
             
 

Innovative logistics training using chess, with a complement of other 
strategy games 

 

Methodological description of an Innovative class or educational game 
 

1. Overview - scope and purpose of the innovative class; brief description of the 
activities in a few words: 

 
The aim of this way of learning is to train and prepare students to find optimal solutions and to 
fight competitively in the logistics industry. At the operational-tactical level - solving specific 
problems related to occupying key fields (warehouses, transport and repair bases, etc.) and 
maintaining communications (free access to roads, ports, fuel, warehouses, etc.). At the 
strategic level - preparation of long-term plans for the enterprise/industry/national economy, 
analysis of major logistics projects of regional or global importance.  
 

2. Objectives – short description of desired educational content to be studied - both 
special and universal skills/knowledge: 

 
The aim is to acquire universal skills useful for working in the logistics sector through special 
skills required in solving chess problems. Learning by playing in this case is based on basic 
knowledge of chess - movement and value of pieces, options for winning and drawing, tactical 
and strategic value of squares on the board, pace of the game. The emphasis is on positional 
tasks with emphasis on the importance of maintaining communications and key squares. 
Examples are taken from mostly positional games with a mêlée and endgame phase. The aim 
is for participants to acquire skills and develop their own methodology for assessing the 
importance of key logistical points and communication pathways for successful problem 
solving in a company/industry/national economy. Including for assessing the importance and 
viability of strategic infrastructure projects - One Belt One Road, North-South, Nicaraguan 
Canal, etc. with possible major impact on global economic and political development. Part of 
the goal is to acquire the ability to analyze implemented and failed strategic infrastructure 
projects (including the La Manche Tunnel, the South Stream gas pipeline, etc.) from a 
geopolitical perspective, taking into account the rules of the chess game.  
 

3. Group Size - optimal or required study group size, separation in teams: 
 
The organization of the game is very simple - the same positional problem is given to the group, 
divided into teams of three, necessarily including a participant with a high problem solving 
coefficient: Lichess - at least level 3 when playing against the computer, Chess puzzles - 10 
solved problems in 10 min. There is a competition between the teams to find the correct solution 
the fastest. In the search for the solution, the leading players in the teams train colleagues with 
weaker knowledge and skills in the game, which increases the beneficial effect, including 
helping to build team spirit that can be transferred later to the workplace. Finally, the solution 
is discussed together in the group and conclusions are drawn about its applicability in practice. 
The lower limit is a group of 9 people, sufficient for three teams. The upper limit in the number 
of participants is actually the upper limit of a university group of trainee students. 
 



             
 

4. Time requirements - approximately time required for the classes, incl. timing of 
subphases of the class given: 

 
The duration of the session depends on the level of initial knowledge and skills of the 
participants. For a total level below 2 on Lichess and below 5 solved problems in 10 minutes 
on Chess puzzles, initial training is conducted with the https://www.chess.com/play/computer 
 platform. One training hour is sufficient for this purpose. A second study hour is required for 
learning chess compositions and problems related to mastering key fields and communications. 
The third lesson is needed for solving the problems independently. A fourth lesson is used to 
transfer what has been learned to concrete situations in practice - at the level of the 
enterprise/industry/national economy using maps and comparing competing logistics projects. 

 

5. Set Up - materials and other preparations, made in advance before the class; images 
& URLs for easier understanding: 

 
If there is a good Internet connection in the hall and available equipment - computer and 
projector, Internet resources can be fully used. As a consequence of the enforced 
implementation of distance learning, these initial conditions are available in practically all 
universities. The Internet platforms (Teams, etc.) purchased by the individual universities can 
be used for the creation of individual teams. The chess platforms www.chess.com, 
www.lichess.org, www.chesspuzzle.net have free access and can be used without restriction for 
the needs of training, including in a home environment in the preliminary preparation for 
classes. 
 

      

www.chesspuzzle.net     www.lichess.org 



             
 

  

www.chess.com/play/computer  https://yandex.ru/video/preview/?text=%D1 

 

They can be supplemented with chess book chess literature and sets of boards and pieces, as 
the hardware version presents richer possibilities when trying out solution variants.  

 

Recommended book 

  
It is also imperative to present materials (mainly scientific publications and less journalistic 
materials) on specific logistics projects of different scales - local, regional, global, which can 
be analysed using the solutions of the chess problems. 

 

6. Procedure - step-by-step detailed description of all activities to be done in order: 
 
1. Communicating the nature and objectives of the class - finding optimal solutions and 
competing in the logistics industry.  
2. Explaining the nature and objectives of the game of chess itself and its relation to the 
objective of the session (See above).  
3. Checking the initial knowledge and skills of the participants, determining their level 
according to the criterion of www.lichess.org and www.chesspuzzle.net and broadcasting the 
team-leaders. The aim is to make the individual teams as equal as possible. 
4. Explaining the basic knowledge of chess - movement and value of pieces, options for 
winning and drawing, value of squares. Explain the principles of positional play with 



             
 
corresponding tasks, emphasizing the importance of maintaining communications and key 
squares. If there is a participant with the level above the level of the teacher (according to the 
criterions of www.lichess.org and www.chesspuzzle.net), part of this task can be assigned to 
him/her, making it part of the training.  
5. Provide examples of appropriate games of positional play, including matches to 
determine a world champion, with commentary. For example Spassky - Fischer, Karpov - 
Korchnoi, Kasparov - Karpov or selected games of Veselin Topalov. 

 

   

    Capablanca vs Lasker, 1914    Molnar vs. Nagy, 1966 
 
Examples from platforms such as https://yandex.ru/video/preview/, 
https://www.chessgames.com/perl/chesscollection?cid=1021537 and many others can be used 
in this case.  
6. Forming teams and assigning tasks. Tasks are sourced from open access platforms: 
www.chesspuzzle.net, www.chesspuzzle.com, etc. Setting time for solving the tasks, 
conducting the tasks and providing assistance in case of major difficulties of the participants. 
7. Discussing results, justifying solutions and looking for alternative solutions, evaluating 
the strengths of each solution.  
8. Selecting logistic problems to solve, discussing the feasibility of solutions to chess 
problems. Analysis of logistic projects of participants' choice. Preference for projects related to 
student internships in companies in the logistics industry. 
9. Summary of the results of the overall exercise, including feedback - evaluation of the 
usefulness by the participants themselves and a proposal for optimizing learning through chess 
games. 

 

7. Directions - directions/instructions/hints that should be given to the students before 
and during the class: 

 
Communicating the nature and objectives of the activity - finding Learners should be directed 
to look for similarities in the logic of solving logistics and chess problems and to find 
similarities between specific chess problems/positions and specific case studies in small and 
large logistics endeavours and problems. Attention should be directed to the common root of 
logistics as a business activity and chess as a game, namely military affairs - problems and 
methodology for their solution and means of training. For example, the effort to disrupt the 



             
 
supply line (the link between individual forces) of the enemy (competitor) and preserve and 
expand one's own forces, the effort to acquire and preserve positions/fields that enable control 
of communications. 
 

8. Debrief - conclusions and outtakes that should be pointed out to the students; main 
points of interest of the class: 

 
Due to the common origin of logistics as a business activity and chess as a game, the use of the 
latter as a learning tool is relevant, useful and yet easily accessible and applicable. Many of the 
solutions, both in solving specific problems at the micro level and in carrying out large-scale 
logistics projects, can be understood and justified through chess logic, combining the useful 
with the enjoyable (the pleasure of the game).   
At the same time, the main difference of chess from practice must be pointed out - in chess the 
game starts with equal forces and a slight advantage for one side. In practice, it is rare to see 
competition between equal resource enterprises or countries. Therefore, emphasis should be 
placed on chess problems where the material superiority of one side is offset by other resources 
- key positions, free communications and time. 
 

9. Variations - possible variations and alternative ways to have the class; main 
differences including directions and debrief: 

 

For ease of comprehension, the lesson could also be linked to the game of Monopoly, which 
requires minimal preparation, and the game of backgammon, "tapa", which requires more 
serious preparation but only as a supplement. In rare cases, a link can also be made with the 
game 'Go', so far little known in Europe but rapidly gaining popularity thanks to the Internet. 
These examples also emphasise the one-dimensionality and the role of chance (the roll of the 
dice) in 'Monopoly', and again the role of chance (the roll of the dice) in backgammon, which 
seriously hampers strategy. On the other hand, changes in conjuncture - political and economic 
- are the random element in practice and training to deal with unforeseen fluctuations is of 
considerable benefit. The advantage with this option is that monopoly and backgammon games 
are widespread and require virtually no initial training. The same feature as in chess applies to 
the game "Go" - equal forces and a slight advantage for one side. The choice of additional 
games depends on the degree of initial training of the participants. The range of additional 
options gives additional flexibility to this way of learning.  

 


