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Introduc on to Chess

   

      I. The  Chess Board

A.  Each Square has a name 
B.  Introduce Algebraic Coordinates
C.  Se ng Up the Pieces

     II.  How each piece moves

A. How the King Moves
B. How the Rook moves
C. How the Bishop Moves
D. How the Queen Moves
E. How the Pawn Moves
F. How the Knight Moves

     III. Castling,  Check and Basic Rules

A. What is Castling?
B. When may I castle?
C. What is Check?
D. What is Checkmate?
E. What is Stalemate ?
F. What is a Draw?
G. What is an illegal move?
H. Touch a Piece, Move the piece



The Empty Chessboard

A chessboard looks like this:

                  

Algebraic Coordinates

   

 Each Square has a Name

Black

White

By giving each square a name, we can record a game to be replayed later.



Setting up the pieces 

Chess is played on a board with eight rows of squares and eight lines of squares for a total 
of 64 squares. White moves first. When you set up the board, remember the following 
things: 

a. "White to the right!" Make sure the right corner of the board is on a White square.
b. Queen on her color! If you are White the queen should be on a White square or light 
colored square. If you are Black, the queen should be on a Black square or dark colored 
square. 
     
The letters on the bottom (a-h) of the board correspond to files. The numbers on the side
of the board refer to ranks (1-8). Each square has a name. The White rooks start on a1

and h1 and the Black rooks start on a8 and h8. The White queen starts on d1 and the Black
queen on d8



Piece Movement: How the King Moves

The king has little mobility. But the king's value is infinite, because if it is trapped, the game ends. It
moves one square in every direction. 

The White king can move to any of the three starred score in the corner. The Black king can move to 
any of the eight starred squares. The king captures in the same way it moves, but unlike any other 
piece, the king cannot be captured.



Piece Movement: How the Rook moves

The rook can move horizontally and vertically as many squares as it wants. The rook can move to
any of the starred squares. The rook captures in the same way that it moves.

If it's White's turn, he can take any of the three rooks. If it's Black's move, Black can use any of her
rooks to take the White rook.



Piece Movement: How the Bishop Moves.

The bishop moves diagonally as many squares as it wants. Bishops remain on the
same color all game. Bishops of the opposite color live on the same board but never, ever

have contact. 

The bishop on e4 can never have a rendezvous with the one on e5. 



Piece Movement: How the Queen Moves

The queen is the most powerful piece on the board. She moves like the rook and bishop combined:
diagonally, horizontally and laterally as many squares as she wants. Like the rook and bishop, she

captures in the same way that she moves. 

The queen can move to any of the starred squares. 

The queen can capture any of the Black pieces with her next move.



Piece Movement: How the Pawn Moves.

The pawn is the weakest piece on the board, but don't underestimate their importance. 

Learning the pawn's move is tricky. The pawn is the only piece on the board that does not move 
backward. A decision to charge ahead with a pawn is final, which is why such precision is 
required with pawns. On their first move, the pawns can move forward one or two squares. After 
each pawn has moved, it can only move one square forward at a time.
 

Either e3 or e4, is possible.
Once the pawn has already moved, it cannot move two squares. 

The e4 pawn may move to the dark square e5 but it cannot move to e6, nor can it move backwards, 
to e3.



The pawn captures diagonally only. The pawn is the only piece that does not capture in the 
same way that it moves.

     Diagram 1 Diagram 2

In Diagram 1, the pawn on e5 can capture the knight on f6. The pawn cannot capture the pawn on e6.
Diagram 2 shows the position after the pawn captures the knight. Now Black can take the f6 pawn 
with his g7 pawn. If a Pawn reaches the opponent’s back rank, the player can replace it with any 
piece except king or pawn.

Pawns cannot move backwards, so you might wonder what happens when they reach the last rank. 
They turn into any piece that you want, except the king. 99% of the time, players choose the most 
powerful piece on the board, the queen. For this reason, "queening" is just as popular a phrase as 
"promoting."

Diagram 1 Diagram 2

In Diagram 1, both players can promote to make a queen in Diagram 2. White can promote by playing
d8=Q. The Black pawn on e2 can capture the knight on f1, or advance to e1, in both cases making a 
queen. You can promote to a queen even if you already have a queen. Some chess sets even come 
with extra queens. 



Special Pawn Move: En Passant

En passant is French for "in passing". This rule can only be used in a very specific situation. 

Diagram 1 Diagram 2

   Diagram 3
If a pawn has reached the fifth rank as in diagram 1, (or the fourth rank for Black) and a neighbor 
enemy pawn moves two squares (in diagram 2), the White pawn can capture the enemy pawn 
(diagram 3) as if it had only moved one square. 



Piece Movement: How the Knight Moves.

The knight is the trickiest piece to learn. Newcomers to chess often find the knight so hard to 
remember that they keep the knights in the back row. Use your knights!

The knight moves two squares one way, and then one square the other, in the shape of an L. The 
knight captures in the same way as it moves.

The Black knight can go to any of the starred squares. The White 
knight can capture any of the three Black pawns. Notice that 
knights always switch the color of square they rest on- they're on a
constant rotation between light and dark squares. Knights are the
only piece that can jump over other pieces. However, they do 
not capture any pieces that they jump over. 

At the start of a chess game, the knights can jump out immediately
over his own pawns, like in the diagram above. All the other 
pieces must wait for the pawns to free up space for them to move 

along diagonals, files and ranks (see Diagram 1)

              Diagram 1 Diagram 2 Diagram 3
The knight in Diagram 2 can jump over the rook and bishop to capture the pawn on d5. The only 
piece the knight takes in the process is the d5 pawn (Diagram 3), which was on its destination 
square. 



                                      What is Check?

Check is the heart and soul of the game, so let's go over it now- and then we can review it with each 
new piece we learn to move!

When a piece threatens to capture the king, the king is in check. 

The White rook checks the Black king. 

A checked king must escape check in one of three ways. 
Here, the Black king can get out of check by moving to any of the starred squares. Moving the king 
is the first way to get out of check. 

Question: Why can't he move to e6 or e4? 

The White king can simply capture the Black rook to get out of check.



Question: How many squares can the White king flee to? Is it better to capture or flee here? 

Blocking is the third way to get out of check. Think of this as the king throwing one of his 
bodyguards in front of himself, to shield himself from injury. 

The Black rook on h5 can block the check by moving to e5.

The king is never allowed to put himself in check. 
Two kings cannot touch. In other words, they can't be on adjacent squares.

     Diagram 1 Diagram 2
Diagram 1 (left) is NOT ALLOWED because kings move one square in each direction, and therefore 
would be putting themselves in check if standing right next to each other. You will never see this 
position in a real game of chess.  In Diagram 2, the Black king may not move to g5, g6 or g7, 
because he would be putting himself in check.



What is Castling? 

Castling is a special move using one rook and the king. 
Castling is the only time in chess in which you can move two pieces at once. There are two varieties,

queenside and kingside.

.

In this diagram, both White and Black can castle to reach the position below. 

White castled kingside and Black castled queenside. Remember that the King always moves two
squares when castling. Many players forget this and move the king an extra square (to b8) when

castling queenside. 

TIP: Top players castle nearly every game. It makes the king safer, and also gets the powerful
rook out of the corner.



When is Castling allowed? 

You can only castle, if all of the following are true 

#1- Your king has not moved yet
#2- The rook you want to castle with has not moved yet
#3- There are no pieces between the rook and the king 

#4- You are not being checked. (You can't castle out of check!) 
#5- The process of castling will not put or land the king in check. 

Rule 5 is the trickiest: Even masters have asked questions about whether or not a king is moving
through check while castling. 

Even if White has met the conditions of the first four rules, he cannot castle in the positive above,
because on his way to g1, the bishop on b5 would check the king.

Black on the other hand, is free to castle. The bishop on g3 hits b8, but the Black king does not have
to go through this square to castle. 



     What is Checkmate?

Checkmate is when a king has no way to escape from a check. (There are no squares to flee to, no 
way to block or capture the checking piece.) Checkmate is the goal of chess and ends the game.

The Black king cannot capture the White queen, because the White bishop backs her up. The king 
cannot flee nor block.

The Black king cannot escape from the rook check and move to g5,g3 or g4, because the White king 
is covering all those squares. 



What is Stalemate?

Stalemate is a very important rule. If an opponent cannot move any of his pieces, 
including the king, the position is a stalemate and is scored as a draw.

Diagram 1 Diagram 2
Both positions are stalemate because Black has no legal moves. Notice that in Diagram 2 
Black has several pawns, but it's still stalemate because he cannot move any of them. 

Draws 

A game can also end in a draw. Nobody wins or loses. There are many paths that end in a draw. 

1. Agreement- both players agree that the game is likely to be a draw. 
2. Insufficient mating material.
3. Stalemate 
4. Three move repetition 
5. Both players run out of time
6. 50 Move rule 

Let's look at examples of each. 



Draw #1- Agreement

Each side has a rook and a king. This is a perfect example of what's known in competitive chess 
circles as a "dead draw". If both players are confident that their opponents will not give up their rook, 
they'll agree and shake hands immediately. 

Draw #2-Insufficient Mating Material-
A knight and a king or a bishop and a king are unable to checkmate a lone enemy king. 

                             Diagram 1 Diagram 2

Even after hours of play, the knight in Diagram 1 or the bishop in Diagram 2 will never mate the Black
king. In either position, Black can claim a draw by insufficient mating material. Queens and rooks 



however, can mate a lone king. If there is a pawn on the board, you cannot claim insufficient mating 
material because that pawn can transform into a queen or a rook. 

Draw #3- Stalemate

Stalemate is a very important rule. If an opponent cannot move any of his pieces, including the king, 
the position is a stalemate and is scored as a draw.

Both positions are stalemate because Black has no legal moves. Notice that in Diagram 2 Black has 
several pawns, but it's still stalemate because he cannot move any of them. 
Who do you think is happy in each position? 

These positions are not stalemate:

   Diagram 1 Diagram 2

In Diagram 1, Black can move the pawn on a5. In Diagram 2, Black can move the king to h7. 



Draw #4- Repetition of Position

When a chess position is repeated three times, either player can claim a draw by repetition. The most
common way to achieve three-move repetition is via perpetual check, as in the example Diagrams 1 
through 4.

     Diagram 1 Diagram 2 

 Diagram 3 Diagram 4

In Diagram 2, The White queen lands on g6, delivering check to the g8 king. 

The Black king escapes to the only possible square-h8 Diagram 3), and the White queen checks again on h6 
(Diagram 4). The king moves back to g8, and White checks again on g6 forcing Black to return to h8(Diagram 
1).. After three times, either player may claim a three-move repetition.



Draw #5- Double Time Forfeit

If both players run out of time, it's a draw. If both players have run out of time, but there's checkmate on the 
board, the check-mater wins the game. Position takes precedence over the clock. 

Draw #6- 50 Move Rule- 
If no pawns or pieces have been traded for more than 50 moves, a game is determined to be a draw. This rule 
requires that the player who makes the claim write down his moves. 
For instance, in this position: 

White has two knights, and has been hopping around for hours, unable to checkmate you. If you'd been 
recording the moves, you can claim a draw after 50 moves. 



Rules to Remember!

The white Queen goes on a light square (sometimes red), the Black Queen on a dark square ("Queen
on her own color"). If the board has coordinates on the edge, square h1 is the White player’s closest 
right corner

The square in the lower right hand corner is a light one, i.e. "red on right" or the white one: “light on 
right”.

The opposing Kings and Queens go directly opposite of each other.

White moves first, and then each player takes a turn moving. 

 If you touch a piece, you must move that piece to a legal square!

If you take your hand off a piece your move is over, UNLESS you made an illegal move.

During each player’s turn, only one piece may be moved.

The Knight is the only piece that can jump over other pieces.

All other pieces can only move along unblocked lines. 

You may not move a piece to a square already occupied by one of your own pieces, but you can 
capture an enemy piece that stands on a square where one of your pieces can move. Simply remove 
the enemy piece from the board and put your own piece in its place.

You may not distract or annoy your opponent in any manner whatsoever.


