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The rook W,
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Each player hos two rooks. They caon move @ st peaple 1
any number of squares in a straight line. ? L Elf’fl"" u +
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Rook checkmate

Rooks are very useful for putting your opponent’s king in checkmate,

Add a white rook sticker to each board to put Black’s king in checkmate.
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Rook threats

On each of these boards, which square can the black rock move to that
threatens two white pieces at once? Use an arrow to show the move.
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Rook attack

Find o route for Block's rook to copture
every white piece on the boord on the

ri

move, and finish by capturing White's

ght. It must take a piece on every

king. (The white pieces den’t move.)
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TIP: Reoks are voluoble pleces. Don't bring
them out too soon, Your spponent moy use

weaker pieces, such a: bishap: and knights,
1o chose them around the board, which will
WONE YOUF moves.
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The pawns

Players start the game with
eight pawns each. They are the
least powerful pieces, but they
have some very important uses.

Pawn protectors

Pawns are good at keeping more voluable pieces safe. Add o white
pawn sticker and o black pawn sticker to each of these boards where
they will protect pieces in danger of being captured.
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REMEMBER: Pawns
con’t move backwards -

Ehore § mo |
s 1hink sarsfully Bafore | goiny back. |
you move them forwards. | Sl
30

En passant

The en passant rule allows a pawn to
make a special move. If a pawn moves
forwards two squares on its first turn,
and passe: a square controlled by its
spponent’s pawn, that pawn can capture
it anyway, The move looks like this:
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How many squares can a
pawn move on its first murn?
. One square

b. two squares

¢. either one or two squares

A pawn captures by moving:

a. one square forwards

b. one square diagonally forwards
¢. one square backwards

Ar the start of 2 game of
chess, each player has:

4, [Wa pawns

b. four pawns

¢. eight pawns
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a. the same file as your opponent’s pawn
b. the nexx file to your opponent’s pawn

«.your opponent’s pawn has just moved:
d. One square
b. two squares

wyour pawn ends up on:
a, the square the other pawn moved from
b. the square the other pawn passed over

c. the square the other pawn moved 1o
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Chess openings Who's winning?
Ths et Bar maias 3o o ot are sl T nE The boards below show the end of the opening stage in different
; S / Ko g Ree e ) games. Which ployer hos developed the pieces better? Write Black

important, They can have a big influence advantage - For now! |
- S i r Whit | e h rd to show wh think is winnin far.
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* If you're White, you have an advantage: you move first, l l l .l ; l .I l : l
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Try to ol omido this milml:mgr.
* Take control of the cemtral squares on the boand.
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* Ol move twyo or three pavens om the midile fifes. = = x - .
* Try not o move any piece more than one. ) = o : oan L = S = I
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Opening mistakes
It's possible to win a gome of chess in the opening. Draw an arrow on each
board to show the move White can make to put Black’s king in checkmate,
1 2 TIP: Always remember to
play moves that win valuable
8 I a 1 i 1 1 i I & ! 1 I 1 1 I piece: and avald playing
moves that lose voluable
7 1 l l I l l i l ! I 1 l l l pieces, This gi'.rcs you the best
chonce af winning the game. -
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