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Fundamental Rules Pieces and Strategies of
Chess

Posted on November 21, 2023

Introduction
Chess is a two-player strategy game played on a board of sixty-four squares with sixteen pieces on
each side. Its rules are simple enough for a beginner to learn in one sitting, but the interaction among
those rules creates extraordinary depth. The purpose of this instructional discussion is to explain how
the board is arranged, how every piece moves, how a game ends, which special rules beginners often
miss, and which strategic habits help a new player make sensible decisions.

The original speech correctly identified the number of squares and pieces and explained most basic
movements. Several statements needed correction. The rook is sometimes informally called a castle,
but its official name is rook. A game does not end when a king is captured; kings are never captured
under the rules. The game ends in checkmate when a threatened king has no legal escape, or it ends
by resignation, draw, or another result recognized by the competition rules. Claims that chess
prevents Alzheimer’s disease or treats schizophrenia were also too strong. Chess can be an enjoyable
mental activity, but it should not be advertised as a proven medical treatment.

The Board and the Pieces
The chessboard has eight ranks running horizontally and eight files running vertically. Files are named
a through h, and ranks are numbered 1 through 8. Together they give every square a unique name,
such as e4 or h7. Algebraic notation uses these coordinates to record moves.

The board should be placed so that each player has a light-colored square at the right-hand corner. A
common memory aid is “light on right.” White’s pieces occupy ranks 1 and 2; Black’s pieces occupy
ranks 8 and 7. The major and minor pieces stand on the back rank, and eight pawns stand in front of
them. (White, 2018)

From the player’s left to right, the back-rank order is rook, knight, bishop, queen, king, bishop, knight,
rook. The queens begin on squares matching their color: the White queen on d1, a light square, and
the Black queen on d8, a dark square. White moves first, and the players then alternate one legal
move at a time.
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The Objective: Check and Checkmate
The objective is to checkmate the opponent’s king. A king is “in check” when an opposing piece
attacks its square. The player in check must respond immediately by moving the king, capturing the
attacking piece, or blocking the attack when blocking is possible.

Checkmate occurs when the king is attacked and no legal move removes the attack. The game ends
at that point; the king is not physically captured. A player may also resign when the position appears
hopeless. In competitive play, players should not assume that giving check automatically wins. Many
checks are harmless, and unnecessary checks can waste time or place the checking piece badly.

A move that leaves one’s own king in check is illegal. This rule means a pinned piece may be unable
to move even when its normal movement pattern would permit it. Legality always depends on the
safety of the player’s king after the move.

How the Pieces Move

The King
The king moves one square in any direction: horizontally, vertically, or diagonally. It may not move
onto a square attacked by an opposing piece. Although the king is the piece that must be protected, it
becomes an active fighting piece in many endgames, where fewer enemy pieces make central
movement safer.

The Queen
The queen combines the movements of a rook and bishop. It may travel any number of unobstructed
squares along a rank, file, or diagonal. The queen cannot jump over pieces. Because of its mobility, it
is usually the most valuable piece, but bringing it out too early can allow the opponent to gain time by
attacking it.

The Rook
The rook moves any number of unobstructed squares horizontally or vertically. Rooks are especially
powerful on open files where no pawn blocks their path. Two connected rooks can support each other
along a rank or file and often dominate the later stages of a game.
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The Bishop
A bishop moves any number of unobstructed squares diagonally. Each bishop remains on the color
where it began, so one player has a light-squared bishop and a dark-squared bishop. Bishops gain
strength in open positions and can influence both sides of the board from a distance.

The Knight
The knight moves in an L shape: two squares in one horizontal or vertical direction and then one
square perpendicular to that direction. It is the only piece that can jump over other pieces. A knight
attacks up to eight squares when centrally placed but fewer squares near an edge or corner.

The Pawn
A pawn normally moves one square forward into an empty square. From its starting square, it may
move two squares forward if both squares are empty. Pawns capture one square diagonally forward,
so their movement and capture patterns differ. White pawns move toward rank 8; Black pawns move
toward rank 1. Pawns never move backward.

Capturing and Piece Value
With the exception of the pawn, a piece captures by moving to a square occupied by an opposing
piece according to its normal movement. The captured piece is removed from the board. No piece
may move onto a square occupied by a friendly piece.

Approximate values help beginners evaluate exchanges: a pawn is commonly valued at one point, a
knight or bishop at about three, a rook at five, and a queen at nine. The king has no numerical value
because losing it by checkmate ends the game. These numbers are guides, not laws. An active piece,
a passed pawn, a mating attack, or positional advantage can be worth more than a simple count
suggests.

A fair exchange trades pieces of similar value, but context matters. Giving up a rook for a minor piece
may be poor in a quiet position yet correct if it prevents checkmate, wins the queen, or creates a
decisive passed pawn.

Special Rules
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Castling
Castling is the only move in which two pieces move. The king moves two squares toward a rook, and
that rook moves to the square the king crossed. Kingside castling places the king on g1 and rook on
f1 for White, or king on g8 and rook on f8 for Black. Queenside castling places the king on c1 and rook
on d1, or the corresponding eighth-rank squares for Black.

Castling is legal only if the king and chosen rook have not moved, the squares between them are
empty, the king is not currently in check, and the king does not cross or land on an attacked square.
The rook may pass through an attacked square. Castling usually improves king safety and connects
the rooks.

En Passant
En passant is a special pawn capture. If a pawn advances two squares from its starting position and
lands beside an opposing pawn, the opposing pawn may capture it as though it had moved only one
square. This option exists only on the immediately following move. If the opportunity is not used at
once, it disappears.

Promotion
When a pawn reaches the farthest rank, it must be promoted to a queen, rook, bishop, or knight of
the same color. Promotion is not limited to a previously captured piece, so a player can have more
than one queen. Choosing a rook, bishop, or knight instead of a queen is called underpromotion and
may be necessary to avoid stalemate or create a specific tactic.

Drawn Games
A game can end without a winner. Stalemate occurs when the player to move is not in check but has
no legal move. Insufficient material creates a draw when checkmate cannot possibly be achieved by
any legal sequence, such as king versus king.

Under FIDE rules, a player may claim a draw in certain cases involving threefold repetition or the fifty-
move rule, and automatic draws can occur after fivefold repetition or seventy-five moves without a
pawn move or capture, subject to the rules’ details. Players may also agree to a draw where
competition regulations permit offers. (FIDE, 2023)

Beginners should distinguish stalemate from checkmate. In checkmate, the king is under attack; in
stalemate, it is not. A winning player who removes all escape squares without giving check may
accidentally allow a draw.
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Opening Principles
The opening develops pieces and prepares the king for safety. A sound beginner plan is to influence
the center, develop knights and bishops, castle, and connect the rooks. Central pawns can open lines
and create space, while pieces placed toward the center usually control more squares.

Moving the same piece repeatedly without a reason loses time. Bringing the queen out early can
make it a target. Advancing too many pawns can weaken squares that cannot be restored because
pawns move only forward. Opening principles are not rigid commands, but breaking them should
serve a concrete purpose.

A player should also watch the opponent’s threats. Before every move, ask what changed on the last
move: did it attack a piece, open a line, create a mating idea, or leave something undefended?

Tactical Awareness
Tactics are short sequences that use immediate threats. A fork allows one piece to attack two or more
targets. A pin prevents or discourages a piece from moving because something more valuable lies
behind it. A skewer attacks a valuable piece and then wins the piece behind it after the first moves.

Discovered attacks occur when one piece moves away and reveals an attack by another. Double
attacks, removal of a defender, deflection, and back-rank mating patterns are also common.
Beginners improve rapidly by checking forcing moves in order: checks, captures, and threats.

Calculation should include the opponent’s best reply, not the reply one hopes to see. A move that
wins a queen only if the opponent overlooks checkmate is not a sound tactic.

Strategic Planning
Strategy concerns longer-term features of the position. Piece activity, king safety, pawn structure,
space, weak squares, open files, and good or bad bishops guide plans. A weak pawn may become a
target because another pawn cannot protect it. An open file can provide entry for a rook. A knight
may seek an advanced square where enemy pawns cannot chase it.

Plans should grow from the position rather than from a desire to attack at all costs. When ahead in
material, exchanging pieces often reduces the opponent’s attacking chances. When behind, the
player may keep pieces on the board and seek complications. When the center is closed, play may
shift to the wings; when it is open, development and king safety become urgent.
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Endgame Fundamentals
In the endgame, the king becomes active. With fewer pieces, it can approach pawns and support
promotion. The concept of opposition helps kings compete for critical squares. Passed pawns, which
have no opposing pawn blocking or controlling their path on adjacent files, can become decisive.

Players should learn basic checkmates with king and queen against king and king and rook against
king. They should also understand that king and bishop cannot checkmate a lone king, nor can king
and knight. Practical knowledge of pawn endings prevents many unnecessary losses and stalemates.

Conduct and Competitive Play
Players should move with one hand in over-the-board competition and operate the clock with the
same hand. The touch-move rule generally requires a player who deliberately touches a piece to
move it if a legal move exists. If the intention is only to adjust a piece, the player should announce
that before touching it.

Electronic assistance and outside advice are prohibited during a game. Players should respect
opponents, avoid distracting behavior, and call an arbiter when a rule dispute occurs. Good conduct is
part of chess skill because concentration and fairness sustain the game.

Conclusion
Learning chess begins with correct rules: arrange the board with a light square on the right,
remember how each piece moves, protect the king, and understand checkmate, castling, en passant,
promotion, and draws. The next step is disciplined thinking. Develop pieces, control the center,
secure the king, examine threats, and calculate the opponent’s best response.

Chess does not require a beginner to memorize thousands of moves. Improvement comes from
playing, reviewing mistakes, solving tactical positions, and learning a few fundamental endings. The
game’s lasting value is not a promise to cure disease; it is the pleasure and challenge of making
decisions under clear rules while another mind tries to solve the same position from the opposite side.
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