Castling Chess Adventure
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r Let's dive into the fantastic move called castling and unlock its secrets ™

together!
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Castling is like using a secret spell that magically transports your king
to safety and opens up the power of the rook. Note -- it doesn't make
the rook safer, but it makes the rook more active.

earmon & S
® Google Play & App Store

ChessKid.com
z (s NCNcNCNY]




% .
ChessKid
JilLearn]HowjtolCastleliThelMagiclMoves! —

< |

~~’
Prepare for a magical castling experience! Slide your king two spaces
toward your rook with a flick of your wand. Feel the whoosh as your rook
swiftly zooms over the king, landing beside it with a touch of enchantment.
You've successfully castled like a true chess wizard!
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Congratulations on discovering the secrets of castling! This extraordinary #
chess move has its own set of rules that you should remember. By
understanding and following these rules, you'll be able to execute

castling successfully and unlock its full potential on the chessboard. Let

the magic of castling enhance your gameplay and lead you to victory!
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Castling creates a fortress for your king, shielding it from sneaky »
attacks. Your rook gets unleashed, ready to rule the chessboard with
its mighty powers!
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r Explore enchanting diagrams showing castling moves in action. »

Before and after, witness the transformation!
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Castling is the only move where the king and rook become best friends
and work together. They create magic on the chessboard and make
everyone go "Wow!"
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Solve a puzzle where you'll cast your own spell of castling magic.
Show those chess pieces who's the boss!
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Objective:
Help the Sorcerer
King and Magic
Rook create a
magical fortress
through castling. e

Objective:
Guide the
Enchantress Queen
and Wizard Rook to
safety using
castling.

\nstructions;
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4 Examine the starting
positions of the magical
characters.

4 Identify the correct squares
for castling to occur.

4 Draw the path of
movement for the
characters during castling
using dotted lines.

4 Mark the final positions of
the characters after
castling.
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Ensure that the conditions for
castling are met - no previous
moves, no pieces obstructing
the path, and the King not in

Once you've solved the puzzles,
You can compare your answers
or seek assistance from a chess
teacher or parent. Enjoy the
enchanting world of chess and
have fun with your magical
castling adventures!

Note: You can use a
chessboard or a printed
chessboard image to mark the
starting and ending positions of
the magical characters.
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Magical Castling Adventure!
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Help the Magician and the Dragon complete their castling adventure by ¥ |
drawing the path for the king and rook to castle safely. Connect the
starting and ending positions with a dotted line to show their magical
journey. Be careful of any obstacles that might block their path!

Dragon's Lair
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Draw the castling path
for the Magician:

1. Starting square for the king: [:]
2. Ending square for the king: D
3. Starting square for the rook: D

4. Ending square for the rook: [:]

Draw the castling path
for the Dragon:

1. Starting square for the king: D
2. Ending square for the king: D
3. Starting square for the rook: D

4. Ending square for the rook: D

a b c
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Remember, castling can only happen if:

The king and rook have not moved before.
There are no pieces between them.
The king is not under attack.

You can use chess pieces or markers to mark the starting and ending squares for the king and rook.
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