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At first, the rules of chess may seem complicated, but in fact they are quite simple. Chess is an infusion game between two players - white and black, which alternate turns. White always moves first, and players move one part at a time until one side captures the enemy king. Chess uses six pieces, each of which moves
in a certain way. All parts have some common features. No piece is allowed to land on an area occupied by a friendly piece. If the piece lands on a square occupied by an enemy figure, this enemy is captured and removed from the board. With the exception of the knight, the pieces cannot jump over other parts.
Illustration: El / Catherine Song Rook usually looks like a small tower. It moves in a straight line horizontally or vertically for any number of squares. The bishop moves in a straight line diagonally for any number of squares. The queen, the most powerful figure in chess, can move any number of squares in a straight
horizontal, vertical or diagonal way. The king can also move in any direction, including diagonally, but he can only move one square at a time. Knight, who usually looks like a horse, moves in an irregular, L-shaped pattern. From the center of the board the knight can move to eight different squares. Although the knight
can jump over other parts, he does not capture the pieces he jumps over; He only grabs a piece on the area he lands on. Pawns are the shortest and weakest figures in chess. Pawns are also the only parts that move in one direction, but capture in a different way. Unlike other shapes, pawns can only move forward, not
backwards. The pawn can only move straight forward one square at a time if it is still in the square where it started the game; If this is the pawn's first move, it can move one or two squares straight forward. The pawn can't capture the figure right in front of her. Pawns can capture only a piece by moving one square
forward diagonally. Some exceptions to the rules include: casting, movement, where the king and rook both move at the same time; en passer-by, unusual capture of a pawn; and the progress of the pawn, the situation that occurs if the pawn reaches the end of the board, where the pawn can advance to a stronger
figure. Before you start the game, make sure that each player has a light square in the bottom right corner. Place the rooks on the lower-left and lower right squares, then place the knights on the front row, directly adjacent to the rooks. The bishops take the next two squares to the center of the second row. Leave two
empty squares in the middle of your back row - these two squares belong to the king and queen. Place these pieces using the rule of queen-on-color, where the white queen walks on a light square, while the black queen goes to his dark square. The king takes another square. To set everyone up pawns on the second
row, right in front of the big figures. When the king of the player is under attack and threatened with capture, you say that the king is the king in check. When checking that the player must take steps to avoid his king being captured by moving the king, capturing the attacking piece, or- except for the knight's case check
the blocking attack. You win the game through the mat where you attack the king of the enemy in such a way that he can not avoid capture. To win the game, the winning player doesn't really capture the enemy king; Once the capture is imminent, the mate takes place and the game is over. A player who knows defeat is
inevitable, may also resign rather than wait to be checkmated. The game can end in a draw where there is no winner. The most common way to draw a game is to be stumped. Other draws include a three-fold repetition from the same position going three times with the same player to move and a 50-movement rule
where no pawn has been moved and no part has been captured for 50 consecutive moves by each player. You need 32 pennies. Cut chess pieces like squares from a printout. After observing their pennies, you will trim the corners by making an octagon. The tape comes in different widths. Of the two available where I
live, the narrow tape is best suited for the job. A square cut from a ribbon is placed on top of a penny. Cut a square piece of tape and stick it on a penny. With the tweezers, remove the paper, prop on the tape. Again with tweezers, hold the printed chess man paper and spread it over the tape. Tap your finger to glue the
paper to the tape. Repeat with all the other parts. Trim the corners of the paper that hang over a penny to make the octagon. They are close enough to the round to do the job. I keep my chess pieces in a zippered bag. If the board is printed or mounted on a heavier material, you can punch holes in it and wear it in a 3-
ring binder; Convenient for students to carry at school. Speaking of chess, you can hear statements such as: I am 1600 players, or We play in the section under 2000. These numbers are called chess ratings, and they help determine the rating of players in the chess community. Ratings are the numbers used to
represent the game power of chess players. Ratings allow players to compare themselves to their peers. Most rating systems are based on the work of Arpad Elo, a physics professor and chess master who invented the system named after him. The work of chess rating systems can be quite complex, but the basics are
simple: the ratings are based on the results of games between players - usually games played in chess tournaments. If a player wins games, his rating will increase; if he loses, his rating will drop. The player's rivals' rating also affects how the player's rating will change. Victory over a much lower-rated opponent will result
in several, if any, ranking points, while winning over a much higher rating will earn a large number of rating points. Losses work the same way, albeit in reverse; losing to a much stronger player will not affect the player's player a lot, but losing to a weaker opponent will cost quite a few points. Draws also affect ratings in a
similar way; drawing a player with a higher rating increases the player's rating, and drawing a player with a lower rating reduces it, although not so dramatically. Ratings vary depending on who issues them. In terms of the ratings of the U.S. Chess Federation, a beginner who has just learned the rules of chess is likely to
earn a minimum rating of 100. The average player of the tournament scholastic has a rating of about 600. A strong non-tournament player, or novice tournament player who has gained some basic experience, can have a rating of 800 to 1000. The average adult player of the tournament at USCF is estimated to be about
1,400. Very strong adult participants of the tournament - 10 percent of the best - have ratings greater than 1900. Prestigious titles are available for the strongest players. These titles are usually awarded in part or in full on the basis of assessments. Experts are players with ratings over 2000. The Masters are players with
a rating of more than 2200. Getting the title of international master or grandmaster requires more than just a high rating, but these players are usually rated more than 2400 and 2500, respectively. The best players in the world are rated more than 2700; The highest ranking ever achieved was 2,851, achieved by former
world champion Garry Kasparov. The player can earn a rating in a variety of ways. Online chess sites often offer their own rankings, which are useful for finding suitable opponents while playing online. Some chess clubs also hold their own unofficial ratings. However, when most people talk about chess ratings, they
usually talk about ratings assigned by the National Chess Federation or THE INTERNATIONAL Chess Federation FIDE. The player earns these ratings by playing in sanctioned tournaments. After each tournament, the results are sent to the federation rankings, where they are processed and used to update the ratings of
participants. Not every chess game ends with a winner or loser. There is a third result, which is a very important part of the game of chess - a draw. In chess, a very small advantage is not always enough to claim victory; The existence of a draw means that a player who is in trouble has the resources to try to avoid
without losing, which adds a lot of strategic depth to chess. There are several different ways in which a chess game can end in a draw. One easy way to chess game to the end is having both players agree that the game should be a draw. This most often happens when both players realize that neither of them has a
chance to win, except for a very unlikely mistake on one side or the other. Of course, what qualifies as an unlikely mistake depends on the strength of the players. Draws under the agreement are much more common at the very chess level. A negotiated draw can also be used strategically in a tournament game. If a
player can move forward or win a prize with a draw, he can offer a draw, even if they have A very advantageous position just eliminate any risk of losing the game. If both players find the draw satisfactory, the draw can even be agreed at the beginning of the game, without much fight. However, it is against the rules of
chess to agree to a draw before the game. Stagnation occurs when the player is not under the bridle, but has no legal moves to make. This often happens in games between newcomers; In these games, one player often ends up way forward in the material, but do not understand the basic methods of checkmating. Often
this leads to a dead end, as the stronger side will not be able to find the mate, but instead, the king's trap, without actually putting it under control. Stagnation is certainly more common among beginners than in games between strong players, but they are certainly not unheard of, even in high-level chess. A tactic that can
make a dead end is sometimes a saving resource for a player who appears to be losing. If the same position is reached with the same player to move three times during the game, any player can immediately claim a draw. The procedure for filing a claim for this prank varies somewhat between sets of rules, but the rule
itself is fairly standard across the board. This rule exists to stop games in which both sides simply repeat moves. It is worth noting that there is no actual rule that allows players to claim a draw with an eternal check. However, the rule of three-fold repetition (along with the following type of draw) covers this possibility; If
one player landing checks over and over without any way for their opponent to avoid, they end up repeating the same position three times, forcing a draw. The Fifty Moves rule is one of the least understood rules in chess. The rule essentially states that if progress is not made after fifty moves by both players, the game is
declared a draw. Progress is determined by the capture of any shape or pawn movement. If fifty moves by each player are made without any of these events, any player can claim a draw. If neither player has enough material left to check the other, then the game is immediately a draw. Examples of insufficient marriage
material are one bishop or one knight. In some sets of rules, this rule cannot be applied until the enemy is able to mate after a sequence of legal moves; Under these rules, two knights are considered mating material, like many other positions where one party could maneuver itself into a mat. Many players, fans and
chess officials have tried to find ways to reduce the number of draws in chess, often with the aim of making chess more attractive to spectators. One solution was to reduce the incentive to score draws. For example, some tournaments use football points for the standings; At that time as players usually get one point for
winning and half a point for a draw, these tournaments will reward three points for winning and one point for a draw. Most Of the efforts were mainly aimed at reducing the frequency of agreed draws, especially at higher levels of the game. Some tournaments use rules that prevent players from agreeing to a draw until a
certain point in the game, such as the 30th turn. Another suggestion was to either remove the draw offer entirely or require all draws to go through the tournament director or arbitrator, who would be authorized to require players to continue playing if he felt that any life remained in position. Position. pawn power in chess
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