Estonian Kyu/Dan and Rating System
By Ants Soosõrv (translated by Ando Meritee)

Estonian Kyu/Dan Title System

General Rules

Estonian Renju Union (ERU) has established a 24-ranks system for its members – there are 9 dan level ranks and 15 kyu level ranks. The highest rank is 9 dan and the lowest is 15 kyu. It is possible to be promoted by at most 2 kyus at one time. After reaching the level of 1 kyu, it is possible to be promoted by at most one rank at one time (1 dan). It is possible to be demoted by at most 1 rank at one time. In international matches the opponent’s rank is adopted according the kyu/dan system of renju federation of opponent’s country. The game is considered to be qualified as a ranked game if the opponent has made at least 1 move.
The Tournaments Where the Ranks Are Counted
In order to get the rank between 10-15 kyu, the tournament has to be registered in the calendar of ERU or be accepted by one of the ERU referees. There are 8 referees in ERU – Ester Eggert, Irene Karlsson, Marek Kolk, Ando Meritee, Ants Soosõrv, Evelyn Tihkan, Tunnet Taimla, Maris Tuvikene. The referee of ERU has to give the tournament results to Ants Soosõrv, the manager of ranking system. The player has to play at least 7 games in the tournament. 
The ranks 9-4 kyu can only be achieved in the tournaments of ERU calendar or in international competitions. Only the tournaments with RIF official rules are counted. It is necessary to use clocks and the time limit has to be at least 15 minutes per game. The player has to play at least 7 games in the tournament.
The ranks 3-1 kyu can only be achieved in the tournaments of ERU calendar or in international competitions. Only the tournaments with RIF official rules are counted. It is necessary to use clocks and the time limit has to be at least 30 minutes per game. The recording of the game is necessary. The player has to play at least 7 games in the tournament.

The ranks 1-4 dan can only be achieved in the tournaments of ERU calendar or in international competitions. Only the tournaments with RIF official rules are counted. It is necessary to use clocks and the time limit has to be at least 60 minutes per game. The recording of the game is necessary. The player has to play at least 7 games in the tournament.

The ranks 5-6 dan can only be achieved in the tournaments of ERU calendar or in international competitions. Only the tournaments with RIF official rules are counted. It is necessary to use clocks and the time limit has to be at least 90 minutes per game or at least 60 minutes/30 own moves + byo-yomi 10mins/10moves. The recording of the game is necessary. The player has to play at least 7 games in the tournament.

The ranks 7-8 dan can only be achieved in the tournaments of ERU calendar or in international competitions. Only the tournaments with RIF official rules are counted. It is necessary to use clocks and the time limit has to be at least 120 minutes per game. The recording of the game is necessary. The player has to play at least 9 games in the tournament.

The rank 9 dan can only be achieved in the World Championship AT or in Team World Championship.

Ranking Calculation
In order to get promoted by 1 kyu, the player has to collect 65% of points against the players of the same rank. In order to get promoted by 2 kyus, the player has to collect 80% of points against the players of the same rank. In order to get promoted by 1 dan, the player has to collect 75% of points against the players of the same rank. In order to preserve own rank, the player has to collect 30% of points against the players of the same rank.

Example: The player has 9 kyu and he plays in the tournament with 10 different opponents who also have 9 kyu, then he has to collect at least 6.5 points to get 8 kyu and at least 3 points to preserve 9 kyu. NB! All the ranking norms are rounded up to the closest full point or half-point. Suppose there were 7 games instead of 10, then the norm of getting the 8 kyu is 4.55 which is then rounded to 5.0p. The norm of getting 7 kyu is 5.6 which is then rounded to 6.0p. In case of 8 games the norms are accordingly: 5.2 (rounded to 5.5) and 6.4 (rounded to 6.5).
If the player plays with opponents who have weaker or stronger ranks, then the calculation is following – against the opponents with 1 rank stronger, the player has to get 50% for rising by one rank and 65% for rising by two ranks. If the opponents are stronger by 2 ranks then the norms are 35% and 50%. If the opponents are stronger by 3 ranks or more then the norms are 20% and 35%. If the opponents are weaker by 1 rank then the norms are 80% and 95%. If the opponents are weaker by 2 ranks then the norms are 95% and 110%. If the opponents are weaker by 3 ranks or more then the norms are 110% and 125%. The full norm is calculated as an average of all given percentages.
Estonian Rating System

The player who is a member of ERU and participates in an official renju tournament has a right to get an Estonian rating. If the player already has a RIF rating, it will be adopted as a base rating for his/her Estonian rating. If the player does not have RIF rating then the rating will be given after the first tournament and normally it is 1500 points. In case of remarkable result in the tournament, the referee has a right to add extra 50 points per one victory against players with the rating above 1600 points.

Starting from next tournament, the player’s rating is counted in the normal basis. Only the real life tournaments are included to the rating system (the Internet and snail mail games are excluded). The tournament must be listed in the calendar of ERU. The minimum time limit should be 15 minutes per game. The game is valid for rating counting only if both players have made at least 1 move. The changes of rating can be seen from the table below. NB! Every single game is counted separately. The player’s starting rating is used for calculation until the end of tournament. The rating will change after every tournament. In case of a series of small tournaments, the rating changes after every such small tournament.
	Rating difference
	The change in case of draw 
	The change in case of victory

	0-10 
	0 
	16 

	11-32 
	1 
	17 

	33-54 
	2 
	18 

	55-76 
	3 
	19 

	77-100 
	4 
	20 

	101-124 
	5 
	21 

	125-149 
	6 
	22 

	150-176 
	7 
	23 

	177-204 
	8 
	24 

	205-236 
	9 
	25 

	237-272 
	10 
	26 

	273-313 
	11 
	27 

	314-363 
	12 
	28 

	364-427 
	13 
	29 

	428-521 
	14 
	30 

	522-724 
	15 
	31 

	725- 
	16 
	32 


