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Lesson 12 
 
Lesson goals: 

 

 How to set up all the chess pieces on the board 

 Center  

 Development 

 King safety 

 Basic Opening Principles 

 

Repeat K+Q versus K checkmate method learned in Lesson 11. Let the students play a King and Queen 

versus King position. The side with the Queen has 20 moves to checkmate. If there is no checkmate 

within 20 moves, the other side wins. 

 

(Note, this only a special rule for this exercise, not in a real game. In a real game one has up to 50 moves 

to checkmate. However from any given position K+Q vs. K checkmate can be reached in no more than 17 

moves.) 

  

How to set up all the pieces. Rooks are in the corner, next to the Rooks the Knights, next to them the 

Bishops. In the middle are the King and the Queen. The Queen is always on its on color.  

XABCDEFGHY 
8rsnlwqkvlntr( 
7zppzppzppzpp' 
6-+-+-+-+& 
5+-+-+-+-% 
4-+-+-+-+$ 
3+-+-+-+-# 
2PzPPzPPzPPzP" 
1tRNvLQmKLsNR! 
xabcdefghy 

White starts the chess game. 
 

Teach the children to put the pieces neatly in the middle of the square and not in between two or more 

different squares. 
 

The center (e4, d4, e5, d5 squares) 
 

Castling rules. What is its purpose? The put the King in safety. Usually we recommend castling within the 

first 6-8 moves of the game to avoid the King getting in trouble. 
 

Basic opening principles 

 

1. Control the Center! 

2. Develop your pieces as soon as possible! 

3. Castle as soon as possible! 

4. Do not bring out your Queen early! 

5. Do not move the same piece twice, before you have completed development! (unless it is 

being attacked or you can capture something for free). 
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Chess notation 

 

If a Queen moves from d1 to h5, we would write Qd1-h5 or simply Qh5. The symbol for capturing a 

piece is x. Therefore, if you capture a piece you would write Qxh5. If you give a check you add a “+” 

after the move. 

 

For a Rook move, you write R; For a Bishop move B; King move K; Knight move N (not to mix it up 

with a King move). If a Pawn moves you do not need to write P, just the name of the square the Pawn is 

moving to. Castling has a special notation. Castling to the King (short) side you write 0-0 and 0-0-0 for 

castling to the Queenside. 

 

How to record a chess game and why? Here are two important reasons: To be able to go back and learn 

from your mistakes or to show off a beautiful combination. Also to be able to prove what the position is 

on the board in case your opponent tries to cheat.  

 

Show miniature games. One side follows the basic opening principles while the other breaks the rules.  

 

Here is a sample which demonstrates a good start for White and a bad start for Black: 
 

1.e4 h5 2.d4 Rh7 3.Nf3 Na6 4.Nc3 Rb8 5.Bc4 Rh8 6.0–0 Nh6 7.Bf4  

XABCDEFGHY 
8-trlwqkvl-tr( 
7zppzppzppzp-' 
6n+-+-+-sn& 
5+-+-+-+p% 
4-+LzPPvL-+$ 
3+-sN-+N+-# 
2PzPP+-zPPzP" 
1tR-+Q+RmK-! 
xabcdefghy 

In this example, White has been nicely following the basic opening principles, while Black has 

completely neglected them. Let the class play games focusing on following the basic opening principles 

and on captures. 

 

Order of importance in chess: checkmate, winning pieces, gaining small strategical advantages. 

 

 
 

 




