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This is shorter than the official Laws,
but complete

Chess is a game between two players. White
moves first, then Black, then White again until
the game is over. Each player has 8 pawns (G),
2 rooks (J), 2 knights (H), 2 bishops (I), a
queen (K) and a king (L),set up as in Diagram 1.
The white pawns move up the board; the black
pawns move down.

The king is the most important piece.
Check is a move which attacks the opposing
king. A move must not leave (or put) one’s own
king in check.

The game is won when the opposing king
is in check and no move can get the king out of
check. That is called checkmate. So the pur-
pose of chess is to win the king, but to capture
the king is forbidden, even in fast chess. The
game is drawn when a player has no move,but

the king is not in check. That is called stale-
mate.

The pawn moves one square forward;how-
ever, on its first move it may move one or two

RrstuvwxyS
8jbielchd8
7agagagag7
6 m m m m6
5mMmMmMmM5
4 m m m m4
3mMmMmMmM3
2GAGAGAGA2
1DHCKFIBJ1
TrstuvwxyU

Diagram 1

1.  Laws of Chess

 



RrstuvwxyS
8 m m m m8
7fMmMmGmM7
6 m mHmMm6
5mKmMmMcM5
4 m m mgb4
3mMmgmMFM3
2 mGmMmMm2
1mMCMmMmJ1
TrstuvwxyU
White’s legal moves. G at f7 may
promote to a white K, J, H or I at f8.
Notice that the G at f7 does not block any
move by the H. G at c2 may move either
to c3 or c4. The K, J and I can move to
intermediate squares e.g. the J can move
to h2 as well as capturing on h4.

Diagram 2 squares forward. The pawn captures one square
diagonally forward. The pawn is the only piece
which captures differently from the way it
moves. When the pawn reaches the last rank,
it must be promoted, as part of the same move,
to a queen, rook, knight or bishop of the same
color,regardless of which pieces have been cap-
tured. The king moves one square in any 
direction. The queen moves any number of
squares in any direction. The bishop moves any
number of squares diagonally. The rook moves
any number of squares orthogonally (vertically
or horizontally).

When a piece’s line is blocked by a friend,
it cannot go any farther. When a piece’s line is
blocked by a foe, it may capture that piece, but
may go no farther. The knight move is unusual
— a 2x1 L-shape with no option to stop part
way. The knight also cannot be blocked by any
friend or foe, unless the friend is on the square
upon which the knight intends to land.
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Detailed rules where it is important to
know the nuances 

1. A light (white) square is always in the
(lower) right corner:“white is right”;

2. The queen goes on the square of her
own color;

3. You must use only one hand to move.
In tournament play, you must use that
same hand to punch the clock;

4. Touch move: a piece that is touched
must be moved or captured. If it is nec-
essary to adjust a piece on its square,
when it is your turn to move, first say
“j’adoube” or “I adjust.”

5. Castling is a special move of king and
rook, both previously unmoved and
unpromoted, with no piece between
them. The king goes two squares

towards the rook, then the rook goes
to the other side of the king. Castling
is temporarily prevented if the king’s
square,or its destination square,or the
square in between, is under attack.

6. In castling the king must be touched
first. Moving the rook first completes
your move and castling is no longer
allowed. (I did not make this rule!) 

m m2
F mJ1
vwxyU

2.  Gotchas

Diagram 3  

Short castling:
before the move

m m2
mJFM1
vwxyU

Diagram 4  

Short castling:
after the move



7. If a pawn takes a double-step first move,
then for the next move only, an opposing
pawn may capture it as if it had only
moved a single step. This is called cap-
turing en passant (see Diagrams 7-9).

8. Talking is not allowed in a tournament,
except to say “j’adoube” or to offer or
accept a draw. Repetitive draw offers
are bothering to the opponent, which is
not allowed.

9. Draws other than by stalemate or agree-
ment.

a) A game may be drawn by three-
fold repetition of position. When
the same position, with the same
side to move and each side having
the same moves available (includ-
ing castling and en passant), has
arisen or could be made to arise for
a third time.
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2 m m
1DMmMFM
Trstuv

Diagram 5  

Long castling:
before the move 

2 m m
1mMFJm
Trstuv

Diagram 6  

Long castling:
after the move

5mMm
4 mg
3mMm
2 A
1mMm
Trst

Diagram 7  

En passant:
before

5mMm
4 Ag
3mMm
2 m
1mMm
Trst

Diagram 8  

En passant:
double step

5mMm
4 m
3mgm
2 m
1mMm
Trst

Diagram 9  

En passant:
on the next
move only



b) Likewise for the fifty-move rule.
If neither side has moved a pawn
nor captured anything in the pre-
ceding 50 moves for each side, the
game may be claimed a draw.

c) If a move is required to create situ-
ation a) or b), you must write it on
the scoresheet and not make it on
the board. Inform the arbiter (tour-
nament director) that you are mak-
ing a draw claim, while it is still
your turn to move.

10. The arbiter (tournament director)
may be asked about the rules at any time
during the game.

11. FIDE Rule 10.2 allows a player,with less
than 2 minutes to make all the rest of
the moves, to claim a draw, if the posi-
tion is clearly drawn. The details are

obscure, so it is best to ask the arbiter
while you still have plenty of time. In
particular, how do you get the arbiter to
start counting towards the 50-move rule,
without you incurring a time penalty?

12. In most tournaments, moves must be
recorded.You may not record your move
before you play it--new rule in 2005.

Some of these rules (3, 6, 8-12) apply only to
tournaments and should not be overly
enforced in casual play. However, it would not
hurt to point out, for example, rules 3 and 6, if
the opponent castles by picking up the king
with one hand and the rook with the other.
That innocent habit could cause the player
trouble at a tournament. “Touch move”(4), on
the other hand, is a good one to use, even at
home. Chess advice at its most basic is:
“Think, then move”.

T
H

E
P

O
C

K
E
T

G
U

ID
E

T
O

c
h

e
s

s

8



Do you know how to checkmate with a bishop and a knight? Do you know
the difference between a pin and a fork? Do you remember the best defense
against the Queen’s Gambit?  
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on a few fine points of the game, you will find the answers to your questions
here, carefully explained and illustrated. This book is a concise but complete
survey of every aspect of the game of chess: a great first book for the beginner,
and a useful reference for the intermediate player.
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He lives on Vancouver Island, on
Canada’s west coast.


	Contents
	1. Laws of Chess
	2. Gotchas



