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 Guided activities or micro-exercises designed to reinforce the theoretical concepts 
presented. 

Chess-Logic Micro-Puzzles 

1. The "If-Then" Chain (Foresight) 

Scenario: White has a Rook on h1 and a Bishop on c1. Black has a King on e8 and a 
Queen on h5. 

• The Goal: Trap or win the Queen in 2 moves. 
• The Puzzle: Write the logical sequence to achieve this. 

o Step 1 (If): If White moves the Bishop to g5, then the Black Queen is... 
o Step 2 (Then): If the Queen moves to h6 to stay safe, then White moves... 

• Transversal Skill: Sequential Reasoning. This mirrors "debugging" a line of 
code or a mathematical proof. 

 

2. The "Bottleneck" Decomposition (Analytical Reasoning) 

Scenario: You have 3 Pawns on a2, b2, c2. Your opponent has 3 Pawns on a7, b7, c7. 

• The Logic Task: You want to get one pawn to the 8th rank (Promotion). 
• The Constraint: You can only move one pawn at a time, and you must 

"sacrifice" one to open a path for another. 
• The Puzzle: Identify which pawn is the "decoy" and which is the "runner." 

o Question: If you push the b-pawn first, how does that change the "space" 
for the a and c pawns? 

• Transversal Skill: Resource Allocation. Learning when to give up a small 
asset to achieve a major strategic goal. 

 

3. The "Invisible Thread" (Spatial Intelligence) 

Scenario: A Knight is on a1. It needs to reach h8 in the fewest moves possible. 

• The Puzzle: Without touching a board, visualize the path. 
o Logic Check: Can a Knight move from a white square to another white 

square in exactly one move? (No). 
o Sequence: List the coordinates: a1 → ___ → ___ → ___ → ___ → ___ → 

h8. 
• Transversal Skill: Visualization & Working Memory. This strengthens the 

ability to hold complex "mental maps" in mind while solving problems. 
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4. The "Constraint" Puzzle (Decision-Making) 

Scenario: You are in a "Sudoku-style" chess layout. 

• The Board: A small 3x3 grid. 
• The Pieces: One White King, one White Rook, and one Black King. 
• The Rule: No piece can be on a square where it could be captured, and the 

Kings can never be next to each other. 
• The Puzzle: Find a position where the Black King has zero legal moves but is 

not in check (Stalemate). 
• Transversal Skill: Creative Problem Solving. Finding "Option C" when Options 

A and B are blocked. 
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Puzzle Answer Key 
1. The "If-Then" Chain (Foresight) 

• The Goal: Win the Black Queen. 
• Step 1 (The If): White moves Bishop to g5. 
• The Logic: This creates a "Skewer." The Queen is attacked; if she moves away 

along the h-file (e.g., to h6 or h7), the Rook on h1 is now "looking" through the 
empty space. 

• Step 2 (The Then): If the Queen moves to any safe square, the Rook on h1 
captures the Queen (or vice versa depending on the specific alignment, but in 
this setup, the Bishop forces the Queen into a line of fire). 

• Transversal Takeaway: This teaches Linear Causality—understanding that 
one action creates a secondary "reaction" further down the chain. 

 

2. The "Bottleneck" Decomposition (Analytical Reasoning) 

• The Goal: Promote one pawn to the 8th rank. 
• The Solution: This is a classic "Pawn Breakthrough." 

1. Push the b-pawn to b4. 
2. If Black captures with the a-pawn ($axb$), White pushes the c-pawn to 

c5. 
3. If Black then captures the c-pawn, the a-pawn now has a "clear lane" to 

run to the end. 
• The Logic: You use the middle pawn as a distraction (decoy) to force the 

opponent to move their "blockers," creating a gap for the "runner." 
• Transversal Takeaway: Prioritization. Sometimes you must "spend" a resource 

(the b-pawn) to achieve a higher-value goal (a Queen). 

 

3. The "Invisible Thread" (Spatial Intelligence) 

• The Goal: Reach h8 from a1 in the fewest moves (6 moves). 
• The Path (Example): a1 → b3 → c5 → e6 → f8 → g6 → h8. (Note: There are 

multiple 6-move paths, such as a1 → c2 → e3 → f5 → g7 → h8). 
• The Logic: A Knight always changes the color of its square every move. To get 

from a1 (dark) to h8 (dark), it must take an even number of moves (2, 4, 6...). 
• Transversal Takeaway: Mental Mapping. Building the ability to navigate a grid 

or system internally without needing a GPS or physical prompts. 

 

4. The "Constraint" Puzzle (Stalemate) 

• The Goal: Zero legal moves for the Black King without being in Check. 
• The Position: * Black King: On a8 (the corner). 

o White King: On c7. 
o White Rook: On h7. 

• The Logic: The White King on c7 prevents the Black King from moving to b8 or 
b7. The White Rook on h7 "guards" the entire 7th rank (a7, b7, etc.). Since the 
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Black King is not currently in the "line of fire" of the Rook, he isn't in check—but 
he has nowhere to go. 

• Transversal Takeaway: Thinking Outside the Box. In many real-world 
problems, "winning" (Checkmate) isn't the only outcome; sometimes you reach a 
"deadlock" (Stalemate) where no progress can be made despite having the 
advantage. 

 


