	Teacher’s name: Sulea
	 Vasile Alin

	Title:  Learning chess
	Time: 2 hours

	Subject: Sports

	Aims:  
General competence[footnoteRef:1]:  Generate simple explanations using elements of logic [1:  According to the National Curriculum for Mathematics and Environmental Exploration, grades 0-II, approved by Order of the Minister of National Education no. 3418/19.03.2013
 Idem	] 

Specific competence[footnoteRef:2]: 5.2. Description of a work plan using some scientific terms, drawing representations and logical operators "and", "or", "or not"  [2: ] 

Aim of the activity: Develop students' strategic thinking, concentration, and problem-solving skills through learning and practicing chess


	Key CS elements: Decomposition; Pattern Recognition; Abstraction; Algorithm Design.

	Age group: 6-8 year old

	Learning situations: A natural park
	Activity type: Outdoor activity 

	Materials: 
Access to a tablet 

	Resources: 
Chess app (ChessKid or Chess.com)

	Learning development:

	Problem definition: 
To introduce students to the fundamental concepts of chess, familiarize them with the chessboard and pieces, and help them develop a strategic understanding of the game using computational thinking principles. Students will learn to break down game strategies, recognize patterns, abstract key details, and design a sequential plan for playing effectively.

Introduction 
1. Begin with an interactive discussion:
· Ask students if they’ve played chess before and what they know about the game.
· Show a digital chessboard on a projector or screen and explain the basic goal of the game (e.g., to checkmate the opponent's king).
· Introduce the 4 computational thinking principles:
1. Decomposition: Breaking down the game into pieces and their specific movements.
2. Pattern Recognition: Observing strategies and recurring moves.
3. Abstraction: Focusing on key strategies and ignoring unnecessary details.
4. Algorithm Design: Creating a step-by-step game plan.
2. Objective: Explain that the goal of the lesson is to use computational thinking to learn chess fundamentals and create a strategic plan for the game
3. 


	Pre - Assessment Test (optional): 
· Assess students' prior knowledge of chess by asking questions like:
· Can you name and identify the chess pieces?
· Do you know how each piece moves?
· Have you ever played a chess game before?
· Optionally, let students experiment with moving pieces on a digital chessboard (if available) to determine their familiarity with the game.



	1. Decomposition (20 minutes)
Aim: Break the game into manageable parts by understanding the chessboard and how each piece moves.
Activity:
· Using a chess app (e.g., ChessKid, Lichess, or Chess.com), students will explore the chessboard interactively.
· The app will guide them in learning how each piece moves:
· Pawns move forward one square but capture diagonally.
· Rooks move horizontally or vertically.
· Knights move in an L-shape, and so on.
· Students will complete tasks in the app to practice moving each piece individually, receiving instant feedback.

Goal: Students break down the complexity of chess by learning about each piece’s role and movement individually
Activity: Use a chess app (ChessKid or Chess.com) to study each piece and practice its movements.

Students can individually experiment with their devices, exploring the specific moves of each piece through the app tutorial.

2. Pattern Recognition (15 minutes)
Aim: Recognize common patterns in chess openings, defenses, and attack strategies.
Activity:
· Students will watch an example game in the app or a teacher-led demonstration. They will identify recurring patterns, such as:
· Common opening moves (e.g., moving pawns to control the center).
· Protecting valuable pieces like the king and queen.
· Recognizing setups like castling for king safety.
· Using the chess app, students will try to replicate one simple pattern (e.g., a basic opening strategy or a defense).
Goal: Students observe and replicate useful patterns, improving their understanding of how moves connect to strategy

3. Abstraction (15 minutes)
Aim: Focus on key moves and strategies while ignoring unnecessary distractions.
Activity:
· Students will be given specific scenarios on the digital chessboard, such as:
· How to checkmate with a rook and king.
· Protecting their queen while planning an attack.
· They will focus only on the moves and strategies that contribute to their objective, ignoring irrelevant distractions like unnecessary piece movement.
· The teacher will guide students in analyzing why certain moves are more important than others.
Goal: Students learn to simplify complex positions by focusing on critical details and ignoring unnecessary elements


4. Algorithm design (20 minutes)
Aim: Develop a step-by-step strategy for a basic chess opening and practice it.
Activity:
· Students will create a simple algorithm (sequence of moves) for the first five steps of a chess game.
Step 1: Choose an opening strategy (e.g., controlling the center with pawns).
Step 2: Decide which pieces to move first and why.
Step 3: Write down the first 3–5 moves in sequence.
Step 4: Practice executing these moves on the app or a physical chessboard.
Step 5: Analyze the feedback from the app (e.g., whether the move sequence is effective or needs improvement).
Step 6: Test alternative strategies to explore different outcomes.
At the end, students save their strategy in the app or draw their steps on paper.
Goal: Students apply algorithmic thinking to structure their gameplay and refine their strategy through practice.
Conclusion (10 minutes)
· Recap the lesson by discussing how computational thinking principles helped students learn chess:
· Decomposition: Simplified the game by learning piece movements step by step.
· Pattern Recognition: Identified recurring strategies and moves.
· Abstraction: Focused on essential moves while ignoring distractions.
· Algorithm Design: Created and tested a strategic game plan.
· Encourage students to continue exploring chess strategies at home using the app or online resources.

	Assessment:
· Monitor students' engagement with the activities and their ability to apply computational thinking:
· Are they breaking down tasks into smaller steps?
· Can they recognize and replicate patterns?
· Are they focusing on essential moves and strategies?
· Can they create and follow a logical game plan?
· At the end of the lesson, ask students to reflect on their learning by answering questions like:
· "What pattern did you recognize in the opening moves?"
· "How did focusing on important moves help simplify the game?"
· "What changes would you make to your strategy next time?"

	Post - Assessment Test (optional): 


	Feedback based on Post – Assessment Test (optional):



	Expected results: 
By the end of the lesson, students will:
· Understand the movements and roles of all chess pieces.
· Recognize common patterns in chess strategies.
· Focus on essential details during gameplay.
· Create and practice a basic opening strategy using algorithmic thinking.
· Develop confidence in applying computational thinking principles to solve problems in chess and other areas.


	Notes: 
This lesson plan provides a clear structure for applying computational thinking principles while making the learning experience interactive and engaging. It ensures students gain practical skills in both chess and problem-solving



