ACTIVE ACTIVITIES

Casztling can only happen if:
1. the H'.II"H_:I or rook has not besn moved ﬂl.ll'iﬂ!] tha

Castiing is the only time i chess whens you Can midne D of
YOHIr oW pieces at one Hmee,  In the frst disgram, the whibe
king is dear to castle on either side of the boand.

T castle, the king s mowved two squares towards the rook, and Qarme;
then the rook ks moved oo the square immediztely on the other 2. the king is not under attack—you cannot castie o
cide of the king. When castling, you really should mowve the king get out of check;
befre the rook. 3. the king is not passing through a square controllad
Bafor idog-side casth G or ik Ay by the opponent l[l:hf_* king cannot pass throasgh
- B b . chesck or into check);
- mm = - N 4. all the squares between the king and the rook ars
< e 1 i K| vacant. :
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Check

Checkmate

Wh=n the king = under attack, it is in CHECK, and must get out
al check. {This means that the square on which the king stands
I attacked by an enemy piece,} There are 3 ways of geliing out
of check: TAKE (cepture the piece thats checking the king),
BLOCK (the piece that's checking the kngl or MOVE (the king 1o
& square that 1S ROT attacked by an enemy peece). A player
camt move their king inoo check (that is, © a squame attacked
by an enemy piece); that would be an Megal move,

Pawn promotion

&5 pawns can't mowe backwards, when & pawn reaches its
zighth rank {the other end of the board]) It MUST Immediately
promate. It may promods Bo & cuesen, mok, beChop, or knight.
The pawn is then removed from the board and replaced by the

promotion plece chosan. It doesn't matier which picoes have
already been aken, 0 you may have more than one quesn.

En passant*

If & player has & pawn on thesir fifth rank, and the opponent
makes & double move with @ pawn that is on an adjacent file,
thean that pawn may be taken as thowgh it has mosed only one
square, If a player wants 0o do this, they must do it strpight
away, (They cant do it on a laber mowe),

After whibts's e pown takes
Dlack's d pown &7 passant.
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If & player s in CHECK and they can’t get out of check at
all [by faking, biocking or mowing), then they are in
CHECKMATE and have lost, and their opponent: has thene-
fore won the game,

Draws

A game can be drawn by any af the Tallowing ways:

1. Stalemate. If a player is NOT in check, but they
an't make any legal move at all, then they ame in
Sralemate, and the gams is a draw.

2. Three Position Repetition. If the exact same
pogition, with the same player [ Mowe, Goours three
times at any time during the game, and 3 player can
proeg if, then they can daim a draw.

3. The Fifty=-Move Rule. If there are 50 mowves without
& caplure or 3 pawn move, and & player can prove it,
ithen ey can claim a draw.

4, Draw by Lack of Materlal, If nether player has
sufficient material to forte & checkmate (fuch a5 a
king and bishop wersys a king), then the game is
imrmediately decipred a draw.

L. An Agreed Draw. A player can offer a draw after
making their mowe, [F the opponent accepls, then e
game is declered & drw,
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