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Chess is often presented as a game of sight—of patterns on a board, of diagonals and formations that are seen at a glance. Yet in its essence, chess is not a visual game at all. It is a game of logic, structure, memory, imagination, and disciplined thinking. The true board of chess exists in the human mind.

This book has been written to make chess accessible to every kind of learner—including totally blind players, partially blind and low-vision readers, coaches, and sighted students. Every concept in these pages is explained clearly and completely through verbal description and algebraic notation, just as in the original non-diagrammatic approach. At the same time, this edition also includes diagrams to provide visual support for those who benefit from seeing positions on the board. In other words, this is a dual-access book.

Nothing in this book depends only on sight. Every position, idea, and pattern is fully described in words and notation so that a totally blind learner can study, understand, and apply it without relying on images. The diagrams are not a replacement for explanation—they are an addition. They allow coaches to teach more effectively, help partially blind players use visual cues where helpful, and give sighted readers an extra layer of clarity while preserving complete accessibility.

The central philosophy of this book remains unchanged: chess must be understood, not merely observed. Instead of asking the reader only to “look” at positions, the book teaches how to construct them mentally, analyse them logically, and evaluate them strategically. Diagrams show what a position looks like; the verbal explanations show how it works.

From learning the structure of the board and identifying pieces, to mastering notation, opening principles, middlegame planning, endgame technique, and classical mating patterns, every topic is presented in a way that can be followed by touch, memory, and thought—while also being supported visually for those who prefer diagrams.

This is not simply a book of moves. It is a book of ideas expressed in two complementary languages: words and diagrams. No reader is excluded. Every learner is supported.

If this book helps you think more clearly, visualize more deeply, and experience chess with confidence—whether through touch, sight, or pure reasoning—then it has achieved its purpose. Welcome to a journey where every position can be seen, described, and fully understood. 

Note: 

In some positions where Black is to move, or where the analysis is given from Black’s perspective, the accompanying diagrams are presented from White’s visual orientation and are not flipped. Readers are therefore advised to reconstruct the position carefully using the algebraic notation and verbal description before attempting to solve the exercise. In such cases, the position should be analysed from the perspective indicated by the side to move, regardless of the visual orientation of the diagram. Throughout the book, the notation and text provide the authoritative guide to the correct position and intended solution.

A Note for Readers

W

In some positions where Black is to move, or where the analysis is given from Black’s perspective, the accompanying diagrams are presented from White’s visual orientation and are not flipped. Readers are therefore advised to reconstruct the position carefully using the algebraic notation and verbal description given in the book before attempting to solve the exercise. In such cases, the position should be analysed from the perspective indicated by the side to move, regardless of the visual orientation of the diagram. Throughout the book, the notation and text provide the authoritative guide to the correct position and intended solution.
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Foundation Of Chess
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Introduction To Chess
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​What is Chess? 

Chess is a strategic game played between two people on a square board made of 64 squares arranged in 8 rows and 8 columns. Each player begins with 16 pieces, which includes the following: 


	1 King 

	1 Queen 

	2 Bishops 

	2 Knights 

	2 Rooks 

	8 Pawns 



In this game, both players move the pieces according to specific rules turn by turn. The main goal of the game is to checkmate the opponent’s king, which means placing the king under attack in such a way that it cannot escape.

In chess every move made by a player has a purpose, a plan, and a consequence. Thus, it can be said that chess is a game that relies on thinking, planning, and understanding patterns rather than chance. Chess is often described as a battle of minds because the entire game depends on how well a player can think, plan, and imagine future possibilities.

​

Evolution of Chess

Chess has a long and fascinating history that began in ancient India around the 6th century, where it was known as Chaturanga, a game representing the four divisions of the army. From India, it travelled to Persia and became Shatranj, where many early ideas such as “check” and “checkmate” were developed. After the Islamic conquest of Persia, the game spread throughout the Arab world and then entered Europe through Spain between the 9th and 15th centuries. Europeans made significant changes to the rules, giving the queen her powerful moves, modifying the bishop’s movement, introducing castling, and allowing pawns to move two squares initially. These changes shaped chess into a faster and more dynamic game. By the 19th century, modern competitive chess emerged with organized tournaments, time controls, and the first World Chess Championship. The 20th and 21st centuries brought global popularity, computer analysis, and online platforms, making chess accessible to players everywhere, including blind and visually impaired learners. Today’s chess is the result of nearly 1,500 years of evolution across cultures, continents, and civilizations. 

​

Benefits of Chess 

Just like the way in which outdoor sports promote the physical wellbeing of the players, in the same way Chess promotes the mental development and wellbeing of the players. Thus, it can be said that if physical sports strengthen the body, then Chess strengthens the mind. Chess has many benefits, some of them are listed as follows: 


	It enhances the decision-making power of the players as Unlike many games, chess does not involve luck, dice, or chance. The decisions of the players alone determine the outcome of the game. 

	Chess promotes deep thinking as Before making a move, a player must analyse the position, understand threats, evaluate weaknesses and predict the opponent’s ideas. This constant mental analysis helps players to develop the skill of deep thinking and analysis.

	Chess sharpens concentration as to play well a person must stay focused for the entire game. A moment of distraction can lead to losing a piece or even the whole game. 

	Chess develops the skill of planning as while playing the game of chess, a good player thinks not only about the next move but several moves ahead. This type of foresight teaches planning, strategy, patience and anticipation. Thus, the game of chess trains the brain to imagine the future and act accordingly. 

	Chess enhances the ability of pattern recognition among the players. The more someone plays, the more their mind begins to recognize these patterns instantly. For blind players, this becomes a major advantage — the mind becomes trained to visualize positions purely through logic and memory.

	Chess improves the memory of the players, as Players must remember piece movements, opening ideas, tactical patterns, common checkmate structures, long sequences of moves etc. This constant mental exercise improves both short-term and long-term memory.

	Chess Teaches Emotional Control as the game of chess is not just about making moves, it is also about controlling emotions. It teaches individuals many emotional skills such as staying calm under pressure, recovering after a mistake, not panicking when attacked, keeping confidence even when the position looks bad and so on. This makes chess a powerful game for emotional strength as well. 



​Modern Chess Accessibility Tools 

There are many accessible tools for the visually impaired individuals to enable them to play chess effectively. One of them is the tactile or Braille chessboard. This board looks similar to a standard chessboard but is specially designed for touch-based identification. The dark squares are raised slightly higher than the light squares, allowing the player to feel the pattern of the board. Each square also contains a small hole or peg slot which holds the pieces firmly in place so they do not fall or shift when touched. This stability gives blind players the confidence to explore the board freely with their hands.

The pieces on a tactile chessboard are also designed for easy identification through touch. All black pieces have a small tactile marker—usually a raised metal dot or pin—on top, while white pieces remain smooth. This simple difference allows players to instantly know which colour a piece belongs to. The pieces also have pegs at the bottom that fit into the holes on the board, preventing accidental movement. Despite these modifications, the shape of each piece—the knight, rook, bishop, queen, king, and pawn—remains distinct and recognizable by touch. This allows the player to identify both the type and colour of each piece without sight.

Moreover, online chess has become highly accessible for blind and visually impaired players thanks to platforms and software designed to work smoothly with screen readers. One of the best options is Lichess.org, which offers a fully accessible mode where the board, moves, checks, captures, and threats are announced aloud, allowing players to navigate using only the keyboard and listen to moves in algebraic notation. 

Another powerful tool is Win Board, a lightweight chess interface that works exceptionally well with NVDA and JAWS, giving blind players the ability to analyse games, practice with engines, and replay master matches entirely through text-based controls. While Chess.com is only partially accessible, blind users can still read notation, follow game moves, and access some lessons. 

Thus, at last it can be said that Chess is a game of strategy, logic, and imagination, played on a board of 64 squares by two players who begin with equal material but rely entirely on thinking rather than chance. Originating in ancient India as Chaturanga, the game evolved across Persia, the Arab world, and Europe to become the modern, dynamic chess we know today. It offers powerful benefits such as improved decision-making, concentration, memory, emotional control, and pattern recognition. For visually impaired players, chess is fully accessible through tactile boards with raised squares, peg-based pieces, and audio-supported online platforms like Lichess and Win Board. With its rich history, mental challenges, and inclusive tools, chess remains a universal game that strengthens the mind and welcomes every learner. 
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Understanding The Chess Board
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Chess begins not with the pieces, but with the board. For sighted players, the board is something they look at. For blind and visually impaired players, the board is something they feel and understand through touch, structure, and memory. The beauty of chess is that the board does not depend on sight at all — its logic is universal, and the mind is its true playing field.

​An Introduction to the 64 Squares 

The chessboard has 64 squares, arranged in 8 rows and 8 columns. Out of these 64 squares, 32 are dark squares and 32 squares are light shaded. In a tactile board designed for visually impaired individuals two categories of distinction can be found. The first kind is based on height where the dark squares are slightly raised from the light ones for easy identification. In the second one, different textures are used for light and dark squares respectively. For instance, rough texture for dark squares and smooth texture for light squares. This tactile mapping replaces the need for any visual colour differences.

​Files, Ranks and Square names 

The chessboard’s columns are called files, and they are labelled using the letters a to h. Wherein, a file is on the far left and h file is on the far right. Files are always referred to using their letters like a, b, c, d, e, f, g, h. here, a and h are edges and d and e are centres. 

When talking about ranks, the rows of the board are called ranks, and they are numbered from 1 to 8. Rank 1 is the closest to the player using the white pieces and Rank 8 is closest to the player using the black pieces. When combined with files, these numbers help identify every square exactly.

The file letter and the rank number are combined to form the algebraic notations of the squares and hence in chess each square has a unique name. herein, the file letter comes initially and then comes the rank number. 

For instance: the 64 squares of the chess board can be expressed as follows- 


	a file: a1, a2, a3, a4, a5, a6, a7, a8. 

	b file: b1, b2, b3, b4, b5, b6, b7, b8. 

	c file: c1, c2, c3, c4, c5, c6, c7, c8. 

	d file: d1, d2, d3, d4, d5, d6, d7, d8. 

	e file: e1, e2, e3, e4, e5, e6, e7, e8. 

	f file: f1, f2, f3, f4, f5, f6, f7, f8. 

	g file: g1, g2, g3, g4, g5, g6, g7, g8. 

	h file: h1, h2, h3, h4, h5, h6, h7, h8. 



[image: ]







To locate a square through touch a player should do the following:


	Move your hand along the correct file (vertical line).

	Slide up or down to the correct rank (horizontal number).

	Confirm the square’s texture (raised or smooth).



​Orientation of the chessboard

Before playing any game, both players must orient the chessboard correctly. Orientation ensures that every square has the same meaning in every game, whether it is played over a tactile board, online with a screen reader, or described verbally.

For both players—White and Black—there is one universal rule in chess that the square in the bottom-right corner must be a light square. On a tactile board, this means that the bottom-right corner should be the smooth or lower square and not the raised/textured dark square. This rule guarantees that every file and rank stays in its correct position.

​Orientation for the Player with White Pieces

If you are playing as White, the board in front of you should be arranged so that:


	a1 is the square on your bottom-left. 

	h1 is the square on your bottom-right. 

	Rank numbers increase as you move away from yourself (1 nearest, 8 farthest)

	Files go from a on your left to h on your right. 



It must be remembered that white always starts with their pieces on ranks 1 and 2. So, when White touches their first row, they will feel their back-rank pieces: rook, knight, bishop, queen, king, bishop, knight, rook.

​Orientation for the Player with Black Pieces

If you are playing as Black, the board is the same physically, but your perspective is reversed. For Black the board should be arranged so that:


	h8 is on your top-left

	a8 is on your top-right

	Rank numbers decrease as you move toward yourself (8 nearest, 1 farthest from White) 

	Files still run from a on your right to h on your left



It should be remembered that black’s pieces start on ranks 7 and 8. So, When Black touches their back rank, they will feel the same arrangement as White but mirrored from their perspective.

––––––––
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This orientation is extremely important because:

1. It ensures moves like “e4,” “d5,” or “Knight to f6” always refer to the same squares

2. It keeps algebraic notation consistent

3. It makes sure both players share the same “mental map” even when one is touching the board and the other is listening to audio moves

4. It allows blind players to follow commentary, games, and lessons without confusion 

Thus, at last it can be said that this chapter introduced the structure and logic of the chessboard, the foundation upon which every move and idea in chess is built. You learned that the board contains 64 squares arranged in files and ranks, and that tactile features—such as raised dark squares or textured surfaces—allow visually impaired players to navigate the board confidently through touch. By understanding how file letters and rank numbers combine to form the unique names of squares, players can accurately read and communicate moves using algebraic notation. The chapter also explained the importance of correct board orientation, especially the rule that the bottom-right corner must be a light square, ensuring that both players share the same layout and mental map of the board. Whether playing as White or Black, proper orientation and familiarity with the board’s structure help players follow games, understand positions, and prepare for learning piece movement and strategy. With this foundation established, you are now ready to explore how each piece moves and how a chess game truly begins.
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Chapter 3
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Chess Pieces: Identification, Movement, Chess Notations and Special Rules
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Understanding the chess pieces is one of the most important foundations for becoming a confident player. In a chess board there are 32 pieces that means 16 pieces are given to each player. While sighted players rely on visual shapes and colours, visually impaired players learn through touch, memory, and patterns. Accessible chess sets make every piece identifiable with ease, and with practice, you will be able to recognize pieces instantly and visualize their movements clearly in your mind. 

​Tactile Differences Between White and Black Pieces

For playing chess, the differentiation between the pieces of the opposite colours is very crucial. In an accessible chess set, distinguishing between your own pieces and your opponent’s pieces is simple. In such boards, the difference is always tactile, not visual.

​Black pieces

Black pieces have a small raised dot, metal pin, or textured bump on top. By sliding your finger over the top of any piece, you will immediately know if it belongs to the black side.

​White pieces

White pieces are smooth on top, with no raised marking. This smoothness signals that the piece is yours (if you are playing White) or belongs to your opponent (if you are Black).

This single tactile difference makes game play easy, fast, and accurate for visually impaired players.

​Shapes of Pieces in Accessible Sets

Each type of piece has a unique shape, allowing you to identify it with your fingertips. With practice, your fingers will begin to identify the pieces effortlessly.

Below is a simple guide to their tactile features:


	King: It is the tallest piece on the board. It usually has a flat crown or a cross-shaped top on a broad base. 

	Queen: This piece is slightly shorter than the king. It Often has a rounded top. The queen is usually shaped in a wide and elegant manner. 

	Rooks: Rooks are 2 in number for each player and have straight cylindrical bodies. There unique feature is that they have flat top with small edge cuts resembling castle walls. 

	Bishops: Bishops are the pieces who are of medium hights. They are 2 in number for each player. They are also slimmer than rooks and queens. Their main characteristic is that they have diagonal notch or slanted top. 

	Knights – Knights are the most distinctive pieces of the chess board which are 2 in number for each player. They are carved like a horse’s head making them easy to be identified. 

	Pawns: Pawns are the smallest pieces which are 8 in number for each player. They are characterized by simple round top and short body. 



​Symbols of pieces 

The following table shows the symbols of different pieces by which they are denoted:






	Name of the piece

	Symbol




	King

	K




	Queen

	Q




	Rook

	R




	Bishop

	B




	Knight

	N




	Pawn

	(Denoted by the name of the square where it is placed)







​Arrangement of Pieces for White and Black

To set up a chessboard correctly, first make sure the board is oriented with a light square in the bottom-right corner. White’s pieces occupy the first two ranks: the back row (rank 1) holds the major pieces in the fixed order of rook, knight, bishop, queen, king, bishop, knight, and rook from left to right, while the eight pawns stand directly in front of them on rank 2. Black’s pieces mirror this arrangement on ranks 7 and 8, with pawns on rank 7 and the major pieces on rank 8 in the same left-to-right order. A simple way to confirm correct placement is remembering that the queen always starts on her own colour: White’s queen stands on the light square at d1, and Black’s queen stands on the dark square at d8. 
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​

Role and Value of Each Piece

In the game of chess, the pieces described above have their own role and value. Each piece in the chess boards have their own function and performs important tasks. On the value of the piece in the chess board is determined by how powerful the piece is and the important role it performs. The role and value of each piece is discussed below in great detail. 

​King

The king is the most important piece on the chessboard, and the entire game revolves around its safety. Although the king has limited movement—only one square in any direction—it carries infinite value because losing the king means losing the game. Unlike other pieces, the king must be protected throughout the opening and middlegame, often by castling to a safe position. In the endgame, however, the king becomes an active attacker, supporting pawns and helping secure checkmate. The king’s role is unique: it is both the most fragile and the most essential piece. The value of the king is infinite. 

​Queen

The queen is the most powerful and versatile piece in chess, combining the long-range strength of both the rook and the bishop. It can move any number of squares along ranks, files, or diagonals, making it a dominant attacker and a critical defender. Valued at 9 points—the highest after the king—the queen can influence large portions of the board at once. This power must be used wisely; while the queen can deliver decisive threats, losing it unnecessarily can ruin a position. The queen’s role is to control space, create tactical chances, and coordinate with other pieces in both attack and defence.

​Rook

Rooks play a vital role in controlling open lines and long straight paths on the board. They move horizontally or vertically across any number of squares and are valued at 5 points. Rooks are especially powerful when placed on open files—columns without friendly pawns blocking them—because they can penetrate deep into enemy territory. In the endgame, rooks often decide the result of the game by supporting passed pawns or cutting off the enemy king. Skilled players keep their rooks active and connected, using them to dominate both sides of the board.

​Bishop

Bishops are long-range pieces that move diagonally across the board for any number of squares. Each bishop remains on the same colour in which it was placed for the entire game, giving it a special role in controlling colour complexes. Valued at 3 points, a bishop can become extremely powerful in open positions where pawns do not block its path. Two bishops working together—often called the “bishop pair”—can exert pressure on many squares and create strong attacking possibilities. The bishop’s strength lies in its ability to influence multiple areas of the board simultaneously through clean diagonal lines. 

​Knight

The knight is the most unique and unpredictable piece in chess, moving in an L-shaped pattern: two squares in one direction and then one square to the side. It is the only piece that can jump over other pieces, making it especially useful in crowded or closed positions. Valued at 3 points, the knight excels in the centre of the board, where it can control up to eight squares. Knights are powerful attackers in the short range and often deliver surprising tactical blows. Their curved movement makes them tricky for opponents to anticipate, giving knights an important strategic and tactical role.

​Pawn

Pawns are the foundation of chess strategy and structure. They move one square forward (or two squares from their starting position) and capture diagonally. Although a pawn is valued at just 1 point, its true power lies in its potential: a pawn that reaches the opposite side of the board can be promoted to a queen, rook, bishop, or knight. Pawns shape the entire position, define strong and weak squares, and restrict or open pathways for other pieces. In the endgame, pawns often decide the outcome through passed pawn races and promotion threats. Their strength lies not in individual power but in their collective structure and long-term impact.

​Movement of the Pieces 

In the game of chess, a player has to move the pieces according to rules. It means that each piece has to be used in the specific way and a player cannot use any piece as he / she likes. The rules according to which a piece work is explained in great detail below. 

​King – Moves One Square at a Time

The king is the most important piece, but it moves the least. The king can move one square in any direction—forward, backward, sideways, or diagonally. It does not jump over pieces and cannot move into danger. This means the king can step onto any square that is next to it as long as no enemy piece attacks that square.

Example:

If your king starts on e1, it can move to d1, f1, d2, e2, or f2, provided those squares are safe. If an enemy piece is attacking e2, the king cannot move there. 

​Queen – Moves in Any Straight Direction, Any Number of Squares

The queen is the most powerful piece because she can move horizontally, vertically, or diagonally across any number of empty squares. She combines the movement of both the rook and the bishop. The queen cannot jump over pieces; she must have open paths.

Example:

If your queen is on d1, she can move along the file to d2, d3, d4... or along the rank to e1, f1, g1, or diagonally to e2, f3, g4. The queen can travel far in any direction as long as the road is clear.

​Rook – Moves in Straight Lines Only

A rook moves vertically or horizontally, any number of squares, but never diagonally. It is excellent for controlling open files and ranks. Like the queen, a rook cannot jump over any piece; it must move through empty squares.

Example:

If your rook is on a1, it can move up the board to a2, a3, a4... or across the board to b1, c1, d1, etc. It cannot move to b2 or c3 because those are diagonal squares. The rook is a piece which only walks in straight lines that is files or ranks.

​Bishop – Moves Only on Diagonals

A bishop moves diagonally any number of squares, staying on its own colour for the entire game. If a bishop begins on a light square, it will always remain on light squares; if it begins on a dark square, it remains on dark squares.

Example:

If your bishop starts on c1, it can go to d2, e3, f4, or g5— and b2, a3 etc. all diagonal squares. It cannot move to c2 or d1 because those are not diagonal. 

​Knight – Moves in an L-Shape and Can Jump Over Pieces

The knight is the only piece that can jump over other pieces. It moves in an L-shape that is two squares in one direction (up, down, left, or right), then one square sideways.

Because of this unusual move, the knight always lands on a square of the opposite colour from where it started.

Example:

If your knight is on g1, it can jump to e2 or f3. Even if pieces block the path between g1 and f3, the knight jumps over them. 

​Pawn – Moves Forward, Captures Diagonally, and Has Special Rules

Pawns move differently than they capture, which makes them unique. A pawn moves one square forward, but only captures one square diagonally forward. On its very first move, a pawn may move two squares forward if both squares are empty. Pawns cannot move backward or sideways.

Example:

A pawn on e2 may move to e3, or to e4 if e3 and e4 are empty. But it can capture a piece on d3 or f3. It cannot capture something directly in front of it, because pawns only capture diagonally. Pawns are like small soldiers who march forward bravely but strike diagonally. 

​Special Moves of pieces in chess

In addition to the normal moves of each piece, chess has three special rules that give the game extra depth: castling, En passant, and pawn promotion. 

Understanding these is very crucial for becoming a professional chess player. These are discussed below: 

​Castling

Castling is a special move that involves both the king and a rook in a single move. Its purpose is to bring the king to safety and activate the rook. In castling, the king moves two squares toward a rook, and that rook moves to the square immediately next to the king on the other side.

For example, if you are White and want to castle kingside, your king starts on e1 and your rook on h1. To castle, the king moves from e1 to g1, and the rook from h1 to f1. If you castle queenside, the king moves from e1 to c1 and the rook from a1 to d1. Black castles in the same way on the eighth rank.

Castling is only allowed if all of the following conditions are met:

1. The king has not moved earlier in the game.

2. The rook involved in castling has not moved earlier.

3. There are no pieces between the king and that rook.

4. The king is not currently in check.

5. The squares the king passes over and the square it lands on are not attacked by an enemy piece.

If any one of these is not satisfied, castling is illegal. For a visually impaired player, it helps to carefully feel the path between king and rook and to be sure those squares are empty and safe before castling.

​En Passant

En passant is a special pawn capture that can only happen in a very specific situation. It allows one pawn to capture another pawn as it passes by, but only immediately after the opposing pawn moves two squares forward from its starting position.

Imagine you have a white pawn on e5. If Black has a pawn on d7 and moves it two squares forward to d5 in a single move, your pawn on e5 has the right to capture that pawn as if it had only moved one square to d6. On your very next move, you may move your pawn from e5 to d6, and the black pawn on d5 is removed from the board. This capture must be played immediately on the next move; if you do not take En passant at once, the chance disappears and cannot be claimed later.

The important points to remember are:

• It only applies to pawn vs pawn.

• It only applies when a pawn moves two squares from its starting rank (from rank 2 to 4 for White, or from rank 7 to 5 for Black).

• The capturing pawn must be on a square directly beside it on the same rank (for example, e5 next to d5).

• The capture is made diagonally forward to the square the pawn would have occupied if it had only moved one square.

​Pawn Promotion

Pawn promotion is a special rule that gives pawns great potential. When a pawn reaches the last rank on the opposite side of the board (rank 8 for White, rank 1 for Black), it must be promoted. This means it is immediately exchanged for a more powerful piece of the same colour.

A promoted pawn can become a queen, rook, bishop, or knight, chosen by the player, regardless of what pieces have been captured earlier. In practice, most players choose a queen because it is the strongest piece, but in some positions a rook, bishop, or knight may be more useful.

For example, if a white pawn starts on e2 and eventually advances all the way to e8 without being captured, when it steps onto e8 it is removed from the board and replaced by a new piece, often a queen. From that moment, the pawn no longer exists as a pawn; it is treated exactly like the piece it became. For visually impaired players, it helps to make sure the promoted piece is clearly identifiable by touch and placed firmly on the promotion square. 

​Legal vs. Illegal Moves

The concept of legal and illegal moves is very important to understand for the chess players. A legal move is any move that follows all the rules of movement, capturing, and king safety. A move is legal if the piece moves according to its allowed pattern, the path is not blocked (except for knights, which can jump), the target square is either empty or occupied by an enemy piece being captured, and most importantly, the move does not leave the moving player’s king in check.

An illegal move is any move that breaks one or more rules. Examples include moving a rook diagonally, moving a bishop straight, having a pawn move backward, castling while the king is in check or castling through an attacked square, or making any move that leaves your own king in check. For instance, if your king is on e1 and an enemy rook is on e8 attacking the e-file, moving a different piece and leaving your king exposed on e1 does not remove the check and is therefore illegal. In proper games, if an illegal move is made and noticed, it must be taken back and replaced with a legal move.

For beginners, a good habit is to always ask yourself two questions before completing a move:

1. Does this piece move this way according to the rules?

2. After I move, is my king safe from attack?

If the answer to both is yes, the move is legal. Over time, this becomes automatic, and you will naturally recognize legal and illegal moves by understanding how each piece works and by keeping your king’s safety in mind. A player should avoid making illegal moves as it can lead to the loss of the complete game. 

​Algebraic Notations 

Algebraic notation is the international language of chess, used to record and communicate moves in a clear and standardized way. It allows players—both sighted and visually impaired—to replay games, study openings, follow commentary, and understand strategic ideas without diagrams. Every move is described using a combination of letters, numbers, and simple symbols. Once you learn this notation, you will be able to read any chess book or follow any master game with complete confidence. 

Some of its basic ideas include: 


	Algebraic notation uses single capital letters to represent pieces, except for the pawn, which has no letter. The symbols are: K for king, Q for queen, R for rook, B for bishop, and N for knight. Knights use “N” because “K” is already taken by the king. A pawn move is written only as the destination square, such as “e4.” Examples of piece notation include Nf3 (knight to f3), Qd5 (queen to d5), Rc1 (rook to c1), and Be7 (bishop to e7). These symbols make it easy to identify which piece moved. 

	Captures are shown by inserting an “x,” as in Bxc4 (bishop captures on c4) or Qxh7 (queen captures on h7). When a pawn captures, its starting file is included—for example, exd5 means a pawn from the e-file captures a piece on d5. 

	Algebraic notation also includes symbols to show the status of the king. A move that gives check ends with a “+,” and a move that gives checkmate ends with “#.” For instance, Qg4+ means “queen moves to g4 and gives check,” while Rd8# means “rook moves to d8 and checkmates the opponent. 

	Castling uses special symbols because it involves two pieces moving at once. Kingside castling is written as O-O, indicating the king moves two squares toward the rook on the king’s side. Queenside castling is written as O-O-O indicating the king moves toward the rook on the queen’s side. 

	When a pawn reaches the last rank and promotes, the notation includes an equals sign followed by the new piece. For example, e8=Q means the pawn reaches e8 and becomes a queen. Promotions can also include check or checkmate symbols, such as h8=Q+ or a1=Q#. A pawn may promote to a queen, rook, bishop, or knight, and the choice is always shown in the move notation.

	The En passant capture is written like any pawn capture but may include the abbreviation “e.p.” for clarity. For example, if a pawn on e5 captures a pawn that has just moved from d7 to d5, the notation would read exd6 e.p. This tells the reader that the capture was performed En passant. 

	Sometimes two identical pieces can move to the same square. In such cases, notation includes either the starting file or rank to clarify which piece moved. For example, if two knights can go to f3, the moves may be written as Ngf3 (knight from g-file) or Ndf3 (knight from d-file). Similarly, if rooks on a1 and a7 can move to a5, the move is written as R1a5 or R7a5. This avoids confusion for both players and readers.

	Chess notation includes symbols that describe the quality of a move. A good move is marked with exclamation mark “!” and a brilliant move with double exclamation marks “!!”. Mistakes are marked with question mark “?” and blunders with double question marks “?” Mixed evaluations are shown with an exclamation mark followed by a question mark “!?” for an interesting but risky move. A question mark is followed by an exclamation mark “?!”for a dubious move. These symbols help readers understand the strength or weakness of moves in annotated games. For example, Nf3! (exclamation mark) means “knight to f3 is a strong move,” while Qd3??(double question marks) means “queen to d3 is a serious mistake.” 

	Advanced analysis uses symbols to describe the overall position rather than a single move. The symbol “=” means the position is equal. The symbols “±” and “∓” indicate a decisive advantage for White or Black, respectively. The symbols “⩲” and “⩱” indicate a slight advantage. The infinity symbol “∞” means the position is unclear or very complex. These symbols help readers understand deeper strategic evaluations.

	Game results are shown using simple numeric symbols. 1-0 means White wins, 0-1 means Black wins, and ½-½ indicates a draw. 



At last, it can be said that this chapter provided a complete foundation for understanding the chess pieces and how they function on the board. You learned how to identify each piece through tactile features, how white and black pieces differ by touch, and how the entire set is arranged at the start of a game. The role, value, and movement of every piece were explained clearly, along with the special rules of castling, En passant, and pawn promotion. You also explored the differences between legal and illegal moves and gained familiarity with algebraic notation, the universal language used to record chess moves. With these skills, you now have all the essential knowledge needed to play confidently, follow games, and understand positions as you progress further into the world of chess.
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Brain Workout
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Q1. List the possible names of squares where the following pieces can move. 

	White knight on c3
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	Black bishop on e6
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	White rook on d4
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	Black queen on a5
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	White bishop on a1 
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	Black king on h8
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	White queen on e4
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	Black rook on g2
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	White pawn on f2 
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	White king on d5 
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	Black knight on e5 
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	Black pawn on g7
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Q2. Read each situation carefully and decide whether the move of the piece in question is legal or not.


	A rook on a1 moves to a4 with no pieces in between

	A bishop on c1 moves to c3.

	A king on e1 moves to e3 while an enemy rook on e8 attacks the file.

	A pawn on d2 moves to d4 as its first move.

	A knight on b1 moves to c3 even though there are pieces between b1 and c3.

	A pawn on e5 captures a pawn on d5 using en passant, immediately after the pawn moved from d7 to d5.
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