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Section 5. Igodk.' . Sl

Goals:
1. Intfroduce how a rook moves and captures pieces.
2. Infroduce the concept of "attack”. |

3. Learn to attack pieces of the opposite colour with a
rook.



* Visual cq!ds-'

Rook moves Rook captures

The, Jkipg, cant” be |Usesoneend e €gpivie
captured, so don't use it in  pieces! Train' this skill from
the exercises. the very beginning.



* Visual ca!ds-’

Rook moves horizontally and

R()()k attaCks < attacks vertically.

Rook attacks

Rook moves vertically and
attacks horizontally. —




‘. Brief fhecgry.' o

The rook moves only along straight lines: horizontally and
vertically.
In one move, the rook can move to any square of its
horizontal or vertical line.
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If the rook meets a piece of its color in its way, the rook can't jump over it (or stand on the same
square with it).

A white pawn, a white bishop, and a white ki
in the way of the white rook

The white rook cannot jump over these pieces or stand
side on the same square.

You can't go on red lights!

The red dots show that the white rook cannot move to dl,
d2, and d8.
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' Brief theory .* - .-

The rook can capture a piece of an opposite color if this piece is in its way. White rook captures The rook can attack pieces of the opposite color. The whiterook attacks the black pieces. The
black pieces. Black rook captures white pieces. black rook attackes The white picces.

The white rook moves to el. It attacks the black knight. It wants to capture it.
The capture goes as follows: the opponent's piece is removed from the board, and your rook stands
on the square that was occupied by the captured piece. The captured piece rests near the
board. Note! Use one hand to capture a piece!
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The white rook captures the black knight. The White rook takes place of the kmight.
The knight s removed from the board.
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Attacking is posing a threat of capturing a piece.




The Rook rhyo-ve's'

| explain how the rook moves on the demo board. | use
colored magnets.

After that | put a white rook on an empty demo board
and ask students to show where it can move. Students
may use colored (green) magnets. The same is for @
black rook. '

| use green magnets to show that the rook
can/move 1o e4, e3, €6, e/, €8, d5, 5, g5,
h&. | explain that the rook cannot jump
over the pieces of the same' colour or
stand on the same square with them. | put
red magnets on el, b5, a5. You cannot go
on red lights!




The Rook rhyo-ve's-

Face-to-face sessions with students on _their personadl
boards are conducted similarly to explaining the lesson
on the demo board. You may vary the colour of pieces
and the number of obs’rocles |

You can ask students to set up a
simplexposition on the board. For
example, take a white rook, put
it-on b4, take a white pawn, put
it on bé, and show where the
white rook.can move to.




Do exercises in thg workbook
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Show the solution with arrows.
Remember that the rook doesn’t jump over other pieces!
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The Rook cd)p’rures sl

| explain onithe demo board how the Rook captures
pieces of opposite colour.

The king cannot be cop’rured so don't use |’r in the
exercises. ,

P
| use only one hand when capture a piece.

| set up a position on the deﬁmq board.
Then | ask a student fo show how the
rook captures.
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Do exercises on fh'%/d emo board
| D N b + YW W /

The rook can capture one pawn. Which onee ¥
| ask a student to show which of the two pawns the rook can
capture. |

Vs
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Do exercises in thg workbook

Exercise 5, Capture all black pawns with the whiterook The white rook captures one black pawn
in amove. Show the solution with arrows.
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ntroducing the concepf of’ aﬂack" !

explain the concept of "attack” through familiar games.

For example,

What games do you like to playe x

What sports games do you like to playe :

Do you know footballe To score a goal in football, you
have to attack. |

« The same is in chess. To capture the opponent's piece,

you need to attack it.

| set up @ position on the demo
board, explain and show that
after the move Rd1 the white rook
will aftfack the black bishop,
wanting to capture if.
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Do exercises in thg workbook

Exercise 7. Attack the white piece with theblackrook. Show the solutionwith anarmow. Exercisé 8. Guidethe whiterook throughthe maze and capturethebla dcknight

Be careful! The black rook can capture yourrook.
ysto attack 2 waysto attack
Showthe solutionwith arrows.
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Remember thattheblack rookdoesn't jump overpieces!

1 wayto attack 1 way to attack
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Sécﬁon 6 B';§hop .

%

Game "Attack and Run chy

For exomplé,
1. Rh5 Bd3
2. Rd5 Baéb
3. Rad Bc8
4. Rc5 BfS
5. Rf5 |

In the end student ‘should
Capture your/piece.




Section 7. ¢

There are two ways:
1.Qd7, or 1. Qd5

-



Section 8. K)pi.ghf.' KX
Since the knight's mové consists of two parts, different

countries have their explanations. for how the knight
moves. You can use them. \

The knight can jump over pieces! ,

The pieces that the Iéni,gh’r jumped over remain on the
board.

| also draw students’ attention
to the fact that from the initial
position the knights on can
move immediately.




Section 9. quwn.-

1. A pawn frem the initial positiom can move d one or two
squares straight forward. Also this will be necessary to
explain the en passant capture.

2. Pawns, in contrast to ofther pieces, cannot “move
backwards.

3. The Pawn capftures the ‘piece diagonally, as opposed to
the way it moves. And the Pawn cannot capfure the piece
diagonally backwards.

4. Pawn promotion.

5. En passant capfture. En passant capture




Section 10. Defence. Double attack.
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Why did | include this section in the Programme®<

First, this secfion helps to repeat previous ’rop|cs
concepts.

Second, | infroduce a new concept "defence". It will
be needed when we teach students how to protect
the king from™check. Thaf's why I'm infroducing fhis
concept as early as possible.

And | infroduce the first chess tactic, the double
attack. X



Section 11.¥King.- g

1. The king is the most important piecein chess. You
can attack:it, but you can't capfture it.

2. Infroducing the concept of "getting under attack’,
3. The king cannot capiure a defended piece.

4. The king cannot stand under the aftack of the
opposite colour pieces.

5. King's double attack.



Section 12. Check. .

1. linfroduce the concept of "an affack on the king
Is check’.

2. | feach students to check the king with different
pieces. | explain thatthe king cannot check the king.

3. | teach students to defend the king from a check.
There are three ways fo do this.

4. | infroduce the concept of a discovered check
and teach students to make a discovered check.

5. | infroduce the concept of double check and
teach students to double check.



Section 13 Castling...*

1. | infroduce the concepts of "castling®, "short
castling”, "long castling’. |

2. | teach students how to make short castling and long
one.

3. | explain the rules when castling is not allowed.

4. | introduce the concept of "attacked square".



Section 13 C’gsﬂihg..j

H

No castling

Pieces between K and R

King has moved

Rook has moved

King is checked

King will be checked

Through attacked square

In this position, the white king can't

castle. Since the black bishop

doesn't allowthe white king to f1,
through which it is going to move fo

gl.



Section 14. Chgckmai.e'.

1.l infroduce the concept of "checkmate”.

2. | explain that checkmate is the goal of playing chess.

3. | teach students how to checkmate a king with different
pieces. |

4. | explain that a king cannot checkmate a king.

Rook checkmate

a b ¢c d e f g h K
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a b c d e f g h a b c d e f g h
The white rook moves to c8 and checks 1. You can't capture the white rook.
the black king. 2. The black king can't be covered from the
check.
3. The black king can't move to f8 and h8.




Section 15.°Pra-w.-
1. linfroduce the concept of "draw".

2. | infroduce a quantitative assessment of fhe tinal
result of a chess game.

(Game 1S over You get at the end of the game

You checkmated 1 one point

Draw 1, half a point

You are checkmated 0 zero points




Section 15. Prd-w.'

i explaih the simplest types of draw.
4. | infroduce the concept of "stalemate”.

5. | explain that stalemate is a draw.
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a b c¢c d e f g h a b c d e f g h a b c.d e f g b

Only kings remain on the board. One player has a bishop and a king. One player has a knight and a
The other player only has a king. king. The other player only has a
king.




Difference between
checkmate andsstalemate: -

CHECKMATE STALEMATE

Check to the king. No check to the king.

The king has no moves. The king has no moves.

Pieces have no moves. ‘ Pieces have no moves.




Section 16. Chess.rules;
) & .

1. | infroduce the concepts of
"‘play by rules’, "chess rules”.

2. | explain the basic rules of
conduct during the game.

3. | infroduce the concepi of
"chess elock”.

4. | infroduce the chess clock.

5. 1 explain the basic rules of
playing with the clock.

CHESS RULES

Shake hands
White moves first
Be silent during the game

Touch — move

If you release a piece,
the move is made

“| adjust”

Play with one hand



How to use thg clock?:

1. Turn on the clock.

2. You make a move and
then press the button on
top.

3. Press the clock with the
same -hand you make
moves on the board.

Chess clock can look
different. But the rules of
using them are the same.

‘lock power button

The button you press when you
make a move.




Section 16. Chgss ‘c'loc:k. .

White has 15 minutes and 10
seconds for the entire game.
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PLAYING WITH -3 Me + =z
CHESS CLOCK Black has 15 minutes and 10

seconds for the entire game.

Turn on the clock
Start button

Make a move — switch the
clock

Use the same hand

White has run out of time. The game
stops. You can't play further.




Thank you very much

for ycur attention!



