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For my sweet Baby Albert, my absolute joy. And for all children, girls and boys, who want to play chess: you can do it, and don’t give up!
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Introduction
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Chess is fun and universal! You can play with your friends and family, with anyone of any age, all over the world! It’s also much easier to get started than you’d imagine as you really only have to learn how to move six different pieces. Once you’ve got the hang of that, there are lots of exciting activities to master, each of which will make you a better chess player!


Every activity in this book has a skill level of one, two, or three (see below) so you can tell when you’re ready to try each one. There is also a helpful glossary on page 13, which explains special chess terms that are used throughout the activities.


You can learn a lot with this book, and end up beating your dad or mom quite soon! Sometimes you will win and sometimes you will lose, but remember always to be a good sport, and bow or shake hands with your partner when the game is over.
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Activity skill levels
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Level 1


These are quick and simple activities for new players.
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Level 2


You will need to have mastered Level 1 activities before you try these, but they are easy once you’ve done that.
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Level 3


Trophy level! These activities are more challenging and you may want to ask an adult to help you with them.







Starting Out!
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The Materials


What do you need to play a chess game? Really very little: all you require is a chess set, which includes a board and pieces. Plus, though you could play by yourself, it’s usually more exciting to play against a friend!


Your board could have numbers and letters on it (see page 8), or be blank around the edges. It could be made of wood or marble or glass, but the easiest (and safest!) board to carry around is simply made of vinyl or cloth. Similarly, the pieces could be made of any kind of material. You can even create your own set out of clay or papier-mâché! It doesn’t even matter what color the pieces are as long as the two sides are different. I’ve seen red and blue, pink and black…you could choose your favorite colors!
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Naming the Squares


Let’s take a look at our board first. There are 64 squares on a chessboard. Each square has a name—a first and a last name, just like you and me! It’s very easy to remember all these squares’ names, because their first name is the letter below, and their last name is the number to the side. We say the letter first, then the number. So the first square’s name is a1. (In chess, we don’t capitalize the squares’ names.)


What if you move up a square? This square’s first name is still a, but now its last name is 2. So its full name is a2. What about the one above that? It’s a3! I’m sure you can figure out all the squares’ names just by looking at the letters and numbers! Try it—point to any square on the board and say its name.


The horizontal and vertical rows also have names. The horizontal rows are called ranks, while the vertical rows (or columns) are called files. So, for example, we would call row number two the “second rank,” and we would call the column labeled c the “c-file.”
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Setting up the Board


As you’re looking at the board, whether you’re playing as White or Black, the white square always goes on the right-hand side. (“White” and “right” rhyme, so it should be easy to remember that one!)


If your board has letters and numbers on it, remember that a1 is always on the same side as White—it’ll be the bottom left square. (So if you are playing as Black, the bottom left square from your viewpoint is always h8.) Now you need to find out where the pieces go!
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The Chess Pieces


Now let’s take a look at our chess pieces. There are six pieces in chess: each one has its own starting position on the board and has its own way of moving around. A chess piece can capture other pieces by moving onto the square of the piece they want to capture, then removing their opponent’s piece from the board. Unlike in checkers (draughts), which you might have played, most chess pieces cannot jump over other pieces—only one piece, the knight, can do this. Chess pieces need a clear route to move along.
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Pawns
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Pawns


First, we have the pawns—little guys! There are always eight pawns in chess that stand in front of your bigger pieces to start. Some people think of them as soldiers. Pawns have four rules:


1. Pawns can only move forward.


2. Pawns always capture one square diagonally forward.


3. Pawns can move either one or two squares on their first move, but only one square on each move after that.


4. When a pawn gets to the other side of the board, it can promote to a queen, rook, bishop, or knight. (“Promote” means it gets changed into one of these more powerful pieces.)


Because pawns can only move forward if they’re not capturing another piece, pawns that are head to head are frozen and cannot move. They have to wait for another piece to come along that they can capture diagonally!
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Rooks


Here are the rooks. They always start in the corners of your board. They look like towers or castles. In fact, some people use the word castle for rook, but that’s not really accurate, because castling is the name of a special move we’ll learn about later, not a chess piece.


Rooks can move forward, backward, or sideways, as many squares as they want, but cannot jump over other pieces.
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Rooks
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Knights


Next square in go the knights. These are shaped like horses in most chess sets but they are called knights, because knights used to ride horses into battle.


Knights are very special pieces because they are the only ones that jump over other pieces. They move in an L-shape, always going “one, two, turn.” They can move forward or backward, as long as they move in an L-shape.
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Knights
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Bishops


Next to the knights go the bishops. Bishops used to be called elephants, and still are in some countries today. Bishops will always have that little slit in their hats so they look like they are frowning. Turn them upside down to see them smile!


Notice how they are placed on opposite colors. Bishops must always stay on their starting color and they can only move diagonally, but they can move forward or backward on the diagonal line. They cannot jump over other pieces.
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Bishops
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Queens


The queen and king are placed in the center of the first rank. You can always remember how to set them up, because the queen goes on her color. Light queen, light square; dark queen, dark square. Some people think of the queen as wearing shoes to match her dress. The queens will always be opposite each other along the d-file!


Queens can move like both rooks and bishops: forward, backward, side to side, and diagonally as far as they like, but they cannot jump over other pieces.
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Queens
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Kings


The king is placed next to the queen. He can also move in any direction, but only one square at a time. The most important rule to learn about the king is that he can never be captured—it just isn’t allowed! You’ll learn more about this in Opposing Kings (see page 35).
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Kings
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Playing a Game


Set up your board and place all your pieces in their starting positions—then you’re ready to go! White always goes first, and then you take turns.


During the game you are trying to do lots of things, including capturing the other player’s pieces while also protecting your own and getting your pawns to the other side (see page 9), but the ultimate goal of the game is to trap the other side’s king in something called checkmate. This is when the king is completely unable to escape. We’ll talk a lot more about this word later, but remember—you are never allowed to capture the king! However, before you play a full game of chess, try out the activities in this book to help you practice the moves and learn tons of tricks to help you win.




Chess Terms


Absolute pin—a pin where the king is at the back, so the middle piece cannot move (because doing so would put the king in check, which is not allowed)


Castling—a strategy to keep the king safe, using the king and rook (see page 50)


Castling short—castling kingside


Castling long—castling queenside


Center—the middle of the board—squares d4, d5, e4, and e5


Check—the king is in danger and you must move, block, or capture to escape (see page 40)


Checkmate—game over; the king cannot escape from check; one side wins and the other loses


Chess clock—a special double clock that times how long you take to play (see page 63)


Develop—bring pieces out from their home squares


Discovered attack—three pieces are in a line and when the middle piece moves, the piece behind makes the attack (see page 90)


Double attack—one piece attacks two things, either a piece or a square (see page 70); also called a fork


Draw—no one wins and no one loses. (There are seven ways to draw in tournament chess—one is a stalemate, which we learn about in this book.)


En passant—a special capture only pawns can make (see page 56)


Endgame—many of the pieces have come off the board; the end of the game


File—vertical row of squares


Fork—see double attack


Hanging pieces—pieces that can be captured for free, or pieces that mean you will win material by capturing them


Helper mate—a checkmate using two pieces: one piece gives check while the other guards that piece


Home square—the place on the board where that piece is first set out


Illegal—not allowed; against the rules


Kingside—the half of the board from the king to the edge (e-file to h-file)


Long-range pieces—the rook, bishop, and queen, which can all move as far as they like each turn


Mate—common, shortened way of saying “checkmate”


Material—another word for pieces or points


Middle game—usually arises after at least one side has castled and both sides have developed minor pieces


Notation—a way to write your moves down in chess language (see page 60)


Opening—the beginning stage of the game


Opposition—an odd number of squares in between two kings (see page 36)


Outflank—go around with your king (see page 37)


Pawn promotion—a pawn gets to the other side and turns into a queen, rook, bishop, or knight; it cannot stay a pawn or become a king (see page 16)


Pin—three pieces are in a line and the middle piece cannot move because it would leave the back piece open to attack (see page 80)


Queenside—the half of the board from the queen to the edge (d-file to a-file)


Rank—horizontal row of squares


Relative pin—a pin where the back piece is not the king (so the middle piece could move, but the back piece would be likely to get captured)


Skewer—three pieces in a row, but the piece in the middle is the more valuable piece (see page 80)


Stalemate—the king is NOT in danger, but he cannot move anywhere safely. No other piece of the same color as that king can move. It is the side’s turn who cannot move. Instead of passing, the game ends in a draw.


Strategy—a plan to make your pieces work together


Tactic—a trick or a combination of tricks to help you quickly win material or the game


Trade—an exchange of pieces of equal value; for example, you capture a queen and then you immediately lose your queen
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Chapter 1


Piece Movement
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Pawn Football


Face-Off


Rookie Cookie


Knight Races


Capturing Game


Eight Queens


Pieces, No Pawns


Opposing Kings
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Pawn Football
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Pawns are little guys, but they have special powers: if one reaches the other side of the board, it can become a new piece. We call this pawn promotion (see below). The purpose of this game is to practice moving and capturing pawns. The goal is to win by getting one of your pawns to the other side first! You can also win by capturing all your opponent’s pawns.




About this activity


When a pawn is promoted (that is, when it gets to the other side of the board), you can replace it with a queen, rook, bishop, or knight. It cannot stay a pawn or become a king. Most people choose to make their pawn a queen because she is the most powerful piece!


This game is for two players.









Fun fact


Theoretically, you can get nine queens on your side in a game of chess! If all eight pawns reach the other side, they can become queens, and if your original queen doesn’t get captured, you’ll have nine queens in total.
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