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Progress with Chess Workbook
Beautiful Beginning

Level One
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KING: This most important piece

QUEEN: This most powerful piece

moves or captures only one space moves or captures as far as she

in any direction. Always protect

ing!
your King! nal.
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wants in any straight line or diago-
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BISHOP: This piece moves or cap-
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KNIGHT: This is the only piece that
tures as far as he wants diagonal- can jump over other pieces. He
ly. Each bishop can only move on jumps in an L-shape-two squares,

one color! then one to the side!

CHECK & CHECKMATE

The King has 3 options
to get out of check:

1. Capture the piece.
2. Block the piece.
3. Move away.
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CHECK: The king is in check
when he is threatened by

an opposing piece. The king
must get out of check.
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ROOK: This piece moves or cap-
tures as far as he wants in any
straight line, up or down. Rooks

love to work together!
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PAWN: This piece moves one
square forward (or two if it is his
first move). Pawns can only cap-
ture on square diagonally.

CHECKMATE: If the King cannot
escape check, he is in checkmate

and the game is over. You never-
capture the King.



ABOUT THE BOARD
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THE CHESSBOARD:

1. The pieces are setup as shown above.
2. The bottom right square must be white.
3. The Queens start on their own color.

4. White always moves first.

5. Up/Down columns are called “files”

6. Side/Side rows are called “ranks”

7. Ranks and files are numbered, and each
square has coordinates (square shown
above is called “e4”).

PAWN PROMOTION

When a pawn reaches the other side of the
board it can be traded in for another piece.
Here are the rules:

1. A pawn may be traded for any other
piece except a King, and can’t stay a pawn.

2. It does not have to be exchanged for a
captured piece (example-you could have 2
Queens on the board!).

3. The new piece must wait until the next
turn to move.

PIECE VALUES

Each chess piece has a relative value-this helps
you know whether to trade or not.
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CASTLING

CASTLING:

Castling gets the King to safety and the Rook into the game—all in one move!

In the diagrams above, White can castle, and Black can’t.

1. The King moves over 2 spaces, and the Rook comes to the other side
2. There cannot be any pieces between the King and Rook.

3. It must be both the King’s and Rook’s first move.

4. You cannot castle when in check, through check, or into check.

EN PASSANT
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EN PASSANT:

1. A pawn moves out two squares on its first move.

2. If it lands next to an opposing pawn, that opposing pawn can capture the first
pawn. (White on the 5th rank, Black on the 4th)

3. The opposing pawn can only use en passant on its very next turn.

4. The opposing pawn captures the first pawn as if the first had only moved one
space.

GOOD STRATEGIES

- Control the center
- Protect your King

- Use all your pieces

Let’s get moving!

Pawn Exercises

Draw an x on every square the white Pawns can move to.

Circle every piece the white Pawns can capture.

Pawn 2

The pawn is the
only piece that
never moves
backward or
sideways.
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The pawn is the
only piece that
capturesina
different way
than it moves.
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Pawns in their
starting position
can move one or
two squares for-
ward.
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Let’s get moving!

Bishop Exercises

Draw an x on every square the black Bishops can move to.

Circle every piece the black Bishops can capture.

Bishop 1
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Bishop 3
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How the bishop moves

Remember, the
bishop is the only
piece that stays
on the same col-
or for the whole
game.

The bishop is a
busy B, moves
diagonally both
forward and
backwards and
can fly long dis-
tances!
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Bishop 2
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Let’s get moving!
Draw an x on every square the white Rooks can move to.

Rook Exercises

Circle every piece the white Rooks can capture.
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How the rook moves
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Remember, to
look, the rook
moves forward,
backward and

sideways!

The rooks look
like castles, and
start the game
on the corners of

the board.
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Rook 2
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Knight Exercises

Let’s get moving!

Queen Exercises
black Queen can move to.

Let’s get moving!

white Knights can move to.

Draw an x on every square the

Draw an x on every square the

Circle every piece the Knights can capture.

black Queen can capture.

Circle every piece the

Queen 1

Knight 1
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Knight 4
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The knight makes

L shaped moves
in any direction.

The knight is the
only piece that
can jump over
other pieces!

f9h

b c

e |
//// N //o
L o
% ! %/ /m/m/m_/ +
B, %i% o

N
N
N
N

//
%/
7.

&)

///mig
AW/M_U —

//~

/

W\

/////u
%//////

Queen 4

The “mean”
queen is the

most powerful

h

Knight 6

the

knight always

Remember,
moves from a

© ¥
S
256 3
vz
©
w.w.mbm
o»n n © 9
ktma
S w9 >
T =& n

square.

%

defgh

[

b

E
y §
7

_E
o

z
4/4 7

7\
A
%

A%/////
1

Knight 5
8 E}/ %
.
i1
W
.

7 7
6

/,,,,,,/,'%

Ay
1
7

7i%i%

%V &
4
.

/ 7

B A %
%/E

e

/////

ﬁ%

/ =

Queen 6

%/
/,/

7%/ O

I

LB

/////

A

/

/

%
0

N\

%7

7 Y

zi%g/

%

1
x .
nm.e.r.
=
s © O
cec.l
nk.nl..n
QO = g =<
Q@ = ©
3 > U w2
T o< W
< €0 O
N % &

7

\

.

Page 8

Page 7



Let’s get moving!

Draw an x on every square the black King can move to.

Klng 1

Circle every piece the black King can capture.
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Did you know...?

A king can never
move next to an-
other king. Some
say it is because
they hate to
bump bellies!

King Exercises

King 2
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The king moves
slowly, only one
square in any
direction.
Remember, the
king is never al-
lowed to move
to a square
where it can be
captured!
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Check this out!

Is the king in check?

Circle yes if the black king is in check, no if it is not.

The king is in check if it is threatened with immediate capture.

All about check 1
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All about check 2
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All about check 6
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Check it out!

Check that King!

Draw an arrow to show the move for white that checks the black king.

All about check 7
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All about check 8
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Check it out!

Escape From Check!
Remember if you can’t run, block or take it must be checkmate!

Circle the method for getting the black king out of check. Draw an arrow to show the move.

All about check 13
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Run
Block

Capture

Run
Block

Capture

Run
Block

Capture

Page 12

= NN W A O N

All about check 18
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Checkmate!

Checkmate 1
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Checkmate 5

mw.bmo\woo

Corridor or Back Rank Mates
Draw an arrow to show the move that checkmates the white king.

Did you know ?
The king has only
three squares to
move to when he
is in the corner.

The king can
move to eight
squares if it is
not on the edges
of the board.

It’s important to
always know that
your king is safe.
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Checkmate 2
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Checkmate 4
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Checkmate 6
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Checkmate!

Checkmate 7
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Helper or “Buddy Checkmates!
Draw an arrow to show the move that checkmates the black king.

Did you know ?
You can move a
piece safely next
to the king if it
has a protector.
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Checkmate 11

The king and
queen are the
perfect marriage

emy king!

to defeat the en-

Just like police,
chess pieces like
to have backup.
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Checkmate 8
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rogress With Chess is a non profit 501(c3) Ohio corporation, whose pri-

mary focus is to enable students to reap the intellectual and social bene-

fits of chess participation. We are Ohio’s largest chess teaching organiza-
tion, administering chess programs in over 50 Northeast Ohio schools and recrea-
tion centers. We provide instruction for hundreds of local students, and conduct
leagues, tournaments, and summer camps. For further details about all of our ac-
tivities, please visit our website www.progresswithchess.org or call the Progress
with Chess office at (216) 321-7000.

tudies have shown that chess improves critical thinking and decision mak-

ing skills, resulting in increased proficiency scores, academic performance

and self esteem. Chess will provide an enjoyable social outlet that will last
a lifetime and foster interaction with people of diverse backgrounds.

Progress with Chess Sponsors:

RPM International, Inc.

The Cleveland Foundation

The George Gund Foundation
Cleveland Metropolitan School District
Cleveland Public Library

The United Black Fund

The Black Shield
Cleveland Police Patrolmen’s Association
The Swagelok Foundation

Cleveland Police Foundation


http://www.progresswithchess.org/

