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CHESS
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Contents: 1 game board, 2 x 16 pieces, 1 set of rules Game rules:
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A chessboard is a square board divided into 8 x 8, i.e. 64 squares. For clarity, dark squares are arranged alternately with light squares. To enable recording the moves of pieces on the chessboard, each square has its own coordinates   (from a1 - a8 to h1 - h8). 64 squares are arranged in horizontal ranks 1-8 and vertical files a-h. The chessboard is positioned on the table so that each player has the light corner square on his right (White h1, Black a8). Chess is a battle of two opponents, one of which is the general of white pieces, the other the general of black pieces. The army represent 16 chess pieces on each side (1 king, 1 queen, 2 rooks, 2 bishops, 2 knights and 8 pawns). 
At the beginning, powers of opponents are equal and their pieces only differ in colour. In picture 1, you can see the correct position of pieces at the beginning of a game. 
The player with white pieces starts the game. Further on, the players take regular turns making always one move. Chess pieces have different shapes and names, they vary in the type of movement, which gives them different power and values. 
pict. 1

The following applies to all chess pieces:
You can only move a piece to a vacant square or to a square occupied by an opponent´s piece. In the latter case, the opponent´s piece is captured. No piece can be moved to a square occupied by one´s own piece. 
Except for the knight, pieces cannot jump over one´s own or opponent´s pieces.
Except for castling, only one piece may be moved in one turn. 

The following abbreviations for pieces are used in the text:
king K, queen Q, rook R, bishop B, knight K, pawn P Movement of chess pieces:
pict. 2

[image: image6.emf]ROOK: (pict. 2) – moves in a horizontal or vertical direction from any position. It controls 14 squares on the vacant chessboard.
pict. 3

BISHOP: (pict. 3) – moves diagonally always keeping the same colour. When in the centre of the chessboard, it controls 13 squares, when in a corner square, it controls only 7 squares.
pict. 4
QUEEN: (pict. 4) –combines the movement abilities of the bishop and the rook, therefore it is the strongest piece on the chessboard. It can move any number of squares, in a horizontal, vertical or diagonal direction.
pict. 5

KNIGHT: (pict. 5) – has the most interesting style of movement from all pieces. From its current position, it can “jump” always on the second square of the other colour – in an “L” pattern. For example, if the knight is positioned on square d5, it can move to any of the following squares: b4, b6, c3, c7, e3, e7, f4, f6, except for the case when the square is occupied by one´s own piece. 
pict. 6

KING: (pict. 6) – can move one square horizontally, diagonally or vertically, provided it is not occupied by an opponent´s or one´s own piece. The king may not capture an opponent´s piece when it is covered (protected) by another piece of the same colour. The king can thus move one square in any direction , except for castling.
pict. 7

PAWN: (pict. 7) – is the weakest piece on the chessboard, as it can advance only one square ahead in vertical direction. Except for the starting position - White in the second and Black in the seventh rank from where it can move two squares ahead. 


squares ahead. Further, it moves always only one square. The pawn cannot capture opponent´s pieces in the same direction as it moves. It can only capture enemy pieces which are on either of the two squares diagonally in front of it and then it takes their place. If a pawn advances to its last rank, it is promoted to any of the pieces like the queen, rook, bishop, or knight, except for the king. The player can thus obtain more queens or other pieces than he/she had at the beginning of the game. Capturing en passant is an exception in the movement of the pawn which enables a pawn that has moved to the fifth rank (in the case of Black to the fourth rank) to capture in immediately subsequent movement an opponent´s pawn which has advanced by two squares ahead in the last file which results in both pawns being in the same rank.
The value of the pieces is determined by their movement abilities. The value of the pawn is the basic unit. The approximate value of the pieces is the following.
A minor piece (a bishop or knight) is worth 3-3 1/2 pawns, a rook is worth one minor piece and two bishops, the queen is worth two rooks or three minor pieces. This is only an average valuation and therefore it is not exact. The actual value of the pieces depends on their power in the given position. 
Pict. 8a shows the movement of a rook and knight, pict. 8b the movement of a bishop and the king.
Castling
Castling is a double movement, where the king moves two squares to the right or left, while the rook is moved at the same time to the other side of the king adjacent to it.  The purpose of castling is mostly to keep the king safe and bring a rook into play. Castling is only permissible if the king and rook involved in castling haven´t previously moved and all squares between the king and the rook are vacant. At the time of castling the king may not be in check, nor may pass the king through or end up on a square that is under attack by an enemy piece. 

[image: image3.jpg]ABCDEGFGH




[image: image4.jpg]A B CODTETFGH




pict. 9

pict. 10
Castling short
-
the king moves to the square g1 or g8
and the rook on f1 or f8.
Pict. 9 – after castling short.
Castling long
-
the king moves to the square c1 or c8
and the rook to d1 or d8.
Pict. 10 – after castling long.
Object of the game
The king is the most important piece on the chessboard. If threatened, it must withdraw or use one of your other pieces to block the attack or capture the opponent´s piece. The king is in check when it is under attack by an enemy piece. 

Draw
1. Neither of the players is strong enough or has sufficient material superiority to checkmate.
2. The player on turn cannot move any of their pieces without exposing their own king to check or breaking the game rules (stalemate).
3. One of the players constantly checks the opponent´s king without forcing a checkmate (a draw by perpetual check).
4. Threefold repetition of a position and when the same player is always on turn, the player on turn can claim a draw.
5. If during the previous 50 moves no piece has been captured by a pawn.

The touch move rule is the most basic rule of chess. This means that once a player on turn touches any of their pieces, he/she must move it. Should he touch an opponent´s piece, he/she must capture it, unless it is in breach of the game rules. Should he/she touch a piece which cannot be moved or captured, this has no consequences. The movement is considered as completed once the player having the move takes their hand off the piece or takes a captured opponent´s piece from the chessboard and takes their hand off their own piece.  
If a player wants to adjust a piece on its square, they must notify their opponent saying the word j´adoube (adjustment).
Annotation of chess games
Chessboard notation enables recording all moves on the chessboard, as well as the whole games of chess and positions in individual moves. Besides notation and abbreviations for piece names, some more other symbols in chess game annotation are used. 
What should a beginner know?
Considering movement abilities of individual pieces, we can see that generally they are the most efficient and powerful when positioned in the middle of the chessboard. Therefore, a battle breaks out from the very first moves to occupy or control the centre of the chessboard. Small centre includes squares d4, d5, e4, e5, large centre is outlined by squares c3, c6, f6, a f3. 
The most suitable way to open the game is to move the pawn in front of the king two squares forward.  This way we start the battle for the centre as well as make way for the bishops and queen. In the battle for the centre, it is appropriate to deploy the pieces to support the battle for the centre and so that they can´t be easily expelled from their positions during the game. Therefore, we usually move the knight to f3 and c3, f6 and c6, from where it controls the very centre. When opening the game, avoid making several moves with the same piece as such loss of time can quickly bring about a disaster. In every move we try bring another piece into the game. The best way is to deploy the kingside first and to carry out castling to protect the king, then you can deploy the queenside. The queen is usually the last piece to come into play as bringing the queen into the game too early is often dangerous.  The opponent can take advantage of the queen´s position and attack it or even remove it from the game. The result of the game depends on good coordination of the pieces and force of the performed attack. A premature attack which can be easily guarded against is usually a waste of time and sometimes of material. In order to achieve improvement in game play, it is important to play with a stronger opponent if possible, from whom we can learn many a thing. Studying good books and chess master games can help us quickly improve our skills. 

If it is not possible to get out of check, the king is checkmated and the game is over. The object of the game is thus to checkmate the opponent´s king. The task of all pieces is to attack the opponent´s king at the decisive moment and to protect one´s own king. 
However, not all games end in checkmate. Some of them end in resignation, i.e. when we are exposed to an undefendable attack or material dominance of the opponent, so the checkmate is just a matter of time. The game also ends when the time limit is exceeded, the player who exceeds the time limit loses the game. In tournament games and in many cases a game can end in a draw.

-     a move 
x     a capture 
++   checkmate     !      a good move

?
a bad move
!!
a very good move
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??
a very bad move
!?
an interesting move 
0-0
castling short
0-0-0
castling long

Enjoy your game.
SET OF RULES





pict. 8a





pict. 8b








