criteria for various competition systems in practice.

arbitrate in a qualified and impartial manner, observing the requirements of
sports ethics, objectively and promptly resolving issues arising during the
competition, preventing situations that may distort the results of the competition;

not allow disciplinary offenses in their activities;

52.4. The Chief Arbiter:

Is responsible for compliance with the IBF Rules, the Regulations for the
competition (Rules);

is directly responsible for competition holding, manages the work of the Panel
of Arbiters, has the right to make decisions on all issues related to the competition
holding. His orders are mandatory for the arbiters, participants and representatives;

records violations during the game and applies various sanctions provided for
in paragraph 37.1 of the IBF Rules;

Imposes penalties on the participants of the competition for violating the IBF
Rules, the Regulations for the competition (Rules);

52.5. Before the competition starts, the Chief Arbiter is obliged to:

check all the conditions for holding the games;

jointly with the host organization, form the Panel of Arbiters and distribute
responsibilities among the arbiters;

provide, with the help of the organizers, all the necessary equipment for



63

holding the competition;

when considering a player's application to participate in the competition, the
Chief Arbiter shall verify information about the player's disqualification;

hold a meeting of the participants' representatives.

52.6. Deputy Chief Arbiter:

supervises the work of the arbiters, supporting and technical staff, if any;

works under the supervision of the Chief Arbiter and performs his duties in
his absence;

records violations during the competition and applies various sanctions
provided for in paragraph 37.1 of the IBF Rules.

52.7. Chief Secretary:

works under the supervision of the Chief Arbiter;

manages the work of the Secretary’s office, if any;

participates in the Registration Committee work;

checks the work conditions of the Secretary’s office;

knows how to use office programs, e-mail, browsers, and drawing programs;

together with the Chief Arbiter and the Organizer, ensure that the pairing for
the 1st round is carried out in strict accordance with the rules on the day and at the
time specified in the Regulations for the competition (Rules);

conducts the draw, work on the preparation and release of working,
intermediate and official final scoresheets of the competition results;

prepares and provides the arbiters with scoresheets of the competition rounds;

coordinates the work of the Secretary’s office;

ensures the cooperation of the Secretary’s office with other competition
services, the press center and the arbiters;

determines the movement procedure of intermediate and reporting documents;

prepares competition reporting documentation;

is responsible for the execution of all documentation related to the
competition;

collects and records all information on the competition progress;

publishes or transfers to an authorized person for publication on the
information and telecommunications network "Internet" the current and final results
of the competition;

if there is a Deputy Chief Secretary and a Secretary, distributes some of his
duties between them.

52.8. Deputy Chief Secretary:
works under the supervision of the Chief Secretary;
participates in the work of the Registration Committee;



64

performs the duties of the Chief Secretary in his absence;

assists the Chief Secretary with the performing of his duties.

52.9. Master Arbiter:

Is subordinated to the Chief Arbiter and the Deputy Chief Arbiter and works
in the areas assigned to him;

monitors compliance with the IBF Rules, the Regulations for the competition
(Rules). He is obliged to ensure the correct arrangement of checkers, the correctness
of the modes set and the operation of the electronic game clocks one hour before the
start of the next competition round;

records violations during the competition and applies various sanctions
provided for in paragraph 37.1 of the IBF Rules;

coordinates the work of Match arbiters, replaces them.

performs his functional duties in the absence of the Deputy Chief Arbiter;

52.10. Secretary:

works under the supervision of the Chief Secretary;

participates in the Registration Committee;

performs the duties of the Deputy Chief Secretary in his/her absence;

assists the Chief Secretary in the performance of his/her duties.

52.11. Match Arbiter:

arbitrates matches at the table or in the sector in accordance with the current
IBF Rules. He is subordinated to the Chief Arbiter, his/her Deputy and the Master
Arbiter;

makes decisions on situations occurring during the competition, keeps records
of the results of the games. Accepts, checks and signs the match scoresheet;

prepares the playing room for the competition and the next round,

checks the correct function and readiness of the equipment for the competition
and, if necessary, takes measures to eliminate the identified deficiencies;

organizes the start of the competition;

during the games, controls the players' compliance with the IBF Rules, the
Regulations for the competition (Rules) and, if necessary, makes decisions in
accordance with the IBF Rules and his/her powers regarding situations arising
during the competition;

records violations during the competition and applies various sanctions
provided for in paragraph 37.1 of the IBF Rules;

keeps records of the played matches results.

52.12. Technical Arbiter:

works under the direction of the Main Panel of Arbiters, supervises the
technical staff and is responsible for the computer equipment condition, the
broadcast of matches, and the operation of other technical equipment;
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Is responsible for connecting players to the playing area during a remote game;

Is obliged to ensure the correct operation of technical equipment and check
the batteries charge of electronic clocks 2 hours before the start of the next round of
an international competition;

in accordance with the distribution of assigned responsibilities, makes
decisions on situations occurring during international competitions related to
software.

SECTION VII. Samples of Reporting Documents

Article 53. International Competitions Records, Scoresheets

53.1. In all disciplines, the opponents of the players (or pairs of participants,
in the discipline "Backgammon-Doubles") playing in each round of the competition
are determined for competitions held according to the Round robin system, in
accordance with Appendix No. 1, for other competitions by drawing lots and are
indicated in the round scoresheets. During the competition, Match Arbiters note the
results of the completed games in round scoresheets. Samples of the round
scoresheets for individual and pair competitions are given in Appendices No. 5 and
No. 6, respectively.

53.2. For a visual presentation of the score results of a particular player in the
competition held according to the Swiss system, a player's card may be issued. A
sample of a player's card is given in Appendix No. 7.

53.3. The results of the players' (Doubles’) performance in each round are
entered into the crosstables. A sample of a crosstable for individual competitions
held according to the Round robin and the Swiss systems is given in Appendix No.
8. For pair competitions, the last names and the first names of both players are
indicated in the specified scoresheets.

53.4. A report of the Main Panel of Arbiters on holding of the competition
(Appendix No. 10).

53.5. A form of the report of the Main Panel of Arbiters on holding of a
competition and the deadlines for its presentation are established by the organization
holding the competition or the authorized holding organization.



Appendix No. 1

Order of Players’ Meetings in International
Round Robin Competitions
1. The tables are used to determine the order of games in all disciplines in
international competitions held using the Round robin system. All players in the
international competition are first assigned numbers by lot, from the first to the last,
according to the number of players. Then a corresponding table is selected, from
which it is clear which numbers meet each other in each round. In cases where an
odd number of players compete the highest number is considered free from the game.

ORDER OF PLAY TABLES

3 - 4 players 5 - 6 players
Round | Players’
No. numbers ngllénd Players’ numbers
1 1:4 2:3 '
2 43 112 1 | 16| 25|34
3 2:4 3:1 2 6:4 | 5:3 | 1:2
3 26 | 3:1 | 45
4 6:5 1:4 | 2:3
5 3:06 | 42 | 51
7 - 8 players 9 - 10 players
Round No. Players’ numbers Round No. Players’ numbers
1 1:8 | 2.7 | 3:6 | 45 1 1:10| 2.9 | 3:8 | 4:7 | 56
2 85 |64 | 7:3 | 1:2 2 1006 | 75 | 84 | 9:3 | 1:2
3 28 | 3:1 | 47 | 56 3 210 311 | 49 | 5:8 | 6:7
4 86 | 7.5 | 1:4 | 2:3 4 10:7| 86 | 955 | 1:4 | 2:3
5 3:8 | 42 | 51| 6:7 5 3:10 | 4:2 | 511 | 69 | 7:8
6 87 |16 | 25| 34 6 10:8| 9:7 | 16 | 25 | 34
7 48 | 5.3 | 6:2 | 7:1 7 4:10 | 5:3 | 6:2 | 7:1 | 89
8 109 | 1.8 | 2.7 | 3.6 | 45
9 5101 614 | 7:3 | 82 | 91




5. 11 - 12 players
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Round No. Players’ numbers

1 1:12 | 2:11 | 3:10 | 4.9 | 58 6:7

2 12:7 | 8:6 | 9:5 | 10:4 | 11:3 1:2

3 2:12 | 3:1 | 4:11|5:10 | 69 7:8

4 12:8 | 9:7 [10:6 | 115 | 14 2:3

5 3:12 | 42 | 511 |6:11 | 7:10 8:9

6 129 110:8 | 11:7 | 1.6 | 25 3:4

7 4:12 | 53 | 6:2 | 7:1 | 8:11| 9:10

8 12:10 | 11:9 | 1.8 | 2:7 | 3:6 4:5

9 512 | 64 | 7:3 | 82 | 911 | 10:11

10 12:11 | 1:10 | 229 | 3:8 | 4.7 5:6

11 6:12 | 7.5 | 84 | 9:3 | 10:2 | 111
6. 13 - 14 players

Egl.md Players’ numbers

1 1:14 | 2:13 | 3:12|4:11|5:10| 69 7:8
2 14:8 | 9:7 |10:6|11:5/12:4| 13:3 | 1.2
3 2:14 | 3:1 413|512 |6:11| 7:10 | 8:9
4 14:9 | 10:8 |11:712:6 |13:55| 14 | 2:3
5 3:14 | 4.2 | 5.1 [6:13|7:12| 8:11 | 9:10
6 14:10 | 11:9 |12:8|13:7| 1.6 | 2:5 3:4
7 4:14 | 5:3 | 6:2 | 7:1 [8:13] 9:12 | 10:11
8 14:11/112:1013:19| 1.8 | 2.7 | 3.6 | 45
9 514 | 64 | 7:3 | 82 | 911 |10:13|11:12
10 14:12 | 13:11 | 1:10| 2:9 | 3:8 | 4.7 5.6
11 6:14 | 75 | 84 | 933 |10:2| 11:1 | 12:13
12 14:13 | 1:12 | 2:11|3:10| 49 | 58 6:7
13 7:14 | 86 | 95 |10:4|11:3| 12:2 | 131
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Rﬁllér.]d Players’ numbers

1 1:16 |2:15 |3:14 [4:13|5:12|6:11 |7:10 |89

2 16:9 |10:8 |11:7 [12:613:5|14:4 153 |12

3 2:16 |31 4:15 [5:1416:13|7:12 |8:11 |9:10

4 16:10 | 11:9 |12:8 |13:7[14:6|155 |14 2:3

5 3:16 |4:2 5:1 6:15|7:14 1 8:13 |9:12 |10:11

6 16:11 | 12:10 | 13:9 [14:8 | 15:7|1:6 2:5 3:4

7 4:16 |5:3 6:2 71 [8:15]9:14 |10:13|11:12

8 16:12 | 13:11 | 14:10 (1519 | 1.8 | 2:7 3.6 4:5

9 5:16 |64 73 8:2 (91 [10:15|11:14|12:13

10 16:13 | 14:12 | 15:11 1 1:10 | 2:9 | 3:8 4:7 5.6

11 6:16 | 7:5 8:4 9:3 110:2|11:1 |12:15|13:14

12 16:14 | 15:13 | 1:12 |2:11|3:10| 4.9 58 6.7

13 7:16 |86 9:5 10:4 1 11:3 1 12:2 |13:1 |14:15

14 16:15|1:14 |2:13 |3:12/4:11|5:10 |6:9 78

15 8:16 |97 10:6 |11:5|12:4|13:3 [14:2 |15:1

17 - 18 players

Rﬁllg.]d Players’ numbers

1 1:18 | 2:17| 3:16| 4:15|5:14| 6:13| 7:12| 8:11| 9:10
2 18:10| 11:9| 12:8| 13:7|14:6| 155| 1614 | 17:3 1:2
3 2:18 3:1| 4:17| 5:16|6:15| 7:14| 8:13| 9:12(10:11
4 18:11 | 12:10| 13:9| 14:8|15:7| 16:6| 17:5 1:4 2:3
5 3:18 4:2 51| 6:17|7:16| 8:15| 9:14|10:13|11:12
6 18:12 | 13:11 | 14:10| 15:9(16:8| 17:7 1:6 2:5 3:4
7 4:18 5:3 6:2 7:1/8:17| 9:16|10:15|11:14|12:13
8 18:13 | 14:12 | 15:11 | 16:10 | 17:9 1:8 2.7 3.6 4:5
9 5:18 6:4 7.3 8:2| 9:1110:17|11:16|12:15|13:14
10 18:14 | 15:13 | 16:12 |17:11 | 1:10 2.9 3:8 4:7 5:6
11 6:18 75 8:4 9:3/10:2| 11:1]12:17|13:16 | 14:15
12 18:15|16:14 | 17:13 | 1:12|2:11| 3:10 4:9 5:8 6.7
13 7:18 8:6 95| 10:4(11:3| 12:2| 13:1|14:17|15:16
14 18:16 | 17:15| 1:14| 2:13|3:12| 4:11| 5:10 6:9 78
15 8:18 9:7| 10:6| 11:5|12:4| 13:3| 14:2| 15:1]|16:17
16 18:17| 1:16| 2:15| 3:14|4:13| 5:12| 6:11| 7:10 8:9
17 9:18| 10:8| 11:7| 12:6|13:5| 14:4| 15:3| 16:2| 17:1
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sg%md Players’ numbers
1 1:20 | 2:19 | 3:18 | 4:17 | 5:16 | 6:15 | 7:14 | 8:13 | 9:12 | 10:11
2 20:11|12:10| 139 | 14:8 | 15:7 | 166 | 175 | 184 | 19:3 1:2
3 220 | 3:1 | 419 | 5:18 | 6:17 | 7:16 | 8:15 | 9:14 | 10:13 | 11:12
4 20:12 | 13:11 | 14:10 | 1519 | 16:8 | 17:7 | 18:6 | 19:5 1:4 2:3
5 3:20 4:2 5:1 6:19 | 7:18 | 8:17 | 9:16 | 10:15 | 11:14 | 12:13
6 20:13 | 14:12 | 15:11 | 16:10| 17:9 | 18:8 | 19:7 1:6 2:5 3:4
7 4:20 | 5:3 6:2 7:1 | 819 | 9:18 |10:17 | 11:16 | 12:15 | 13:14
8 20:14 | 15:13 | 16:12 | 17:11 | 18:10 | 19:9 1:8 2.7 3:6 4:5
9 5:20 6:4 7:3 8:2 9:1 |10:19|11:18 | 12:17 | 13:16 | 14:15
10 20:15|16:14 | 17:13 | 18:12 | 19:11 | 1:10 | 2:9 3:8 4:7 5:6
11 6:20 | 75 8:4 9:3 10:2 | 11:1 [ 12:19| 13:18 | 14:17 | 15:16
12 20:16 | 17:15 | 18:14 | 19:13 | 1:12 | 2:11 | 3:10 4:9 5:8 6:7
13 7:20 8:6 9:5 10:4 | 11:3 | 12:2 | 13:1 | 14:19| 15:18 | 16:17
14 20:17 | 18:16 | 19:15 | 1:14 | 2:13 | 3:12 | 411 | 5:10 | 69 78
15 8:20 | 97 10:6 | 11:5 | 12:4 | 13:3 | 14:2 | 15:1 | 16:19 | 17:18
16 20:18 | 19:17 | 1:16 | 2:15 | 3:14 | 4:13 | 5:12 | 6:11 | 7:10 8:9
17 9:20 | 10:8 | 11:7 | 12:6 | 13:5 | 14:4 | 15:3 | 16:2 | 17:1 | 18:19
18 20:19 | 1:18 | 2:17 | 3:16 | 4:15 | 5:114 | 6:13 | 7:12 | 8:11 | 9:10
19 10:20 | 11:9 | 12:8 | 13:7 | 146 | 155 | 16:4 | 17:3 | 18:2 | 19:1
21 - 22 players
Round
No. Players’ numbers
10:1 | 111
1 1:22| 2:21| 3:20| 4:19| 5:18| 6:17| 7:16| 8:15| 9:14 3 2
22:1 | 13:1| 141
2 2 1 0| 15:9| 16:8| 17:7| 186 | 19:5| 20:4| 21:3 1:2
10:1 | 11:1 | 121
3 2:22 31| 4:21| 5:20| 6:19| 7:18| 8:17| 9:16 5 4 3
22:1 | 14:1| 1511 16:1
4 3 2 1 0| 17:9| 18:8| 19:7| 20:6| 21:5 1:4 2:3
10:1 | 11:1 ) 12:1| 13:1
5 3:22 4:2 51| 6:21| 7:20| 8:19| 9:18 7 6 5 4
22:1| 15:1| 16:1 | 17:1| 18:1
6 4 3 2 1 0| 19:9| 20:8| 21:7 1:6 2:5 3:4
10:1 ) 11:1 ) 12:1 | 13:1| 141
7 4:22 5:3 6:2 71| 821 | 9:20 9 8 7 6 5
22:1| 16:1| 171 181 | 1911 | 20:1
8 5 4 3 2 1 0| 21:9 1:8 2.7 3:6 4:5
10:2 | 11:2| 12:1| 13:1| 141 151
9 5:22 6:4 73 8:2 9:1 1 0 9 8 7 6
22:1 | 171 181 191 | 20:1| 211
10 6 5 4 3 2 1| 1:10 2.9 3:8 4:7 5:6
12:2| 13:2| 14:1| 1511 | 16:1
11 6:22 75 8:4 9:3| 10:2| 11:1 1 0 9 8 7
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2221 18:1| 19:1| 201 | 21:1
12 7 6 5 4 3| 1:12| 2:11| 3:10 4:9 5:8 6:7
14:2 | 15:2| 16:1| 17:1
13 7.22 8:6 95| 104 | 11:3| 12:2| 13:1 1 0 9 8
2221 191 20:1| 211
14 8 7 6 5| 1:14| 2:13| 3:12 | 4:11| 5:10 6:9 78
16:2 | 17:2| 18:1
15 8:22 97| 106 | 11:5| 12:4| 13:3| 14:2| 15:1 1 0 9
2221 201 21:1
16 9 8 7 1:16| 2:15| 3:14| 4:13| 5:12| 6:11| 7:10 8:9
18:2 | 19:2
17 9:22 | 10:8| 11:7| 12:6| 13:5| 144 | 153 | 16:2| 17:1 1 0
22:2 | 211
18 0 9| 1:18| 2:17| 3:16| 4:15| 5:14| 6:13| 7:12| 8:11| 9:10
10:2 20:2
19 2| 11:9| 12:8| 13:7| 14:6| 155 16:4| 17:3| 18:2| 19:1 1
22:2 10:1
20 1| 1:20| 2:19| 3:18| 4:17| 5:16| 6:15| 7:14| 8:13| 9:12 1
11:2 | 121
21 2 0| 13:9| 14:8| 15:7| 16:6| 17:5| 18:4| 19:3| 20:2| 21:1




Appendix No. 2

Preliminary Application
to participate in
in discipline
holding during the period

Information about the competition participant

Last name

First name

Patronymic (if available)

Country, city

Phone number (if available)

E-mail (if available)

For the discipline Backgammon -
Doubles, indicate the partner's last
name, first name, patronymic

| hereby confirm that | acknowledge and undertake to comply with the
Backgammon rules approved by the IBF, the Regulations for the International
Competition (Rules), other IBF regulatory documents, as well as the current
legislation of the country in which the International Competition is taking place.
Trainer (full name)

Head of the National Backgammon Association

place seal

Full name (signature)

« » 20
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Appendix No. 3
APPLICATION

to participate in
in discipline
holding during the period

Information about the Competition participant

Last name

First name

Patronymic (if available)

Country, city

Phone number (if available)

E-mail (if available)

For the discipline Backgammon -
Doubles, indicate the partner's last
name, first name, patronymic

Doctor's authorization authorized place seal

Trainer (full name)

Head of the National Backgammon Association

place seal

Full name (signature)

| hereby confirm that | acknowledge and undertake to comply with the
Backgammon rules approved by the IBF, the Regulations for the International
Competition (Rules), other IBF regulatory documents, as well as the current
legislation of the country in which the International Competition is taking place.

« » 20 / /

(signature) (printed name)
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Appendix No. 4

Designations used when recording a game
Move: /
Hitting: *
Win: +
Loss: -
Gammon: +2
Backgammon: +3
Doubling: x2, x4, x8 and so on.
Sample of game notation (first three moves of White and Black):

O N O~ WNE

Status and name of the Competition:

« » 202

Round No.

White: Petrov Black: Ivanov
1) 21: 24/22 22/21 12: 24122 22/21
2) 63: 21/15 24/21 31: 24/21 21/20

3) 31: 15/14 24/21 13: 24/21 21/20
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Appendix No. 5
ROUND SCORESHEET

Name of the International Competition

Group (gender) of participants :
Discipline
Competition venue
Round No.

Date: « » 20

Round start time: Round end time:

Table

No. Player 1 Player 2 Result

=

OO NGB~ W RN

[EEY
o

[EEY
=

[EEY
N

[EEY
w

[EEY
=

[EEY
o1

[EEY
©

[EEY
~

[EEY
oo

Chief Arbiter

(signature) (printed name)

Chief Secretary

(signature) (printed name)

place seal



Appendix No. 6

Match Scoresheet

Name of the Competition

« » 20

Table No. Round No. Match to points

Game No. Player 1 Player 2

1

O (0 [J ||| |W(N

15
Final
Score

Players’
signature
Arbiter’s
signature

Rules for filling out the match scoresheet

Before the start of the match, the players fill in the following columns: date of the round, round
number, table number, length of the match and the names of the players.

At the end of each game, its result is entered into the scoresheet as a cumulative total (for example,
after the 1st game the score is 2-0, in the 2nd game the first player won 1 point, in the 2nd game
line the cumulative result 3-0 is entered in the scoresheet).

The player who won the game makes an entry in the scoresheet. At the end of each game, the other
player has the right to check the correctness of the entered results.

The score entered in the scoresheet has priority over the match counter (scoreboard).

At the end of the match, the final result is entered into the scoresheet, the players sign the
scoresheet. The winner of the match hands over the signed scoresheet to the Match Arbiter, who
countersigns the scoresheet with his signature, after which the result is entered into the crosstable.
The result of the match recorded in the signed scoresheet cannot be appealed.

Any corrections (crossings out) in the scoresheet shall be certified by the signature of the Match

Arbiter.
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8. Information about the replacement of dice and disciplinary sanctions against players are indicated
by the Match Arbiter on the reverse side of the scoresheet.

Example of filling out a match scoresheet

World Backgammon Championship. Men.
October 19, 2024
Round No. 1 Table No. 22 Match to 9 points
Game Leonid Tatarov Sergey Paviov
No.
1 1 0
2 1 2
3 1 4
4 3 4
5 7 4
6 9 4
7
8
9
10
11
12
13
14
15
Final 9 4
Score
l?layers Leonid Tatarov Sergey Paviov
signature
Arblter S Marat Zhuev
signature

The results of the games are included in the scoresheet:
1 game: Leonid Tatarov — Sergey Pavlov 1-0
2 game: Leonid Tatarov — Sergey Pavlov 0-2
3 game: Leonid Tatarov — Sergey Pavlov 0-2
4 game: Leonid Tatarov — Sergey Pavlov 2-0
5 game: Leonid Tatarov — Sergey Pavlov 4-0
6 game: Leonid Tatarov — Sergey Pavlov 2-0
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Appendix No. 7

name of the competition

Player

venue and dates of the competition

International

title

Round
No.

Last name, first name of
the opponent

Internatio

No. nal title

Ranking| Result

Cumulative
Total

1

10

Place

Country
Ranking

Chief
Chief

«

Arbiter

(signature)

Secretary

(printed name)

(signature)

(printed name)

» 20

place seal
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Crosstable
20
Title
No. Last Name, First Name and Ran- | Organiza- 11213 10 | Co | Points Place
catego-| king tion
ry
1
2
3
4
5
6
7
8
9
10

Chief Arbiter

Chief Secretary

(signature)

« » 20

(signature)

(printed name)

(printed name)
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Place [No.| Last Name, First Name T'?ttle Ri?]gk Country | | n | m | v VI | VIl | VIl |Points
Chief Arbiter
(signature) (printed name)
Chief Secretary
(signature) (printed name)
« » 20

place seal
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Technical Parameters of Sports Equipment for Playing Backgammon

Backgammon board (Figure 1)
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Figure 1 Backgammon board dimensions.
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1. Backgammon board:

board dimensions: 75x55 cm (permissible dimensions from 70x50 cm to 80x60
cm);

width of half of the playing field is 25.8 cm (permissible dimensions from 25
cm to 28 cm), the width should be equal to the sum of the diameters of 6 checkers;

length of half of the playing field is 51 cm (permissible dimensions from 47 cm
to 55 cm);

width of the outer side is 1.8 cm (permissible dimensions from 1.5 cm to 2.5
cm);

width of internal partitions is 1 cm permissible dimensions (permissible
dimensions from 1 cm to 1.5 cm);

width of internal partitions is 1 cm (permissible dimensions from 1 cm to 1.5
cm);

height of internal board side is 3 cm (permissible dimensions from 2.5 cm to
3.5cm);

height of external side is 3.5 cm (permissible dimensions from 3 cm to 4 cm));

width of bar is 5 cm (permissible dimensions from 4.5 cm to 6 cm);

width of channel for checkers is 4.5 cm (permissible dimensions from 4.4 cm
to 4.6 cm);

length of channel for checkers is 15.8 cm (permissible dimensions from 15 cm
to 17 cm);

optional: distance between slots for inserting baffle box is 11 cm (permissible
dimensions from 10.5 cm to 11.5 cm);

holes for the doubling cube on a 3x3 cm bar (permissible dimensions from 2.5
cmto 3.5 cm).

2. Backgammon checkers:

a set consists of 30 checkers for each player, 15 dark checkers and 15 light
checkers;

checker diameter is 43 mm (permissible dimensions from 42 mm to 45 mm);

checker height is 10 mm (permissible dimensions from 8 mm to 12 mm).

Checkers for all disciplines shall meet the following requirements:

All checkers shall be of the same shape and size.

The height of a checker shall be equal to 1/4 or 1/5 of its diameter.

All white and black checkers shall be, respectively, the same colour.

Checkers shall not be shiny, and their colour shall not merge with the colour of
the game board.

3. Baffle box (the structure consists of four side walls and 3 mm to 4
crosshars);

side height is 250 mm (permissible dimensions from 150 mm to 260 mm));

side width is 12 mm (permissible dimensions from 10 mm to 12 mm);

thickness of the material used in manufacturing is not less than 3 mm.

4. Dice:

14 mm x 14 mm (permissible dimensions from 12 mm to 25 mm);

values on the faces from 1 to 6 (numbers on opposite faces 1 and 6, 4 and 3, 2
and 5).
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5. Doubling cube:

20x20 mm (permissible dimensions from 15 mm to 30 mm);
on the faces there are numbers 2, 4, 8, 16, 32 (optional 64).
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Appendix No. 10

REPORT ON THE HELD BACKGAMMON COMPETITION

On holding
Backgammon

among (No. ___inthe IBF calendar).

1. Dates:

2. Venue:

3. Name of the facility:

4. Total number of participants in the competition , from countries.
Players persons, including men, women.
Representatives, trainers persons.

5. Number of arbiters (total) persons.

6. Members of the participating teams (countries), including the number of players,

trainers and other support staff:

No. Players Trainers and
Team (country) Core sport other support Total
Men Women To- | staff, pers.
tal
1
2
3
7. Players’ qualification:
Age groups accordin
Y othe UARSC | Totl
Men Women
CMS
1 cat.
Il cat.
I11 cat.
No cat.
8. Competition results:
Place Playe_r Country Note
Last Name First Name
1
2
3
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9. Number of countries (list according to occupied places):

Place Team (participating country) Number of medals
gold silver bronze
1
2
3

10. Members of the Appeals Committee (AC):

No Last Name First Country Note

Name
AC Chairman
AC Member
AC Member
AC Deputy member
AC Deputy member

OB IWIN|F

11. General evaluation of the facility condition, availability and condition of sports
equipment and inventory, opportunities for warm-up and training activities:

12. General evaluation of the service rooms condition and equipment — changing
rooms for players, rooms for international arbiters and other services:

13. Information support for competitions - scoreboards, radio information,
timeliness and availability of starting scoresheets and competition results, provision
of the Panel of Arbiters with computing and duplicating equipment:

14. Provision of media support — seats in the stands, press rooms, etc., including
coverage of the competition in local media (copies of media publications are
attached):

15. Number of spectators persons.

16. General evaluation of the competition quality - accuracy of compliance with
the schedule, objectivity of arbitration (indicating violations of the competition
rules, etc.):
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17. Medical support during the competition, including information on injuries and
other accidents:

18. General evaluation of the quality of accommodation, food, transportation
services, organization of delegations’ meetings and seeing off, patronage work:

19. General evaluation of compliance with safety measures during the competition:

20. Conclusions and suggestions (comments) on the preparation and holding of the
competition:

Appendices.

1. The full composition of the International Panel of Arbiters, indicating the
functions performed at the international competition (Arbiter category, country,
city).

2. The program of events (by the hour).

3. The protocols (results) of the competition, signed by the Chief Arbiter and
the Chief Secretary.

Chief Arbiter

(signature) (printed name)

Chief Secretary
« » 20

(signature) (printed name)




